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GROUP BACKGROUND

The Sarpent Society i a business aniar-
prise of criminalz and mercenaries
whose costumed identililes are basaed on
anekes, The society is the brainchild of
Soth Voelker, alias the Sidewinder, who
wias inspirad by thres previous coalilions
af snake-criminals, each named the Sar-
pent Sguad.

The first Serpent Squad consisted of
th ariginal Vipern, his brother, the original
Eel (an e=lis actuzlly a fish, not a snaksj,
and e Caobra, It was arganized 1or tha
purpose of destroying Captain America,
The second Serpent Squad was orga-
nized by the sacond Vipar (the former
Madama Hydra) and consisted of tha
Eel, Princess Pyihon, the Cobra, and
Warlord Krang of Atlantiz. 1 was mada
up of agents of the Serpent Crown, &n
ancient arifact of immense powar, and
was defeated by Caplain America, in his
oni-tima guisae as Nomad, and the Sub-
Mariner.

The third Serpant Squad, comprised
of Sidewinder, Anaconda, Black Mamba,
and Death Adder, was organized by Rox-
xon Oil Company to retrigve the Serpent
Crown, which had been bost at sea. Inthe
process of recovering the Crown, thres
of the four Serpants ware trappoed in an
underwater rock slide. Sidewinder com-
plated the assignment and coliected the
fea from Roxxon. Learning that Anacan-
i, Black Mamba, and Death Adder had
survived the undersea mishap, Side-
winder used them as the basis for
another new organization of snake-motif
criminals. Eventually, Anaconda, Asp,
Black Mamba, Bushmasier, Cobra, Cot-
tonmouth, Diamondback, Death Adder,
Frincess Python, and the Rattler
became charter membears of the Serpem
Sociaty.

The Serpent Society's first paying
assignment was a conlract on the life of
Modok, the renegads ona-ime beadar ol
the Advanced Idea Machanics, taken out
by AlM's current leaders, Princess
Fython deserted ihe group during tha
Modok affair bul was caplured and brain-
washed 1o forget Sociedy secrets, Doath
Addder was slain by the criminal-killer
Socourge while ranseming Pyian, These
vacancles to the ranks have yei 1o be
filled,

The Serpent Society adverlises s
sevices through underworld channels,
claiming no job is too large, Socely
members &re not prevented from seek-
ing out their own assignmenis, bul they
musi pay a percentage of all their earm-
ings to the group, In relurm, because of
Lidewinder's telaporiafional powers, no
member need ever fear impriscnment
again. Sidewinder goes oul on no
asgignment himsslf except to rescus

members who are jailed,

Recenily Ihe Society accepted four
new members—Black Racer Copper-
head, Fer-ds-Lance, and Puff Adder—
unaward thal 1hey were inliltrators
employed by Viper |l. Thess four villains
provided Viper Il with the locetion of the
Society Citadel, allowing has to lalepon
in with four oiher sgents, Boomalang,
Coachwhip, Rock Python, and Slither.
Diamondback and Sidewinder escaped,
while Anaconda, Cobra, Cotlonmouth,
and Rattlar joined forces with Viper
Dlamondback wes able 10 surmman the
Capiain, Demolition-Man, Falcon,
Momad, and Vagabond, who helped
defeal Viper II's schame 1o contaminate
Washington, D.C's waler supply. Tha
Capiain is currently being held by federal
authorilies amd is unabbe 0 refurm 10 the
Serpent Society Citadsl. The current fata
of Viper's allles are unknown, but i s
likely that Sidewindar will reform the
Soclaty ina new location.

SERPENT
SOCIETY

ANACONDA
STATISTICS

GO (10)
GO (109
RM {30}
IN {40)

T (8)

G0 (10)
GO (10)

TTIMME =T

Heallh: 50
Farma: 26
Resources: TY (&)
Popularity: =8

BACKGROLUND

Real Name: Blanche "Blondie” Sitznaki
QOccupation: Formar slealwarkers, now
freslancs criminal

Legal Status; L5, Gitizen with no crimi-
nal recaord as yel

Identity: Socrel

Place of Birth: Pitisburgh, Pennsylvania
Marital Status: Singla

Known Relatives: Mang

Basze of Operations: Serpent Sociaty
Headguarters, upstate New York

Past Group Affilistions: Serpent Sguad
I, Serpent Sociely

Present Group Affiliation:

KNOWN POWERS

Conziriciion: Anaconda’s legs and arms
arg capable of wrapping around an
opponent and constricting. Anaconda
receives 3 +1 05 when making Grap-

pling attacks, and inflicts Incrodible
damage. Anyons sttempting to Escape
thi Grapple receive a -2 03,
Elongation: Anaconda can astond her
arms and legs up o one-and-g- half
timess their normal length,

(ziffz: Anaconda is equipped with arifi-
cial gills that allow her 1o breathe frealy
boih above and balow water

Hody Armor: Aneconda’s skin, tough-
ened 1o resist ocoan doping, provides
her with Excellent protaction from physi-
cal aftacks and Good protection from
energy sttacks.

Talents: Mone

Contacts: Anaconda is a longimae asso-
ciale of Sidewinder, leader of the Ser-
pent Society, and a charter member of
that group. She was & former employea
ol the Rowen corporation but left that
organizalion to work as a mercanary.

AOLE-PLAYING NOTES

Anaconda 5 not paricularly subitie. In
cambat sha will simply grab an oppoanent
and constrict them into unconscious-
ness. 1 ghven a chodes, she will go dos tha
strongest-looking male oppanent availa-
ble, s she likes to show off her stramgth.

ASP
STATISTICS
GO (10)

AM {30)
T (6)

W=D MW =T
o
B

Heallh: 66

Harma: 32
Resources: GO (10)
Papularity: =5

BACKGROUND

Real Name: Unrencealod

Cecupation: Professional Criminal
Legal Status; Gilizen of Egypt with ni
criminal record

Identity: Secret

Place of Birth: Tania, Egypl

Marital Status: Unknown

Known Relatives: Nong

Base of Operations: Serponi Socioly
Headguarters, upstate Mew York

Past Group Affiliations: Serpent Socie-

by
Present Group Affiliation:

ENOWN POWERS

Vamom Blast Asp radiates a form of par-
alylic energy that inflicts Feeble damage
G AP0 Wi remaing in (hi Same area
with her for &n hour. Frolonged contact
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with Asp |5 fatal, She can direct this
anergy inta a single bolt of bic-anergy,
striking a target in the seme area with
her This ball inflicls Remarkabde dam-
Bge to living crestures, and thoss hit
musl make an Endurance FEAT roll
against Aemarkable intensity or be
stunned lor 1-10 rounds, Asp cannod ling
another energy tolt until recharged. This
normally fakes a half an hour, bui I8
engaged in stranuoes acivily [sech as
belly-dzncing), she may recharge fully in
10 minuies

Talents: Asp is a skilled dancer. Her Agil-
iy Iz considered Incredible when Dodg.
ing.

:‘:Enlaﬂa: Az was one of the first indi-
viduals fo be retreated into the Serpent
Society. It is not known if she has crimi-
nal cantacts in Egypt,

ACLE-PLAYING MOTES

1145 nal knowan why Asp became a crimi
nal, or what iypes of crimes she commit-
ted before joining the Society, She s
axtrarmely kayval to Sidewinder, refusing
1o pladge her obedience to Viper during
ihe recent inliltration of he Sﬂi’;iﬂl}'. In
combat she will times her single anergy
balt for maximumn effect, and will ather-
wihiir uso Dodging 10 draw lire while fer
comrades finish off the target.

BLACK MAMBA
STATISTICS

TY (8)
GO (10)
TY (B)
TY (8)
T (6]
TY (6]
AM (50)

mTamMm&aeET

Health: 28
Farma: 62
Resources: TY (8]
Popularity: -3

BACKGROUND

Real Hame: Tanya Saealy

Qecupation: Former call girl, now prio-
fessianal criminal

Legal Status: Citizen of the LS. with a
criminal record

Identity: Known 1o the authoriltics
Place of Birth: Chicago, llincis

Marital Status: Single

Known Relatives: Mons

Base ol Operations: Serpenl Sociely
Headquarters, upstate New York

Pasi Group Alfiliations: Serpent Squad
W, Sarpant Socialy

Present Group Affiliation:

ENOWN POWERS

Dariforce Marnlpulaffon: Black Mamba
hias 1he abilily o propect a cloed of exira-
dimensional energy known sz the
Carkforee, She can telepathically scan
the mind of someons within two areas for
g aingle imege, the image of some rus-
ad Triend of companion, usually of the
opposite sex. She then projects an inky
cloud of Darklorce &s an llusion of that
Triend or companicn and directs the ilu-
sion to embrece the target. The illusion is
al Incredible intensity. The target may
attempi to resist the illusion with a
Payche FEAT roll against the lllusion’s
intansity. Failure allows the Darklorce
illusion to approach end embrace e
character, The Darslorce grips with
Excellent Strengih, and reduces the
characier's Endurance by one rank at
the end of each round. If the character's
Endurance drops below Feeble, he or
shir dies. A Psyche FEAT should bo
allowed each round for the characier to
realize whal is happening and iy (o
break frea.

Bomberdment of the Darkforce projec-
ten by energy altacks related to heal o
light {such as flames, lasers, atc.) will
digrupd 1he dlusion and require Black
Parmtaa 1o roll on the "Stun? 1able,
Snakesz: To make up for her lack of physi-
cal prowess, Black Mamba adorns hor
garb with four poisonous snakes. Each
has the fallowing stafistics:

F & 5 E
Y FR FE T
Health: 15

The snakes will automatically attack any-
ané wha lauchaes Black Mamba, They do
Poor Edged damage and inject a poison
which will knock oat the vietim for 1-10
raunds unless an Endusance FEAT rodl is
made against Typical intensity.

Talents: Black Mamba has the parform-
ing arl of dansing.

Contacis: Black Mamba was a charer
rmmber of the Serpent Socioty bocauss
of her membership in the Serpent Sguad
. &he also worked beiefly for the fourh
Mastars of Evil, satting up Herculas for
defeat withowl scteally invalving hersslf
im combal,

AOLE-PLAYING NOTES

Biack Mamba is a lover, nod & fighter, but
she can be ruthless and seems to enjay
watching her victims smaother o death in
the arms of a “tresiad companion.” If
threatenaed orwounded, she will flee, Ina
group meles she will pick a single oppo-
nent and gHack him or har, leaving her
companiens 1o handle the rough siulff,
She is romantically involved with Side-
winder and s cormpletely loyal o him,

BLACK RACER

STATISTICS | y
S

F EX (20)

A B {30}

] TY ()

E EX (20)

R T [B)

| GO 10)

P T (B)

Health: 76

Karma: 22

Resources: GO (10)
Popularity: —4

BACKGROUMND

Real Mame: Unrevealed

Occupation: Frofessional criminal
Legal Stalus: Citizen of the U5, with &
criminal recosd

Identily: Secret

Place of Birth: Unrevealzd L
Marital Status: Single

Known Relafives: Mone

Base of Operations: Mohils

Past Group Affiliations: Ally of Copper-
fvead, Far-de-Lance and Puff Adder, tem-
porary member ol Serpent Sociely,
agent of Viper I

Present Group Affiliation:

ENOWHN POWERS -
Lighiming Spesd: Black Racer i3 capable H,l
of moving &t Incredible rank land speed
(¥ arcastround). She has mastared no
Power Siunts with this ateliy,

Extra Alfacks: Black Racer makes extra
attacks at Remarkable rank.

Talents: Black Racer has the eguivalenl
al Martial Arls A and E.

Contacts: Black Recer s an ageni of
Wiper 1l and has workod chosely wilh Gop-
perhead, Far-de-Lance, and Putf Adder.

ROLE-PLAYING NOTES "’I
Black Racer prefers 1o rely an her speead

1o fake opponents by sufprise, using a
Charging altack to knock 1hem out. She
Dacomes somewnet chatty when under
atress, and olien complaing aboul hoer
{eammates taking iheir tima.

BOOMSLANG
STATISTICS

GO {10)
Ex (20
TY [ﬁb
GD (10}
TY (&)
GO {10)
T (&)

TTIMO =T

Health: 46
Karma; 22



Resources: TY (6}
Popularity: —2
.EAGKEHDUHD
Real Name: Unrevealed
Occupation: Professional criminal
Legal Status: Citizen of Australiz with a
criminal recond
Identity: Known o the Awstrelizn
Buthorities
Place of Birth: Unrevealed
Marital Status: Unknown
Known Relalives: Mone
Base of Operations: Maobile
Past Group Atfiliations: Agent of Viper

I
Present Group Affiliation:

KNOWHN POWERS
Hoomslangs: Boomslang uses fwo
snaka-shaped “boomerangs” made of
‘Euﬂd strength maiarial. He can ihrow
Lhesm up i W areas away. An opponent
hit by this weapon takes Good Blunt
damage and must make an Endurance
FEAT rall againgl Excellent intensity or
b= stunned for 1-10 rounds,
Talents: Boomslang is 8 Weapon Spe-
cialist with his chogoen wiapaon,
Contacts: Boomslang presumably has
sovoral contacts with Australlan orirmi-
nals. He was recruiled by Viper o serve
as a member of her Serpent Sociely
. organization,

ROLE-PLAYING NOTES

Boomslang prafers 1o strike with surprise
whenaever poasible. He will fight back i
outnumberdd, bul & awane af his limita-
{ions and prefers to work as part of a
group whongver possibbe,

BEUSHMASTER

. STATISTICS

EX (20
EX {20}
ExX {20)
G0 (10)
GD (10)
GO (10}
T (6)

T DM

Health: S0

Karma: 26
Resources: GO (10]
FPopularity: —7F

BACKGROUND
Real Mame: Linknown
Docupation: Professional criminal
Legal Status: Unknown
Identity: Secret
. FPlace of Birth: Linkndwn
Marital Status: Unknown
Known Relatives: Mong

Base of Operalions: Serpent Sodiely
Headquarters, upstaie Mew York

Past Group Affiliations: Membar of the
Serpent Sociely

Fresen! Group Atflliation:

KNOWHN POWERS

Signie Limbs: Bushmaster is a guadniple-
gic who has bionic arms allached 1o his
shouldars and & 14[(FM) long snakelikes
tail instead of leas, Theae modifications
give Bushmaster the siatistics listed
above, He can alzo move at Good land
spaed (4 areasiround) and spring up 1o 7
area away (or 2 stories siraight upl. I
using his 1ail in Wreatling combat, Bush-
master may axart Remarkable constrici-
ing strangih on his opponent.

Claws: Bushmasters bionic arms are
equipped with 8 metallic fangs. These
claws are made of Remarkable strenglh
material, inflict Remarkable damage on
e Edged chert, 2nd are fipped with
snake poison of Excellent intensity, Any-
one injected with the poison must make
an Endurance FEAT roll against Excel-
lentintensity or b Knocked Unconscious
and loze Endurance ranks i a second
Endurance FEAT is failed. ;
Talents: Bushmaster Reason is consid-
orgd Remarkable when dealing with
bicnics, particularly his own,

Contacts: Bushmaster has served with
{the Serpent Sociely since its foundation,
He presumably has access 1o advanced
research facilities to repair his bdonsG
lims.

ACLE-PLAYIMG NOTES _
Itis not known if Bushmaster is a quadri-
plegle by accident or birth, but he has
adapied well 12 his misfortune. He is Still
bitter aver his condiion, and 1akes out
his frusiration by committing wviolant
crima. Given the chance to become part
of 2 group, Bushmaster was grateful to
Sigdewinder and remeined loyal 1o him
under pain of death when the Socialy
was overrun by Viper |1

COACHWHIP
STATISTICS

EX {20}
G0 (10)
TY (B)
GO (1)
TY (8)
T {6]
TY (B)

TTIDIMmM@WET

Health: 45
Karma: 18
Resources; TY [G)
Popularity: —3

BACKGROUND

Real Name; Unknown
Occupation: Professional criminal
Legal Status: Unknown

Identity: Secret

Place of Birth: Unrevealid
Marital Status: Unravaaled
Known Relatives: Mone

Base ol Operations: Mobile

Past Group Affiliations: =gent of Viper
]

Present Group Alfiliation:

KMOWMN POWERS

Whips: Coachwhip employs a pair of
steel link whips which extend from wrist
bands, These Excallent material
strength whips can be used o do Excel-
lenl Edged or Blunt darmage, disarm an
opponant (with a Yellow roll}, or ensnare
an cpponents arm {Grappling with Excsl-
lemt Strength).

Goggles: Coschwhip's eyes ara some-
what sangitive to brighi light. She wears
a polarizad strip of material which pro-
vides her with Excellenl protection
against blinding aliacks.

Talents: Coachwhip is & Weepon Spe-
clalist with his weaponry,

Contacts: Coachwhip is an willing agaent
of Wiper |1

ROLE-PLAYING NOTES

Coachwhip enjoys llaying cppanenis
with her whips and will vsually mako
Edged etlacks unless under orders to
fake samecns aliva,

COPPERHEAD
STATISTICS

TY (&)

GO
GO {10)
GO {10}
GO {10}
TY {8)

G0 {10)

W IDImRET

Health: 36

Karma: 26
Resources: GO (10)
Popularity: —&

BACKGROUND

Real Name: Robert Reynolds
Qecupation: Professional criminal
Legal Status; CHizen of the LS, with &
criminal record

Identity: Socre

Place of Birth: Unravealed

Marital Status: Unrevesled

Known Relatives: Mono

Basze of Operations: Mobils

Past Group Affiliations: Ally of Black

5



Racer, Far-de-Lance and Pufl Adder,
temparary marmbser of the Sarpant Socie-
ty, agent of Vipear |

Present Group Affiliation:

KMOWN POWERS

Viper Stings: Copperhead employs
gauntlets which can firg a single burst of
Remarkable electrical Energy damage,
or a barrage of three blasis of Good
Energy damage. Copporhead receives a
+2 G5 for gach blast when firing 2 burst
of threa. After sbx blasls, Copperhead
musl spend bwo rounds recharging his
gauntlets by abaorhing power from a bat-
fery unil in his belt,

Soay Armor: Copperhezd’s mefallic cos-
tume provides him with Excellent Body
Armor againgt physical and elecirical
attacks.

Talents: Copperhead has the Guns tal-
ont, which applies 1o his current weapaon-
ry. He also has the Leadership talent,
Contacts: Copperhead has sevaral
Griminal contacts in the Mew York area.
He iz a killing ageni and infiliralor Tor
Viper I,

AOLE-PLAYING NOTES

A ruthless villain who first attempted o
maka a name for himsalt by teking on the
Human Fly, Copperhead has since
decided 1o become part of a team. Like
his nemesake (and several olher mem-
bars of the Serpent Society), Copper-
head prefers to sirike suddenly and
without warming whenover possible.

COTTONMOUTH
STATISTICS

EX (20}
GO (10)
T (B)
GO {10)
T (8]
GO (10
T (&)

WMT DMt

Health: 45

Karma: 22
Resources: GO (10
Popularity: —3

BACKGROUND

Real Name: Culmcy Melver
Decupation: Professional criminal
Legal Status: Citizen of the U5, wilh a
crimimal record

Identity: Known 1o the authosities
Place of Birth: Mabile, Alabama
Marital Status: Singls

Known Relatives: Mons

Bage of Operations: Serpent Society
Headguarters, Upstate MNew York

&

Past Group Alfilialions; Serpent Socie-

1y
Present Group Affiliation:

EMOWN POWERS

Sionic Jaws! Mohver's mouth and jaws
have boen bionically enhanced. His
testh were replaced with Incraedible
srenglh steal fangs, and his jaws wers
strengthensd and hinged so that they
could open larger than the size of a
human head. Cottonmouth uses his jaws
as does a snake, inflicling Remarkable
Edged damage o an opponent. When
Wrastling with an opponent, he does
Incredible damage, His jaws can close
with Remarkable strength, allewing him
to bite through many malerialks.
Talents: Mone

Contacts: Mcher has several conlacls
with criminal arganizations in the south-
ern Linited States, He was a member of
the Serpent Scciety until he betraved
them to join forces with Viper 1, but he
newver aclivaly served her causs,

ROLE-PLAYING NOTES

Mclver s a pragmaiist who owes loyglty
to no one. As long as Sidewinder and the
Soclely could previde him with 2 stable
operation, he slayed with them, only io
go over to Viper's side when she over-
theew Sidewinder. He attempted 1o prove
hiz allegiance by killing am unwitling
Diamondback, bul fafled and will have to
face tha surviving Society's wrath.

DEATH ADDER

STATISTICS

F AM (30)
.1 GO0
5 RM (30
E GO (1M
R TY (B)

I G010
E TY (6}
Health: 30

Karma; 22

Resources: PR (4]
Popularity; =5

BACKGROUND

Real Name: Holand Burrowghs
Qecupation: Professional criminzl
Legal Status: Citlzen of the LS, with a
srimimal record

Identity: Secre

Place of Birth: The Bronx, Mew ‘ork
City

Marital Stalus: Single

Known Relatives: Mone

Base of Operations: Serpenl Socisly
Headquarioss, Upstate Maw York

Past Group Affiliations: Serpent Sguad

I, Serpent Socioly
Present Group Affiliation:

KENOWHN POWERS

Body Armor: Death Adder’s skin was
moadilied with synihetic fissue, giving
him Excallent body armar,

Giliz: Death Adder had gills which
allewred Rim 1o breathe freely both in fhe
water and on land,

Swdming: Death Adder was able o
Swim up to 4 2reasimound,

Slonle Tall: Death Adder possessed a
synthietic four-foot fail with which he
could infiict Incredible Edged damage
with & singhe blow.

Poizoned Claws: Death Adder's gloves
contained Amazing-intensity  poison.
The cliws could be used to indlict Excel-
lert Edged demage, injecling the poi-
son. The viclim would have 1o make an
Endurance FEAT roll againat the Intansi-
ty of the poisen. Those failing the roll
would fall wnconscicus, losing one
Endurance rank per round until dead, An
Endurance FEAT rall {(af the reduced
rank) could be rmade each round until the
victim was dead. Death Adder kepl the
antidote to the poisen in his bel.

Mirde; Duye 0 an accident during the
implantation of hiz gills, Burrcughs was
rendered unalde (o spoak,

Talents; Death Adder received & +1 C5
when using his tzil.

Contacts: Burroughs was a charter
member of the Serpent Sociely, having
served with Sidewinder in the third Ser-
pont Squad.

AQLE-PLAYING NOTES

Ceath Adder was a silent, deadly killer,
H raintainsd an air of mysteny by never
ramaving his mask. This, combined with
hiz gilenss, made him an imposing fig-
urg. Monstheless, the ather members of
ihe Sociely respected him and went to
areal lengths 1o find his murdersr

DIAMONDEBACK
STATISTICS

RM {30}
FiM (307
GO (10)
GO {10}
GD (10)
GD (10)
EX (20}

TTImWwnET

Healih; B0

Karma: 40
Resources: G0 10)
Papularity: —1
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BACKGROLUND
Real Mame: Rachel Leightan
‘Gccupaﬂnn: Professional mercenary
Legal Status: Citizen of the LS. wanted
for questioning in regard o a number of
crimes, but never convicted
Identity; Known o the U.5. federal
authaorifiss
Place of Birth: Austin, Texas
Marital Status: Single
Kmown Relatives: Mone
Base of Operations: Serpent Society
Herdgquarters, Upstate New York
Past Group Affiliations: Member of the
Serpant Sociaty
Present Group Affiliation:

KHOWH POWERS

Thrawimg  Mamands: Diemondback's
prefarred weapons are a sel of throwing
spikes buill in the shape of diamonds,
She can throw these up fo 3 areas.
Dizamondback normally carrles 10
spikes, which have interchangesable ips,
Types she has used o date include:

+ Meedies which inflict Good Edged
damage.

» Venom which does damage as Mes-
dles, with Excellant-intensily lehal pod-
S0,

* Explosive which inflicis a Remark-
abde aliack on all within one area.

» Acid which is of Femarkabls
sirengih &nd can inflict Excallant dam.
age on living larngets.

s Marcolics which do damage as Mee-

die, wilh & Femarkzble-intensily slaap-
drug. If the 1arget fails an Endurance
FEA&T againsi Remarkable intensity, thal
individual will be unconscious for 1-10
heurs
Talents: Diamondbeck has e Thrown
Weapons skill. She is also frained in Mar-
tial Arlts & and Acrobatics.
Contacts: Diamondback hes warked as
a mereenary for a number of small-fimes
criminal organizations, She is 2 valued
member of the Serpant Society alter har
almost single-handed efforts 1o save
Sidewinder and defeat Viper,

ROLE-PLAYING NOTES .

Dezspite her affinity for sharp, pointed
objects, Diamoendback ks not particularly
vicious, She is attracied 1o good-looking
rmemn, but = also favorably impressed by
“Boy Scouls,” She currently has a crush
on Captain America and seems inclined
ta 'go siraight” Inorder to appeal 1o him.

FER-DE-LANCE
STATISTICS

RM {300
Ex (20}
GO0
EX (20
TY (B)

EX (20}
GD (10)

WTIMO e

Healih: 80
Karma: 36
Resources: TY (6]
Popularity; -4

BACKGROLUND
A=al Hame:
Lnknown
Ozoupation: Prolessiconal griminal
Legal Status: Unknown

Identity: Socnel

Place of Birth: Unrevealad

Marital Status: Unrevealaed

Fnown Relatives: Mone

Basze of Operations: Mobile Past Group
Alfiliations: Ally of Copperhead, Black
Racer, and Puff Adder, tamporary mam-
bar of Serpent Sociely, agent of Viper I
Present Group Affiliation:

“Tergsa™ [full-name

KNOWHN POWERS

Claws: Fer-de-Lance ulilizes a pair of 1-
ool claws sitapped 10 both forearms.
Made of Remarkable material, fhese
werpons can do Remarkable Edged
darnages,

Talents: Fer-de-Lance is trained in Mar-
tial Aris E and Acrobalics. She speaks
{luani English and Spanish.

Contacts: Apparently from Central or
South America, she has several conlacls
wilh organizaetions in these locals thai
hiavie employed hoer as an assassin,

ROLE-PLAYING NOTES

Ferde-Lance is a vicious killer whe will
nof hesitete o kill 25 many people as
required o acoomplish hers goals. She
has little use for allies, but is willing o
wiork for Viper || hecauss ihe pay is good.

PRINCESS
PYTHOMN
STATISTICS

F T (6}
& EX (20
5 T [E)
E G0 {10)
A GO iy
I G010
P G0 {10)
Health: 42

Karma: 32
Resourcea: TY (&)
Popularity; =3

BACKGROUND

Real Mame: Zolda DuBlais
Docupation: Snake charmer, profos-
sional criminal

Legal Status: Citizen of the L5, with a
criminal record

Identity: Known to the authaniies
Place of Birth: Darlingion, Soulh Carcdi-
ni

Marital Status: Single

Known Relatives: Mone

Base of Qperations: Malile

Past Group Affiliations: Meamber of 1he
Circus ol Crime, former member of the
Clown's Mastars af Maenace, the ariginal
Serpent Squad, and the Serpani Socisty
Present Group Affiliation:

KENOWHN POWERS

Enare Charming: Princoss Pylban has a
natural talent for training snekes.
Although this i nob actually & “powen” i
go=s far beyond the normal limits of the
Animal Training 1glent. The Princess
can, given 110 woeeks of fime, “irain” a
snake, 1o be able 1o do amything she
wighias that s wilhin its cepabilities. A
trained snake can respond B non-weral
arvorbal cues from the Princess. Such a
feeling of Bayalty is instilled (hat & frained
gnake will aHempt to protect the Prin-
cess from attack even if she s uncon-
sclous.

Enawes: Princess Python normally tray-
als with and ongages in crimas with & 26-
foot rock python. Such a snake will hava
the Following siatistics:

F i 5 E
GD Gh R EX
Health; 70

Such snakes are considersd 1o have a
+1 G5 fo thair Strength when Grappling
and Escaping.

Talenis: Princess Python s a lalenled
dancer and has the Periormer skill.
Contacts: The Princess is a senior mam-
bar of the Gircus of Crime, She was
expslled from the Society for cowardica
ang is no longer Ieakod wpoen with favar
by that group.

AQLE-FLAYING NOTES

CwBois has always had cominal inklings,
bt her leck of physical abilties makes her
wary of violence, Il was this lear that led 1o
her cowardice as 8 mamber of tha Saciaby
and her expulsion, The Princess’ mentality
is that of & small-time crook whi is out 16
rmake money at ks sk



PUFF ADDER

STATISTICS

F G0
A T ()
35 BM (30)
E RM (30)
R T {8)

| PR (4]
P TY (5)
Health: 7&

Karma: 16

Resources; TY (6)
Popularity: —3

BACKGROUND

Real Mame: Unrevealed

Oecocupation: Professional eriminal
Legal Status: Citizan of the U.S. with 2
crimingl record

Identity: S=crat

Place of Birth: Unrevealed

Marital Status: Unrevealed

Known Relatives: None

Baze of Operations: Mabile

Past Group Affiliations: Ally of Black
Racer, Copperhead, and Fer-de-Lance,
tarmpaosary member of the Serpent Socie-
by, agent of Vipear |1

Presant Group Affiliation:

KHOWN POWERS

Inflation: Pull Adder can “inflate" ki
seil up-to 10 feet high, giving him poor
Growth and a +1 CE o be hit. His heavi-
8r skin provides him with Excellent body
armor against physical and corrosive
attacks.

Acid Spray: Puff Adder [z able 1o spray
acid from his maouth, His Corrosive has
Remarkable. strength. He only has a
“range’” of 1 fool, which allows him to
spray an opponent that is atlempting to
#llack him in hand-o-hand combat,
Talents: Mons

Contacts: Pulf Adder is & teammate of
Copperhead, Black Racer, and Fer-de-
Lance. The quartet worked 22 a team
while infiltrating the Serpent Socioly,

ROLE-PLAYING NOTES

Fuff Adder iz a not particularly sophisti-
cated villain who prafers to punch any-
Body he can connect with. Against iough
opponents ke will lirst employ his acid if
possible, Adder is not loo brighl and s
mara than willing to follew someona’s
lead.

RATTLER
STATISTICS

GD (10)
GD(10)
EX (20}
EX {20}
GO (10)
T (&)

TY {8}

W IDMmMis T

Health: &0

Karma: 22
Resources: GO (10}
Popularity; —3

BACKGROUND

Real Name: Gustay Krugger
Qccupation: Professional criminal
Legal Status: Former cliizen of East
Germany, current citizenship and crimi-
nal record unknown

Identity: Secret

Place of Birth: Bresiau, East Germany
Marital Status: Single

Known Relatives: Mone

Base of Operations: Serpent Sociaty
Headquarters, Upsiate Mew York

Past Group Affilistions: Member of the
Gerpent Society, ally of Viper I

Presant Group Affiliation:

KMOWHN POWERS

Bionic Tail: Ratler’s tail is a bionic
implant of unknown origine The tail has
Femarkable strangth, and Raliler can
uze it 1o do Remarkable Blunt damage,
In addition, it may generale sonic vibra-
tion waves of up to Remarkabde intensity.
Uzed offensively, the vibrations sirike
with Remarkable Force, breaking down
materials of lesser strength. The vibra-
tions can disrupt living and nondiving
material alike. Living targels must make
an Endurance FEAT against Remarkable
intensily or be stunned for 1-10 rounds.
Ewen if the Endurance FEAT is made, all
actions by allected individuals are at =1
CS due to verligo. Rattler can also use
the tail 1o 581 up a vibrational shockwave
thal will deflect bullets and olher physi-
cal missile weapons, acting 2z a
Remarkable strangth force field against
such objects. This field will protect any-
one in the same area as Rattler. Ratlier
has no control over who he allects, He
can targel any area within a 2-srea
rangs, bul everyone in that area, friend
and oo alike, takes damage. Ratiler's
costurne prodects him from the effects of
his tail.

Deafmesz: Raltler is 85% deaf in bath
2ars. An @lectronic hearing aid in his
cowl provides him with normal hearing.

Talents: Maong

Contacts: Rattler presumably has a
number of criminal contacts in East Ger-

many. He was & member of the Serpent
Society but joined forces with Viper 11
when she overthrew Sidewinder as lead-
ar of the group.

ROLE-PLAYIMNG NOTES

Ratiler is one of the more powerful mem-
bers, as he combines greatl strength with
offensive ranged weaponry. He enjoys
walching opponents be slowly ripped
apart by his vibrational aftacks, but iz not
too picky aboul whaether hiz allies ars
clear, He iz paricularly untrushworthy
and jolned forces with Viper I without
&ny physical coancion.

ROCK PYTHON
STATISTICS

T [8)
EX (20
G0 0y
G0 (10)
EX (20)
T (B)
TY (B)

TTIM@ET

Health: 46

Karma: 32
Resources: S0 (10
Popularity: —1

BACKGROUMND

Real Mame: Unrevealed

Occupation: Former metallurgisi, pro-
fessional criminzl

Legal Status: Unrevealed

Identity: Secret

Place of Birth: Unrovealed

Marital Status: Unrevealed

Known Relatives: Nona

Base of Operations: Mobile Past Group
Afliliations: Agent of Viger ||

Prosent Group Afliliation:

ENOWHN POWERS

Python Capsules: Rock Python uses cap-
sules that open into guick-growing
metal-like tentacios. He can throw them
at an opponent (up o 2 areas away) and
il thexy hit, that cpponent is Grappled as if
by Incredible Strength. Rock Pyihon
comrals he tentaclea’ growih through a
cybermeatic unit in his cowl. He can free a
vichim whianever he wishes, and if he is
Stunned or knocked wnconscious, the
tentacles lose their grip. Rock Python
has enough capsules for four entangle-
ments.

Talents: Rock Python s a skilled metal-
lurgisi.

Contacts: Rock Python is an agent of
Wiper |l It is unlikely that he has any
criminal contacts,

J



ROLE-PLAYING NOTES

l Fock Fython i into crime For (e money,

»

L

o

ulling his masiery of metallurgy io use,
he attempted to attract the altention of
the Sorpent Society by taking a snake
matif. Viper 1 spatted him ficst, and he
was mofe than happy 1o take hor money.
A poor physical combatant, his usual
factic is 1o stay at a distance and Throw
hig capsules.

SIDEWINDER
STATISTICS

G0
GO (10)
T4 (6]

EX (20)
EX (20
T (5

G {10}

TTIoImMm@EeET

Health: 46

Karma; 35
Resourcas: EX (20)
Popularity: —3

BACKGROUND

Real Hame: Seth Voslker

Oocupation: Former college professor,
formies financial enalyst, currently pro-
fessional criminal

Legal Status: Citizen of the LLE, with no
criminal recond

Identity: Sacrat

Place of Birth: Kenosha, Wisconsin
Marital Stalus: Singls

Known Relatives: Mono

Base of Operations: Serpeni Socioely
Headguariers, upsiale Mew York

Past Group Affiliations: Leader of Ser-
pent Squad L leader of Sarpant Sociely
Prezent Group Affiliation:

KHOWN POWERS

Telaportation Cloak: Sidewinder can tele-
porl by means of an electronic harmess
and cape controlled by a cybemetic sys-
tem in his helmet. He can telapori up to 2
areas per round, and thus move past
walls, opponents, and other hazards
with eage, He can view the area he is
teleporting to as he moves inta i, allow-
ing him 1o avoid solidifying inside a solid
object. He can manipulate his harness
50 85 1o fall up 1o 10 stories without tak-
ing damage by repeatedly entering and
lzaving the real world, He can take any
Qe O more person or ehjoct that he can
cover with his caps (normally oneg man-
sized Individual).

Sicewinder can "cache" objects iniha
other dimension his lelapartation carries
hirm indo, but he must note ndmarks in
that reality 5o as 1o b2 able to reobiain
ihem. Sidewinder can algs presumably

teleporl another human being without
tranaferring himsall. The individual
would be shunted intoc ihe dimensicn
and automatically shunted back out, but
2 aregs Eway in ihe direction in which ba
was moving. I e ar she were not maow-
ing, there would be no shilt in pesition
and the attack would be useless. Side-
winder can de this by making 2 Yellow
Agllity FEAT rofl to throw the cape over
an apponent.

Sidewinder recently hed backup cie-
cuitry inglalled in hiz cape so that he can
teleport without the helmel. Someone
familiar with the triggering mechanisms
can therelore use ihe cape, but withouwl
Sidewinder's instructions the teleporls-
tign will ocour in a random  direction
(alhough neser above of below ground).
When such a random teleporl oGeurs,
the distance travelled 5 110 araeas.

Sidewinder has developed ang Power
Stunt wilh his cloak:

* He can teleport $o quickly thal he
raceives @ +5 1o his Initiative when
doing nothing bul leleporting that round
except draping his cloak around some-
andg bo take 1vem with him.

Wespony: In a recent altempl 1o provide
himsell with offensive capabilities, Sida-
winder devised his '"Side- Effects”
These are small glowing drones of Good
material strength, refeazed from a bell
compartment, thal can home in {with
Excellent Agility] on an opponsent, mov-
ing one area per round. Upon contact
they do Excellent Energy damage, Side-
winder caries four of these, and can
contral twe al a fime through the cyber-
metic system in his helmet, They can be
damaged normally, but are al -3 G5t
be hit due o thair small size.

Talents: Voelker has the Business!
Finance and Leadarship tzlants.
Contacts: Sidewinder led the third Ser-
pent Sguad and the Sarpant Sociady. He
and Diamondback are romantically
invobved. Sidewinder is on freendly lerms
with a numbsr of criminal orgenizations,
including the Kingpin, Ak, HYDRA, 2nd
the Maggia.

AOLE-PLAYING MOTES

Sidewinder s beyond & doubt ons of thi
smartest villaing in exislence. Having a
power of litthe or no olfanshie warth, be
wses il 1o become the nchpin of & major
criminal organization. Voelker 15 & prag-
maalist, however, as well as a good busi-
nassman, and ¥nows when o cut his
losges and whan to follow somathing
through so thal fulure clients"” will have
a good impression of the group.

SLITHER
STATISTICS

G0 {10)
EX (20)
GD {10)
@D (10)
T (6)
PR (4)
PR (4)

mMTIDmnET

Health: G0
Karma: 14
Resources: PR (4)
Popularity: —«

BACKGROUND

Real Mame: Asron Selomon
Orzcupation: Marcaenary

Legal Status: Cilizenship unrevealed,
has a criminal record in the LS.
Identity: Known to the LS, legal aulhor-
itigs

Place of Birth: Unrevealed

Marital Status: Unrevealed

Knawn Relatives: Mone

Base of Operations: Mobila

Past Group Affiliations: Member o
Mutant Force, agent af Viper Il

Present Group Affiliation:

KMOWN POWERS

Repiitan bedy: Slither resembles a
snakedike humancid. His scaled skin
provides him with Typical protection
againsl physical attecks. Slither's sens-
es are also like a snake's, so he can
“gmell” with his tongue, praviding him
wilh Good Tracking power. He can use
his arms and Jegs to grapple with and
constrict an opponent. His Strenglh is
considered Incredible whan Grappling. If
he mainteins aven a partial hold on an
opponent 1or more than 2 rounds, the
victim must make an Endurance FEAT
rell. I the character fails the rodl, Slither
has partially suflocated the viclim, who
goBs unconscious for 4-14 rounds. This
rall must be made every round until Slith-
er's hold is complately Braken or the vic-
iim falls unconscious.

Talenls: Mong 4
Contacts; Slither is a provious associale
ol the Mutant Force [now known as ke
Resistants). He B complstely loyal to
Wiper 1.

ROLE-PLAYING NOTES

Slither is probably the most unintelligent
mermtszr af either the Mutan Force or the
Serpent Sociaty. He is pathotically eager
o pleasa his new mistress, Viper [, and
will do anything she ashs.
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STATISTICS

EX (20}
GO0
T (B}
E EX (20}
R R (30}
| GO0y
P TY [B)
Health: 56

Karma: 46
Resources: PR (4)
Popularity: 12

BACKGROUND

Real Mame: Katherine “Kitty” Pryde
Occupation: Student, adventurass
Identity: Secret

Legal Status: Citizen aof the United
States with no criminal record, still 2
rminar

Other Known Aliases: Sprite, Ariel
Place of Birth: Daerfield, lllincis
Marital Status: Single

Known Relatives: Carmen [(father,
divorced), Theresa  (mother,
divorced), Samuel Prydeman
igrandfather, deceased), Chava
Rosanoff [great-aunt, deceasad]
Base of Operations: London

Past Group Affiliation: Shadoweal
i a former member of the X-Men,
current member of Excalibur.
Present Group Affiliation:

KNOWHN POWERS

Phasing: Kitty can mave her body out
of phase with her surroundings with
Incredibie ability, allowing her to
pass through solid objects for as
long as she can hold her breath.
While she phasas, she can be
harmed cnly by mulii-dimensional,
magical, psionic, or out-of-phase
attzcks. Force fields require a FEAT
rall for her fo pass through, Kitty has
developed & number of power
stunts:

* Maving on air as it it were solid
ground. She may move normally
regardless of lack of floars.

» Dizrupting electrical equiprment,
Mon-sentient egquipment i harmed
on a pawer FEAT roll, Santient elec-
trical beings must make an Endur-
ance FEAT or be knocked aut for
1-10 rounds and suffer 30 points of
damage. Battlesuits, computers,
and other syslems are renderad usea-
lezs for 10 rounds.

* Render others cul-ofphase by
tauch. They remain out-of-phasa far
as long as she s in contact with the
character,

» Wiglding cbjects ouwt-of-phase

and then letting them go. bringing
them into phase. If an object is in
contact with a wvictim when they
rephase, they inflict Material
Strength damage, rolled on the
Edged Attack column.
Astral Sighl: Killy can automatically
soe characters in their astral forms, if
they are in the same or adjacent
areas,

MNear-Sighted (Limitation); Kilty is
near-sighted; anything beyond 3
areas is blurry and indistinet.
Cut-of-Phase [Limitalion): Due 1o a
recent injury {cauvsed by the Maraud-
ers}, Kitty findz it extremely difficuit
to return o normal phase. She
requires a power rank FEAT roll fo be
restored to normal phase.

Talents: Killy's regson is Incradible
when dealing with all kinds of elec-
fronic gear and compulsr hardware.
She knows Marlial Arls C and E, and
has the Resist Domination talent.
She speaks fluent Bussian,

11



Ceontacts: Many of Kitty's contacts
are old members of the X-Man and
the Mew Mutanis, whom she only
sees occasionally. She iz an
extremely closa riand of llvana Ras-
putin (Magik). Her closest compan-
ion is Lockhead the Dragon.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Kitty Pryde is a consciantious and
enthusiastic young woman., She is
genarally cheerful, but the many
tragadies she has known sinca join-
ing the X-Men have taken their tell on
her high spirits. Extraordinarily
bright, Kitty is an excellent team
player, and is developing leadership
skills. However, she somelimas dis-
likes working the long hours needed
ta hone her skills.

HISTORY

Kathering “Kitty” Pryde was a lean-
ager living in Deerfield, lllinois, when
she began suffering headaches of
steadily increasing frequency, dura-
tion, and intensity caused by the
amargence of har mutant power in
puberty.

Praolessor Charles Xavier, founder

12

of the X-Men, located Kitty with his
device for linding superhuman
mutants, Cerebro, He and three X-
Men, Colossus, Storm, and Wolver-
ina, sat out for Deerfield 1o recruit,
Lnknown 1o Xavier, however, the
marcanary Warhawk had planted a
device that enabled his employers in
the Inner Circla of the Hellfire Club 1o
meonitor Cerebro’s activities, Tha
Inner Circle thus sent one of its lead-
ars, Emma Frost, the White Guean,
to contact the girl, too,

Killy herself was unaware that sha
was a mutant or thal she had a
superhuman  power unlll Frost
arrived to speak to her parents.
While Frost was downstairs, Kitty
went 10 har roaom upstairs, suflaring
her worst headache ever. Lying on
har bed, she closad her ayas, wish-
ing the headache would stop, When
it did, Kitty opened her eves in sur-
prise and found herself lyving on the
floor of her living room. Without
knowing it, Kitty had used her “phas-
ing" power for the first time, and had
paszed through her bed and the floor
into tha room below.

Az Frost left, Xavier and his three
H-ben arnved and ook Kitty to a
local malt shop, As Kitty and Storm
began their friendship, three Hellfire
Club mercenaries burst inta the shop
and attacked the X-Men. Backing up
in surprise, Kitty found herself pass-
ing through the wall. The White
Cueen used har telapathic powers to
overcome the three X-Maen, whom
the Helllire Club took inta thair hoav-
arcraft.

Unseen, Kitly znooped around the
havercraft baiora it ook off and dis-
covered the X-Men. Unwilling to des-
art them, she hid aboard the crafi
and followed them to the Frost Indus-
iries complax to which tha Whita
CGlueen took them, Going to tele-
phone for halp, Kitly was spotied by

one of the Helllire Club marcanarias,
but Pryde gaol away long enough to
phane the number.

Two Hellfire Club mercenarias in a
carwers just about to capture Pryde
in Chicago whan thay weare halted by
the Jean Grey version of Phoenix,
who had just arrived with Cyoclops
and Mightcrawler in response to Kil-
iv's message. Phoenix found and
comforted the frightenad Kitty and
then used her mental powers to calm
Carmen Pryde's rage over his
daughter's disappearance.

Carmen Pryde, impressed by
Xaviar, allowed Kitty to became the
neweast member of the X-Men. She
originally ook the code-namea Sprita,
later changed it io Ariel, but recently
settled on the name Shadawcat. Kit-
ty guickly became a valuable mam-
ber of the X-Men, so much so that
Wavier relained her in tha X-Man
even after founding a new team, the
Mew Mutaniz, most of whom are
closer to Kitty in age than the other
X=-Men. Kitly's friendzhip with Storm
has grawn although her best friend is
livana Rasputin, the MNew Mutant
called Magik, who iz har own age.
Kitly had a romance with her fellow
X=Man Colossus, but although it has
coma ta an end, they remain friends.
Kitty's constant companion s the
small alien dragon-like creature
Lackheed, wham she met when the
X-Men were on another planet.

She was badly injured in baille
against the Morlocks, and it
appeared that she was going to
remain intangible until the point that
her body laded. However, she was
cured by Dr. Doom and Reed
Richards. She still has difficulty
becoming solid, but is expected to
miake a full recovery. She is currently
& mamber of Excalibur,

q’.



STATISTICS

‘ i AM (50)

Am {30)
s EX (200
E RAM (30)
R G0 (10)
I RM {30)
P 1IN (40)
Health: 130
Karma: 80

Resources: TY [E&)
Popularity: 20

BACKGROUND

Real Name: Shang-Chi
Dcoupation: Secret Agent, Fisher-
man

Identity: Secret

Legal Status: Publicly known,
though few know he is the sen of Fu
kManchu.

Other Known Aliases: Master of
Furng-fu

Place of Birth: Honan, People’s
Republic of China

Marital Status: Single

Known Relatives: Fu Manchu
{father, presumed deceased), Fah Lo
Suee (sister)

Base of Operations: Maobile

Past Group Affiliations: Former
agent of MI-6 British intelligence,
member of Freelance Restorations
Present Group Affiliation:

KNOWN POWERS

Ki-Powers: Shang-Chi has some
knowledge of tha manipulation of Ki,
life farce, and has developad at least
ong powar stunt; he is able to grab
handled blades (such as knives) out
of the air and throw them back. This
requires a successful Psyche FEAT
rall for concentration, and an Agility
FEAT far tha manuever.

Talents: Shang-Chi is skilled in all
the available Martial Arts. He is also
+1 C5 with all thrown weapans. Ha
has an Excellent reason regarding
Criental Philosophy and Fishing.
Conlacts: Shang-Chi retains con-
tacts with his former partners in
Freslance Restorations.

ADDITIONAL NOTES:

ROLE-PLAYING MOTES

Shang-Chi iz a calm, stoic individual,
whi dislikes the life of an adveniurer,
and will use his powers only far the
noblest of causes, such as rescuing
his friends, He was a bittar anamy ol
his father, Fu Manchu, and if Manchu
should somehow roturn to life,
undoubtedly Shang-Chi will oppose
his schames.
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HISTORY

shang-Chi, son of the internationally
powerful criminal mastermind Fu
Manchu, was raisad and educatad in
Fu Manchu's retreat in Honan, Chi-
na, with only limited contact with his
parenis. By nineteen, Shang-Chi
had become master of the meanial
and martial aris in which he rigor-
ously trainad, bath by his fathar and
by his father’s instructors,

When still in his teens, Shang-
Chi's father sent him intz the outside
wiorld for the first time, on a mission
to assassinate O Petrie, an old ene-
my of Fu Manchu's. Fu Manchu had
raised his son 10 believe that his
father was a great humanilarian.
Eeligving, thergiore, that Dr. Peirig
was evil, Shang-Chi stole into
Petrie’s home in Mayfair, Londan,
and struck him hard enough to kil
hirm. Actually, howavar, the “Palria”
that Shang-Chi had killed was an
android constructed by Fu Manchu
himgelf. Fu Manchu had abducted
the real Pelrie (who was later res-
cued) and attemmpied through the
strategem of this "murder” 0 keep
peaple from suspacting Petrie’s frue
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fate. Almost immedialely after
Shang-Chi committed the murder,
Sir Deniz Mayland Smith, the greal-
est of Fu Manchu's adversarias in
the past, discoverad him. Smith tried
to kill the young man, but Shang-
Chi's superlative kung fu skills made
that impossible. Smith told Shang-
Chi of his father’s true nature and
career. Shang-Chi then visited his
mather, who confirmed what Smith
had zaid. Visiting his father in his
basa of operations hiddan within a
Mew York City office building,
Shang-Chi declared himsalf his
father's mortal ensmy,

Far saveral years, Shang-Chi
devated his life to the overthrow of
Fu Manchu's criminal ampire, as
well as o ballling other menaces o
Weslarn sociely. Shang-Chi bacame
a regular ally of Sir Denis Mayland
amith, and worked with kim on mis-
sions for MI-G, & British intelligence
agency, and later for Freelance Res-
torations, Smith’s own independent
agency.

Shang-Chi ultimately contributed
to his father’s apparent death in a
confrontation at the Honan retreat.
Fu Manchu's "elizir vitag”" which
had allowed him 1o live and rermain in
his physical prime for many dec-

ades, was no longer sufficient to
maintain his youth. Rapidly aging,
Fu Manchu needed his son's blood
to restore hiz physical vitality. But
Shang-Chi wrested away the blood-
filled test tube and spilled it on the
ground. & frantic Fu Manchu was
licking it up when the reireat was
demalizhed by an explozion st off
by other aidas of Smith. Shang-Chi
escaped, but Fu Manchu is azsumed
o have bean Killed. Torn by guilt over
helping 1o cause his father's appar-
ent death, Shang-Chi wandared for
sevarzl weeks, contemplating his
future and his purpoze. He eventu-
ally came (o believe he had atoned
for the alleged murder of his father,
and, rejacting what he called the
"games of deceitl and death™ in
which he had parlicipated as an
adventurer, he retired o a passive
life in the village of Yang Yin, in the
Chinese province of Kwang Tung. He
currently spends much of his time as
a fisherman.

Recenily, when his friend Laiko
was kidnapped by a group of terror-
ists, Shang-Chi came out of refire-
ment 1o halp her. Whether he will
again become an active adveniurer
remains to ba saen.

<
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STATISTICS

.F EX (20)
A

AM (30}
5 GO0y
E AM [30)
A TY (8]
| EX (20)
P EX (20)
Health: 90
Karma: 45

Besources: TY (5)
Popularity: 10

BACKGROUND

Real Name: Shanna O'Hara Plun-
der (Lady Plunder}

Occupation: Farmer veterinarian
and ecalogist, now adventurer
Identity: Publicly known

Legal Status: Citizen of the United
States with no eriminal record

Other Known Aliases: Mana

Place of Birth: Zaire, Africa

Marital Status: Married

Known Relatives: Lord Kevin Plun-
der (alias Ka-Zar, husband), Gerald
O'Hara (father, deceased), Patricia
O'Hara (mother, deceased), Aobert
O'Hara (uncle), Parmival Plundar (ali-
as Plunderar, brotherin-law, appar-
ently deceased), Pele, (hugband,
deceased), Leila (stepdaughter,
deceased), son (unnamead)

Base of Operations: Formerly
Dahomey, Africa, later the Savage
Land and Pangea, currently Mabila
Past Group Afiliation: Partner of
Ka-Zar

Present Group Affiliation:

KENOWHN POWERS

Frifa: Shanna carries a Bowie knife,
which does Good Edged damage.
Talents: Shanna has Mariial Arts E,
and +1CSwith knives. She alzo has
Thrown Weapans, Acrobatics, Tum-
bling, Animal Medicine, Hunting,
and Survival Talents.

Contacts: Shanna is the wife of Ka-
Zar, and has contacis in the survi-
vars of the Savage Land who
escaped the holocaust of Terminus.
She is also friends with a number of
superheroes, especially the X-Men
and Spider-Man.

ADDITIOMAL NOTES:

ROLE-PLAYING NOTES

Shanna is hot tempered and high-
spirited, and somelimes lets her
anger get the best of her, as ong
might expect from her nickname,
“the She-Devil!' Neverlheless, she
i a very good friend to those who
love har. Shanna has a special bond
with animals.
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HISTORY

Shanna O'Hara was the only daugh-
ter of Gerald O'Hara, a wealthy
Amarican with farming and diamond
mining operations throughout Africa.
Shanna spent hear early childhoad
living there with her parents in & jun-
gle area.

When Shanna was six, har moth-
er's pet leopard began killing
O'Hara’s livestock. Gerald went 1o
shoot the rogue leopard, but mistak-
enly fatally shot his wife instead,
before the horrified Shanna's eyes.
Thiz incident, which bagan Shanna's
lifelong loathing of firearms, so trau-
matized the girl that her father sant
her back to the United States to live
with relatives. There she grew up, a
suparb naturzl athlete who majored
in biclogy and eventually earned a
doclorate in veterinary madicine,

Shanna was hired as an environ-
mental specialist for the Central Park
Murnicipal Zoo in Mew York City,
where her natural affinity fer animals
enablad her to walk unharmed
among even the meost ferocious big
cats. At tha zoo, sha raised many
animals from infancy, including a
femala leopard named Julani. Ona
night & sniper murdered most of the
big cats at the xoa, leaving a waund-
ad Julani the sole adult survivor
Shanna went up to Julani to comfort
har, but a zoo guard, panicking, shot
the lecpard. Angered, Shanna ten-
derad her resignation. However, zoo
officials persuaded her 1o take the
bwo surviving zoo-borm leopards to
the Dahomey Reserve in Africa o
accustom them to life in the wild.
Thase were Inz and Bir, Julanis
cubsz, and Shanna enthusiastically
took them in her chargs.

Az they left civilization behind, a
bond was formad beblwean woman
and beasts, as Shanna, wearing
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Julani's palt far sight-scent recogni-
tion with the cubs, began to realize
how much she was like these crea-
tures. Taking to the jungle as if it
were her native element, she quickly
davaloped inta a strong, swift jungle
dweller, Her athletic prowess, hot
temper, and mane of red hair s0on
gained her the name “Shanna the
She-Devil" Accompanied by her
soon-grown lecpards Ina and Biri,
and often aided by the Dahomey
Resarva game warden, Patrick
McShane, she became prolector of
the reserve against poachers and all
other exploilers,

Tragedy repeatedly struck Shanna
after her move to Africa, Her father
was kidnapped by the crganization
of the Mandrill and MNekra. Nekra
killed Patrick McShane. Shanna’s
search for her fathar was interrupted
when she was kidnapped (o the Sav-
age Land, a hidden jungle on the
Antarclic continent, by the wizard
Malgato. It was there that Shanna
first met her future husband, Lord
Kevin Plunder, who lived there under
tha name of Ka-Zar. Together, Ka-Zar
and Shanna defeated Malgato, but
though they were attracted o each
other, Shanna returnad to Africa 1o
find her father. Discovering that har
father had bean murdared, she jour-
neyed o America where she aided
Daredevil and the Black Widow in
thewarting the Mandrill’s attempted
takaeowar af tha United Statas,

After spending some time in San
Francisco, Shanna was racruited by
SZHIELD for & mission that ended up
taking her back to the Savage Land,
where she again encountered Ka-
Zar. Shanna again returned 1o Africa,
whera she clashad with the fanatical
leader of a religious cull, Raga-
Shah, who was responsible for the
deaths of Ina and Biri and Shanna's
friend, SHIELD agent Jakuna Singh.
Shanna’s quests for vengeance and
her intense feelings of guilt over tha

deaths of so many of those she loved
drove her into a slate of acule anxi-

ety. Relurning to America, she tn&k-&;

revenge on Raga-Shah.

Hertorment eased, Shanna chose
to move 1o the most inaccesszible jun-
gle of all, the Savage Land. There
she and Ka-Zar bacame lovers in a
passionate and tempestuous rela-
tionship. At ong point, Zhanna was
rescued from a raging river and a
large serpent by Male, an arboreal,
humanoid being with a prehensile
tail who lived in Pangea, another hid-
den Antarctic land. Believing Mele
would otherwisa kill himself after the
apparant death of his daughter Leila,
Shanna married him. But Male acai-
dentally died soon thereafter, and
Shanna returned 1o Ka-Zar.

Although boern in England, Ka-Zar
had been margoned in the Savage
Land az a child, and had lapsad into
savagery over the yvears. But after
making contact with peoaple from the
outside warld, Ka-Zar began to
immerse himsealf in western cullure,
and became comiortable playing the
role of an irreverant, Amaricanized
adventurer. His relationship with
Shanna reinforced this role. Finally,
Ka-Zar and Shanna were married.
They have had one son (as yet
unnamed) together.

Hecently, the alien planet-ravager
Terminus rampaged through the
Savage Land and Pangea, wreaking
havoo and destroving much of the
climate-controlling apparatus that
sustained the tropical jungle amidst
the polar icecap. What was not
dastroyed in the Savage Land and
Pangea by Terminus's energy staff
was z00n claimed by the Antarctic
blizzard. The Avengers managad to
rescue Ka-Zar and Shanna and
gscort them to MNew York Cily.

Soon after the birth of her son, the
High Evolutionary restored the Sav-
age Land, and Ka-Zar and Shanna
raturned to live there,
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STATISTICS

MM (75)
MM (75)
MM (75)
UM (100)
CL1000
CL1000
CLEOO0

M~ DM ET

Health: 325

Karma; 7000
Resources: CLASS S0
Popularity: 0

BACKGROUND

Real Mame: Unknown, parhaps

inapplicable

Occupation: Reality manipulator

Identity: His existence is not known
‘ to the genaral population of Earth.

Legal Status: Linknown

Other Known Allases: Mona

Place of Birth: & planet in the Skrull

homeworld system, Andromeda Gal-

axy (now destroyed)

Marltal Statws: Unknown, perhaps

inapplicabla

Known Relatives: Kubik, the Earth

Cosmic Cube created by AlM

Baze of Operations: The known
‘ universe

Past Group Affiliations: Mantor of

Glonan, and Kubik

Present Group Affiliation:

KNOWN POWERS

Body Armar; Thae Shaper of Worlds

has Monstrous protection from phys-

ical attacks, and Amazing protection

from energy attacks. By manipulat-
‘ ing reality, he can become invulnera-

bie to any form of damaga.
Reality Manipulation: The Shaper of
Worlds has lllusion Generation
powers of Class 5000 ability, 5o thal
far mast of the narmal warld, his illu-
sions are indistinguishable from
reality. His initial range is 1 area, but
increases al the rate of 1 area per
round, so that after 21 Earth hours,
he can convert an enfire planet the
size of Earth 1o his reality. it remains
in that state for 4 Earth years, al
which point it returns to normal,
unless the Shaper intervanes 1o
maintain his transformation. How-
ever, tha Shaper has no imagination,
and depends on the dreams and
idaas of others o form templates for
hiz warld-shaping. Once he finds a

S

template, he begins to warp reality
until it corresponds with the illusion.
If he should find a mind that wishes
to ba king of tha world, reality is suit-
ably manipulated, The Shaper is
attracted by extremely grandicse,
interesting, and unusual dreams. If
he iz convinced that the dream is
harmful, he may negate it.

Traclion Movement (Limitation), The
Shaper maves by way of a vehicle
which is in place of his lower body.
Thea vehicle anly moves 1 araaiurm,
His starship has Class 000 move-
ment.

Talents: Mana known,

Contacts: The Shaper of Worlds
was once a Skrull, but seams o have
sevarad all connecticns with his
home race. His lone conlacls ans
Glorian, his herald, and Kubik, the

entity created from Earth's Cosmic
Cube. He iz also oversesing the Cos-
mic Cube created by the union of the
Bevonder and the Molecule Man.

ADDITIONAL NOTES:
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ROLE-PLAYING NOTES

Initially, the Shaper of Worlds was
driven by intense curiosity about the
dreams and ambitions of othersg; he
wanted 1o explore people’s emolions
and ambitions, aspacially since he
had none of his own (n this way, he
was vary much like the Beyonder).
Since the birth of Kubik, however, he
has taken the rale of manior o the
new entity, recognizing the truism
that with greal power comes great
responsibility.

HISTORY

Thousands of years aga, the alien
Skrulls developed a device that
could fransiorm reality according Lo
the wishes of whoever held the
device and concentrated upon L
This was the first known Cosmic
Cuba, which apparently was created
through forming & meta-singularity,
or “gray hole' that served as an
opening inta another universe.

Thiz universe was the universe of
the Beyonders, mysterious beings
who seek to enhance the develop-
ment af sentient life.

An unknown “x-element” from that
other universe entered through the
meta-singularity and was enirapped
within a perfect cube of force by sci-
entists, The Skrull emperor appropri-
ated the Cube and, able to will the
Cube to do anything he wished,
declared himself a god. The amper-
or's reign as god-king lasted many
yvears, but, probably unknown to
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gither himself or any of his scianiists,
the Cube had the potential fo
become a sentient being. By willing
the Cube o perform various tasks,
the emperor unwiltingly imprintad
his cwn personality upon the embry-
anic cansciousnass of tha Cube.
After vears of obeying the emperor’s
commands, the Cube began bo
develop a consciousness and per-
sonality of s own in the image of the
mind of the emperor. However, the
Skrull emperor was mad with a lust
far power, and the Cube's persenali-
ty became power-mad, too. The
Cube, acting on its own, reached
forth with i1z power o transform and
destroy a succession of solar sys-
temnsz within the Andromeda galaxy,
within which the Skrull empire is
lecated. By the lime the Cube's con-
sciousness had reached emotional
maturity, it had desiroved the civili-
zations of iwo-thirds of that galaxy's
inhabited warlds, thus causing the
Skrull empire to fall back into barba-
rism, The Skrull eventually rabuill
their civilization 10 its former level.
Lpon reaching maturity, the
Skrulls’ Cosmic Cube transcended
tha Skrull emperor's lust for power
and charactar flaws, and davalopad
a personality of itz own. Physically,
howewar, it came to resembla a
Skrull above the waist. The Cube,
mativated 1o transform worlds,
called itzelf the Shaper of Worlds.
Howravar, perhaps becausea of a simi-
lar lack in the Skrull emparor, tha
Shaper has a very limited creative
imagination. Hence, ha seeks out
other sentient beings whose

imaginations provide him  with
images he can follow in transforming
a warld.

In recent years, the Shaper, realiz-
ing that ha may not himsall live for-
ever, and recognizing the latent
psionic polential in Earth humans,
has taken an Earth man named
Thomas Gideon as his apprentice.
Gidean now calls himself Glorian.

More recently still, the Supreme
Intelligancsa of tha Krea datactad that
a Cosmic Cube created on Earth
was aboul 10 manifest its awn imma-
ture personality and will, This Cube,
being wiaelded by power-mad beings
such as the Red Skull and Thanos,
presented a great threat ta the uni-
verse, just as the Skrull Cube ance
had. Therefore, the Supreme Intelli-
gence contacted the Shaper, who
cam 10 Earth and calmed it, remoy-
ing the imprints of hatred, paranoia,
and power lust it had received from
its previous wiglders. Motivated both
by a kind of paternal devodion and by
a desire to do penance for the devas-
tation he had wreaked upon the
Skrulls long ago, the Shaper dedi-
cated himself fo supervising tha
development of the Earth Cube's
CONSCIOUSNESS.

The Cosmic Cube then took the
name Kubik., Recently, both Kubik
and the Shaper interfered with an
attempt by Doctor Doom 10 steal the
powear af tha Bayonder, and helpad
the Bevonder and the Molecule Man
inta a new Cosmic Cube. The cur-
rent whareabouts of the Shaper,
Kubik, and this new Cosmic Cube
ara unknawn.
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STATISTICS
‘ F FM (30)
A EX (20)
MN (75)
AM (50)
TY (&)
GO {10)
EX (20)

™= 3ami

Health: 175
Karma: 36
Resources: EX (20}
Popularity: 30

BACKGROUND

Real Hame: Jennifer Walters
Occupation: Professional advaniur-
ar, former criminal defense lawyer
Identity: Secrat, but She-Hulk
makes litthe effort to conceal it
Legal Status: Citizen of the United
States with no criminal recaord
Other Known Aliases: None

Place of Birth: Los Angeles, Califor-
nia

Marital Status: Single

kKnown Relatives: Morris Walters
(father), Elaine Walters (mother,
deceazed), Robert Bruce Banner
(cousin), Elizabeth ''Betty” Hoss
Banner {cousin by marriaga), Brian
Banner {uncla by marriage, appar-
ently deceased), Aebacca Banner
(aunt, decaasad)

Base of Operations: Mew Yark City,
formerly Los Angeles

Past Group Affiliations: Former
mamber of the Fantastic Four, cur-
rent membear of the Avengers
Present Group Affiliation:

KNOWN POWERS
Hody Armor; She-Hulk's skin is the
equivalant of Incredible body armar,
and provides Excallent protection
against energy attacks.
Leaping; She-Hulk has Shift Z leap-
ing abtlity, and can cross 4 areasina
single bound.
Alfer-ego: She-Hulk once was capa-
ble of changing inte Jennifer Wal-
ters, but lost that ability on an
adventura, a loss that she takes for
granted. Her stats in this form were:
E " A & E R I B
T T™Y PR -GD GO GD T¥Y

Talents: Jennifer was a lawyer and a
membar of the California bar. She is
still a capable lawyer (Good reason

b
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regarding legal matters) but raraly
invalves herself in cases, She has
received training in Martial Ars C.
Contacts: She-Hulk has contacis in
the Avengers and in the Fantastic
Four, She is extremely close 1o the
old Fantastic Four sidekick, Wyall
Wingfoot. Her cousin is Bruce Ban-
ner, the Hulk, and har fathar is Shar-
iff of Los Angeles County.

ADDITIONAL NOTES:
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ROLE-PLAYING NOTES

She-Hulk iz an extremely pleasant,
fun-loving young woman, who will
treal people with the same respect
she is shown (good ar bad). She
once had a grudge with Hawkeve,
but the twa have patched up their dif-
ferences, She-Hulk is irritated by
people who take themsalvas oo
sericusly, and will play (very minor)
jokes on them 1o relieve tension. She
is a very good team player, abla to
take orders without being blindly
abadiant,

HISTORY

Jannifer Waltars was the daughter of
Marris Walters, sheriif of Los
Angeles County, and Elain Walters,
and first cousin to Robert Bruce Ban-
ner, the atomic sclentist who was
fransformed by gamma radiation
into the monstrous Hulk. Born in Los
Angales, Jennifer frequently spent
summer vacations with her mother's
relatives, the Banners, in Dayton,
Ohio, Despite an age differance of
five years, Jennifer and Bruce
became as close as brother and sis-
ter, but they saw less of each other
after Banner left Davion to attend
callege in New Mexico.

Upon her graduation from college,
Jennitar Waltars want to law schaool
in Los Angeles while Bruce Banner
attendad medical school. Although
they corresponded briefly, the two
Iost rack of each other whien Banner
left medical school in his second
vear to sludy nuclear physics. After
Banner began work on the military’s
top secrel gamma bomb, he com-

20

pletely dropped contact with his fam-
ily for reasons of national sacurily.
Gradualing from law school with
high honors, Walters established a
succassful criminal law practice in
Loz Angeles.

One day, long after first becoming
the Hulk, Bruce Banner visited Jen-
nifer 1o re-establish contact with his
childhaod frignd and to confide in
her the emotional trauma that being
the Hulk had caused him over the
vears., Al that time, Wallers was
defending a criminal named Lou
Monkion, whom gangster Micholas
Trask had framed for the murder of
Trask’s bodyguard., While Walters
drove Banner o her Los Angeles
home, ong of Trask’s henchmen
made an attempt on her life, seri-
ously wounding her. With his cousin
rapidly losing blood from the gun-
shol wound, Bannar improvised an
emergency blood fransfusion, know-
ing that ha and his cousin shared the
same blood ivpe. As s00n a3 it was
evident that Walters would survive,
Bannar left for fear that in the axcite-
ment he would turn inta the Hulk,

The effects on Waltars of the trans-
fusion of gamma radiation-mutated
blood was first manifested when
Trask’s men, posing as doclors,
crepl into her hospital rocm. When
Walters racognized them, har anger
triggered her fransformation into a
six foat savan inch-tall, superhuman-
Iy strong female version of the Hulk,
who bacame known as the She-
Hulk. The She-Hulk exacted venge-
ance on Trask's organization.

Walters found that sha darived
more satisfaction from life as the
She-Hulk than in her “normal™ per-
sonad,. It has been speculated that

radiaticn-triggered  transformations
such as tha Hulk's unleash a buried
side of the transformed individual's
personality. Hence, Bruce Banner's
repressed rage emerged in his Hulk
persond. On the othar hand, Jennifar
Wallers found hersell much more
uninhibited and capable of enjaying
harsell as the She-Hulk, Invited o
join the Avengers, the She-Hulk
accepted, and raluctantly left Califar-
nia. From then on she rarely
returned 1o ker “normal” human
farm. When the Thing took a leave of
absence from the Fantastic Four, he
named the She-Hulk as his replace-
ment. The She-Hulk became a
resene Avanger upon joining the
Fantastic Four, and remained with
the latter team after the Thing quit
the Faniastic Four entirely.

Recently, the She-Hulk was
exposad o intense radiation while
shulting down an atomic pile that
was aboul to axplode. Tha radiation
had a mutagenic effect on the She-
Hulk, preventing her from changing
back to her orignal human form,
apparently permanently. Since Wal-
ters prafarrad being the She-Hulk,
she was not disturbed at being
unable o change back and forth
ANYMare,

Subsequently, the Thing has
returned ta the Fantastic Four, but
the She-Hulk has remained a mem-
ber of the Avengers,

Subsequently, the Thing returned
o the Fantastic Four, and Sha-Hulk
eventually left to join the Avengers.
Recently, she was uzed by Dr. Druid
and Mebula in a plot that led 1o the
break-up of the group, but she has
remainad an active suparhera.
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BACKGROUND

SHIELD (Supreme Headguarlers
International  Espionage Law-
Enforcement Division) is a worldwide
intelligence and peace-keeping
arganization dedicated to protecting
the nations and pecples of Earth
from all threats to its security. Unlike
the various national intelligence
agencies, such as the CIA, M-lG,
Mossad, and KGEE, SHIELD 15 inter-
natignal in mambership, scope, and
jurisdiction. Most of the world’s free
countries participate in SHIELD and
sanction its activities. SHIELD also
has sacret basas in various Commu-
nist couniries,

SHIELD was foundad in the 1960
1o counter the threal posed fo the
free world by the tachnologically
advanced neo-fascist subversive
arganization HYDRAA. SHIELD’s
founders remain unrevealed, as do
the members of the Executive Board
ol Direclors, but they are believed 10
ke world leaders in business and tha
military. SHIELD's first director,
whose idenlity remains classified,
was killed by HY DAA assassins. His
replacement was Micholas Fury, a
calanel in the WS, Army wha had
bean a top operative in the Central
Intelligence Agency. He serves as
SHIELD's highast-ranking known
agent, overseeing daily administra-
tive affairs as well as serving as
supreme field commander. SHIELD
palicy and directives are determinad
by the anonymous seven-member
Executive Board of Directors, who
confer with Fury by videcscreenon a
reqular basis, though not even Fury
knows who they are.

Under Fury are several Special
Diractors (Level Two), who serva as
the Public Director's Cabinet. Known
Special Directors include Timothy
“Dum Dum™ Dugan (Military Coordi-
nation), Jasper Sitwall (Internal
Affairs), and Valentina Allegro da
Fontaine (Public Relations).Re-
gional Directors, Field Agents, and
technical specialists make up the
remaining levels of authority in
SHIELD.

SHIELD uses both state-ol-the-art
surveillance technology (notably spy
satellites) and long-tarm  cover
agents (“moles”) stationed in strate-
gic places such as certain industrial,

govarnmental, and military estab-
lishments. Tha weaalth of surveil-
lance data is fed to ihe headguarters
of the nearest Regicnal Director, who
dispatches top priority material 1o
SHIELD's cantral command. Matiers
threatening world security, involving
extraterrestrials, or endangering in
excess of ten thousand lives are
under the jurisdiction of SHIELD's
central command and the Public
Diractor himself, Fury will usually
bring in his own cadre of agents to
spearhead the operation in the
andangered regian,

The bulk of SHIELD's operalions
are covert, but some invalve visible
public activities. Although SHIELD
policy prohibits the arganization
from usurping the role of the nation's
armed forces by engaging in warfare
on anarmy soil, overd domestic mal-
ters that also fall under the jurisdic-
tion of the militia are |ointly
coordinated, with SHIELD generally
taking the auxiliary role (such as in
the cass of the LS. Army's pursuit of
the Hulk).

Among SHIELD's innumerable
succassful operations was the dis-
mantling of HYDAA, the subversive
group responsible for SHIELD's
founding, reducing i1 from a single
multinaticnal global organization 1o
a numbsar of small, ineffectual splin-
ter groups of vastly less scope and
power. SHIELD was also instruman-
tal in thwarting the schemes of AlM
ithe Advanced ldea Mechanics) and
Zodiac, a crime cartel which once
boasted Mick Fury's brother as a
member. With the aid of certain
superhuman adventurers, SHIELD
complately destroyed the conspiracy
of indusirialists and politicians called
the Corporation. SHIELD has also
been at tha farefront of defending
Earth from extraterrestrial infiltration
or invasion. SHIELD provided intelli-
gence and technical suppor o the
Awvengars and Fantastic Four during
a skirmish in tha Kree-Skrull War
fought in the Earth's wicinity.
SHIELD s most extensive military
action against extraterrestrials
ocourrad during the recent expulsion
of the Dire Wraiths, an cperation
conducted in conjunction with the
Galadorian spacaknight Rom, the
federal government, and scores of

superhuman adventurars. Perhaps
SHIELDs most public operation was
its pursuit and capture of the
mutated prehistoric lizard callad
Godzilla,

Lnfartunately, cartain individuals
in SHIELD have abused their powear
and used the organization's resourc-
a5 and parsonnel 1o engage in ques-
tionable activitias. Molable among
them are Rico Santana of Rio de
Janeiro and Karl Delandan of Man-
hattan, both of whosa activities were
exposed ta Mick Fury by the former
SHIELD agent-turned-rogue Bar-
bara Morse, who had taken the
codename Mockingbird.

One of SHIELD's greatest assals
is its arsanal of high technaology. In
its early days, SHIELD's weaponry
was dasignad by Anthony Stark
{secretly lron Man) and built by Stark
Industries. When Stark moved away
from weapons production, SHIELD
tried to buy a controlling interast in
Stark Internaticnal, but their efforts
were thwarted. However, when for-
aign industrialist Obadiah Stane
took owar Stark  International,
SHIELD once more entered into a
mutally beneficial business relation-
ship with the company.

The two greatest symbols of
SHIELD's technological advance-
ment were the SHIELD Halicarrier, &
huge airborne maobile command
base, and the SHIELD Satellite, a
small, permanently manned space
station designed 1o detect exirater-
restrial visitation. After repeated
enemy atlempls 1o desiroy it, tha
SHIELD Helicarriar recently fell vic-
tim 1o sabotage by a mutated swarm
of cockroaches and crashed in an
unpopulated area of Arizona. The
location of SHIELD s new major air-
base has not been revealed. The
SHIELD Satellite is still intact,
although it is now mannad by a skel-
eton craw.

One of SHIELD's most sophisti-
eated technologies is the LMD, Lile
Model Decoy, programmabla
androids which SHIELD has consid-
ered using to replace Field Agentsin
high-risk oparations, but the cost is
too great. Mick Fury and Anthany
Stark have both regularly employed
LMDz resembling themselves for
gecurity reasons. Mick Funy's brothar
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Jacob, under tha alias Scarpia, built
LMDs with special adapiations as his
awn private Zodias organization.

After the destruction of the Heli-
carrier, Mick Fury was based in the
Manhattan regional headguarters in
a warehouse with a hologram brick
wall in an alley as its entrance.
SHIELD's Los Angeles headquar-
ters used o be fronted first by a Chi-
nese restaurant, later by a beauty
parlor. The fronts for most of
SHIELD s other regional headquar-
ters have vel 1o be revealed.

Recently, Mick Fury uncovered
some coruption in the upper ranks
of SHIELD, and was declared a fugi-
tive. After a long struggle, Fury
exposed the agancy'’s corruplion. It
was decided that a covert security
agency was more dangerous than
beneficial, and SHIELD was dis-
banded.

PERSOMNEL AND WEAPQONS

SHIELD used specially trained field
agents and zpecial eguipment in its
fight against evil, as follows:

SHIELD Agent
E A S Ed A P
EOSEY: T REh TY: TY. T

Equipment: A SHIELD agent's arse-
nal includes:

¢ Armored Swil: This provides Good
protection against physical atiacks
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and Excellent protection against
fire

¢ Blaster: Excellent, b-area range

* Thermife Bomb: Excellent fire

* Handgun: Good Ehooting

* Fragmentary Grenade; Remark-
able Edged, one area

= Strangling wira

* Flexible zaw, radip-dink pockel
camputar, hwo ammo clins

Talemts: All agents hawve Military,
First Aid, and Deteclive/Espionage
talents, Some have Martial Arts,
Wrestling, Special Weapons, Marks-
man, and Pilcting talents.

MANDROID

F: oA 8 ‘B R I P
GD GO BM EX TY TY TY
Health:70
Karma:ig

Boay Armor: Incredible protection
against physical and enargy atiacks.
Life Support; The wearer can live on
filtered air for two months and has
Amazing resistance io heat and radi-
ation.

Wesapons: A Mandraid's weapons
includa:

= Meuro-stunnear:
Ineredible Stunning
* Tracker/Ropeiler: 3-area range, can
manipulate objects al a distance
with Incredible Strength; may also
penerate a force Neld of Amazing

l-area range,

imtensity, bul may oot fire other
WEADONRE.

= Laser Torgh: T-area range, Excel- @/
lent Energy damage

* Punch-Glasters: l-area range,
Remarkable Force damage.
Protected Senses: Remarkahle pro.
tected senses, Infravision (3-area
rangel), radar’zonar (Remarkable),
full-range radiofaudio communica-
tion (with loud speakers)

Ramota Cantrol: If the suit’s wearer
iz knocked out, then it may be used
by remote control (it is usually pro-
grammed Lo escapel,

Talents: Az per wearer (see SHIELD
agent)

SHIELD Flying Car
Control Speed Body Proteclior
R Al EX GD

# Underwater Adaplion (5 hours at
Typical speed)

¢ Detection gear (Remarkable)
and Communications

s Stun Cannon (Excellent)

* Anti-Missile Cannon (Excellent)

* (4} Air-lo-gir missiles (Incredible)

SHIELD Helicarrier
Control Speed
EX 1M ™

Body Prntactian{

MM

The Helicarrier hald 2ix combat hali-
copters, and thirty-two F-18A fighter
jets.



STATISTICS

T¥ (8)
EX (20)
TY (E)

EX (20)
GD (10)
&0 (10)
TY (B)

T IDImWET

Health: 52
Karma: 26
Resources: TY (4]
Popularity: —2

BACKGROUND

Real Mame: Harman Schultz
Occupation: Buralar, hired assassin
Identity: Publicly known

Legal Status: Citizen of the United
States with a criminal racord

Other Known Aliases: Nong

Place of Birth: Mew York, Mew York
Marital Status: Single

Known Relatives: Monge

Base of Operations: Mew York City
Past Group Affiliation: Former
member of Masters of Ewvil

Fresent Group Affiliation:

KHOWN POWERS

Body Armor: Shocker's padded
armor gives him Good protection
from physical atlacks and Amazing
protection from vibration and sonic
attacks (such as those produced by
his gloves). Unless a Red FEAT roll is
mada, he is unafiected by any Wras-
tling or Ensnaring attacks of Man-
slrous rank or less.

Vibro-Smashers: Shocker wears a
set of vibrating gloves ({made of
Arnazing material strength steel}that
inflict Remarkabla damage (or
Amazing damage if a Yellow FEAT
roll is madea) against a single target.
Thay can destroy material of up lo
Incrediple material strength (and are
used to open safes by vibrating their
sensifive machanisms with a suc-
cessiul FEAT roll)

Talents: Shocker has the Inventar
and Safecracker skills.

Contacts: Shocker was once a
member of Egghead's Masters of
Evil, but was betrayed by them, and
does not have any contacts with
them. He may retain criminal con-

‘ tacts from his days as a safecracker.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

The Shocker is one of & number of
criminals with a  long-standing
grudge against Spider-Man., His
motivations are those of revenge
and greed. The Shocker is extremely
confident in hiz abilities, but has a
nasty temper. Like many of Spider-
Man's foes, the Shocker is quite
powerful but not well-regarded; he
would be a worthy addition ta many
villain groups.
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HISTORY

Herman Schultz was an unsuccess-
ful burglar with an aptitude for work-
ing with tools. During his third prison
term, Schultz was assigned to work
in the prizon workshop, at which fime
he bacama determined to develop a
tool that would open any safe quickly
and silently. Using stolen parts, he
built & prototype device thal pro-
dueed vibrational waves to shake a
door loose, and used it to escape. He
was nearly killed by the shock-wavea
feedback, and ance in his own work-
shop he created a special uniform of
foam-lined fabric to absorh the vibra-
tizns, He placed vibro-shock units on
hiz wrists to be activated by thumb
cantrals, and dubbed himself the
Shocker.

The Shocker began his career by
burglarizing an office, whera he firsi
encountered and defeated Spider-
Man. Their next fight took place ina
bank, where Spider-Man defeated
the griminal, wsing his webbing 10
keep Schultz from bending his
thumbs o activate the vibro-shock
units. He twrned the Shocker over 19
the police.

Freed on parole, the Shocker again
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stode something and was again cap-
tured by Spider-Man and returned o
prizon. Months later, having escaped
prizon. again, the Shocker embarked
on a scheme to extort 51 million from
Mew York Cily. Severing selected
poweer cable junclions beneath the
strets, he blacked out specific city
blocks to spell out his psewsdomym,
thus prowving his power. He then thraat-
aned fa black out the entire metropoli-
tan area if he was nol paid the
specified amount. When the mayor
refused, he attacked the Queens
Power Station, where he was defeated
when Spider-Man locked his vibro-
shock units in the “an” pasition, The
racail sent Schultz slamming from
wall-to-wall, knocked him oul and
burning out the units,

The criminal genius Egghead
helped the Shocker escape again so
that he could join Egghead’s Mas-
ters of Evil. The membars wera all
hired 1o perform menial tasks and
acquire valuable eguipment neadad
by Eggheadin his criminal schemes.
Egghead sent the Maslers 1o attack
the courtroom where Henry Pym,
formerly the Avenger called “ellow-
jacket, was standing trial for freason,
Pym was to be implicated in the
escape and forced to work with Egg-
head. A battle with the Avengers

ensued, the Shocker was capiured,
and a post-hypnotic suggestion
given the Shocker by Egghsad
caused him to incriminate Pym fue-
ther, Eventually the plot was discav-
ered and Pym was rescuad o stand
frial. The Shocker was again impris-
oned,

Hiz confidence in himself consid-
erably shaken, Schultz ezcaped and
established himself as an assassin-
for-hire based in the South Brons.
He wagz hired by an industrialist
named Steele, actually the Mazi war
criminal Baron Von Lundt, to kil Von
Lundt's old apponent ,the aging maer-
cenary Dominic Fortune. The Shock-
er hoped to prove his talents by
killing both Fortune and Spider-bMan,
thuz regaining his salf-confidence
and collecting a sizable bonus. He
ambushed Forluna at Kennedy Inter-
national Airpart, only to face Spider-
Man. Spider-Man discovered thai
after past defeats, the Shocker had
built his vibro-shock unils into his
entire uniform and did not need the
wrist units, The Shocker gained tha
upper hand and anly Fortune's time-
Iy intervention saved Spider-Man,
who ripped the entire wniform to
shreds and turnad the criminal over
to the police. Schultz is currently
serving a long prison sentence,



STATISTICS

GO (10)
RM (30)
TY (5]
EX (20)
TY (8)
TY (8)
TY (8]

T—3amw=T

Health: 66
Karma: 13
Rezources: TY (B)
Popularity: 10

BACKGROUND

Real Name: Victoria Star
Occupation: Rodeo performer,
adventurer, pessible deman
Identity: Publicly known

Legal Status: Citizen of the United
States with no criminal record
Other Known Aliasas: Mane

Place of Birth: El Paso, Taxas
Marital Status: Single

kKnown Relatives: Reminglon
{father)

Base of Operations: Amaerican
Southwast

Past Group Affiliation: Former
mamber of the Texas Rangers
Present Group Affiliation:

KNOWHN POWERS

Pistols: Shooting Star carries two
pistols that resemble ravabvers, but
they fire star-shaped stun-pellets of
RAemarkable intensity. These pellets
are incapable of Kiling (treat Kill
results as Stun). Each pistol holds
thirty pellats.

Gyro-Boots: Shooting Star has
developed special boots, which
allow her to ba borne aloft by torna-
doas created by her partner, Texas
Twister.

Talents: Shooting Star is a Weapon
Specialist with her pistols {+2 CS5).
She has Horsemanship, Acrobatics,
and Tumbling skills,

Contacts: Shooling Star was a
member of the Texas Rangers, and
especially close to Texas Twister,
who was alsa her lover. After being
captured by the West Coast Aveng-
ers, Star claimad 1o have always
bean a demaon; if this is trua (which is
unlikely), she has various demonic
contacts, most notably Master Pan-
demonium.

ADDITIONAL HOTES:

ROLE-PLAYING NOTES

As a demon, Shooling Star was a
steadfast servant of Master Pande-
maniurm. As Shooling Star, she was
a strong-willed, brave, and fiercely
loyal member of the Rangers. A
proud woman, one of her greatest
desires was proving to the world that
the Rangers were & top-rank supar-
hera taam.



HISTORY

Very little is known about Victoria
Star's life before she took the alias
Shooting Star and became a rodeo
performer. Her father, Remingtan
Star, was a wealthy Texas oil baron
and amateur rodeo performer who
encouraged his dauvghter's aspira-
lions to perform professionally in
rodeos. He hired sciantists to build
far her a special six-shootar that
shoots star-shaped paralysis palleis
for her sharp-shooting act. At some
point in her performing carear, she
metl a fellow rodeo performer, the
Texas Twister, and the two lormed a
dual act. Her father than had scien-
lists design a pair of jet-boots that
enabled her 1o stabilize her flight
when swepl up in the Twister's
cyzlonic vortex. Shooling Star and
Texas Twister ware the star attrac-
tions at Cody's Rodeo Extravaganza
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when they interceptad a message
sent by Rick Jones meant for the
Avengers, Jones was being held
captive by the Corruptor, who had
tha Hulk under his influence. Shaot-
ing Star and Texas Twistar went 1o
answer the distress call and dizcow-
erad that three other individuals had
respanded as well—Firebird, the
Ghost Rider (then called Night
Rider), and Red Walf. Although the
fiva Southwestern adventurars were
unable 1o stop the Hulk's rampage,
thay did enable him 1o defsat the
Corruptor. A1 the batfle's end, Texas
Twister suggested that the five of
them get together whenavar a threat
to the Southwest crops up. They
agreed and tock the collective name
of the Rangars.

Shooting Star's identity was taken
aver by an unnamed demon in the
amploy of Master Pandemanium,
who believed Firebird to be one of
the possessors of his fragmented
soul, To keep the Rangers from

meeting ragqularly and perhaps pos-
ing a threat o him before he had
completed his study of Firebird, Pan-
demonium dispalched the demon to
take Shooling Star's place. Whan
Firebird summoned the Rangers,
the demon in Shooting Star was
flushed out of hiding. According to
the demon, Shooting Star was a
human guise it had taken long
bafore; there never was a Victoria
Star. Since demons are notorious
liars and this account doss not fit
previous information about Shooting
Star, it is probably untrua. Howewver,
the whereabouts and fate of Victaria
Star have yot to be revealed. The
Texas Twister demonstrated a curi-
ous lack of concern when his lovar
was revesled to be possessad by a
demon and did not insist on accom-
panying the West Coast Avengers in
their investigalion of Master Pande-
monium. Perhaps he was still under
the demon’s influance,



STATISTICS

F R (30
A EX (20}
] GO {10)
E EX (20}
R E0 10
| IM (400
=] EX (20]
Health: 80

Karma: 70

Resources: GO {10)
Popularity: =10

BACKGROUND

Real Mame: Unravealed
Occupation: A crimefighter who
masguerades as a criminal master-
rrind

Identity: Secrel

Legal Status; Citizen of the United
States with no criminal record, Want-
ed for quastioning by the police
Other Known Aliases: Mona

Place of Birth: Linknown

Marital Status: Single

Known Relatives: Mona

Base of Operations: Los Angeles
Past Group Affiliation: Leadar of
the Might Shift, frequent associate of
the West Coast Avengers

Present Group Afflliation:

KNOWHN POWERS

Dariforoe Contral: The Shroud can
tapinto the Darkforee dimension and
generate areas of darkness, darken-
ing one area per round, 10 a maxi-
mum of five areas, This negates all
light sources of less than Amazing
intensity and causes all of the
Shroud's opponents 1o periorm all
cambat and FEAT rolls at =325, He
can manipulate the Darkforce into
shadaws and shapes o sorve 8s
decoys.

Mystic Vision: Though blind, the
Shroud possesses mystic senses
that allow him to saa without penalty,
gven in his own darkness. This vision
warks in all areas adjacent 10 his
own, and he can see beyond walls
and barriers. He cannot perceive
abjacts beyvond this 1-area range,
Talents: The Shroud has Martial &rs
A, B, C, and E. His reason, for the
purposes of dealing with the criminal
underwarld, is Excellant.

Cantacts: The Shroud is the leader
of the Night Shift. a group of maca-

bra criminals who unwillingly serve
the Shroud's goals. Shroud has wan
the trust of 3 number of superheroes,
including the West Coast Avengers
and the Captain [Steve Rogers).

ADDITIOMAL NOTES:

ROLE-PLAYING MOTES

The Shroud is a grim, dedicated, and
humoriess personality. He believes
that in situalions where justice may
ba abused by legal technicalities,
the law should be ignored. He pre-
fers to use his powers o capture his
enamias, as opposed o Killing them.
He iz, howeawvar, willing o use lethal
force if necessary.
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HISTORY

The man whoe would become the
Shroud was orphaned at ten years of
age when his parents were gunned
down by a hold-up man. Embittered,
the youth decided to dadicate his life
to fighting crime, Entering college,
he studied law and eriminology, and
pegan a rugged regimen of exercise
to build his body to its peak of physi-
cal potential. Upon graduation, he
traveled o Nepal to the temple of the
Cult of Kali to study their martial arts
and mysfical disciplines. For seven
years he studied among them until
his masters believed he had learned
all he could. He was then prapared to
recave the ceremanial "' Kiss of Kali”
from a branding iron whose impring
wias in tha shapa of the goddess Kali,

The man screamed whean tha
branding iron was pressed against
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his aves, cheeks, and forehead.
Believing his mastars to have
betrayad him, the man stumbled oul
of the temple to bury his scarred facs
in tha snow. When he recovered
from the shock and pain, he dizscow-
ered that his eyesight had been
replacad by a mystical extrasensory
perception. Inexplicably, he was
unabla to parceive the temple any-
more, 50 he made his way back to
civilization and America, where he
adopted the identity of the Shroud.
To begin his crimafighting career
spectacularly, the Shrowd decided lo
hunt and kill the Latverian dictator
Doctor Doom. Although at one point
he came close to his goal, ha avaniu-
ally found himsalf siding with Doom
against the Red Skull, who had
launched a “hypno-ray” satellite
designed to enslave the Earth's pop-
ulace. In order ta stop the hypno-ray,
the Shroud intercepted and
absorbed the full effects of the ray

bambardment himsell. Rascuad
from the oblivien of space by Captain
America, the Shroud was laken back
o Eanh 1o recover.

In the lang months it took him to
regain his sanity, the Shroud discov-
gred that the blast had apparently
triggerad the emergence of a latent
mystical power, the ability to sum-
mon a volume of absolute darkness
at will. He also decided to go under-
cover, build up his own reputation as
a criminal, and destroy the under-
world from within. Associating with
the underword of Los Angales, the
Shroud soon gained a reputation
with both criminals and lawmean as a
master criminal. Invited to join the
Weast Coast Avengers, he declinad,
preferring nol to compromise his
aulonomy. He has recently orga-
nized his own gang, dubbed the
Might Shift, and has become allied to
a splinter group of the West Coast
Avengers led by Mackingbird,
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STATISTICS

‘ i MM (75)

RM {230}
5 IM (40}
E UM {100)
R GD(10)
| I (40)
P Al (500
Health: 245
Karma: 100

Resources: GD (10)
Popularity: 15 (50 in Asgard)

BACKGROUND

Real Mame: Sif

Coccupation: Warrior, shield maiden
Identity: Publicly known in Asgard
and on Earh, though generally not
believed to be a goddess on Earth
Legal Status: Citizen of Asgard
Other Known Aliasas: Mana

Place of Birth: Azgard

Marital Status: Single

Known Relatives: Heimdell (broth-
er)

Base of Operations: Asgard

Past Group Affiliation: Gods of
Aszgard

Present Group Affiliation:

KNOWN POWERS

Body Armor; Sif's dense Asgardian
flesh provides her with Good-rank
body armaer.

immuna to Disease: Sif is immune 10
all terrestrial diseases.

Enchanted Sword: Sil's sward was
given magical properties by Odin,
She may use the flat of the blade,
doing Manstrous Blunt damage, or
its edge, which does Incredible
Edged damage. By spinning the
gword, Sif may traval interdimen-
signally, between Earth and Asgard
with Monstrous ability and o any
other dimensions with Good ability.
Failure of this FEAT means that Sif
ends up in an undesired location.
Talents: Sil has 41 C5 with all
swords,

Contacts: Sif is tha premier warriar-
goddess of Asgard, and i especially
close to the Thunder Gad, Thar.

ADDITIONAL HOTES:

ROLE-PLAYING NOTES

Sit iz a warrior-goddess, dedicated
to the ideals of Asgard: unrelenting
fiarceness in baltle, unimpeachable
honor and personal integrily, and
loyalty to her liege and peaple. Sif is
gspecially close 1o Asgard's finest
wiarrior, Thor, Sif respects ability and
honoer above all else, and was
strongly attracted to Beta Ray Bill
when others (nolably Lorelel) were
repulsed by his appsarance.
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HISTORY

Sif is a warrior-goddess of Asgard
and sister of Heimdall, the walch-
man of Asgard. As a golden-haired
child, she was an cccasional play-
mate of Thor, son ol Asgard’s ruler
Odin, and Thor's adoptive brother
Loki, While Thor and Sil ware still
adolescents, thay fall in love with
each ather, Determined to ruin the
happiness hiz adoptive brother
found in Sif's golden hair, Loki cut off
all of 3if's hair while she slapt. Real-
izing Loki must have been responsi-
ble, Thor angrily confronted Loki and
demandead that he restore Sif's hair.
Loki sought out the dwarves Brokk
and Eitri and asked that they create
new hair for Sif through their arts.
Howeaver, Loki was either unable or
unwilling to pay the dwarves gold for
this work, The dwarves decidad that
for the “price of naught” they would
create "strands of naught” They
magically created long black hair
frem the biackness of night. Once
set upon Sif's head, the hair magi-
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cally took root and began o grow,
Thor thought Sif even more baauti-
ful, and thus Loki's plan to ruin their
romance failed.

Eventually Thor and Sif pared.
Aftar Thor's relatively brief relation-
ship with the mortal woman Janeg
Foster came to an end, Odin
arranged for him to meet Sif, now an
accomplished warrior, again., They
became lovers and companions, as
well as allies in numerous battles,
Eventually they decided to marry.

Thar’s attachment for Earth fre-
guenily came between the two, Sil
much preferred the world of tha gods
to the mundane world of mortals,
and after attempling to adjust to
Earth lile en mare than once occa-
gion, refurned o Asgard 1o live with-
out Thor. Once, when Thars mortal
paramour Jane Foster was dying, Sif
lent her life foree 1o revive the wom-
ary, "merging” with her in the proc-
egs, She did this apparently in an
attarmpt 1o understand Thor’s attrac-
tion for this mortal. Jane Foster was
separated from Sif shartly thereafter,
and sent to the limbo-realm called
the Runestaff of the Possessor. Sif

and Thor have since rescued Foster.
Sif and Thor both aided the alien
champion Beta Ray Bill in defending
hiz people against the anslaught of
the demon armies of Surtur, Sif and
Beta Ray Bill found themselves
increasingly drawn to each other,
aspacially when Thor, who was
forced by enchantment to fall in love
with the Azgardian Larelsi, struck Sif
in angar, Sif aven decided o leave
Asgard and accompany Beta Ray
Bill back to his people.

However, Sif came 1o realize that
Lorelei was really to blame for Thor's
striking her, and also was greatly
impressad by Thor's heroism in
descending into the realm of the
death goddess Hela io rescue the
souls of Earth morals. A5 a result,
Sif fimally accepted Thor's role as
guardian of both Asgard and Earth,
and decided 1o stay behind in Asgard
while Beta Ray Bill refurned 1o his
pecple. 5if and Thor ara onca again
linked by strong bonds of affection,
but what path their relationship will
next take remains to ba saen.
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STATISTICS

‘ F RA (30)
A EX (20)
5 GD o
E EX {20
R EX {20
I EX (20)
P GD (10
Health: 80
Karma: 50

Resources: 1M (43}
Popularity: 20

BACKGROUMD
Real Mame: Silver Sable
Occupation: Leader of the Wild
Pack
Identity: Publicly known
Legal Status: Citizen of Symkaria
with no criminal recond
Other Known Aliages: Mone
Place of Birth: Unrevealed
Marital Status: Divorced
Known Relatives: Morty (uncie), the
Foraigner (ex-husband)
Base of Operations: Symkarian
Embassy, New York City, USA
Past Group Affiliation: Wild Pack,
Silver Sable International

‘ Present Group Affiliation:

KNOWN POWERS
Weapons: Silver Sable employs a
numbar of personal weapons,
imcluding:

* Chair This Thrown Edged projec-
file does 15 points of damage.

* Fgtana: Her sword does 15
points of Edged damage.

. s Pisiol: Excellent damage
Talents: Silver Sable has Martial
&rts & C, and E, Leadership, Acro-
batics, Business/Finance, and has
+1 CS with all modern waapons.
Contacts: The Siver Sabla's chist
contact is with her nalive govern-
ment af Symkaria, and through them
she has contacts with a number of
othar governments. Sha has
employed both the Sandman and
Spider-Man as agents.
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ADDITIONAL NOTES:

HISTORY

At about the fime Silver Sable was
born, her father, working in conjunc-
tion with the gavarnment of Symka-
ria, created the Wild Pack, a group of
professional soldiers whose job it
wias o hunt down Nazi war criminals.
Years later, alter walching her moth-
er die, the victim of a terrorist atlack,
Sahle began to train in weaponry
and hand-to-hand combat in prepa-
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ration for the day she would inharit
leadership of the Wild Pack. Qver
the vears, as the number of former
Mazis dwindied, Sable turned the
locus of the Wild Pack more and
more toward mercanary andaavors,
until the group became the major
source of cutside income for Symka-
fia. Undar the auspices of Silver
Sable International, the organization
apprehends wanted criminals and
racovers stolen propery for a wide
spectrum of cliants, from major
insurance companies to small
nations.

One such contract was the appre-
hensicn of the international jewel
thiel the Black Fox and the return of
valuable gems in hiz possession.
Working with the New York City
police, the Wild Pack nearly appre-
hended him, only to be thwarted by
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the inadvertent acticns of Spider-
han. Eventually, Spider-Man racov-
erad ihe jawels but allowed the thief
to escape. This was the first tima Sil-
ver Sable meat Spider-Man face-to-
face.

Silver Sable International was |at-
er hired by a small South African
country 1o neutralize the internation-
al tarrarist Jasen Macendale, known
as Jack O'Lantern, suspected of
training rebel forcas within the cli-
ent’s borders . An initial team of Wild
Pack members was ambushad by
Macendale’s men and nearly killed,
leading Silver Sable to enlist aid
from Spider-Man.

During the course of thasa avenis,
Sable became involved in a daylight
rabbery that resulted in the death of
4 young woman, an innccent
bystander accompanied by har

vaung son. Sable dropped her other
activities to hun! down the killer. His

trail led 1o an abandoned building, '(-__

whare Jack O'Lantern chose o
attack Silver and her men. During
the final confrontation, she choze to
concentrate on the killer, enabling
Jack O'Lantern 1o escape.
Spider-Man then agread to help
Sliver capture Jack O'Lantern. They
tracked him to Coney [sland Amuse-
ment Park, only to ba ambushed by
the group of costumed criminals
called the Sinister Syndicate, who
wera hired to kill Macendale’s pursu-
ars. They nearly succeaded but ware
stopped at the last minute by the
Sandman, who allowed Sable and
Spider-Man to ascape. After a long
battle, the three managed 1o defeat
the criminals, but nothing was found
to help them locate Jack O'Lantern,
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STATISTICS

AM (50)
MN (75)
UM {100)
UN {100)
EX (20)
MM (75)
AM (50)

T I MU =T

Health: 325

Karma: 145
Resources: BM [30)
Popularity: 20

BACKGROUND

Real Hame: Morrin Radd
Occupation: Former Herald to
Galactus, Cosmic advaniurer
Identity: The general population of
Earth is unaware of the Surler's
axistance

Legal Status: Citizen of Zenn-la
Other Known Aliases: None

Flace of Birth: Planet Zenn-la,
Deneb system, Milky Way Galaxy
Marital Status: Single

Known Relatives: None

Base of Operations: The cosmos
Past Group Affiliation: Former Her-
ald of Galactus, former membear of
the Defenders, former partner of
KMantis, frequent ally of the Faniastic
Four

Present Group Affiliation:

KEHOWN POWERS
Power Cosmmic: Thea Silver Surler has
the ability to channel and manipulate
vast amounts of cosmic power, with
Unearthly ability, and lina-of-sight
range. He uses this power cosmic o
periorm tha following stunis:

» Powar Blasts of Unearthly farca
or energy

* Haize any single ahility score (his
own or somaong else’s) o Unearthly
for 1-10 rounds, If the ability raised is
already Unearthly, it may be boosted
to Shift X with a Yallow FEAT rall

* Hgaling up to Unearthly damags
(this will not affect Endurance rank
[osses)

= Reconstruct existing elemeants
{he may not transmute their form)

= Parcelve any energy source of
Unearthly rank or battar, within a
planetary radius if on a planet’s sur-
face, or within a stellar system if in
space,

The Surfer does not nead to eat or

breathe. Other power stunts may be
developed, bul all karma losses to
the Surfer ara triplad.

Flight: The Silver Surfer can ity at up
o Class 5000 speeds in space. In a
planetary  atmosphere, this is
reduced to Shift Z. The Surfer nor-
mally uses a suriboard to fly, which is
made of Amazing Material Strength
material. He can control this board
mmanitally.

Body Armaor; The Surfer has Mon-
slrous protection against enargy and
physical attacks, which he may
boost o Unearthly for 1-10 rounds.

He iz invulnerable to Heat and Cold
(Class 1000 resistance) and may
survive in space for a virtually unlim-
ited time.

Talents: Morin Radd was once a
space pilot. His maditative practices
have given him Martial Arts D.
Contacts: The Surfer s a hero of
Zenn-la, as well as a former member
of the Defenders. He has performed
several services for Galactus, and
they are currently on good terms.
The Surfer has bean one of the clos-
est friends of the Fantastic Four, Ha
was very close with Mantis, and is

43



involved with Galactus's current har-
ald, Mova.

ADDITIONAL HNOTES:

ROLE-PLAYING NOTES

While he was exiled on Earth, the
Surfer was a brooding, somber anti-
ty. Maw he is free, and is somewhat
happier. The Surfer iz pure of heart
and seemingly incorruplible; ha is so
pura that corrupting his nobility is
one of Mephisto's chief goals. The
Surfer uses lofty, poetic language,
and speaks in long soliloguies. The
Surler is determinad to fight injustice
in the cosmos and protect Z2enn-la
from the wars of the space powers,

HISTORY

Morrin Radd was a member of an
extremely long-lived race of humanaid
aliens called the Zenn-Lavaians, who
had achieved virluel utopia, as dissass,
poverty, war, and all other social ills had
bapen aliminated many generations ago.

Morrin Radd's craft was taken aboard
the home vessol of Galaclus, The vastly
powerful being who nourishes himself by
draining the life-anargies from entira
planets. Galactus had come to fesd
upon Zenn-La, & process thal would ren-
der the planat barran and lifeless. Galac-
tus explained to Radd ihat whils he
reant the world no malice, ke had baen
sgarching for a suitable planst for too
long 1o begin anew. Galacius mused that
il 1 bl @ herald who could scout suit-
gble planets in advance for him, popu-
lated worlds such as Zenn-La could be
spared. Hadd wolunisered to serve
Galacius permanenily as his herald in
cxchange for Zenn-La’s safety. Galactus
agreed, end used his cosmic power 1o
transform Moarrin Radd inlo a baing capa-
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ble of serving him.

GEakecius alomically restrectured Nor-
rin Radd’s body, leaving him covered
with a flexible, silvery matesial that could
withstand the rigors of travel throwgh
outer spece. Then Galactus fashioned a
unigue startravel desice out of the same
silvary material, & device resembling an
Earthly surfooard, Finally he granied his
ngw herald a fraction of his cosmic
power. Galactus named Radd the Sikver
Surfer and immediately dispatched him
to locate a planet for his master 1o fesd
upan.

Galactus had gone for an extended
pariod of time without nourishment whaen
ihe Surtor neared Earth's solar system.
Learning of his imminent arrival, s
the Walcher alerled lhe Fantastic Four ta
1 dire implications of the Surfer's pres-
ence. When Galactuzs landed In New
York City amid mass hysteria, the
Fanlasdic Four fried to engage him in bat-
fle but were uneble to defeat him, The
Walther sent the Human Torch fo
another galaxy to secure the Ulimals
Mullifier, & weapon whose power Galac-
fus Tearad,

The Torch returned from his mission
ard presented the Ulimats Mullifier 1o
tha leader of he Fantastic Four, Mister
Fantastic. Dismayed by ihe sight of the
wiapon in human hands and the Silver
Swurfer’s betrayal, Galacius yieldead,
Before he refrealed, the powerful being
aréciad an enargy barrier spparenily
attuned to the Surfer's spocific cosmic
powars and designad to repulse ihe
Surfer’s attempis 1o leave the ouler
atmosphera of the Earlb, (The barrier
affeciz only the Surfer or a being pos-
agssing the Surfer's specific powers, It
will ned obstruect the passage of any other
person of object.)

The Surfer was unable 1o breach
Galactus's barrier. Innocent and trusting,
the Surfer soon fell victim 1o the wiles of
Doctor Doom, who used his advanced
technology to transfer the Surfer's cos-
mic powers Inle himsell, Mow possess-
ing incredible might, Doom wraaked
havoc upon the Earth wntil Mister
Fantastic ricked him inlo attempling io
breach Galactus's barrier Doom's colll-
sion with the barrler alered Galaclus,
wha strippoed Doom of the Swrfer’s
powers and restared them to ihe Surer

Az he spent more lime on Earth, the
Surfer decided to bring about a union of
ll humankind by becoming & dangerous
anamy against whom all nations would
have to join forces. The Surer crealed
widespread destruction on Earlh undil
{ha LS. Armed Forces used the experi-
mental Sonic Shark missile (based on
i “Anti-Cosmic Flying Wing” Mister
Fantastic had designed fo use against

the cosmic-powsred Doctor Doom). The
SZonic Shark drained away much and
perhaps most of the Swrfer's cosmic
anergies. Humbled, the Surler
renouncied his atempd 1o baitle man-
kind. Subsequent explois of the Silvar
Surfer, however, have demanstraled that
hig cosmic powers have since again
achienved extraordinarily high levels,

The Surfer confinued his exile on
Earth, hoping to breach the barrier
someday end be reunited with Shalla-
Bal, Although be is 51l often greatly dis-
tressed by humanity’s behawviar, he has
devaloped greal sympathy for fhe mor-
ally uprighl mambers of Earth’s human
race. The Silver Surfer’s principal anfag-
anist an Earlh is the domenic Mephisto,
wha has continually sought to break the
noble Surler's spinit and enslave him o
his will,

In recent years, Mister Faniastic used g

hig technology 10 aid the Surfer in
breaching Galactus's barmier al long last,
warning the Surfer thal such a feat could
b perlarmod anky once. The Surfer thus
escaped Earth and returned to Zenn-La,
cnly to learn thal Galacius had taken his
ullimale vengsance for the Surfer’s
betrayal by devastating Zenn-La, Tha
Silver Surler returmed 1o Earth, voluntar-
ily acgepting entrapment behind the bar-
rier once maore, in order 1 lind her. When
he did, Mophisto wsed his powers to
transport her beyond the berrier back to
Zenn-La. Unable to fedlow, the Surler
oncowed Shalla-Bal with cosmic energy
that restored ferility o Zenn-La's soil,

SN more recantly, the Surfer joined
forces with the Moleculs Man 1o save the
Earth from destruction through colossal
derdastation cawsed by the alien Beyon-
der. Shortly after, he finally broke through
ihe barrier of Galactus and was free 1o
advienturg in the cosmos once more, His
first actions were to get involved in & new
Krea/Skrull War and 1o save Galacius
{from a plot by the Elders of the Universs,
whe sought to destroy him and create a
THe UnivBrse.



STATISTICS

F EX (20)
A GO (10)
5 IM (40
E A (50)
R EX (20)
I GO {10)
P EX (20)
Health: 120
Karma: 50

Resources: GD{10)
Popularity: —7

BACKGROUND

Real Name: Silvio Manfredi
Occupation: Criminal organizer and
mastermind

Identity: Publicly known

Legal Status: Former citizen of Italy,
now a naturalized citizen of the Unit-
ed States with a criminal record,
legally dead

Other Known Allases: Supreme
Hydra

Place of Birth: Unknown village in
Sicily

Marital Status: Widower

Known Relatives: Calerina {wife,
deceased), Joseph {son, also known
as Joa Silvarmane and Blackwing)
Base of Operations: Mew York City
Past Group Affiliatlon: Former
leader of the Manfredi (“Sllver-
mane™} “family” of the Maggia,
former Suprems Hydra of the major
American-based HYDRA fragment.
Present Group Affiliation:

KMOWN FOWERS

Body Armor; Silvermana's exo-
skelaton gives him Incredible protec-
tion against physical attacks, and
Ramarkable protection against
energy, acid, and cold attacks. The
axo-skeleton is made from Incredi-
ble strength matarial.

Talents: Silvermanes has Martial Arts
A, Gun, Leadership, and Business/
Finance talents.

Contacts: Silvermane was a leader
of a number of criminal organiza-
tions, including the Maggia and
HYDRA and retaing contacts from
those days. He is an enamy of the
Kingpin.

ADDITIONAL NOTES:

ROLE-PLAYING MOTES

Silvermane is cheessed with immar-
fality and vengeance against his
enemies, aspacially Spider-ban,
and more recently Cloak and Dag-
gar. Silvermane i3 an efficient admin-
istrator wha tends to run things
according to traditions of arganized
crime; he lacks the Kingpin's
imagination or ingenuity.

a5



HISTORY

Az a young boy, Silvio Manfredi
immigratad to the Uniled States with
his family, who settled in the Little Ita-
Iy section of Manhattan. Manfredi
became involved with the crime syn-
dicate known as the Maggia while
still in his teens. As an adult, Manfre-
di quickly rose to bacome haad of his
Maggia “family"” through a combina-
tion of cunning and superb hand-to-
hand fighting ability. Through his
briliant sirategy and his ruthless-
ness in gang wars, Manfredi greatly
increasad the powar and influance of
the Maggia as a whole and of his
“family” in particular. Ewventually,
Manfredi was sent o prison for
income tax evasion. During his
prison tarm, Maniredi’s family's
power waned somewhat, and his
rivals gained dominance within i,

On his release, Manfredi formed
an alliance with a much younger
Maggia criminal, Dominic Tyrone.
Together, often through bloody
means, Manfredi and Tyrone took
control of the family Manfredi had
balonged ta, and then establishad it
through battles with rival gangs as
the dominant criminal organization
on the East Ceast, Once Manfredi
had reached this point of success,
twanty years ago, he ordered
Tyrone's death, (Unknown to him,
Tyrone survived and would later
attempt to avenge himself.) Manfre-
di's hair turning prematurely silver in
his forties, he became known by the
nickname “Silvermane.”

In racent years, Silvermane has
Been heavily involved in the importa-
tien and distnbution of narcolics. As
he grew older, Silvermane became
afraid of his cwn death. He learned of
an ancient clay tablat that contained a
formula for a mwstical rejuvenation
sarurm. Al the age of B0, in very frail
health, Silverman finally secured the
tablet and forced Dr. Curt Connors to
prepare the serum from its insiruc-
tichs. Slivermane drank the serum,
which made him grow increasingly
wounger within a very brief time, until
ha reachad a paint before his birth, |§
then mystically caused him to age
within moments unfil ha reachad his
fortias.
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By coincidence, on this same day
Silvermane was approached by rep-
resentatives of the major American-
based fragment of HYDRA&, now
under the confrol of former members
of the Corporation who intended fo
make this HYDRA less saxist and
ideclogical than the original and 1o
run it like: a business. Silvermane,
agked to become itz Supreme
Hydra, accepted, although he insist-
ad on maintaining his position of
leadership with his Maggia family.
Silvermane kepl his connection with
HYDREA secret from the Maggia and
intendad eventually 1o use HYDRAs
powar 1o crush his Maggia rivals.

Silvermane quickly built his
HYDRA group into a large well-
organized and well-equipped fight-
ing force. He brought his son,
Joseph Manired:, another Maggia
member, intc HYDRA as one of his
principal  aides. Joseph  used
advanced HYDRA technology in the
areas of anti-gravity, adificial psio-
nics, and genetics to create the cos-
tumed identity of Blackwing for
himself. Sivermane, however, was
ultimately out of his depth in running
HYDRA and was easily defeated by
Mick Fury and SHIELD. The HYDRA
hierarchy deposed Silvermane but,
becausa of his Maggia conneclions,
did not assassinate him. Silvermana
returnad to running his Maggia fami-
Iv, and Joseph abandoned the Black-
wing identity and arlificial powers to
return with him.

Soon after, Silvermane attempted
to organize all of Mew York City's
major indepandent criminal gangs
under the leaderzhip of his Maggia
family, Silvarmana was cppasad in
this scheme by the third Green Gob-
lin, who wanted {0 lead the gangs
himself., A confrontation inwvolving
Silvermane, the third Green Goblin,
and Spider-Man ensued, during
which Silvermane fell from a great
heighi. Miraculously, however,
Silvermane recovered, perhaps aid-
ed by leng-lasting effects of tha raju-
venation serum,

Later, Dominic Tyrone, who had
assumed the coslumed idenfity of
the Rapier, made an allernpt on
Silvermane's life. He survived the
gunshot wounds he received, but
was confined to bed and put on lifa

support system. Moreover, the shock
triggered a biochemical reaction in
Silvermane’s bloodstraam that undid
the effectz of the rejuvenation
serum, causing him o revert to
being physically eighty years of age.
et Silvermane was so powerful a
figure in organized crima that he was
able 1o continue running his crirminal
empire aven though he was now
bedridden.

The costumed wvigilantes Cloak
and Dagger despised Silvermane for
his role in New York City's illagal
drug trade, and Dagger nearly killed
Silvermane with her suparhuman
powars, Silvermane’s life was saved
when his brain, much of his head,
and most of his vital argans were
transplanted into a robolic body,
which granted him superhuman
strength. Mow a cyborg, Silvermanea
sought out Cloak and Dagger for
revenge and again clashed with
Spider-Man. But Dagger used har
powers (o shor out Silvermanea's cir-
cuits, and her “light knives"
deprived him of mast of his life force,
She absorbed that life force into her
own body in the form of what she
calls "light,” and Silvermane was left
clinically dead.

Howewvar, the mechanisms of
Silverman's cyborg body maintained
enough life in him that ha could be
revived, Silverman’s longtime crimi-
nmal rival, the Kingpin of Crime,
obtained Sivermane's oyborg form
and had scientists in his employ
restore it o life as an assassin.
Silvermane did not regain his full
conaciousness, and hence would
obey instructions nearly mindlessly.
However, Silvermane had a psychic
link 1o Dagger, who still retained his
missing life force energy, and resist-
ed the Kingpin's commands in ardear
to seek Dagger out and drain her life
energy into himself. Finally, 1o stop
Silvarmane's rampaging, Dagger
returned his life energy to him,
Silvermane thus returned to Tull life
and full conscicusness. He immedi-
ately departed, seaking solifuda. His
current whereabauis and activities
are unknown.
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STATISTICS

EX (20}
A G010
5 GO (10)
E EX (20}
R GD (10)
I GD(10)
P PR (4)
Health: 60
Karma: 24

Resources: TY (6]
Popularity: —20

BACKGROUND

Real Name: Stan Carler
Occupation: Former police detec-
tive, former agant of SHIELD
Identity: Publicly known

Legal Status: Citizen of the United
States with no criminal record due o
insanity, decoased.

Other Known Aliases: Nona

Place of Birth: Unknown

Marital Status: Single

Known Relatives: Mone

Base of Operations: New York City
Past Group Affiliation: Nome
Present Group Affiliation:

KNOWN POWERS

Shatgun; Sin-Eater used a special
shatgun which did Remarkabla dam-
age to everyana in one area.
Muitiple Personality (Limitalion):
After he was released from the sani-
tarium, in times of stress, Carter's
personality would be torn between
the moral and righteous Carter per-
sonality and his Sin-Eater parsona. A
Fsyche FEAT rall would be neces-
sary o avoid reverting to Sin-Eater.
Talents: Carter had Martial Arts A,
Gun talent, and was a Weapaon Spe-
cialist with his shotgun, gaining +2
5 when firing the weapaon. He also
had Law Enforcement and
Detective/Espionage talents.
Contacts: Carter had contacts in the
Mew York Police Depariment and in
SHIELD.

ADDITIOMAL NOTES:

ROLE-PLAYING MOTES

Sin-Eater was & crusadar devaled to
purging “evils™ from society that no
ong else would touch, such as
judges and lawyers who gave crimi-
nals light santences, or priests in
confessionals who protected the
crimes of those who confessad. Stan
Carler was a friandly, personable,
and effective police officer who had
been driven over the adge. After his
releasa, Carter acquired a rare psy-
chological disorder that split his
psyche into two personalities: Stan
Carter, who was a normal, likeable

human being, and the Sin-Ealer.

HISTORY

Stan Carler was a SHIELD agent
who participated in an experiment 10
boost his strenagth and endurance.
Instead, the drugs drove him ber-
serk. After the drugs were purgad
from his body, Carter left SHIELD
and became a detective with the
Mew York City Police Department.
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When hiz partner was killed in a
shooting, Carers mind snappad. He
tock on the identity of Sin-Eater, who
was based on a creature in Ozark
folklore who, by ealing fruit that was
placed on the graves of the dead,
was 5aid 1o be eating their sins 5o
they could enter Haaven,

The Sin-Eater's first victim was his
lover, police captain Jaan DeWalff,
Tallowad by Judge Horace Rosenthal
and Reverond Bernard Finn, before
Spidar-Man finally captured him in a
battle in which he was severely
injurad. He was found not guilty of
murder by reason of insanity. Sant to
an asylum, he was partially cured.
After his release, there was a strug-
gle between the Sin-Eater and Cari-
ar persanaglities. The Sin-Eater
avaniually triumphed, and he was
shot and killed by a SWAT team while
halding & boy hostage. When his
body was examined, they found that
his gun was empty; Carter had won
at least a small victory over Sin-Eater
after all.

EMNOWM POWERS
Maone,
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HISTORY

In some cultures, there is a person
known as the “sin eater” When a
person dies, he s laid out with fruits
and othar edibles sitting on his
chest. The food supposadly absarbs
the person's sins. The sin-eater con-
sumes the food, cleanzing the soul
of the deceased.

Stan Carter was an agent of
SHIELD working in research and
development, one of several volun-
teers injected with experimeantal
drugs designed to increase strength
and endurance. When the program
was stopped as too dangerous, Can-
er angrily resigned. There was no
trace of the drugs in his system. He
joined the New York City Police
Departmeant and rose o the rank of
detective. The death of his partner at
the hands of several young criminals
triggered an obsession to destroy
parsans who he felt had abused
authority, and in doing so sinned.
Ultimately he planned to "absark the
wirld's 5ins)” He purchased a make-
shift costume and & double-barreled
sholgun and created the identity of
the Sin-Eater.

Hiz first victim was police Capl.
Jean DeWoll, whose death attracted
citywide attention, including that of
DeWolf's friend, Spider-Man. Ironi-
cally, Carter, in his palice capacity,
was assigned 1o find DeWoall's killar
and 1o work closely with Spider-Man.
With that first killing the Sin-Eater
stole DeWoll's badge, creating the
precedent of taking one perzonal

item from each victim, an object
associated with the deceased's
“sin Carter's sacond victim was
Judge Horace Rosenthal, a friend of
Matthew Murdock, secretly the cos-
tumed advanturer Daredevil. Leay-
ing the scene of the crme, Carfar
encountered Spider-Man and fired
an  him, Ekilling an innocent
bystander. Carler escaped when
Spider-Man paused to make cerain
that his aunt, part of the crowd of
bystandars, was safe,

Sin-Eater next killed a black prigst,
creating a strong public outcry.
Shortly thereafter he appeared in tha
offices of the Daily Bugles, loaking for
J. Janah Jamesen, He was caught,
but when unmasked, he was
revealad to be Carter's neighbor, a
mentally disturbed man named
Gregg who had heard Carter plan-
ning his killings and believed that he
was hearing ''voices" instructing
hirm to commit murder,

With hiz enhanced senses, Dare-
davil discoverad Gregg was not the
Sin-Eater. Examining Gregg's apart-
ment, he and Spider-Man discov-
ered a door leading into Carler's
aparment and found the Sin-Eater's
paraphernalia. Realizing that Jame-
son was Carter's next viclim, the two
crimelighters rushed to the pub-
lisher's home in time to save Betty
Leads, a Daily Bugle secretary who
wags  wigiting. Spider-Man  felt
betrayed by Carter and baat him bru-
tally. But Daredevil prevented
apider-Man from killing him in his
rage. Carter was jailed, pending trial,
with an inzanity plea likely.
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STATISTICS

TY (8)
GD {10)
TY (8)
EX (20)
TY {8)
GD (10)
TY {6)

T I min =T

Health: 42

Karma: 22
Resources: PR (4)
Popularity: &

BACKGROUND

Real Mame: Theresa Cassidy

Occupation: Student, adventuress

Identity: Secret

Legal Status: Citizen of Ireland with

‘J no criminal recard, still a minor
Other Known Aliases: Nong

Place of Birth: Cassidy Keep, Cas-

tla Mayo, Ireland

Marital Status: Single

Known Relatives: Sean Cassidy

(father, alias Banshee), Maeve

Rourke Cassidy (mother, deceased),

Thomas “Black Tom' Cassidy

funcle)

Base of Operations: Mobila

Past Group Affiliation: Former ally

of Black Tom Cassidy and the Jug-

gernaut, current member of tha

Fallen Angels

Present Group Affiliation:

KNOWHN POWERS
Sonic Generation:; Using her voice,
Siryn can produce a number of
glfacts. She can produce a sonic
.‘ scream that can cause up 1o
Amazing damage 1o non-living mat-
ter. It can be used against living
opponants in one of two ways: caus-
ing up to Incredible damage when
projected against a single target, of
causing Remarkable damage when
diracted at all characters in her area
{or in her flight path, if she is flying).
For aither attack, the target must
make an Endurance FEAT against
Typical Intensity Stunning or fall
uncanscious fer 1-10 rounds. Siryn
cannol be hurt by har own sonics
{assume at least Amazing protection
against sonic attack forms. As Ban-
shee's daughter, she may also pos-
sess Banshee's immunity to the
aneray bolts produced by (her uncle)
Black Tem Cassidy.

Flight: Siryn can fly at Poor air spead
(4 areasiround) using sonics. She
can fly and attack simullaneously,
but the sonics that she usas while
performing this stunt deafen her, and
her Intuition drops 12 Poor.

Talents: Siryn’s lalents hawve nol
baon revealed,

Contacts: Siryn is a member of the
Fallen Angels, and is aspecially
close to Jamie Madrox, the Mulliple
ban. Her father is Sean Cassidy, tha
retired X-Man Banshee, and her
uncle is Black Tom Cassidy (thay
remain on good tarms). Siryn is also

a friend of Moira MacTaggert.

ADDITIONAL NOTES:

39



ROLE-PLAYING MOTES

Siryn is a born leader, and guickly
assumed that role whan she joined
the Fallen Angels. Having lived her
life without much stability, Siryn feels
a bit aut-of-place nearly evenywhers
she goes (which may be why she did
not join the New Mutanis), but this
fact has also given her the ability to
deal with bizarre situations, She has
a strong attraction to Madrox.

HISTORY

Theresa Cassidy iz the mutant
daughter of Sean Cassidy, the
mutant who was 0 Decome kKnown
asthe Banshea, and Magve Rourke.
Soon after his marriage, Sean Cassi-
dy, an Interpol agent, was sent on an
undercover anti-larrerist mission for
many menths, not knowing when he
left that Maeve was pregnant. Shori-
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ly after Theresa's birth, Magve was
killed in an IRA {Irish Republican
Army) bombing along with a number
of other people, Those who knaw of
Theresa's existence assumed that
she too had been killed in the explo-
sion and never told Sean Cassidy
that Maeve had had a daughter.
Zean was so filled with anguish
when he returned and learnad of
Maeve's death that he left Cassidy
Keep and threw himself into a series
of highly dangerous missions in
order to lose himsell in his work,
Eventually this led fo his resignation
from Interpal and hiz later invalve-
ment with Factor Three,

Unknown 1o Sean, the baby
Theresa had been found after the
explasion by his cousin Black Tom
Cassidy who, suspecting that she
might be a superhumanly powered
mutant a3 he himsell and her fathar
wore, dacided fo raise her secretly
himself, Theresa's sonic powers

amergad af puberly, and a fow years
later Black Tom began coercing her
aid in committing crimes. However,
Theresa's heart was naver in a life of
crima, and she pursued it because
the man who raised her, Black Tom,
ordered her to do so. Eventually
Tharesa accompanied Black Tom
and the Juggernaut to San Frangis-
co. Thera, employing the name
Siryn, she battied the first Spider-
Woman and several of the X-Men.
This canflict ended in Black Tom's
temporary caplure. While in custody,
Black Tom gentlemanly exoneratad
Theresa of responsibility for his
cfimas and wrote to Sean explaining
whao she was. Theresa went to live
with her father, now retired at Cassi-
dy Keap.

Recently, Siryn has joined a small
group of superhuman mutants
known as the Fallen Angals.
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STATISTICS

GD (10)
IN {40)

GO (10)
GO {10)
EX (20)
GD {10)
TY (8)

m=ImnET

Health: 70O
Karmia: 36
Resources: G0 (10}

Popularity: —1

BACKGROUND

Real Name: Jalome Beachar
Occupation: Chemical engineer,
professional thief

Identity: Sacrat

Legal Status: Citizen of the U.5.
wanted by the authaorifies

Other Known Aliases: None

Place of Birth: Unravealed

Marital Status: Single

Known Relatives: Mana

Base of Operations: Mew York Cily
Past Group Affiliation: Mone
Present Group Affiliation:

KNOWN POWERS

Naon-Stick Coating: Slyda’s costume
iz coverad with an experimental sub-
stance. This coating provides him
with Monstrous protection against
grappling attacks, or against
ensnaraments sticking to him {such
as Spider-Man's webbing). It also
provides him with Good pretection
against physical attacks unless a
Bullseye result is scored, in which
case the protection drops to Paor.
Runming: Slyde can use his friction-
less shoes to run at Poor land speaed
(2 areag/round).

Talents: Beacher has Chermistry tal-
2nis.

Contacts: Slyde, an independent
operator, has no known contacts.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Slyde is a cocky, confident individual
wha iz motivated by personal gain
and rafribution against those he
feels have wrongad him (although
Spider-Man, who has fought him
several fimas, is not a target). Slyde
wants to live the good life, and is
determined ta gat rich and have fun
daing it

HISTORY

Jalome Beachar was a talented
chemical engineer in the design and
devalopment laboratory of Beemaont
Manufacturing who created a chemi-
cal coating that could eliminata all
friction betwsen an object and any
surface. Beacher was about to unveil
his discovery when Beemont was
purchased by a larger organization
and a man named Rockwsll was
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placed in charge. The research and
development lab was closed and
Beacher was fired. He dacided fo
build his own company founded on
tha non-stick chemical, but discov-
ared thal no bank would lend the
mongy needed without a sizeable
down payment.

Creating a special uniform coated
with the chemical, Beacher could
move at high speeds on fool by slid-
ing with extreme manauvearability.
He adoptad the pseudonym Slyde
and set out to steal the money ha
needed, as well as to force Rockwall
out of business. He began by rob-
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bing a bank, successfully slipping
through the arms of the guards and
gluding both the police and Spider-
Man. Next Slyde broke into Beemaont
where he wrecked his old laboratary
and narrowly avoided capture. He
escaped with a briefcase snatched
from Rockwall’s grasp.

When Slyde discovered that the
cage contained proof thal Beemont
had become a front for distributing
money stalen by a criminal organiza-
tion, he callad the Mew York district
attornay and they set up a “sting"
operation to trap Rockwall. Slyde

contacted Rockwall, offering to
raturn the evidence in return for a

large sum of money. They sat up a w.

meating, and Rockwall in turn hired
criminals o set up an ambush,
Spider-Man learnad of tha plan but
knew nathing of the police involve-
ment. He arrived on the scene in
lime to warn Slyde of the danger, and
stopped Rockwall's escape just as
the district atterney arrived, At the
last minute, Slyde grabbed the ran-
som maonay and ascapad. His cur-
rent whersabouts and activities are
unknown,
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STATISTICS

ExX (20)
EX (20
5 IM (4
E AR (50)
A T (&)

I AN (50)
P MM [75)
Health: 130

Karma: 131
Resources: T (&)
Popularity: 5

BACKGROLUND

Real Name: MNarya

Oocupation: Sdventuror, Records Offi-
cer ol the Royal Canadian Mounded
Police, Yellowkniti, Morihwest Tarritories
Identity: Secret. The general population
was unaware that Snowbird was a god-
dess.

Legal Status: Citizen of Canada wilh no
criminal recond

Other Known Aliases: Anne MackKenzis
Thompsan

Place of Birth: & ming in Burial Butte,
Canadian Klondike.

Marital Status: Married

Known Relatives: Hodiak (grandlather),
Nelvanna (moiher), Richard Lawrencoe
Eastman ({fathar, deceased), Michasl
Twovoungman [alias Shaman, foster
father), Douglas Thompson (husband,
decessed), unnamed son (deceased)
Base of Dperations: Canada

Past Group Affiliation: Alpha Flight,
Eskimo qods

Present Group ANiliation:

KHOWN POWERS

Shape-Changing: Snowbird was & meta-
morph, capable of assuming the form of
any creature found in the Canadian Arc-
tic, When she changes, she lakes on the
creature's Fighting, Agility, Strengih,
and Endurance (bul ned Healin). These
creafures include:

White Owl
F A ] E
EX A GD Go
Flight: Excallant
Claws: Good Edged
Palar Bear
F .} 5 E
Ak GD EX R
Swimming: Poor
Claws: Excellant Edged
“Sasquatch™
F A b2 E
Rl LY WM AN

Claws: Incredible Edged

The Sesquatch form leaves Snowbird
susceplible to psychic atack; her
Psyche drops — 1 CS per round 1het she
gpends in that form {io a minimum of
Poor), which leaves her open to psychic
attacks from enemios such as Pestilence
ar the Greal Beasts.

Fighl: Snowbird can fly withoul chang-
ing shapg with Excellent speed (10
areasround)

Posteogrition; Snowbird has the ability
1o see events thal oocurred in &n area up
o s hours before with a successiul

Psyche FEAT. She can see events
betwean six and twalve hours old wilh &
Red Psyche FEAT, but cannot see any
gveni more than twalve hours lajer

Bound o Canads (Limitztion): Marya is
mystically bound to Canada and its
coastal walers. If she leavas Lhi area,
she cannol change shape or iy, and
ages rapidly. She loses one rank in each
of her abilitkes per two hours, and dias il
all of her abilities drop below Feebls. If
relurmed to Canada, her abililies are
resiored o nopmal within two hours,

Talents: Anne Mackanzio was a records
clerk, and has Good reason with
bureaucracy, though her natural arro-
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gance tends o countar this skill.
Contacts: Marya is a member of e Inuit
(Eskima) panthean of deities. She had
connaclons with Alpha Flighi (especially
Shaman and Talisman) and also with
Wolvaring of e X-Men.

ADDITIOMAL NOTES:

ROLE-PLAYING NOTES

Marya was an extremely arrogant indi-
vidual, buf very lew goddesses are hum-
e, She turned first 190 her native
goddesses for sirength in moments of
personal crisis, and then 1o Alpha Flight,
eventually finding that her heritage as an
Alphan was morg roliable. She was pos-
sessed of g spirit as old as the Arctic, and
yet as young as & amall girl, since she
was only 3 lew yoars ofd when she joined
Alpha, She guested to find her moral
self, and eveniually found lows in the
arms of Dowglas Thompson.

HISTORY

Richard Easton was working in the
anows of CGanada and discovered a long-
buried metal headband. Thal night,
whan he fell a compulsion to don the
headband, three of the Eskimo gods
appeared to him: Melvanna, goddess of
the Morthermn Lighis; her father Hodiak;
and the Shaper (not be confused wilh (ha
glien Shaper of Waorlds). Melvanna told
Easton thal she intanded to mate wilh
him in order to preduce a child who
wiould become a champion against evil,
Chvarpowered by fhe illusion of Melvan-
na's beauly, Easton agreed and was
trangparied inta the realm of the Eskime
gods, where he mated with her On
requrning, Easton thought he had been

gang Tor only ane night, bul discoverad
that he had been away from Earth for
abaul ming years. Easton then went mad
as a result of his experiences,

A vear later, Michasl Twoyoungmen,
wihno had recently become an Indian sha-
man, or medicing man, found himsalf
drawn 10 the same area of Cenada by
mystical energies, Through dreams he
had learned of Melvanna's pregnancy
and of her need for 2 human mysiic to
serve a5 midwite al the Birth of har child.
Twoyoungmen cast a spell which tempeo-
rarily opened & poral, and Melvanna
appearad balore him. Twoyoungmen
Tound an infant-sized embrye hovering
before him. Realizing that it was a trans-
morp, or shapechanger, Teovoungmen
guickly cast 2 spell to hind il 1o Earth’s
reglily. The embryo became a famale
human infani who was already the eguiv-
alent of a year ald, Twoyoungmen fook
the infant back to hiz cabin in the forests
of Alperta, Canada, where he lived as a
hermit, Within a few years the girl, whom
he named Marya, grew 10 adulthaod,

Marya's ability 1o shape-change was
ingcveriently discovered by Twoy-
cungmen's former neighbor, Heather
McMeil Hudson, and her husband,
James MeDonald Hudson, who wers
starling an organization of special
egents for the Canadian government,
Both Twoyoungmen and Marva, afler a
period of fraining, joined Alpha Flight
under the code names Shaman and
Snowbird, respeciively,

Durireg her life on Earth, Snowbird bat-
tlec and helped to defeal membsers of the
Great Beasls on sevoral occasions.
Eventually Snowbird learned 1nat her fe-
low  Alpha Flight membern  Waller
Langkowski, the powerful man-like crea-
ure Sasquatch, had unwitlingly Become
mystically linked with Tanarag, one of the
Greatl Beasis, When Langkowski trans-
formed himsalf into Sasgquatch, he actu-
ally ook on the physical form of Tanarag,
whose personalily bagan to dominale,
Snowbird, balieving il was vital to kill
Sasgquatch, tore oul the creature's heart,
thergby Killing Langkowskl and forcing
Tanarag's spiril back to the dimension of
The Greal Beasts.

Anne MocKenzie had by now revealed
o Douglas Thompson that she was
Snowbird, & demigoddess. In kove with
Thompson, sha married him  and
became pregnant with his child, Oui-
raged that she would thus ally herself

with & morial, the Eskimo gods forbads
har 10 raturn fo their otherdimensional
rexalm.

Michagl Twoyvoungmen, now also
known as Talisman, journgyed with the
pregnant Marya, Thompson, and oiher
members of Alpha Flight o a mystical
“place of power" in the Canadian Arctic
in erder to deliver her child and to bind
i child’s spirit 1o the Earth as he had
done with Snowbird. However, the cere-
mony inadvertenily allowed Caplain FR.
Crozier, who was in suspended anima-
tiom under the ground, fo take posses-
sion of Snowbird's newborn son and
transform the infant’s body into an adull
ang, Grozier, calling himsell Pastilencea,
intended 1o use his powers over death
and decay bo spread hawvoo on Earih |
Taking magical contral of Snowhird, Sha-
man had her, in her Sasquatch form,
attack Pestilence, who fled,

Douglas Thompson fracked Pesti-
lence wntil the creature infected {he
Moauntie with 2 quickly tatal disease,. The
othars were aboul to kill Pastilence when
Shaman realized that the Innocence of
Snowbird's son was beginning to 1ake
over Pestilence's mind. If Pestilance's
current body was killed, his spint would
be freed to seek a now host; but if his cur-
rent Baody staved alive, the child’s spirid
migght provve dominant, Pestilence forced
Snowbird to kill his body, Heather Hud-
son, a5 Vindicator, had to kil Snowbird ta
prevent Pestilence's spint from taking
over Snowlird's own body.

Shaman summoned  Melvanna,
Hediak, and the Shapar 1o take MNarya's
st inlo their realm. Marya went, bui
oaly on condition thal the spirits of her
husband and son be allowed 1o accom-
pany has inle the peradise of the Eskimo
fods.

Az for Snowbird’s physical body, it
remained in the form of & sasquatch and
wias resurrected and possesssd by the
apiril ol Pestilence. Heather Hudson
hurled Shaman's myslical medicine bag
al Peslilgnce’s spirit, which was
engulied by the bag and enirapped,
apparently forever, in the stranges mysii-
cal readm o with i1 Waller Langkowski's
spirit took possession of Snowbird's
body and stillinhabits it today. In this new
body, Langkowski cen hecome gither a
white-furred sasquatch or a female
nurnan baing, in which form he calls
himselff hersell Wanda Langkowski.
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GROUP BACKGROUND

J'Lin Sun, Abraham Brown, and

9

d

Robert Diamond were the most
skilled students attending the San
Francisco martial arts schoal run by
the sensei Master Kee. Kees sus-
tained mortal injuries when the
school was destroyved by a group of
ninja terrorists. Before he died, the
sensei gave Sun three jade pan-
dants in the shape of a tiger's head
and farepaws.

Sun, Brown, and Diamond each
donned one of the pendants and dis-
covered that, when they recited an
ancienl chant, each acquired the
combined strength and akilities of all
three men together. The chant was:

"Whan throe are called and stand
a5 0ne,

As one they'Wl fight, their will be
Jane . ..

For pach is born anew . . .
Tigar's so0.”

The Sons of the Tiger sl out 1o
avange Kea's death, tracing the
ninjas to a rival school which proved
to ba a front for a heroin ring and an
ancient cult worshipping the Silent
Ones, long-dead representatives of
an ancient and powerful extradimen-
gional race, The cult was defeated,
but na clue was found that would
lead directly to tha Silent Ones.

Atternpting to draw the Silent
Jnes into the apan, the Sons attend-
ad a well-publicized martial ans
competition in New York City. Tha
Silent Ones' agent, Harrison Budge,
capturad the trie, only to be captured
himself whan they escaped. He was
rascued by a team of ninjas and led
the Sans o Wallare Island beneath
the 58th Street Bridge. He and his
forces wera defeated when Lolus
Shinchuko appeared and activated
an axplosive charge thal collapsed
the bridge. Only their quick reactions
saved them and the woman,

Shinchuko explained that she had
unwillingly been given to Budge by
the Silent Ones. She rencunced
them and joined the Sons, who
decided to settle in Mew York. Shin-
chuko and Diamond became roman-
tically invelved, but while on an
avening stroll through Central Park
she praved to still be under the Silent
Ones” confrol, attacking Diamond

the

and latar Brown. Sun discovered a
device attachad 1o her neck and
removed it, freeing her, Focusing the
power of the amulats on the device,
the Sons ransponed thamsalves (o
a dimension known as the Field of
Dharma, where they feught and
defeatad two sets of guardians,
raflections of the Sons created 10
test the trio. When the Silent Onas
revealed a plan 1o take over the
bodies of the Sons of the Tiger, the
Sons ware able to destroy them once
and for all.

Follewing that encounter, each of
the Sons becama involvad in individ-
ual casas. Meanwhile, howewer, Dia-
mond purchased a Chinatown
building to be the new Sons of the
Tiger martial arts school. The Sons
mel the famous martial arts masler
Iran Fist, with whaom they stopped a
plot to steal serum needed 10 pre-
vant an epidemic in the city, They lat-
er saved Spider-Man and the Human
Torch fram the Sandman, the Enfare-
ars, Big Man, and Crimemaster,
Spider-Man and the Sons eventually
captured the criminals, with the
axceplion of Big Man, who was killed
by Crimemasler.

During thesa incidents, Shinchuko
bagan to draw away from Diamond
and closer to Sun. In his anger, Diz-
mand struck Brown, wha then tore
off his pendant and stormed out, Dia-
mand provoked a physical contest
with Sun which shocked theam tfo
thizir senses, Realizing that the Sons
of tha Tiger were no longer a viable
team, they discarded the talismans,
which were later discoverad by Hec-
tor Ayala who donned them and was
transformed inta the White Tiger.

Lin Sun, Lotus Shinchuko, and
Abe Brown maintaingd the martial
arts school and Diamend renewed
his acting career. Mot wishing to lose
his zkillz, he became the sparring
partner of Iron Fist.

Ayala eventually abandoned his
identity as the Whnite Tiger and gave
tha talismans to Blackbyrd, whao
returned them o the Sons, fram
wham they wera stalen by the mystic
entity Master Khan, Diamond was
badly injured in the thaft, and his
former pariners were called, ra-
uniting the Sans of the Tiger. Upon
recovering, Diamond occasianally

assisted Iron Fist and his pariner
Luke Cage in their profession as
Heroes for Hire until Iron Fist's
death,

The jade pendants given to the
Sons by Master Kee wera criginally
par of a jade tiger figurine carved in
the ancient city K'un Lun, Worn by
the Sons of the Tiger and activated
by a magic incantation, they provid-
ed sach wearer with the combined
strength and abilities of all three. The
amuleis also provided the wearers
clearer vision of alternatives availa-
ble in any given situation, and pro-
vided astral projecticn that led o
other dimensions,

Warn by Heclor Ayala, the pen-
dants increased his strength and
provided him martial arls abilities.
Reattached to the jade liger stalue,
they provided mystical transporta-
tion to K'un Lun. The stalue was
enlarged and animated as a living
tiger, The Sons the Tiger currently
wear non-magical replicas of their
ariginal pendanis,

TIGER PENDANTS

Wearing a portion of the Tigar Amu-
lets raised Physical statistics by +1
C5 in Fighting, Agility, Strength, and
Enduranca, and gave anyone who
ware gll amulats +2 CS in theze abll-
ities. In addition, if united with tha
jade statue, they would create a
gateway 10 the dimension of K'un
L'un, If used by a character of at least
Excellent Psyche who is capable of
wialding magic, a pendant can ani-
mate the tigar statue, which has the
fallowing abilities:

F A ] E
Rk G EX Rt
Heaalth: 90
= Claws and Fangs (Excellant
Edged)

= [f braught to O Health, it reverts to
statue form.

The amulets actually create a physi-
cal addiction, and if they are sepa-
rated from their wearers for more
than 24 hours, the wearers' Endur-
ance slips by one rank par day unfil
they reach Feeble, then they return
to normal at a rate of cne rank per
day. If the hero can do without the
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amulel by that tima, he is free of the
addiction.

ABRAHAM
BROWN

STATISTICS

RM (30)
R (30)
GD (10)
EX (20)
GD (10)
EX (20)
EX (20)

mTaomerEm

Health: 90
Karma: 50
Resources: TY (B)
Papularity: 10

BACKGROUND -
Real Mame: Abraham “Abe" Brown
Oceupation: Martial arts instructor
Identity: Mo dual identity

Legal Status: Citizen of the United
States with no criminal record
Other Known Aliases: Mone

Place of Birth: Unravealad

Marital Status: Single

Known Relatives: Mona

Base of Operations: Mew ork Cily
Present Group Affiliation:
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ENOWM POWERS

Mana

Talents: Abe Brown has all availabla
martial arts. As a martial arts 1each-
ar, he has Instruction talent.
Contacts: Abe is a former member
of the Sons of the Tiger.

ROLE-PLAYING NOTES

Abe Brown was a loyal member of
the team who tried to keep things
together. He eventually realized that
the group was probably not going to
succeed, and he left. Brown appears
smarl and sireetwise,

BOB DIAMOND

STATISTICS

F AM [30)
A AM (30)
5 GD (o)
E EX (20)
R GO (1)
I EX (20)
P EX (200
Health: 90

Karma: 50

Resources: GD (10}
Popularity: 20

BACKGROUND

Real Mame: Rober Diamond f
Qccupation: Actor, Martial artist W
Identity: Mo dual identity

Legal Status: Citizen of the United
States with no criminal record

Other Known Aliases: Nona

Place of Birth: Unrevealed

Marital Status: Single

Known Relatives: Mone

Base of Operations: Hollywood,
Califormia

Present Group Affiliation:

KNOWN POWERS

Mone

Talents: Bob Diamond has all availa-
ble martial arts and teaches martial
ars.

Contacts: Bob is a former member
of the Sens of the Tiger. He was a
very good friend of Iron Fist, and dat- J‘h
ad Collean Wing.

ROLE-PLAYING NOTES

Bob Diamond naturally atiracts the
spotlight and enjoys being a star, It
was an excellent quality for an actor,
but eventually brought him info con-
flict with his own teammates. Dia-
mend is slill dedicated to the samsa
vifues as he always was, but has
learned a lesson from the jealousy
that broke up the Sans of tha Tiger.
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LOTUS

J SHINCHUKO

STATISTICS

F RbA (300
A RM (30)
5 G010y
E EX (20)
R GD (1)
[ EX (20}
P EX (20)
Health: 20

Karma: 50

Resources: TY (G)
Popularity: 10

BACKGROUND

Real Name: Lotus Shinchuka
Occupation: Martial arts instructor
Identity: Mo dual idantity

Legal Status: Citizen of the United
Siates with no criminal record
Other Known Aliases: Mons

Place of Birth: Unrevealed

Marital Status: Single

Known Relatives: Mone

Base of Operations: Mew York City
Present Group Affiliation:

KNOWN POWERS

Mane

Talents: Lotus Shinchuka has all
available martial arts and has
Instruction talent.

Caontacts: Lotus is a former mamber
of the Sons of the Tiger. She also had
an unwilling association with the
Silent Ones, an evil axtraterresirial
race. She is a close friend of Lin Sun.

ROLE-PLAYING NOTES

Lotus was strongly dedicated to
defeating evil, but struggied to
resalve her attractions o Bob Dia-
maond and Lin Sun, which eventually
brake up the group. Lotus, like Lin,
was quiet but effective in combal.

LIN SUN

STATISTICS

F IN (40)
A R (30)
5 G010y
E EX (20)
R GO 10y
| EX (20)
P EX (20)
Health: 100
Karma: 50

Resources: TY ()
Popularity: 10

BACKGROUND

Real Name: Lin Sun

Oecupation: Martial arts instructor
Identity: Mo dual identity

Legal Status: Citizen of the Unitad
States with no criminal record
Other Known Aliases: Mang

Place of Birth: Unrevealed

Marital Status: Single

K.nown Relatives: None

Base of Operations: Mew York City
Present Group Affiliation:

KHOWHN POWERS

Mana

Talents: Lin Sun has all available
marfial arts. As a teacher of martial
artz, he has Instruction talent.
Contacts: Lin is a former membar af
the Sons of the Tiger. He is siill a
aclase friend of Lotus Shinchuke.

ROLE-PLAYING NOTES

Lin was tireless in his struggle
against avil, but his attraction to his
friend's girl, Lotus, eventually led to
a confrontation that broke up the
group. Lin, like Lotus, was quiet but
effective in combat.
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WHITE TIGER
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STATISTICS

EX (20)
GD (10)
TY [B)

GD (10)
GO {10)
GD {10}
EX (20)

MTIMWBET

Health: 45
Karma: 40
Resources: TY (&)
Fopularity: 10

BACKGROUND

Real Name: Hector Ayala
Oeccupation: College student, form-
ar adventurer

Identity: Publicly known

Legal Status: Citizen of the United
States with no criminal recond
Other Known Allases: None

Place of Birth: San Juan, Puero
Rico

Marital Status: Single

Enown Relatives: Mestor (father,
deceased), Maria (mother, deceased),

Fillipe (brother, deceasad), Awilda (sis-

ter, deceasad)
Base of Operations: New York City
Present Group AHiliation:(

KNOWHN POWERS
Augmented Physical Abilities: Under
the influence of the Tiger Amulats,
his physical stats wera raised +2 CS
to the following levels:

F A 5 E

I R EX A
Health: 120

Talents: The White Tiger was given
the knowledge of all of the martial
arts by the amulets.

Contacts: Heclor was a close friend
of Spider-Man,

ROLE-PLAYING MOTES

Az the White Tiger, Hecter stood as a
reprasantative of the Puero Rican
people of Mew York Citv. He was
impetuous and hot-tempered, but
took his position as his peopla's
champion very seriously.

L
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STATISTICS

PR (4)
TY (6]
GD(10)
TY (6)
RM (30}
TY (6)
TY (8)

T IImW ET

Health: 26

Karma: 42
Resources: EX (20}
Popularity: 0

BACKGROUND

Real Name: Linknown

Occupation: Former military strate-
gist, now agent of Immorius
Identity: He is unknown to the gen-
eral population of Earth

Legal Status: Citizen of Phantus
Other Known Aliases: Mone

Place of Birth: Planet Phanius,
Phalbo system, Milky Way Galaxy
Marital Status: Single

Known Relatives: None

Basze of Operations: Limbo

Past Group Affiliation: Former part-
ner af the Grim Reapear, cnce led a
sagment of HYDRA while imperson-
ating Madame Hydra.

Present Group Affiliation:

KNOWN POWERS

Fower Imitaltion: The Space Phan-
tom can transform himsell inlo a
duplicate of almost any being,
acquiring all of its powers. whether
natural or technological in nature.
He can imitate established power
stunts of the character. The Space
Phantam must ke in the same area
as the person he chooses to imitata,
a process which takes one round 1o
complete. When the Space Phantom
duplicates someone, he or she s
banished to Limbo {or as long as the
Space Phantom wishes ta duplicate
that form. Thare appears to be no
limnit 1o the length of time that Space
Phantom can maintain his duplica-
tiom. The Space Phantom cannot
imitate true Immortality or magical
powers ar items. If he tries this, he is
banighed to Limbo instead of the tar-
get. Tha upper rank on all of his imi-
tations iz Unearthly,

Talents: The Space Phantom has
Military and Leadership talents. He
glza has Good knowledge of the

technigues and laws of time travel.
Contacts: The Space Phantom i a
sarvant of Immortus,

ADDITIONAL NOTES:

ROLE-PLAYING MOTES

The Space Phantom appears as a
Bizarre Individual, insane and errat-
iz, This insanity hides a brilliant intel
lzct, which earned him 2 place in the
servica af Immonus. He motivations
are nob rational ones, especially
since his planet was saved by Thor,
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HISTORY

The alien wha would bacome known
as the Space Phantom was born on
Phantus, a world whose people had
masterad time fravel before attempl-
ing space travel. For tha Phantoms,
a ballicose race engaged in endless
civil wars, the invention of imea-tfravel
devicas caused massive changes in
strateqgy. It was now possible to altar
tha course of battles by doubling
back through time to either pra-ampt
an attack or add reinforcements to &
defense. A battle soon became a
constantly shifting event, as oppos-
ing forces aligred itz outcome by
causing reality 1o diverge to encom-
pass evar-increasing numbers of
new factors. Finally, al a particularly
significant and massively mounted
baitle, so0 many divergences
occurred that the local fabric of the
space time confinuum briefly rup-
tured, generating an access point or
“hale" inta the timeless dimension
af Limba, causing all of Phantus to
zhift from normal space into Limbo,
Just prior to this calamity, the
Space Phantom, a military stratagist
of high rank, forasaw what would
happen and escaped in a chronal
capsule. The capsule, however, was
damaged in transit and the Space
Phantom was stranded in Limba,
Theare he encountered Immorius, the
master of Limbo, who offared ta free
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him from the timaless realm if he
would bring Immortus subjects to
study. To do so, Immartus granted
tha Fhantom the ability to assume
the form of virtually any being he
encountered, thersby causing the
being duplicated to be cast into Lim-
bo where Immortus could then study
him or her.

Although the Space Phantom
despised Immortus, he agreed to his
terms and was dizpatched to an area
from which access was possible 1o
Immortus’s home planet, Earth. The
Space Phantom reasoned that if he
could singlehandedly defeat Earth's
superhuman champions, the Aveng-
ers, his people, once freed from Lim-
bo, would presumably have little
trouble in conquering Earth itsell. By
using his powers o imitate different
Avangers, the Space Phantom
hoped to wurn the Avengers against
each other and thus break up their
newly formed team. The Space
Phantom finally met defeat when he
attempted to dimensicnally displace
the Asgardian god Thor from Limbo
and mimic his form and powers.
Linable to owvercome the various
enchantments that Asgard's ruler
din had placed on Thor and his
hammer, the Space Phantom
instead found himself dispatched to
Limbo. With the Space Phantom
deleated, the Hulk guit the Aveng-
ers, slill believing that the other
Avengers ware against hirm.

The Space Phantom slipped back

to Earth through a magical interdi-
mansicnal aperture created when
Thor's adoplive brother Loki sent a
mortal from Earth to Limbo. Eventu-
ally forming an alliance with the crim-
inal Grim RAeaper, the Phamom took
the form of the wounded Madame
Hydra and took avar her rale as head
of a splinter group of HYDRA. In this
form and role, the Space Phantom
battlad Captain America, Later, the
Space Phantom and Grim Reaper
fought and captured many of the
Avengers., However, the Space
Fhantom madea the mistake of
attempting to mimic the form of the
Avengers' friend Rick  Jones.
Jones's body was linked interdimen-
sionally with that of the Kree Captain
Mar-Vell. Unable o assume both
forms at once, the Space Phantom
was shunted back ta Limbo himself,
The Grim Reaper was defeated as
well.

The Space Phantom remained in
Limbo, unable to escape, until Thor
enterad Limba while attempting o
travel through time. The Space
Phantom altampted to frick Thor into
using his hammer’s power o free
FPhantus from Limbo. Thor learned of
the Phantom's deception but agreed
to help him nevertheless. Thor was
able to project the planet Phantus
aut of Limbg into real space al a
paint in time after itz temporal catas-
trophe. The Space Phantom how-
evar, has remained in Limbo, still
subject to Immoartus.
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STATISTICS

RM (30)
AM (50)
IN (40)
IN {40)
EX (20)
GO (10)
IN (40)

TTIMNET

Health: 160
Karma: 70
Resources: T (&)
Paopularity: 3/6

BACKGROUND
Real Name: Paler Parker
Occupation: Graduate student in
chemisiry, freelance photographer,
adventurer
J Identity: Secret
Legal Status: Citizen of the U.5.
with no criminal record
Other Known Aliases: Noneg
Place of Birth: Mew York City
Marital Status: Single
Known Relatives: Mary Jana Wat-
son Parker (wife), Richard Parker
(lather, deceased), Mary Parker
{mother, deceased), Benjamin Park-
gr {uncle, deceased), May PFarker
{aurt)
Base of Operations: Mew York area
Group Affiliation: Nona. Spider-
Man's application to join the Aveng-
ars was rejectad by the United
Siatas govarnment.
Present Group Affiliation:

KMOWN POWERS

Wall-Crawling: Spider-Man  can
J adhere to vertical and upside-down

surfaces with Amazing ability.
Spider-Sense; Spider-Man has a
Combat Sense of Amazing at all
times. This sense alerts him o
potentially dangerous situations and
warns him by 8 mental “buzzing.”
Tha intansity of the buzzing is dater-
mined by the rank aof the potential
danger. Spider-Man cannot be blind-
sided while this form of Combat
Sensa s in effect, and may perform
defensive aclions if he makes a suc-
cessiul Intuition FEAT rall. If this
sansa is danied him, then his Intu-
ticn is as listed, and all Agility FEATs
arg at —1 CS5 for success.
Web-Shootars, Spider-Man’s wrists
contain devices that fire a web-like
chemical formula. The webbing has

Incradible Material Strength the
round it is fired, and hardens to Mon-
strous Strength in the following
round. Spider-Man uses this
webbing o restrain opponants,
maka swing lines (he can travel 3
areasiround in this mannear), create
missilas which inflict Excellent blunt
damage (3-area ranga), and create
shialds of Monstrous matarial
strength. The webbing dissolves
after an hour

Spider-Tracer: Spider-Man carries a
number of small homing signals
shaped like spiders, tuned to his

Spider-Senge. He can track with
Amazing accuracy up to a mile away.
Spider-Light: Spider-Man has used a
belt-light which projacted a Spider-
Man symbol (as a way of intimidating
criminals). This light gave Good rank
illumination,

Talents: Peter Parker is a graduate
student in chamistry with a back-
ground in physics. He supports him-
self through his work as a
photographer.

Contacts: As Peter Parker, Spider-
Man has contacts in the Daily Bugle
and with his Aunt May., As Spider-
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Man, Parker iz a loner but is on
sxcellent terms with nearly every
major American superhers, espe-
cially the Fantastic Four and Dara-
devil. Matt Murdock is one of the few
peaple to know his secret identity,
along with Mary Jans Watsan and
Felicia Hardy (the Black Cat),

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

When his Uncle Ben died, Peler
Parker learned that with great powaer
comes graat respansibility. That has
been his major motivation during his
long and distinguished career in cri-
mefighting. Parker is often frustrated
by his personal problems, and uses
Spider-Man as a release, a chance
to get away from the things that both-
ar hirm in real lite. Az Spider-Man, he
is always making wisecracks during
his batiles, which tend to greatly
unsettle his opponants. He also has
a tendency o pull his punches,
except against the most dangerous
apponents, or if he is driven berserk
with rage.at tha misdeeds of one of
his adversaries.

HISTORY

Peter Parker was arphanad al the age
of six when his parenis were killed in
an airplans crash overseas, He went to
live with his urcle and sunt, Ban and
May Parker, in Forest Hills, New York.
Parker, extremely bright, became a
high honors student in science at Mid-
town High School. His shyness and
scholastic interests ollen made him a
social outcast. One evening Parker
atiended a public exhibilicn demcn-
strating the sale handling of nuclear
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laboratory waste materials sponsoned
by the General Techironics Corporas
tion. During the demonstration, a com-
mon house spider happened 1o be in
the path of & particle accelerator’s
beam and was massively irradiated.
The stricken spider fell on Parker's
hand, broke his skin with its fangs, and
died. His hand burning fram the bite,
Parkear laft the exhibition.

Parker made his way home and
passed through an unfamiliar section
of the city where he was accosted by a
gang of hoodlums. Parker bravely fried
to toss the gang members aside and
was shocked by his own supcess. As
he fled from them, he ren into the path
af a speeding car, and managad to
leap to safety about 30 fest up Gnio a
naarby wall. To his growing surprise,
ha discovarad that he was abla to stick
to the wall with his fingertips. As he
pasily walked down a guy wire 1o the
streat below, he realized that he now
possessed a superb sense of balance,
Parker quickly associated these super-
human abilities with the bite from the
irradiated spider.

Parker want home, whare his Aunt
May sent him on an errand to deliver
clothing to a charity drive located ina
naarby Mational Guard Armory. There,
ha =aw a8 wrestling match ollaring a
prize for anyvone who could remain in
the ring at least three minutes with a
professicnal wrestler, Interested in
testing his new-found powers, Parker
accepted the wrestler's challenge.
Wearing a mask to conceal his fea-
tures, he easily defeated his opponent.
A television produecer's talent agent
spotted him and promised him a seg-
ment on & network variaty show. Park-
gr, calling himsell ithe Amazing
Spider-Man, decided 1o use il as a
springboard 1o a show BuSinass Caroer
as a spectacular stunt performer, Over
the next several evenings, Parker
used eguipment borrewed from his
high scheol to fabricate a fuld that imi-
tated a spider's silk web, and spinneret
devices 1o projest that fluid from his
wrisls in the farm of 2 web strand. Ha
algn silkscresned his original design
for & costume onto 8 bady stocking and
full-head mask. Thus prepared, Peler
Parker appeared as Spider-Man on
national felevision and was an immedi-
ate media sensation,

Just after the conclusion of the tele-
vision show, a burglar, being pursued
by & security guard, ran by Parker, who
allowed him to pass although he could

have easily stopped him, When repri-
manded by the guard, Parker arro-
gantly replied he was a professional
performer and that chasing ciminzls
was the guard's job. Parker promptly
forgot the incidant.

A faw days later, Parker raturmed
home to find that his Uncle Ben had
been murdered by a burglar & police
officer informed him that the burglar
had been trailed to & nearby aban-
doned warehouse where the police
had him trapped, Grief-stricken, Park-
er rushed to the warehouss to seak
vengeanca. At the wareshausa, Parker,
as Spider-Man, easily caplured the
burglar and realized that he was tha
same man he had failed 1o stop at tha
TV studio. If he had acted responsibly
earfier, he might have prevenied the
death of his uncle. Filled with remorse,
he realized that with power comes
respongibility, and he vowed to never
shirk that responsiblity again.

With Ben Parker dead, Pater and his
Aunt May had no regular of income
beyond Socizl Security. Parker
attempted fo pursus his show busi-
nass career but was unable o do so
because of a nowpaper campaign
against him lavnched by J. Jonah
Jameson, influential publisher of the
Dally Bugle, Parker began 1o use his
powers o fight crime, and earned a liv-
img for himself and his aunt by selling
photographs of himself in action [using
an early wind-up motor drive, auto-
mated Leica camera that was once his
Uncle Ban's) to the Dally Bugle.

Spider-Man remains a controversial
figura. He has faced and thwarted a
vast array of costumed criminals in the
Mew York City area, Currenily Parker
has taken an indefinite leave of
absence from the graduale program in
bicphysics at Empire Siate University
and has taken wp fulldime freslanca
photography, primarily for Jamesson's
Now magazine.

Recantly, Peter Parkar marriad
modal Mary Jane Watson and the fwao
of them have ssttled down 0 live in
Mew York. Parker has returmod 1o his
studies, while making a living as a pha-
tographer for Jameson's magazing,
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STATISTICS

GD {10)
A (50}
s IM {40)
E A (30)
R G0 (10}
1 TY (6)
P A {30)
Health: 130

Karma: 46
Resources: GD (10)
Popularity: 7

BACKGROUND

Real Name: Unrevealed
Decupaltion: Former gavernment
agent, pravious and current accupa-
tions unknown

Identity: Secret

Legal Status: Citizen of the U.5.
with na known criminal record
Other Known Aliases: Mong

Place of Birth: Unrevealed, prasum-
ably in the United Statas

Marital Status: Unrevealed

Known Relatives: Mone

Base of Operations: Mobile

Past Group Affiliation: Farmer
member of Freedom Force

Present Group Affiliation:

KMNOWN POWERS

Wall-Crawling: Spider-Woman can
adhere to vertical and upside-down
surfaces with Amazing ability.
Psychic Web: Spider-YWoman can
weave a psychic web which radiates
fram her in all directions, imprisan-
ing evaryone within twao areas. With-
in  Spider-Woman’s area, the
webbing has Monstrous Material
Strengilh; within ona area, it has
Remarkanle Mataerial Strength, and
within two areas, it has Typical Mate-
rigl Strangth. This web may be
destroyed with physical force. If
destroyed, Spider-Woman must
make an Endurance FEAT or be
stunned for one round. The web dis-
appaars if Spider-Woman is knockad
unconscious, Sha can move while
projecting the web only if she makes
a red Payche FEAT rall.

ORIGIMAL SPIDER-WOMAN [Jes-
sica Drew)
F: A: & "B: R 1= R
E¥X BRM M RM GD IMN REM
Health: 120

Karma: 80

Vianem Blast; Jessica could generate
a blast of bio-electricity of Incredible
intensity.

Immune to Toxing and Dizsaser Jes-
sica had Class 1000 resistance to
poisons, radiation, toxing, and dis-
ease. She lost this ability saving the
life of Giani-Marn.

Talents: Mone known,

Contacts: Though little is known
abaul Spider-Woman's background,
she has contacts with the Avengers,
Fantastic Four, and athar prominent

heroes from her lime in the Secret
Wars,

ADDITIONAL NOTES:
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ROLE-PLAYING MOTES
Spidar-Woman is a young woman who
is determined to do tha right thing, and
who is perhaps & bit unsune of hersell.
Zhe has a strongly develaped sensa
of justice, which she demonstrated
whean she freed the Avengears from tha
Vault after they had bean wrongfully
imprisonad. Mow that she has laft
Freedom Force, she may make a
good addition to a player character
SUpErnens group.

HISTORY

The original Spider-Woman, Jessica
Drew, lost her superhuman powers
and has retired from her career as a
costumed adveniurer. She works
anly as a private investigator now.
As vel nothing has been revealed
about the arigin of the second
Spider-Woman; even her true identi-
Iy remains & mystery sofar However,
she was present in a suburb of Dan-
var, Colorada, when it was trans-
portad to a distant location in outer
space by the alien Beyonder to
becoma part of the Battleworld he
created as the setting for the first of

&4

the so-called “secret wars,” Spider-
Woman has claimed that sha has
“good friends” living there, but it is
not knawn whather or not she hersalf
made her home thare. Seeing avi-
dence of the fighting taking place an
Battleworld among the suparhuman
beings whom the Beyonder had
brought o the planet, the costumed
Spider-Woman sought out the team
of superhuman champions from
Earth and offered her assistance,
which they accepted. She zerved as
an effective member of their tgam,
and, at the conclusion of the “secret
wars,” wasg, like most of her team-
males, teleported back to Earth.
Spider-Woman was  highly
impressed by the Avengers and oth-
er superhuman champions besids
whom she fought during the “secret
war,' and wanted to be a costumed
adveniurer like them. Hence, she
became a mamber of Freedom
Farce, the United States federal gav-
ernment's team of superhuman
anents, mast of whom had formerly
been wanted criminals belonging to
the szecond EBrotherhood of Ewil
Mutants. Mational Security Advisor
Dr. Valerie Cooper insisted that Free-
dom Force accept Spider-Woman as
a member, despite the reluctance of

the Force's leader, Mystigue. But
while serving in Freedom Force,
Spidar-Woman observed and disap-
proved of the cruelty of her new
teammates.

Aftar Quicksilver framed thea then-
active members of the Avengers as
criminals, Fresdom Force was
assigned 1o arrest those Avengers.
Spider-Waman, who greatly admired
the Avengers, was severaly troubled
al the treatment they received from
Freedom Force, Cooper, and Mation-
al Security Agent, Henry Peter
Gyrich, Gyrich had the Avengers
incarcerated In a special prison for
superhuman beings called the Vault.
Spider-Woman went to the Vault
wondering il she should do some-
thing to help the Avengers. although
it might mean retzaliation from the
Freadom Force, She decided not to,
but then inadvertently set off an
alarm, ravealing her presence. She
destroyed the controls far the fead-
ing meachanisms in the team’s colls,
enabling the Wasp to escapa. All tha
Avengers ware soon free and
escaped the Vaull. The Avengers
finally cleared their names of wrong-
doing, but Spider-Woman has fled.
Har current wheraabouts and activi-
ties ara unknawn,
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STATISTICS
‘J F EX (20)

A AM (30)
EX (20}
AM (30)
GOD {10}
EX (200
AM (50)

oo mo

Health: 100

Karma: 80
Resources: GD (10)
Popularity: —35

BACKGROUND

Real Name: Spiral

Occupation: Warrior sorcerass,
aide to Moja, LS. government agent
Identity: The general public of Earth
is unaware of Spiral's existence. She
i known to members of the U5,
government as a membear of Free-
dom Force

Legal Status: Slave of Mojo on her
homewarld

Other Known Aliases: MNone Kncwn
Place of Birth: An unidentified world
in ancther dimension

Marital Status: Single

Known Relatives: Mone

Base of Operations: The extradi-
mensianal world ruled by Moja, also
(as a member of Freedom Force)
Washington, D.C.

Past Group Affiliation: Aide to
Mojo, member of Freedom Force
Present Group Affiliation:

KMNOWN FPOWERS
Muitipie Arms: She has six arms, and
may use three weapons simultane-
ously. One arm is bionic (Incredible
Matarial Strength)
Spirals; Through motions of her
hands, she can perform a number of
magical faats. A Psycha FEAT roll is
requirad. If she is successfully
attackad, her spiral (spell) is ruinad.
Feats she has performed include:

= Shatter inanimate maftter or
Force Fields of Incradible sirength or
less (3-area range, 1 round casting
time)

= Cantral energy attacks directed
at her, sending them toward some-
ane else. If the attack is of Incredible
rank or less, a green Psyche FEAT is
reguired; if Amazing or Manstrous, a
yellow FEAT is needed, and if
Unearthly or greater, a rad FEAT.

s MNeutralize all non-magical
powers for three rounds. (3-area
range, 1 round casting time)

# Toleport herself or any character
in tha same area, 10 areas maximum
(1 round casting time)

« Jpen & aimengional aperiure to
dimension of her choice (10 rounds
casting tme).

s Jovizibility, making characiers
with Astral sight see har on a Red
FEAT.

* |ncrease or decrease a charac-
ter's power by +2 CS or —2 CS:
Unearthly maximum, Feebla mini-

mum {1 reund casting ime, must not
be interrupted to sustain).

= Orain life force of a victim, leav-
ing & withered husk (10 round cast-
ing time}, She will not use this as a
member of Freedom Force,
Align Physiognomy: Spiral has Good
body armor against physical and
enaergy attacks. Her mind is immurne
to possession; those who try to con-
tral her will ba controfled if Spiral
makes a red Psyche FEAT.
Swaord: Spiral can use a sword which
does Good Edged damage ane-
handed, or Excellent Edged damags
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two-handed. She also carries a dag-
ar,

'gi'alanls: Spiral has +1 C5 with all
Edged weapons, and knows Martial
Arts B and C. Givan enough infarma-
fion on & target, she can frack them
with Amazing ability.

Contacts: Spiral iz a servant of
Mojo, an extra-dimensional ruler,
and a mamber of Freedom Force,

ADDITIONAL NOTES:

ROLE-PLAYING MOTES

apiral iz a being of nearly infinite
capacily for cruelty. She enjoys
spreading suifering and malice,
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especially twisting people's desires
inta thair ruination. Her ultimate goal
seems o be to usurp Mojo’s position.
She despises Longshot above all
others. She seeks a source of powear
o use in this aim; Phoanix (Rachal
Summers) appears to be this source.

HISTORY

Spiral is a humanoid slave anificially
created through genetic enginaaring
undar the supervision of Maojo, the
nan-humancid ruler of an otherdi-
meansienal world. Thers is an entire
race of artificially created humanoid
glaves on this world, but to insure
Spiral's hatred of other humanoids,
Mojo had Spiral designed with six
arms rather than only two. {One of
Spiral's arms is mostly arlificial. Pre-
sumably she somehow lost most of
her real arm under circumsiances
rol vel revealad.)

Ancther of Moje’s humanoid
slaves, now known as Longshot,
bacama laader of a slave rebellion.
Longshot was captured and ren-
dered amnesiac, but then escaped.

Maojo zent Spiral and various rebal
hunters to kill him. They followed
Lengshet through an interdimean-
sional portal to Earth.

While on Earth, Spiral enlisted
Freedom Force, the Uniled States
governmant's team of superhuman
agents, as a means of learning more
about Earth. Majo joined Spiral on
Earth, intending to prevent Longshaot
frem refurning to their native world
and stirring up the slaves by telling
them that they could be as free as
human beings are on Earth. Moo
then decided to take over Earth him-
gell, but was defeated by Longshot.
Spiral led Mojo back to thair home-
world.

Since then, Spiral has relurned to
Earth, crealting disorder in various
ways. She has continued 1o serve in
Freedom Force. In her guise of pro-
pristess of "'The Body Shoppe.” she
ig responsible for the transformation
of tha Japanese warrior Lady Death-
sirike into a cyborg and has captured
Rachel Summers, the X-Man called
Fhoenix. Recently, she and Mojo
also temporarily captured many of
the Mew Mutants, Captain Britain,
and his sister Betsy Braddock.
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STATISTICS
RM (30)
EX (20}
G0 {10)
E EX (20
R ExX [(20)
I GO0
P GD (10)
Health: 80
Karma: 40

Resources: BM (30)
Popularity: —140

BACKGROUND

Real Name: Unrevealed
Occupation: Industrial spy, assas-
sin

|dentity: Secrot
\’Lagal Status: Citizen of the LL3.
with no known criminal recard.
Other Known Aliases: Ted Callo-
way, Jake Jordan, Anthony Stark,
and presumably many others
Place of Birth: Unrevealed
Marital Status: Unrevealsed
Known Relatives: Mong
Base of Operations: Mobile
Past Group Affiliations: Former
leadar of the Espionage Elite, former
employee of AIM, Justin Hammer,
the Maggia, Roxxon Oil, SHIELD,
Zodiac |, and presumably many oth-
ars
Present Group Affiliation:

KMNOWN POWERS

Armar: Spymaster's kevlar suit gave
him Excellent protaction against
physical attacks.

Wieapons: Spymaster had a number
of weapaons, many of them designed
solely to defeat Iron Man., These
waapons included:

» Energy Nunchakas: Amazing
Energy

» Raror-disk Guns;, Amazing
Edged, tracking at +1 C5&

» Ropuizor Repeliors: can absorb
farce beams of up to Unearthly inten-
sity and then use them against
another target

* Slasiz Ray: Monsirous

s Epergy Mink-Gun; Remarkable

Spymaster also used conventional
weapons, as well as electronics
appropriate to spying.
Talents:Spymaster had Martial Arts
B, Disguise, Acting, Detectivel
Eszpionage, Electronics, and was +1

G5 with guns.

Contacts: Perhaps the premisr
industrial spy in the world, Spymas-
ter was the former leader of the Espi-
onage Elite and an employea of
some of the mast dangeraus men on
Earth: AlM, Justin Hammer, the Mag-
gia, Roxxon Oil, SHIELD, and Zodi-
ac .

ADDITIONAL NOTES:
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ROLE-PLAYING NOTES
Spymaster was a professional mer-
cenary, who prided himself on
always doing his job in a profession-
al manner, whether it be murder, sab-
ctage, or destruction.

HISTORY

Mothing is known of Spymaster's his-
tory before he led his Espionage
Elite team of assistants against Stark
Industries, The members of this
team were Gollfried Herdar, an elec-
lronics expert; Farley London, a
magician and master of disguiss;
Marya Penskilova, a former agent of
tha KBG; Reger Philips, an athlete
and gymnast; and Samson Washing-
ton, a strongman. Spymaster had
been assigned by the original sub-
viarsive arganization called Zodiac to
plunder scientific and technalagical
secrets fram Stark Industries. Spy-
master and his Espionage Elite com-
mitted sabolage at Stark Industries’
main Long Island complex, and than
atternpied to steal many of the com-
pany’s secrets amid the ensuing
confusion. However, Spymaster’s
scheme was thwarted by Iron Man
(Anthony Stark himself), whe fought
Spymaster and made possible the
capture of the Esplonage Elita,
though the industrial spy himself
BEcaped,

After unsuccassfully clashing with
the crimefighter called Daredavil,
Spymaster joined Zodiac members
Aquarius, Capricarn, and Sagittarius
in invading Stark Industries to obtain
the mystericus power object called
the Zodiac Key, which Stark was
examining for SHIELD. Spymaster,
the Zodiac members he was accom-
panying, Iren Man, Daradevil, the
advanturer Madame Masque, and
SHIELD's Public Diractor Nick Fury
wera all transported by the Zodiac
Keay inte the ctherdimeansional word
of the Brotherhood of the Ankh. Thay
were able to retum to Earth, and in
the ensuing battle Spymaster
ascaped,

Spymaster was later assigned by
four SHIELD agents {including Buck
Richlen and Vwval Adair but without
the knowledge of Nick Fury) to
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assassinate Anthony Stark, so that
Stark International would begin pro-
ducing munitions once more. The
disquizsed Spymaster infiltrated
Stark International’s Long Island
complex, and later placed a bomb in
Stark’s Manhattan penthousa, How-
ever, instead of killing Stark, the
bomb killed the original Ani-Man,
who had been fighting Iron Man in
Stark's penthouse. Subseguently,
Spymaster fired an axplosive bullet
inte a Life Model Decoy robol resem-
bling Stark, believing it to be the
actual Stark. Spymaster then tried to
steal the names of the stockholders
of Stark International; Iron Man
defeated him, but failed to learn Spy-
master's trua idantity.

Months later, Spymaster was ona
of many costumead criminzls whom
Justin Hammer sent o batile [ron
Man aboard his immense houseboat
headquarars. Iran Man defeated all
the costumed criminals, but Spy-
master again somehow escaped
eaptivity.

Madame Masque, who had
rejeined the Mefaria "family" of the
criminal Maggia, assigned Spymas-
ter to abduct Stark's lover, Bethany
Cabe, and to steal an exparimental
energizer link device developed by
Stark International. Spymaster sue-
ceaded in stealing tha link device
and Stark’s briefcase, which held his
Iron Man armor. However, an agent
employed by Spymaster capiured
Cabe’s partner, Ling McPherson,
instead. Iron Man and his friend
James Rhodes invaded Madame
Masgue's headguarters in Derby,
Conneciicut. Hoping 1o sell the ener-
gizer link alsewhersa, Spymaster
stole it from Madame Masgue and
escapad by helicopter, Piloting
another helicoptar, Hhodes went in
pursuit and forced Spymaster's heli-
copter to crash, Once again, how-
gver, Spymaster escapead.

Itis not known what Spymaster did
over the following vears unfil tha
subversive organization AWM decid-
ad to have Spymaster infiltrate fhe
new company, Stark Enterprises,
that Anthony Stark was building.
Spymastor became a superh boxer
and, calling himself Jake Jordan,
asked Stark’s longlime friend,
Harold “Happy™ Hogan, to act as his

manager. While both were staying at
Stark's temporary Los Angeles resi-
dance, Hogan discovered “Jardan”
photographing secret plans for Stark
inventions, including a space sta-
tion. Although Iron Man and Hogan
both took on Spymaster, the criminal
escapad yet again.

The Roxxon Qil Corporation
sought to purchase from Accutech, a
California-based alectranics firm, a
dovice that used beta particles to
generate encrmous amounts of
enargy inexpensively. Refusing to
sell, Accutech was driven into bank-
rupley by the industrial saboteur
knawn as the Ghost, who was hired
by Roxxon. However, Anthony Stark
bought Accutech and prevented the
Ghost from completing the compa-
ny's destruction. Pax fired the Ghost
and hired Spymasier 1o cantinua the
sabotage of Accutech. Impersonat-
ing Stark, Spymaster ook the Ghast
by surprise and would have mur-
dered him had not the real Stark
intervaned o save the Ghaost's life,
Spymaster later went after the Ghaost
again, but Stark as Iron Man struck
Spymaster with a repulsor blast, pre-
venting him from killing the Ghost.

Recovering again, the Ghost pre-
lendad that he wanted to halp Spy-
master, presumably since lron Man
was afler both of them. Devices in
the Ghost's costume allowed him to
become intangible, and he attached
a similar device 1o the Spymaster's
costume. Then, bath of them intangi-
ble, tha Ghost and Spymaster
escaped by passing through a wall.
But before Spymaster had fully
passed through, the Ghast removed
Spymaster’s intangibility devica.
Spymaster rematerialized, partially
inside the wall, and died immedi-
ately.

Only a short time later, Anthony
Stark discovered that at some
unspecified time in the past, Spy-
master had siolen the secrel designs
for Stark’s Iron Man armar (before
Irarn Man incorporated Stark's most
recent innovations for the suit), Spy-
master had turned these stolen
secrats over to Justin Hammar, Stark
belleves that Spymaster had ewven
discovered that he was Iron Man but
had failed 1o pass this information
along to Hammer,
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GROUP BACKGROUND
The Squadron Supremsa is an argani-
Jzatic-n of superhuman champions
who have banded together to safe-
guard their world, which is an extra-
dimensional  alternate  Earth
sometimes raferrad o as “Other-
Earth'' ar “Earth-5" . The Squadron
was formed over a decade ago, and
throughout its existence, it has been
the only known team of superhuman
baings assembled to battle the per-
petrators of evil on its world. When-
avar new costumed erimefighters
have appeared and established their
raputations, they have baen invited
to join the Squadron, and na ana has
ever refused the hanor though there
have never been more than fifteen
J active membsars at one time.
During Other-Earth's World War
Twa, the U.S. War Department orga-
nized the Golden Agency, a small
battalion of superhuman beings who
helped the Allies. Power Princess is
the only person to serve in both the
Agency and tha Squadron, althaugh
Blua Eagle's father, tha American
Eagle, was also a Golden Agent.

Like the Golden Agency befare if,
the Sguadron Supreme has abways
had close fies with the LS. govern-
ment. Upon its founding, the Squad-
ron sought government sanctions
parmitting its various paacekeeping
operations. The government granted
the Squadron various powers and
made the superhuman team a spe-
cial branch of the W.5. military,

answarable solely to the President
,‘ and the Mational Security Council.
This close connaction with the gov-
arnment proved hazardous 10
national security bwice, and the third
time praved the Squadron’s ullimate
dawnfall,

The Squadron originally met in the
mansion of industrialist Kyle Rich-
maond (secretly Squadron member
Mighthawk) located in Cosmopolis,
the Other-Earth counterpart 1o Mew
York, Savaral years later, atter Rich-
mond took a laave of absence from
the team lo enter politics, the Squad-
ron moved out of hls mansion into a
manned fixed orbit satellite called
Rocket Central, designed by Squad-
ron racrdit Tom Thumb. The surveil-
lance devices aboard the satellite
enabled the Squadron to better keep

watch over the planet. When the
Squadron was under the influence of
the alien Overmind, the satellite was
damaged and accidentally pushed
out of orbit by Hyperion. It eventually
crashad into the sea. The Sguadron
sel up a temporary headquartersin a
cave in the state of Moreland {equiv-
alent to Vermant), bul began con-
struction on Squadron City, a
sprawling headquarters and living
community with an elaborate air-
base, located in the Great American
Dasert (equivalent to the state of
Mevada)l. Sguadron City employved
almost a thousand technicians,
maintenance people, madical spe-
clalists, and suppart personnel, The
City was climate-controlled and Wwas
camouflaged to look like part of the
dasert due to an elaborate illugion:
casting spell created by Squadron
mambar Arcanna.

The existence of the Squadran
and its alternate Earth first becams
known to denizens of the main-
stream Earth when four Avengers
iQuicksilver, the Scarlat Witch. the
Vizion, and Goliath I} accidentally
materialized on Othar-Earth while in
transit from Polemachus, the dimen-
sional world af Arkan, to their own
Earth. The Avengers mistook Other-
Earth for thair own Earth, Rich-
mond's mansion for Avengers
Mansion, and the Squadron
Supreme for the Squadron Sinister,
a guartet of criminals originating on
the Avengers’ Earth. Months betore
the Avengers' vwisit, the cosmic
gamesman known as the Grandmas-
ter had happenad upen the Squad-
ron Supreme’s world and set up a
tournament batwean himseli and the
time-traveler called the Scarlel Cen-
turicn. The Grandmasier used ihe
Squadron as his pawns; the Centuri-
on arganized the Institute of Evil, a
team of the Squadron’s personal
foes, Winning the contesi, the
Grandmaster resolvad to create his
own Squadron the next tima he
neaded superhuman pawns. The
oppertunity 1o do so came shortly
thereafter when the Grandmaster
challenged Kang {(a distant dimen-
sional counterpart to the Scarlet
Centurion) to a similar tournament.
The Grandmaster endowed three
human beings and an arificial being

with the powers of Nighthawk, the
Whizzer, Dr. Spectrum, and Hype-
rion, and pitted them against the
Avengers, Hence, the Avengers'
mistaking tha Sguadron Supreme
for the Squadron Sinister was under-
standable.

Some time later, the goverment of
the United States of Other-Earth
came undear its first covert assault, A
huge industrial complex called the
Serpant Carlel was actuzlly the base
of aperations for the various human
agents of the extradimensianal
serpent-god Set, who manifested
itself in tha Serpent Crown. The Sar-
pent Cartel invitad then-President of
the United States Melson W. Rock-
efeller to address its executives at 2
business lunchean, and used the
opportunity to put the President
under the domination of the Serpent
Crown. Having made inroads into
high government, the Crown was
able to put more and more high-
ranking politicians and officers
under itz domination. At the same
fime, on the Avengers’ Eanth, Hugh
Jones, then president of the wast
Roxxon Oil Company, was also
made a slave to thie Crown, and was
atternpling to mastermind a similar
secret govarnment takeowver. The
Avengers intervenad and Jones
askad Rockefeller for superhuman
assistance in handling the problem,
Rockaleller dispatched several of
the Sguadron Supreme, who were
unaware of the Commander-in-
Chief's new loyalties. Engaging in
batile with the Sguadran, the Aveng-
ars were teleported to Other-Earth,
where they managed to seize Mhar-
Earth's counterpart ta the Serpent
Crown and o convince the Squad-
ran they were being misled by their
President. The Squadron forced
Rockefeller io resign and saw 1o tha
dismantling of the Serpent Cartal. Al
the next Presidantial electon, Kyle
Richmond (formerly Mighthawk) was
elected by a landslide vote.

While in office, Prasident Rich-
mond was also the unwilling vietim of
a sinister extradimensional intelli-
gence. Shortly after being elecled to
his second term, Richmond was
mentally enthralled by the Over-
mind, a collactive alien intelligence
warking in concert with Null the Liv-



ing Darkness, a demonic entity.
Unlike Set, the Overmind and Mull
wanted complete confrol over the
Squadron's minds as well as the
President's. Only Hyperian man-
aged to escape the Overmind’s men-
tal onslaught, and he fled to the
Avengers” Earth for aid, damaging
the Squadron’s satellite headguar-
ters on the way. With the Squadron's
help, the Owvermind took over thea
mind of every majar military, politi-
cal, and industrial leader in the
world. Tha Overmind then began to
force the Sguadron to build a vast
nuclear arsenal on the maoan with
which he hoped to wage interstellar
war on other worlds in the Squad-
ron’s dimensian. Forfunately, Hype-
rign refturned with a large battalion of
superhuman champiens from the
Avangers’  Earth, notably Dr
Strange, the Silver Surfar, and the
Vigion, These champions, calling
themselves the Defenders, man-
aged to free the Squadron and the
two teams vanquished the Overmind
and Nutl.

Diher-Earth had been lefl in sham-
bes in the aftermath of this alien
takaover, and the Squadron was
forced 1o cope with a world in total
political, aconamic, and technalogi-
cal collapse. Although he was
blamelass for what had happened,
Kyle Richmaond resigned the prasi-
dency as had Rockefsller before
him, and returned to his role of Might-
hawk full tima. The Squadron
axplained fo the people how they
wera also blameless in what had
happened and declared a state of
martial law,

In an eventful meating, the Squad-
ran decided (o implement the Utopia
Frogram, a plan for social reform
designad to turn the United States
from the shambles it was in fo an
ideal free state, the like of which the
Earth had never seen. The Uopia
Frogram was designed to address
all social problems afflicting soci-
elies since civilization began, includ-
ing poverty, economic instability,
war, crime, pellution, and aven dis-
aase and death. The Sguadron
seized complete authority over the
federal governmeant, as well a5 con-
trol over the military and police. They
then disarmed both the militia and
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the palice, giving them * pacifier pis-
tols,” non-lethal devices capable of
subduing perpetrators by over-
whalming their pleasure centers. In
exchange for their guns, the citizens
ware given “parsonal protection
belts,” devices generaling small
force-flelds providing protection
against all penetration wounds. Both
of these devices were the waork of
Squadron member Tom Thumb, the
former in conjunclion with Aps X,
The Squadron also embarked upon
their decriminilizatien program,
using Tem Thumb's behavior modifi-
cation, a device that programs the
hurman brain to ke incapable of what-
avar aclions are specified. Behavior
modified conviets had their criminal
records eradicated and were provid-
ed jobs in the various nation-wide
restoration projects,

Tackling the problem of death,
Tam Thumb invented the hibarnacu-
lum, & suspended animation capsule
able 1o prolong life indefinitely
through crvogenics. Cilizens would
be provided free “life-watches”
devices to monitor their vital signs. If
a remole sensor detecling a life-
failure, a team of hibermedics, which
were planned to become as commaon
as firemen, would rush to that per-
son's side and put him or her into an
gmergency hibarnaculum. Eventu-
ally the death-arrested persons
would be transferred to huge
Hibernacies, cathedral-like buildings
whera hibernacula would be stored,
Whan madical science finally cured
the ailment to  which the
hibermaculum-user succumbed, he
or she would be revived. The first
persen o use the hibernaculum was
Tam Thumb himself, who died of
cancer shortly after creating the
tube. Bath the behavior modification
machine and hibernaculum were
met with aclive resistance from cer-
fain segments of the pepulation.

Kyle Hichmond, as Mighthawk,
opposed the Squadron's Utopia Pro-
gram and resigned from the group
when they alected to implement it
He spent the year the Sguadron put
the Utopia Program into effect trying
to organize a counterforce powerful
enough to oppose the Squadran, He
managed to recruit three of his one-
time personal foes, Pinball, Rem-

nant, and the Mink; one expelled
Squadron member, Golden Archer
{banished from the Squadron for
misusing the behavicr-modification
machine); three of the Sguadron’s
new racruits culled from the ranks of
the Institute of Evil. Lampray, the
Shape, and Foxfire; and five super-
human beings who had hitharto not
gone public with their abilities—
Inertia, Thermite, Haywire, Rad-
stone, and Moonglow. This
aggregation of superhuman beings
was informally callad the Redeem-
ars.

Mighthawk was also aided by Pro-
fessar Imam, Earth’s Wizard
Supreme and a former mamber of
the Golden Agency, and Mastar
Menace, Hyperion's greatest foe as
well as one of the few people on
Other-Earth who could match Tom
Thumb's genius. Imam gave Might-
hawk the means to locate his
Redeemers, whila Menace provided
him with an anti-hehavior modifica-
ficn davice, able o counteract Tom
Thumb's pragramming. On the day
of the Squadron's announcement
that they had met tha goals they had
defined a year ago, Nighthawk's
Redeemers entered Sguadron City
and declarad their opposition to all of
the things the Sguadron bad done,
Violence erupted, and the vastly out-
numbared Sguadron managed to
hold thair own far a time. Casualties
in the war were numeraus, with Ther-
mite, Blue Eagle, Pinball, Golden
Archer, Lamprey, Foxfire, and Might-
hawk dying in baltle. The war camea
to an abrupl end whan Foxfire, hop-
ing to prove her lovalty to Dr. Spec-
trum, Killed Mighthawk. Hyperion
formally surrenderad,

Before he died, Mighthawk had
convinced Hyperion that the main
problems with the Squadren's Uto-
pia Program was that they had used
basically ignoble, human rights-
vilating means 1o achieve nobla
ends, and the anly reason why these
ignoble means were nol abused
more than they were was that the
Squadron is basically a benevalent
group of individuals. The system
they had devised, argued Might-
hawk, required persons as noble and
benevolent as them to oversee it
Since the Squadren is not immoartal,



they could not ensure that fulure
generafions would not be tyrannized
by the ulopian technologies they cre-
ated. Hyperion was convinced to
assist in the dismantling of the WUo-
pia Pragram. Whether this has come
about is unknown at this time.

AMPHIBIAN
STATISTICS

GD [1I]':|
RM (30)
It (40
IN (40)
GD (10)
GD (10)
P GD (10)
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' Health: 120

J

Karma: 30

Regources: UM (100} as Sguadron
mamber

Popularity: 40

BACKGROUND

Real Name: Kingsiey Rice
Ccoupation: Government agent,
former oceanagrapher

Legal Status: No criminal record
[dentity: Publicly known

Plage of Birth: Unknown

Marital Status: Single

Known Relatives: None

Past Group Affiliations: Squadron
Suprems

Present Group Affiliation:

KNOWHN POWERS

Walarbreathing (Amphibicus)

Watar Freedam

Hyper-Swimming: Typical spead (45
miph)

Animal Communication: Excallent
ability to speak with fish and ceta-
Ceans

Talents: Excallent knowledge of tha
oceans and its inhabitants

ROLE-PLAYING NOTES
Amphibian feels greater empathy for
dolphins than for humans.

APE X
STATISTICS

FE (2]
PR (4)
TY (6)
G0 (10}
1M {40)
EX (20)
TY (6)

TTImW =T

Health: 22

Karma: 65

Resources: UN (100} as Sguadron
member

Popularity: 40

BACKGROUND

Real Mame: Xina

Cccupation: Former eriminal, now
scientisl

Legal Status: Criminal record, now
pardoned

Identity: Publicly known

Place of Birth: Unknown

Marital Status: Single

Known Relatives: None

Past Group Affiliations: Sguadron
Suprems

Present Group Affiliation:

KNOWN POWERS

Cyborg Body: Life-supporting chair of
Remarkable material and capable of
Typical speed. Various weapons and
options can ba incorporated into it.
Talents: Incredible mastery of all sei-
entific fislds and criminal strategy.

ROLE-PLAYING NOTES

¥ina actad as the Institute's planner
and inventor, as well as Tom
Thumb's assistant and replacement
for the Squadron. She deesply loves
Thumb and is working with AIDA to
create a robotic replica af him.

ARCANNA
STATISTICS

F GD {10}
A GO {10)
5 TY (8)
E EX (20)
R GD {10)

EX (20)
P MM (75)
Health: 46

Karma: 105

Resources: LN (100) as Squadran
membar

Popularity: 40

BACKGROUMD

Real Mame: Arcanna Jones
Occupation: Government agent,
former medium

Legal Status: Mo criminal record
Identity: Publicly known

Place of Birth: Linknown

Marital Status: Married

Known Relatives: Philip (husband),
Drusilla, Katrina, Andrew, and Ben-
jamin {childran)

Past Group Affiliations: Sgquadron
Supremes

Present Group Affiliation:

KNOWN POWERS

Elemental Controd: Amazing  conirol
aver natural elements (earth, alf, walan
firg), Remarkable control over proc-
essed matarials (metals, plastic, etc.)
Empathy: Good rank

Flight; Good air spead

Force Field vs. Magic: Amazing rank
Forca Fleld vs. Psionics: Amazing
rank

ugion casting: Amazing rank

{ron Wil Good control over her body
Talents: Excellent knowledge of
pooult lore. Good knowledge of
hand-to-hand combat,

ROLE-PLAYING NOTES

Arcanna is a happy hedonist and one
of the Squadron's most glamarous
mambers. However, she is com-
pietely devoted to the ideas of rais-
ing a large happy family with har
husband.

BLACK ARCHER

STATISTICS

F GD (10}
A RM {20
5 GD(10)
E EX (20)
R EX (20)
[ TY (6)
P T (B8)
Health: 7O

Karma: 32

Resources: UN (100) as Squadron
meamber
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Popularity: 40

BACKGROUND

Real Mame: Wyatt McDonald
Occupation: Government agent,
farmer cab driver

Legal Stalus: Mo criminal record;
decaasad

Identity: Publicly known

Place of Birth: Unknown

Marital Status: Single

Known Relatives: None

Fast Group Affiliations: Former
member of the Squadron Supreme
and the Redeamers

Present Group AHiliation:

KNOWN POWERS

Arraves: Warheads include: Acetylene
(Remarkable damage}, Acid (Remark-
able intensity), Argonite (fatal to Hype-
rian anly), Blunt (Endurance FEAT or
lose consciousness for 1-10 tums),
Electra (Excellent intensity shock),
Explosive (Amazing damage), Flare
{Remarkable illuminafion, 2 areas),
Freaze (Good intensity), Hunting (Typ-
ical Edged damage), Knockout Gas
(Excallent intensity, 20-foot area), Mat
(Excellent grappling attack), Rope
(400" lina), Smoke (1 area), Tear Gas
[Excellent intensity, 1 area)

Talents: Amazing ability with the bow

ROLE-PLAYING NOTES

Wall's primary concerns wera per-
sonal gratification through the fame
and glamour of the heroic life as wall
as Lady Lark’s love. When rebulfed,
he becamesbittar and disillusioned,
Wryatt spoke with a lower-class Brit-
ish accent.

BELUE EAGLE

STATISTICS

F EX (20)
A Rl (30)
5 G0 {10)
E GD (10)
R GO0
[ TY (8)
P T (&)
Health: 70

Karma: 18

Resources: UN (100) as Sguadran
mamber
Popularity: 40
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BACKGROUND

Real Name: James Dore
Occupation: Government ageni,
airplane mechanic

Legal Status: No criminal record:
deceased

Identity: Publicly known

Place of Birth: Unknown

Marital Status: Single

Known Relatives: Jonathan (father,
daceased, a.k.a. American Eagle)
Past Group Affiliations; Squadron
Suprems

Present Group Affiliation:

KNOWN POWERS

Winged Flight; Remarkable alr spead
Talents: Remarkable knowladge of
aerial combat

ROLE-PLAYING NOTES

Dore is a second-generaticn hero.
Although he and his father didn't
agrea, he was determined o carry
on his father's struopgle for justice.
He was good friends with Dr. Spec-
trum but slightly antagonistic towsard
Black Archer because of Lady Lark.

DOCTOR
DECIBEL

STATISTICS

TY (B)
TY (B}
TY (6)
TY (8)
EX (20)
GD (10)
FE (2)

TTImMWEm

Health: 24

Karma: 32

Resources: LIN (100} as Sguadron
member

Popularity: 40

BACKGROUND

Real Name: Anton Decibel
Qccupation: Formar criminal sur-
gaon, physician for the Squadron
Legal Status: Criminal record, now
pardonad; deceased

Identity: Publicly knowr

Place of Birth: Unknown

Marital Status: Single

Known Relatives: None

Past Group Affiliations: Squadran
SUprenms

Fregsent Group Affiliation:

KNOWN POWERS
Sonlc Weapons: Various devices
capabla of emiting sonic beams with
effects including:

* Pajn: Excellent intensity

» Kinetic Blast: Incredible intensity

* Disruption: Incredible damage

= Sound Disruplion: Incredible
ability to nullify sounds and sonic
powers

* Sonogram: Remarkable * X-ray"
probe
Talents: Remarkable knowledge of
medicine and surgery. Incredible
knowledge of sonic theary and
relaled devices.

ROLE-PLAYING NOTES

As a villain, Dr. Decibel was the pro-
verbial mad scientist devoted to
building sonic weapons or trans-
farming people into living weapaons.,
Later he becamea a doctor devoled 1a
healing his patients, perhaps a way
of atening for his misdeeds.

DOCTOR
SPECTRUM

STATISTICS

TY (B)

EX (20)
GD (10)
GD (10)
GD (10}
EX (20)
BM (30)

MTIDIMWET

Health: 46

Karma: 60

Resources: UN (100} as Squadron
member

Popularity; 40

BACKGROUND

Real Name: Joe Ledger
Occupation: Government agent,
former astronaut and flight instructor
Legal Status: Mo criminal record
Identity: Publicly known

Place of Birth: Uinknown

Marital Status: Single

Known Relatives: Mone

Past Group Afiliations: Sguadron
Suprames

Present Group Affiliation:
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KMOWHN POWERS
Power Prism: Dr. Specirum’s powers
are based on possession of the crys-
tal given to him by Skrull. He can
control the prism fram up to 100 feat
away. Later, he gained the powers
when the shattared prism’s dust
mergad with his body. Mow. his body
shifts calar with each power.
Energy Solidification: Monstrous
ability to generate and spontaneous-
Iy shape light energy. Power Stunts
include:

+ Containers of Monstrous maten-
al strength

» Carrying Monstrous loads {up 10
B0 fons)

s Acting like a limb with Monstrous
Strength
Flight: Excellent air speed
Machine Animation: Excellent ability
b control even unpowared devices
Phasing; Excellent ability
Talents: Remarkabla knowledge of
piloting, astronautics, and flight
instruction.

ROLE-PLAYING NOTES

Ledger is a happy, confident adven-
turer. He freated Muke like an occa-
sionally troublasome kid brother.
Because of the circumstances of
Muke's death, Ledoer developsd a
fear of using his powers against oth-
ars. He and Foxiire were lovers.

FOXFIRE
STATISTICS

GD (10)
GD {10)
TY (6)
GD (10)
TY (B}
TY (E)
EX (20)

T OIminET

Health: 36

Karma: 32

Resources: UN (100) as Squadron
member

Popularity: 40

BACKGROUND

Real Mame: Qlivia Underwood
Occupation: Farmer criminal turned
government agent

Legal Status: Criminal record, now
pardoned; decaased

Identity: Publicly known

Flace of Birth: Unknown

Marital Status: Single

Known Relatives: Mone

Past Group Affiliations: Squadron
Suprama

Present Group Affillation:

KNOWHN POWERS

Disruption; Remarkable ability to cause
a target 1o spontanecusly fall apart. A
Good Intensity glow sumrounds both
Foxfire and her target. Living targets
are only affected for 10-20 turns. ARer
that, the affected area revens to nor
mal. Mole that this can ba a kiling
attack if vital organs are affected,
Talents: Criminal skills

ROLE-PLAYING NOTES

Foxfire was originally a ruthless,
possibly psychotic killer. The only
reason she doesn’t kill mora often is
because the dead don’t suffer and
cannot fuel her ege. Even when
reformed, she was annoved thatl
Squadron records on her were
sketchy. During her months with the
Squadron, she and Dr. Spectrum
wera lavars: even deprogramming
didn’t change thal.

HAY'WIRE
STATISTICS

F TY (B)
A EX (20)
s TY (6)
E G010
R TY (6)

1 T (8]
P EX (20)
Health: 42

Karma: 32

Resources: UM (100) as Squadron
member
Popularity: 40

BACKGROUND

Real Mame: Harald Danforth
Occupation: Subversive

Legal Status: Mo criminal record
Identity: Publicly known

Place of Birth: Unknown

Marital Status: Single

Known Relatives: Mone

Past Group Affiliations: Secret
member of Mighthawk's Redeamers,

meamber of Squadran Suprame
Present Group Affiliation:

KNOWHN POWERS

Wobcasting: 5mm steal wire shoots
from fingertips. Targets must make
an Agility FEAT to avoid being
caught in an Amazing Grappling
attack. He is able to redirsct his
wires after emission. All wires vanish
whan he ceases to use his power.,
Talents: Espionage skills

ROLE-PLAYING NOTES

Haywire is not a villain. He opposes
the Squadron because he simply
doas not believe in their goals. He is
attracied to Inertia,

INERTIA
STATISTICS

F GD (10
A GD (1o
5 TY (B)
E TY (8)
=} TY (6)

| T (5]
P GD (20
Health: 32

Karma: 32

Resources: UM (100) as Sqguadron
membear
Popularity: 40

BACKGROUND

Real Marme: Edith Freiberg
Occupation: Subversive

Legal Status: No criminal record
Identity: Publicly known

Place of Birth: Linknown

Marital Status: Single

Known Relatives: None

Past Group Affiliations: Secret
member of Nighthawk's Redeemers,
member of Squadron Supreme
Present Group Affiliation:

KNOWN POWERS
Kinetic Control: Incredible ability to
transfer ineria from one mass o
ancther, She can retain absorbed
kinatic energy for only 1-3 turns
before sha must releass it Power
Stunis include;

s Foree Flelds of Incradible rank
that stop missiles and kinetic
attacks. Absorbed energy can then
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be rechanneled into "Kinetic Bolts™
of up 10 Incredible Intensity

* Machanical aizruption by intar-
farimg with moving parls
Talents: Espionage skills and a Typi-
cal knowladge of Newtonian physics

ROLE-PLAYING MOTES

Inertia is not a villain but rather a
hera fighting Mightwing's secrat war,
She seas Moanglow as a threat to
their efforts because of Moonglow's
ego and caralessness. Inertia is fond
of Haywire,

LADY LARK
STATISTICS

GD (0]
EX (20)
TY (B)
GO (10)
TY (B)
TY (B
G0 (10)

T 3amow =T

Health: 46

Karma: 22

Resources: UM {100} as Sguadron
member

Papularity: 40

BACKGROUND

Real HName: Linda Lewis
Occupation: Former gavernment
agent, former popular vocalist
Legal Status: Mo criminal record
Identity: Publicly known

Place of Birth: Unknown

Marital Status: Single

Known Relatives: None

Past Group Affiliations: Former
member of Squadron Supremae
Present Group Affiliation:

KNOWN POWERS
Sonic Emizsian; Arfificial vocal cords
give various Power Stunis:

* “Loudspeaker” wvoice audible
oVET 4 areas

¢ Deafening attacks of Remark-
able intensity

* Disruption aftack of Incradible
rank

* [ncredible Vocal Control includ-
ing the ability to hit any note, even
ocnes that are ultrasonic and infra-
SONIG

» Vertigo of Remarkable intensity.

B4

Victims must make an Endurance
FEAT, success means they fightat —
2 C5 for 1-10 turns while failure
causes unconsciousness for 11-20
turns.

Talents: Although she can no langer
sing, Lady Lark is & frained singer
and parformer,

ROLE-PLAYING NOTES

Lady Lark iz a reluciant hero. She
became a hero due to Golden
Archer's insistence and her raaliza-
tion that her singing career was
kaput. Although they were lovers far
a time, she eventually realized that
they were too different for a perma-
nent ralationship. She would gladly
exchange her powers for a decent
SiNging voice.

LAMPREY
STATISTICS

IN {40)
RM {30)
GD (10)
GD (10)
TY ()

FR (4]

GD {10)

mTIméeeEmT

Health: S0

Karma: 20

Resources: UN (100) as Sguadron
mamber

Fopularity: 40

BACKGROUND

Real Name: Donald McGuiggin
Dccupation: Former criminal wrned
government agen!

Legal Status: Criminal record, now
pardoned; deceased

Identity: Publicly known

Flace of Birth: Unknown

Marital Status: Single

Known Relatives: None

Past Group Affiliations: Former
member of the Institute of Evil, mem-
ber of Squadron Suprame, secretly
marmbar af Knighthawk's Redeemers
Present Group Affiliation:

KNOWN POWERS

Absorotion Power: Remarkable abili-
ty 12 absorb powers and energy 1o
fuel his own powers

Fower Duplication: Ability to use any

power he has absorbed with up to
Femarkable rank. Mote that this
might increase his physical abilities. l
Flight: Bemarkable air spead

Talents: Criminal skills

ROLE-PLAYING NOTES

Lampray iz an out-in-out villain who
delights in using hig victims’
strengths against them. Whila
reformed, he was a playful, trusting
man, but once deprogrammed he
became a remorseless killer.

MOONGLOW
STATISTICS

F Ex fEL‘IJ

A EX (20) ‘
5 TY (B)

E T {8}

R G0 (10}

| EX (20}

P G0 10)
Health: 52

Karma: 40

Resources: UN (100) as Squadron
member

Popularity: 40 ‘
BACKGROUND

Real Mame: Malissa Hanover
Cccupation: Subversive

Legal Status: Mo criminal record
Identity: Known anly to the Squad-
ron

Place of Birth: Unknown

Marital Status: Single

Enown Relatives: None ,‘
Past Group Affiliations: Secret 3
member of Mighthawk’s Redeemears,
membear of Squadron Supreme
Present Group AHiliation:

KNOWN POWERS

ifuston-casting: Amazing ability to
create illusicns that possess visual,
audie, olfactory, and tactile realism,
Fower Stunts include:

= Alter Ego: Her entire appearance
is an illusion. In reality, Melissa is a
short, dumpy brunette.

* [uzory Duplication; Often she
remains safe and invisible while her
aller ego apparently doas battle,

» Musory Tavisibility: Allhough
invisible to a conscious mind, she
can still ba photegraphed.

)
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* Power Duplication: 3he can cra-
ate lluzions of other powers. These
include Flight and Phasing.
Talents: Espionage skills

ROLE-PLAYING NOTES

Maoonglow s a snob and an egofist.
She feals her illusions give her super-
iarity to those she fools. Sha praters to
migintain an illugion that her powears
are of another sort antiraly.

NUKE
STATISTICS

AM (30)
EX (20)
GD (10)
RM (30)
TY (B)
PR (4)
TV (8

T IMmMWET

Health: 80

Karma: 16

Resources: UN (100) as Squadron
member

Popularity: 40

BACKGROUND

Real Name: Alberl Gaines
Oeccupation: Former governmeant
agent, farmer nuclear plant worker
Legal Status: MNa criminal record
[dentity: Publicly known

Place of Birth: Unknaown

Marital Status: Single

Known Relatives: Gilberl and Flor-
ence (parenis, deceasad), Scolt
(brother)

Past Group Affiliations: Membar of
Squadron Supreme

Present Group Affiliation:

KNOWN POWERS

Racdiatlon Emission; Amazing intensity
and damage. it may be directed in a
stream to do full damage 1o a single
targat ar as a field effect that doas a
total of Amazing damage o everyone
within a target zone 1 area across.
Registance fo Hadialion: Amazing
protection from radiation

Flight: Excallent air speed
Weakness, Muke constantly radiates
Poor intensity radiation. People who
make daily contact with him will
eventually contract cancer.

Talents: Aerial combal skills,

ROLE-PLAYING MOTES

Muke was the youngest and least
slable of the Sguadron. He idolized
Dr. Spactrum and followed him eve-
rywhere, He was driven into mad-
ness by the discoveries that his
power was increasing at an uncon-
trollable rate and that he was respon-
sible for his parenis’ leukemia.

POWER
PRINCESS

STATISTICS

MM (75}
MM (75)
AM (50)
MM (75)
RM (30)
IN (40)

IN (40)

TTIMmMmNET

Health: 275

Karma: 110

Resources: UM (100) as Squadron
member

Popularity: 40

BACKGROUND

Real Name: Zarda Shelton
Occupation: Government agent,
former missionary of the LMoplans
Legal Stalus: Mo criminal record
Identity: Publicly knawn

Marital Status: Widowed

Flace of Birth: Utopia Isle

Known Relatives: Howard (hus-
band, deceased), Hyperion (fiance)
Past Group Affiliations: Former
member of the Golden Agancy,
member of Squadron Supreme
Present Group Affiliation:

KNOWN POWERS

Flight: Excellent air speed
Invulnerabiiity: Ramarkable resist-
ance 1o physical and energy attacks,
as wall as haat, cold, toxins, aging,
and disease

Shield: Amazing prolection from
physical attack. Sha can fling the
shield to do Amazing Blunt damage.
Talents: Leadership skills and an
Amazing grasp of philosophy, poli-
tics, and natural sciences,

ROLE-PLAYING NOTES
Zarda is the appointed emissary of the
Litopians. As such, she must presant a

slerling example for less well dewveal-
aped people. She iz devoted to her
husband but soon realized her real
passion was for Hypericn.

QUAGMIRE
STATISTICS

AM (30)
EX (20)
GD (10)
EX (20)
TY (B)

™ [B)

EX (20)

TTIMmMmWwrEmT

Health: 20

Karma: 32

Resources: UM (100) as Squadron
member

Popularity: 40

BACKGROUND

Real Name: Jerome Meyers
Decupation: Former criminal turnmed
government agent

Legal Status: Criminal record, now
pardonad; present status unknown
Identity: Publicly known

Marital Status: Unknown

Known Relatives: Nona

Place of Birth: Unknown

Past Group Affiliations: Former
mambear of the Institute of Evil and
the Squadron Supremae

Present Group Affiliation:

KNOWN POWERS

Spray: Amazing ability to create
pear-infinite  amounts of black
mucus. The gunk acts as an
Amazing Grappling attack and
makes him immune to Foxfire and
Arcanna's powers, Quagmire can hit
a specific target by an Agility FEAT.
The gunk disappears if Quagmira
dies.

Sel-Sustanance: Quagmire cannal
be suffocated by the gunk.

Talents: Criminal skills

ROLE-PLAYING NOTES

Quagmire acted as the tactical lead-
eraf the Institute of Evil. He and Fox-
fire were lovers, Once reformed, he
became a wvaliant, self-sacrificing
b,
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REDSTONE
STATISTICS

AM (50)
TV (6)
UN (100)
UM (100}
GD (10)
TY (B)
TY (5)

mMTIMHErEm

Health: 206

Karma: 22

Resources: UM (100) as Squadron
membear

Popularity: 40

BACKGROUND

Real Namea: Michaal Redstone
Occupation: Subversive

Legal Status: Mo criminal record
Identity: Publicly known

Place of Birth: Unknown

Marital Status: Single

Known Relatives: Nona

FPast Group Affiliations: Secret
mamber of 1he Redesmars, membar
of Squadron Supreme

Present Group Affiliation:

ENOWHN POWERS

Armorskin: Amazing resistance to
physical and energy attacks
Weakness: He draws his powers
from contact with the Earth. Ten
turns after contact with the ground is
intarrupted, his Strength and Endur-
ance drop =1 C8 each turn thereaf-
ter until they reach a minimum of
Good rank,

Talents: Survival and Hunting skills

ROLE-PLAYING NOTES

Radstons is a quist man who prefers
direct action. He is fond of Moon-
stone. He is nat a villain but a guarril-
Iz fighting Mighthawk’s secret war.

SHAPE
STATISTICS

AM (30)
TY (B)
EX (20)
EX (20)
FE (2)
PR (4)
PR (4]

TTImMmH =T

Health: 76

Karma: 10

Resources: UM {100) as Squadran
mamber

Popularity: 40

BACKGROUND

Real Name: Unknown

Occupation: Former criminal turned
govarnment agent

Legal Status: Criminal record, par-
doned

Identity: Fublicly known

Place of Birth: Unknown

Marital Status: Single

Known Relatives: None

Past Group Affiliations: Former
member of the Institute of Evil, mem-
ber of the Sguadron Suprame
Present Group Affiliation:

KNOWHN POWERS
Topatagical Change: Excallent ability
to alter his basic outline, Power
Stunts include:

» Shapechange: Limited to basic
shapes

* Elongation: Poor ability to elon-
gate up o 12 feet

= Hammer attacks of Good dam-
age by forming a fist, then shifting
his weight to that fist
Talents: Mone

ROLE-PLAYING NOTES

Shape is mentally retarded and has
the autlcok of a child, Ha bacame a
villain in order to wreak vengeance
on & society that macked him. Once
reformed, he became friends with
children everywhera, especially
Arcanna’s kids, This persisted even
after he was deprogrammed.

SKRULL
STATISTICS

F EX (20}
A G010
] Gh 10
E EX (20}
2] EX (20}
| G010}
P T {6}
Health: 60

Karma: 356

Resources: UM (100) as Squadron
membar

Popularity: 40

BACKGROUND

Real Name: Unknown

Oeccupation: Former space explor-
er, adventurer

Legal Status: lilagal alien
Identity: His existence was not
known to the general populace of
Earih

Place of Birth: Skrull Empire
Marital Status: Single

Known Relatives: None

Past Group Affiliations: Squadron
Supreme

Present Group Affiliation:

KNOWHN POWERS

Shape-change: Amazing ability
Talents: Roemarkable Reaszan in the
fislds of spaceflight, astronaviga-
ticn, and all martial arts.

ROLE-PLAYING NOTES

The Skrull was a space explorer res-
cued by Joo Ledger. He was grateful
o Ledger and other humans, a debt
he repaid by briefly acting as a crime-
fightar. (Apparantty Skrulls in this altar-
nate reality are not the bitter warriors
thay are in the Marvel Univarsa.)

THERMITE
STATISTICS

F GD(10)
A, GO {10)
5 TY (8)
E EX (20)
R GO (10)
| TY (8)
P T (&)
Health: 46

Karma: 22

Resgurces: LM (100} as Squadron
member

BACKGROUND

Real Name: Sam Yurimato
Occupation: Subversive

Legal Status: Mo criminal record,
deceased

Identity: Publicly known

Place of Birth: Unknown

Marital Status: Single

Known Relatives: None

Past Group Affillations: Secret
membar af the Redeamears, mam-

&
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bers of Squadron Suprame
Present Group Afliliation:

KNOWHN POWERS
Heat: Remarkable power 1o do
Excellent damage to a specific target
or heat a 60-foot zone by a maximum
of 300 degrees
Cold Generation: Excellent power to
lower temperatures by 200 to 800
degreas
Cold-shaping: Excellent power 1o
create uselul shapes out of suddanly
frozen gases and liquids. Power
Stunts include:

* Bindings of Good Material
Strength

* lca missiles that do Good Blunt
damage

* Blinding or smothering oppo-
nents by encasing a target's head
Weakness: Thermite iz dependeant
an his regulator pack for his very
axistence. Il the regulator is dam-
aged, all his powers turn on his own
bady.
Talents: Espionage and a Remark-
able knowledge of temperature reg-
ulating aquiprment.

ROLE-PLAYING NOTES

Thermite was not a villain. He was
concarned with being a good persen
and worried about his mother His
perpatually worn costume prevented
normal romantic activities. Because
of the fragility of his equipment, he
tended to attack his foes from a dis-
tance.

TOM THUMB

STATISTICS

F PR (4)
A T {6}
5 Y {6}
E TY (B)
=] Al S0
1 I (40)
P RM (30}
Health: 22

Karma: 120

Resources: UM (100) as Squadron
membar
Popularity: 40

BACKGROUND
Real Name: Thomas Thompson

Coccupation: Govarnment agent,
sciantist, invenlor

Legal Status: Mo criminal racord,
deceasad

Identity: Publicly known

Place of Birth: Unknown

Marital Status: Single

Known Relatives: None

Past Group Affiliatlons: Squadron
SUpreme

Present Group Affiliation:

KNOWN POWERS

Hyper-Invention: Monstrous ability to
design and create a funclional ver-
sion of a desired object or tool.
Fiving Chair: Thumb's personal flier

Control Speed Body Protection

IM GD RmM PR
Talents: Amazing Aeason in the
fields of Engineering and Physics,
Incredible Reason in the fields of
Medicine and Paychiatry,

ROLE-PLAYING NOTES

Thumb acted as the Sguadron’s
resource man; he created most of
thair aquipment and was the key
man in the Utopia Pragram. He falt
unappreciated by the team and
ignored by the public. His best
frignds were his computer AIDS and

Ape X.

WHIZZER
STATISTICS

F AM (30)
-4 MM [F5)
] T [6)
E G0 (10)
3] T {6}

| TY (B}
P T (B}
Health: 121

Karma: 18

Resources: UN (100} as Squadron
membar
Popularity: 40

BACKGROUND

Real Hame: Stanley Stewart
Occupation: Government agent,
former postman

Legal Status: No criminal record
Identity: Publicly known

Flace of Birth: Unknown

Marital Status: Married

Known Relatives: Madeline {wifae),
Tina {daughiar)

Past Group AHillations: Squadron
Supremes

Prasent Group Affiliation:

KNOWHN POWERS
Hyper-Aunning: Shift-X air speed
(750 mph) and resistance to air fric-
tion. Acceleration rate is 1.5 mph per
foot traveled
Hypor-Endurance: While running,
Whizzer's Endurance increases 1o
Unearthly rank, although his Haalth
daas not incraase
Hyper-Speed:  Unearthly power
increases hiz reaction time a hun-
dredfold. This power functions while
he iz running. Power Stunts include:;

= Delivering ong hundred Typical
blows par turn

* Perceiving and catching high
velocity objects with Unearthly ease
Alrwalking: Remarkable speed by
rapidly fanning his feet and arms
Waterwalking: Unearthly speed by
skimming along on surface tension
Weakness: For each minute spent
uging his powers, Whizzer must
spend an equal time resting in a
"hypo-metabalic trance.” If prevent-
ed from restling, he is unable io
regain his full powars.,
Talents: Good knowledge of the
U.5. Postal Service.

ROLE-PLAYING NOTES

Whizzer is a devoted family man who
places his family before his duties to
the Sguadron. He feels guilty over
his attraction to Arcanna'’s physical
charms.

BT






~ STATISTICS

‘F
A
g

J

9

G0 (10)
EX (20)
IM {40)
E AM (500
R EX (200
I TY (B)
P RM (:30)
Health: 120
Karma: 56
Resources: EX (20)
Popularity: 75

BACKGROUND

Real Mame: Eros

Occupation: Adventurer, womaniz-
ar

Legal Status: Citizen of Titan
Identity: Public unawara of his back-
ground

Flace of Birth: Titan

Marital Status: Single

Known Relatives: Mentor [father),
Sui-San (maother, deceased), Thanos
(brathar)

Base of Operations: Space

Past Group Affiliations: Eternals of
Titan, Avangers

Present Group Affiliation:

KMOWN POWERS

Emation Control: Amazing ability to
instill pleasurable, friendly, coopera-
live attitudes in targets for 10-100
turns, Victims may avoid the effect
by an Intuition FEAT. Orders that
would requine them o losae Karma
also enable them to break free by a
Payche FEAT,

imviinerability: Shift-X resistanca to
aging, disease, heat, cold, electrici-
ty, radiation, and toxins.

Body Resistence: Good resistance
to all other physical and snargy
aftacks

Regenaralion: Amazing rank

True Flight; Shift-X spaaed

Talents: He has a nativa's familiarity
with Eternal and Titanian technolo-

ay.

Contacts: Eternals, Avengers, Cap-
tain Marvel | (bafare his death), and
Firalard.

ADDITIONAL NOTES:

i

ROLE-FLAYING MOTES

Starfox is a light-heartad advanturer
with an insatiable wandarlust, He will
gladly fulfill any duties or promises.
He feels a special obligation o cor-
rect any injustice either wrought by
ar connected to his brother Thanos.
When frae of duties” demands, he is
a Casanova with an eye for altractive
SUpErWOMmAan.




HISTORY

Eros iz the yvoungest son of two Tita-
nian Eternals, Alars and Sui-San.
Eros grew up 1o be a fun-loving,
carafrea womanizer, in contrast to
hiz brother Thanos, a power-hungry,
misanthropic schamar. Only when
Thanos launched his first major
atlack against Titan, an altack that
laft their mother Sui-San dead, did
Eros begin totake life a bit more seri-
ously. In subsequent campaigns
against Thanos, Eros fought along-
side Titan's handful of survivors,
Eros joined the alien Captain Mar-
Vall and the Avengers in the first
major defeat of Thanos,

Mo longer bound by duty, Eras laft
wartorn Titan, seeking out pleasure

and recreation on  humanoid-
inhabitad warlds,

When the cancerstricken Captain
Mar-Vall retreated 1o Titan to spend
hiz final days of life, Eros relurned to
Titan to help conzole his friend. Just
belore he died, Mar-Vell made Eros
promise to take care of his Titanian
companion, Elysius, after he was
gone, Eros honored his wow for sev-
eral weeks, until Elysius, realizing
his wandarlust, released him from
hiz promise. Eros then consultad
ISAAC, Titan's master computer, for
data on the most suitable planats for
his neads and tempearament. The
computer recommended Earth. Traw-
aling thare, Eras visited tha only pec-
ple he knew, the Avengers, and
petitioned them 1o make him a mam-
bar, Tha Avengers admitted him to

their training program and gave hirm
the name Starfox, since they falt
“Eros" was an inappropriate code-
nama. Staroxw served the Avengers
faithfully for several menths, helping
tham vanquish such menaces as the
Wizard, Terminus, and Maelstram.
Finally, while in the Skrull empire
rescuing fellow avenger Caplain
Marvel, Starfox learned that his
abductor, the space pirate Mebula,
was Thanos's granddaughter and
thus his grand-nmiece. Starfox
resigned his active membarship in
the Avengers to pursue Mebula, who
had eluded them with the help of the
near-omnipotent Bevonder. Starfox
is currently in the company of Fire-
lard, whosa native world Xandar was
destroved by Mebula, searching the
univarse far his grandnieca.

.
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GROUP BACKGROUND
The Starjammers are a small band of
’apac.e pirates who travel through the
Shi'ar galaxy, plundering Shi'ar slar-
ships in order 1o strike out against the
Shi*ar Empire. The leader of the Starjam-
mers ks former United States Alr Force
test pilel Major Christopher Summars,
wiho now calls himsalf Corsair, He was
ang al the originel four Starjammers,
glong with Ch'od, Hepzibah, and Raza,
aach a member of a different alien race
native to tha Shi‘ar Galaxy.

These four were laler joined by the
"Sikorsky,' an insect-like being who
gerves &5 their physician, and by the
superhuman Earthwoman Cargl Dan-
vers, also known as Binerny. The Starjam-
mers travel aboard the starship
Starjammer, whose operations arg over-
zeen by the sentient compuler Waldo,

‘ Owar twenly years ago Major Sum-
mars was Mying himsslf and his family in
& private plane down the Wastern Ameri-
can coasl when thelr plana was attacked
tiy a starship from the Shi"ar Empire on
an exploratory mission. Scott and Alex
parachuted to safely, bul Major Sum-
mers and his wife ware teleported
aboard the Shi‘ar starship and taken to
the Shi'ar Imperial Thronewerld, There
Major Summers wes saparated from his
wife and imprisgoned, He broke free and

‘ discovered the corrupt Shi'ar empearor
D'ken attempting 1o rape Kathering
Anna. D'ken responded fo this interrup-
tion by murdering Katherine Anne before
Summers' eves, and then ordering Sum-
mars sent 10 the slave pits.

It was in the slave pils that Summers
firsi met Ch'od, Hepzibah, and Raza,
who wore also prisoners thera, Togelhar
the four escaped and stole & starship.
They called their ship the Starfammer

‘ {they have had af least two starships by
that neme) and themsolves the Starjam-
mers, and began engaging in Space
pirecy, thus taking vengeance on the
Shi‘ar by plendering thair starships, but
taking care ned bo harm innocent passen-
Qers in the process,

The Starjammers met the X-hean whn
the two groups joined forces on 8 world
in the Shi'ar Galaxy 1o baithe the Shi'ar
Imparial Guard, who were then serving
the mad D'ken. D'ken was deposad and
succesded as Shi'ar ruler by his sister
Lilandra Meramanl. The Starjammers
subsequently aided Lilandra and the X-
Mien against the alien Brood and the
treacharous Shi‘ar Lord Samedar, both
of wihom were allied with Lilandra's sister
Ceathbird.

Howewer, Deathbird finally staged a
coup d'elal and seized the Shi'ar throne,
Lilandra now iravels with the Starjam-
mers. She and Corsair wanl to Earth

through ieleportation via a Shi'ar
“Stargate” device o save the life of her
laver Professor Charlas Xavier, who lay
an the poind of deaih, The thres wara
teleported back the Starjammer and
Xavier was fully healed. Howavar, tha
Starjammer's ullra-light drive was heavily
damaged by enemy attack, and Zhi'ar
Stargates wore now oo heavily guarded
for the Starjammers 1o ulilize, Unebls 1o
refurn 1o Earth, ¥Xavier now travels with
the Starjammors gnd Lilandra.

cCH'OD
STATISTICS

1M (40)
AM (30)
AM (50)
AM (50)
T (6)

GD g
GO {10)

TTIMAET

Health: 170

Karma: 2&

Resources: EX (20)

Popularity: =101 Shi'ar loyalists, +10
1o rebals

BACKGROUMND

Aeal Mame: Ch'od

Oocupation: Space pirate and revolu-
tlanany

Legal Status: 3hi'ar cilizen with a crimi-
nal record

Identity: Known in Shi'ar Empire

Flace of Birth: Timor, Varanus system,
Shi‘ar Empire

Marital Stalus: Unknown

Known Relatives: Mona

Presant Group Affiliation:

KMOWN POWERS

Armarskin: Excellent protection from
physical and anargy allacks
Wirlerhreathimg: Amphibious

Talents: Skilled in Martial Arts A, B, and
i, a5 well a3 marksmanship, swordplay,
and phikasophy

ACLE-PLAYIMG NOTES

Caspite his learsome appearance,
Chiod iz essy-going. He is always in the
company of Crirees, his pal

CORSAIR

STATISTICS

F EX (20
A EX (20
5 EX (20)
E EX (20}
A o 10y
| GOm
P T [6)
Health: BO

Kerma: 26

Resources: EX [(20)
Popularity: =10 to Shi'ar loyalists, +10
1o rebels

BACKGROUND

Real Mame: Major Christopher Sum-
mears, ULS.AF (ratingd)

Oecupation: Ex-US5.AF officar lurned
space pirate and revolutionary

Legal Status: Citizen of the LLS,, legally
daad

Identity: Earth is unaware of Summer's
axistence as Corsair

Place of Birth: LUnknown

Marital Status: Widowar

Known Relatives: Ketharine Anna (wila,
decessed), Scolt [son, a.k.a Cyolops),
Abgx (son, a_k.a. Havok)

Present Group AHillatlon:

KENOWHN POWERS

FPhasing Jeweis: When activated, they
fransform into two blaster pistols with
Amazing-rank Plasma Generation.
Talents: Remarkable Reason when
piloding either 1errestirial aircraft or Shitar
apececraft. He is an axper swordsman
and marksman.

ROLE-PLAYING NOTES

Corsair loves a fiemboyant life. He has a
burning hatred for the Shi'ar Empire that
is tempered only by Lilandra and tha
knowledge that Deathbird, the current
Shi'ar ruber, is even nastier than her
brather. Gorsalr would like to be a father
to Scott but sees his new lie as 1aking
precedence.

T



HEPZIBAH

STATISTICS

F GD(10)
A EX (200
5 GO 10
E EX {20}
R GO (1m
I G010
P GO (1)
Health: &0

Karma: 30

Resources: EX (20)
Popularity: =10 {0 Shi'ar lovalists, +10
o rehals

BACKGRAOUND

Aeal Mame: Unpronounceable by
humeans

Cecupation; Space pirate and revolu-
{anary

Legal Status: Mephisicid axile
Idenltily; Known to Shi'ar

Place of Birth: Tryl'sarl, Cyrane COm'lr
syslem, Shi'ar Empire

Marital Statua: Single

Known Relatives: None

Present Group Affiliation:

KENOWHMN POWERS

Ciaves: Good damaga

Hypersansitve Smell Good rank
Mightvigion: Remarkable rank
Tracking: Good rank

Talents: Remearkable Heason in the
fields of astronavigation and ship repair.

ROLE-PLAYING NHOTES

Hepzikah is sometimes confused by
Coraair's references to Earth's pop cul-
ture, Bodh shara a hatred for ihe Shitar
Empire and a love for each ather, She
feelz disdain for Lilandra and makes
comments about "birds and cats" when
Lilandra iz within hearing disianca,

RAZA
STATISTICS

EX (20)
GO (10)
GO (10)
RM (30)
GO0 (10
GD (10)
TY (&)

T IME =T

Health: 70

Karma: 26

Resources: EX (20)

Papularity; — 10tz Shi'ar loyalists, +10
to rebels

BACKGROUND
Real Mame: Raza

T2

Cecupation: Space pirate and revolu-
fionary

Legal Status: Shi'ar citizen with a crirmi-
nal racard

Identity: Known 1o Shitar

Flace of Birth: A Shi'ar world

Marital Status: Unknoan

Known Relatives: Mone

Presant Group Afflllation:

KHOWHN POWERS
Cyborg Body: His mechanical parts hava
these powears:
= Sirargth: Incradibie rank lor lett arm
= Mightwisfon: Incredible rank
Talents: Experl in hand-to-hand or
armed combat [ +2 03F)

AQLE-PLAYING MOTES

FRaza is a quiel man with porhaps the
greatast hatred of the Shi'ar Empire, He
is reluctant to help Lilandra,

SIKORSKY
STATISTICS

PR ()
PR (4)
PR 4
PR (4}
Ex (20
PR {4}
PR (4}

BT IO m ik =

Heakth: 16

Harma: 25

Resources: EX (20)

Popularity: —10 lo Shi'ar loyalists, +10
10 rebols

BACKGROLUND

Real MName: Unpronounceable by
humans

Ceocupation: Surgeon and geneticist
Legal Status: Chriylite sxile

Identlty: Known to Shitar

Place of Birth: Chr'Yllalisa, Chryll sys-
tem, Shi'ar Empira

Marital Status: Unknown

Known Relatives: Mone

Present Group AHiliation:

ENOWN FOWERS

Armovstan; Good protection from physi-
cal attack

Ermpathy: Remarkahle rank

Mental Protwy: Remarkable rank
Winged Fiight: Poor &ir spaead

Talents: Incredible Reason in medicine
and genetics, which increases to
Amazing in conjunction with Waldo's
mamary Danks,

ROLE-PLAYING NOTES
Sikorsky is Stafammers medic, He naw-
ar leaves the ship or engages in combat

uwnless someona is in dire nedd who can-
not be teleported aboard the ship. His
apoich is characterized by 2 mechanical
hium.

STARJAMMER (ship)
Contred  Speed
Rk C3000

Body Protection
Mk MK

WALDOD (independent unit)

Control  Spesd  Body
Ar FE Ak
KHOWHN POWERS:

Forcalield Generation: Unearihly rank
Free Spirl: Waldo can transfer itseff 1o
any ship with a compatible computar
syslam. Plazma Generalion: Monstrous
rank for ship-to-ship combat.
Rogonacation; Medical facllites wnder
Sikorsky's control have an Unearthly
healing capability.

Tifoport Cibhars: Good ability; range 2500
miles.

Total Marmony: Waldo's memary banks
have Amazing recall of Shi'ar Empire
acience.

Warpdrive: GLS00D  rank -normally
enables the ship to travel between Earth
and the Shi'ar Empire within 10 days.
Th drive is currenily damaged,

ROLE-PLAYING MOTES

Walkdo is both ship and parner, Waldo's
normal batile tactic is (o fire upon the tar-
Qed ared, thon telepart the Starjammers
1o the scene. Waldo monitors the ground
combat and Irequently asks how things
are going. Once the mission B ellher
succassiul or doomed, Walda then fale-
ports the treops back io the ship and
lesves at full spead.

“



‘F GD {10)
A
S

d
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STATISTICS

EX [20}

GO {140)
E A (30)
R RM (30)
I GO (100
P TY {B)
Health: 70
Karma; 45
Resources: TY ()
Popularity: 0

BACKGROUND

Real Mame: Wilbur Day
Occupation: Scientist turned pro-
fessional criminal

Legal Status: Citizen of the U.5.
with criminal record

Identity: Publicly known

Place of Birth: New York City, MNew
York

Marital Status: Single

Known Relatives: None

Base of Operations: Mobile

Past Group Affiliations: Former ally
of Electro, Blastaar, and the Masked
Marauder-

Present Group Affiliation:

KMOWHN POWERS

Without the armor his stats are:

FF A 5 E R | P
GO GODD TY 7Y BRM GD TY

Armar: Incredible material gives him
Incredibla protection from physical
attacks and Remarkable protection
from enargy attacks. Internal air sup-
ply conmtains 2 hours’ worth of air
Monstick coating provided Mon-
strous ease of ascaping holds, nets,
and other entanglemants.

Stilts; Each leg can elongate from 5
to 290 feet. He can kick with Incredi-
ble damage or move at Good speed.
Stun-Gas: Incredible potency gas
knocks awictim out for 1-10 turns.
Talents:

Contacts: None

ADDITIONAL NOTES:
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ROLE-PLAYING NOTES

Day iz basically a small-fime crook
with a gimmick he thinks can make
him rich and powarful, Even his fre-
quent defeats haven't kept him from
pursuing different means of becom-
ing a suparvillain,

HISTORY

Wilbur Day was a scientist and
inventor in the employ of Kaston
Industries, a small industrial design
and manufacturing firm in the Meaw
YWork area. Tha firm's awner, Carl
Kaxton, had invented a naw typa of
hydraulic ram and had planned to
market it commercially. Dissatisfied
with his position in the company, Day
stole the design and wsed it in the
construction of an armored pair of
telescoping stilts at home, Day
attachad the stilis to an articulated
armar suit of his own invention, and
calling himsalf the Stilt-Man, bagan
o loot stores and rob pedastrians,
Diay tried to claim legal ownership of
Kaxton's original design, and went
so far as to accuse Kaxton of being
the Sfilt-Man, but the costumed eri-

74

mefighter Daredovil discoverad the
truth. Day, waaring the stilts but nat
the rest of his armored suit, used an
experimental malecular condenser
gun, based on another idea of Kax-
ton's, o attempl o aliminate Dare-
devil. But in battling Daredevil, Day
himself was siruck by the malecular
condenser's ray and shrank seem-
ingly inte nothingness. In fact, when
the ray had condensed his matter to
a certain point, Day was transported
into a lmbo-like '"microverse’”
Manths later Day and his stilts reap-
pearad on Earth at their full size,

Constantly remodifying and
improving upen his ariginal stilts and
the rest of his battlesuit, the Stilt-
Man has subsequently battled Cap-
lain America, Spidar-Man and, most
frequently, Daredavil. When given a
special duplicate of his suit forged
from secondary Adamantium by the
extradimensional Blastaar, the Stil-
Man even dared to challenge Thor
After Thor defeated the Stilt-Man,
Day’s Adamantium suit was confis-
cated and melted down. Day later
recoverad his own medified Stlt-
Man battlesuit,

Subsequently, an incompetent
small-tima hood named Turk stole

Day’s 5Stilt-Man suit, Turk began
using the Stit-Man suit himself, but

Day told Daredevil how to defeat %

Turk by manipulating the gyroscopes
that keep the babtlesuit balanced,
{Day has, of course, since modified
his armor 5o that Daredevil cannot
defeat him the same way.) Turk
provad inept at manipulating the
stilts, bungled an attempt to kidnap
Manhattan Assistant District Attor-
nay Maxine Lavender, and was
caught by Daredevil.

Day decided that after this humiliat-
ing episode, he had to do something
dramatic to regain his reputation as a
formidable eriminal. Day broke into a
Cordeo factory and used its auto-
mated devices to construct an
impraved battiesuit within a remark-
ably short time. Spider-Man learned of
the break-in and tackled tha Stilt-Man.
But when Spider-Man saw that a sonic
disruptor Day had activated was about
to blast Day himself, Spider-Man took
the blast himself to save Day's life.
Moved by Spider-Man's sacrifico for
an enamy, tha Stilt-Man gratefully took
the unconscious crimefighter to
safety, and then left the factory. The
Slit-Man’s present whereabouts and
activitias are unknown.

.
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STATISTICS

o GD (10)
A
S

R (30)
A (50)
E IM (40
R EX (20)
| GD (10}
P G0 (10)
Health: 130
Karma: 40
Resources: RM (30)
Popularity: 20

BACKGROUND

Real Name: Dr. Walter Newall
Ocecupation: Oceanographer,
axplorar, adveniurer

Legal Status: U.S. citizen

1 Identity: Publicly known

Place of Birth: Gloucester, Massa-
chussetts

Marital Status: Married

Known Relatives: Diane Arlisz
Mewell (wila)

Base of Operations: Hydro-Base
Past Group Affiliations: Ally of the
Thing and the Avengers

Present Group Affiliation:

KNOWN POWERS

All powers are derived from his Stin-

gray armor. His normal Abilites are:
F A8 E::R P
GD GD TY GO EX GD GD

Armor; Excellent protection from
enargy attacks, Remarkable protac-
tion against physical attacks (includ-
ing depth pressure), and Amazing
protection against heat, celd, and
electricity

Efectricity: Incredible Intensity blasts
at & maximum range of 1 area. Tar-
gels failing an Endurance FEAT fall
unconscious 1-10 hours

Gliding: Poor air speed at a maxi-
murn altitude of 100 feal
Hyper-Swimming: Good waterspesd
Waterbreathing: Artificial gills extract
fresh cxygen from seawater
Talents: Remarkable reason in the
fields of oceanography, oceanic
archeology, ichthyology, and cetolo-
gy. Incredible Reason in the field of
adapting humans to underses life.,
Contacts: The Avengers (except

\J Iron Ban), the Thing

ADDITIONAL NOTES:

ROLE-PLAYING MOTES

Dr. Mewell is primarily a marine sci-
entist, Suparheroics are sidelines
that conveniently allow him greater
gocess to the ocean’s secrets. How-
ever, it he discovers injustices con-
nacted to the ogean or its
inhabitants, he is driven to set things
right.
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HISTORY

Walter Newell was an oceanogra-
pher waorking for the United States
governmeant who had first met and
befriended Prince Mamaor the Sub-
Marinar when Newell supervized the
construction of a domed sub-sea
exparmantal city that met its demise
at the hands of the Plundearer.
Meonths later, federal agent Edgar
Banton enlisted Newell’s services to
investigate the siphoning of water
from the Earth’s oceans by reputed
extraterrestrials. Benton, suspecting
that the Sub-Mariner was collaborat-
ing with the aliens against the Earth,
wanted Mewell to locate Mamor and
bring him in for questioning. Benton
threatened to have the government
withdraw funds which supported
Mewell's research unless Nawsll
complied. Newell agreed to do so,
believing that Mamor's innocence
would ultimately be established, In
erder {0 overpower Mamor in case
force was necessary, Neawall
designed and built a battlesuit which
gave him superhuman strength and
the ability to maneuver undar watear,
Basing his design on the physlology
of the mania ray, he called the suit

TG

Stingray, a name that was later
applied to him. Wearing the Stingray
suit, Mewell subdued the Sub-
Mariner and brought him in for gues-
tioning. When Mamor escaped,
Stingray was arderad to pursue him.
Due largely to the fact that Namar's
abilities were impairad at the time,
Stingray bested him, but let him go
aul of respect.

Whan an ocean cruiser was sunk
some months later by Atlanteans
claiming to be subjects of Mamor,
Mawall as Hingray went to invest-
gate. He leamed that it was the under-
&ea barbarian Attuma who ordered the
attack and, joining forces with Mamor
and the Inhuman Triton, he helpad
vanguish Attuma. When Namor's
plans to make a home on the surface
world met with resistance, Mewell peati-
tioned his congressman to help get
MNamor official amnesty for his past
fransgressions. The endeavor failad.
Mewell succeadad, howsver, in help-
ing Mamor locate his human father
Leonard Mckenzie. Whan MocKenzie
bacama a pawn for Namor's enemies
1o use against him, Mewell donnead his
subsea outhit to go to his aid. Despite
Stingray’s help, McKenzie was killad
by the Tiger Shark and Liyra.

Meawell then moved his oceano-

araphic facilities to Hydro-Base, an
artificial island previously used by

the insane ecologist Dr. Hydro, and %

married Diane Arliss, the sister of
Tiger Shark. He became the base's
chief carataker after Dr. Hydro's vio-
tims were finally cured of the process
Hydro subjected them to. A reluctant
adventurer, Newell donnad his Stin-
gray uniform to assist the Thing and
Scarlet Witch in their struggle
against the Congress of Serpent
Crowns. Mast of his time is spent on
his cceanagraphical research.

Recently Mewell leased part of
Hydro-Base to the Avengers for use
as their airbase. As caretaker of
Hydra-Base and its facilties, Mowall
i an official associate of the team.

It is fortunata that Dr. Newell was
the the originator of his armor's tach-
nelogy. During Iron Man's recent
rampage against other armor-based
adventurers, Iron Man fought and
defeated Stingray. His attempts to
destroy Singray's armor failed
because the armar’s technology was
unredated o lron Man's own clrcuits.
Although Stingray feels no outright
malice toward Iron Man, he may
refain some suspicicns about Iron
Man's motives.

¢
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STATISTICS
EX (20)

Karma: 36
Resources: PH (4)
Popularity:4

BACKGROUND

Real Mame: Ororo Munroe
Occupation: Adventurer

Legal Statusg: L3, citizen

Identity: Secret

Place of Birth: Maw York City, New
ark

Marital Status: Single

Known Relatives: David and N'dara
(parents, deceased)

Base of Operations: X-Mansion,
Australian oulback

Past Group Affiliations: X-Men,
Morlocks

Present Group Affiliation:

KMOWN POWERS

Weather Contral; Amazing contral
Resistance o Weather: Incredibla
pratection against natural weather's
effacts

Weather Pragiction: Amazing ability
Flight: Excellent air speed

Talents: Aemarkable knowledge of
lockpicking, pocket-picking, ascape
techniques, and general thisvery.
Excellent use of & knife or pistol. Oh-
gr skillz include Leadership, Asarial
Combat, Martial Arts A and C, and
tha Kenvan and Russian languages.
Contacts: X-Men and other Xavier-
related mutant teams; the Morlocks.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Munrog pariodically goes through
perzonality shifis, Qriginally she was
a strang-willed and regal woman
who acted like a goddess-on-earth.
Curing that period she also suffared
paralyzing claustrophobia. Later she
renounced her naturalism in faver of
a punk lifestyle, appearance, and
behavior. Currently she hags recon-
ciled tha two personalities into a sin-
gle harmonious whole.

HISTORY

Ororg Munroe is descended from a
line of &frican witch-priestesses
which can be fraced back to the
dawn of humanity. All of the women
i this lina of dascent have white hair
{throughout their lives) and blue
eyes and the potential for magical
abilities, while the men have none of
thase altributes,

Orore's mother, W'daré, was g

[E4



princess of a tribe from Keanva that
has yel to be identified. M'daré mar-
ried American photojournalist David
Munroe and lived with him in Man-
hattan, where Ororo was bom. When
she was six months ald, she and her
parents moved o Caire, Egypl,
where her father was on assignment,
Five yaars later, Ororo’s Egyptian
home was destroyed during an Arab-
Israali canflict. Ororo’s parents were
killed outright. Orore found harself
buried under the rubble of her home
beside her mother's corpze. This
event traumatized Ororo so that
taday she sfill suffers from claustro-
phobia, the fear of being in a canfin-
ing space.

Far a while after her parents’
deaths, Ororo wandered the back
alleys of Cairo until she was found by
children working for the Egyptian
master-thief Achmed el-Gibar, Ach-
med el-Gibar taught childran to steal
for him, and Oraro became his prize
pupil. Within a year she became the
most accomplished snaak thief and
pickpockat in Cairo. Achmed al-
Gibar alzo taught her to become a
superb lockpick and escape arist.

Whan Ororo was twelve, she felt a
strong inner nead o go south. She
spent a vear fraveling by foot from
Cairo across the Sahara Desart unfil
she reachad the home of her ances-
tors, the Serengeti Plain, which lias
in both Kenya and Tanzania. During
thiz long journey she encounteraed
the young T'Challa, wha wauld ane
day become the Black Panther.

Ororo came to live on the
Serengeti Plain banaath Mount Kili-
manjarg, By this time her mutant
power to control the weather had
emarged, and she used this power 1o

e

help several local tribes, who wor-
shipped her as a goddess. In helping
these tribes, Ororo developed her
sense of responsibility to use her
abilities for the benefit of others. She
contentedly spent a number of years
in tha role of "goddess™ until Prafes-
sor Charles Xavier came to Africa
and persuaded her that she should
usa her powers to benefit all humani-
ty by Joining the X-Men, Croro did so,
under the code-name Storm. When
the X-Men's leader Cyclops took a
leave of absence, 3torm became the
group’s leader.

When tha X-Man first clashed with
the community of mutant outcasts
called the Morlocks, Storm fought a
parsonal combat with the Morlock's
leader, Callisto. In defeating Callisto,
Storm became the new leader of the
Morlocks. Storm remained with the
¥-Men, and allowad Callisto to rule in
her absence, but the Morlocks must
now obey Starm whenever she
raturns and gives them orders.

Storm's mutan! powers created a
psychic bond between herself and
the primal life force of Earth's big-
sphare. This link may have been bro-
ken by a long stay in outer space with
the X-Men while battling the Brood.
This may be one of the factors under-
lying Storm’s subsequant drastic
changes in her attitudes, hairstyle,
and manner of drass.

Storm's fellow X-Man Rogue was
wrangly accused of murdering a
SHIELD agent. Greatly distraught
over persanal matters, Rogue left X-
Men headguarers and secretly want
to Mississippi, whera she had once
lived. Starm followed her there,
seeking to help her. Meanwhile, Hen-
ry Peter Gyrich and Valerie Coopear

of the U.5. faderal governmeant and

sBoocompanying troops were huntingl
e %

down Rogue. Gyrich, an agent of th
Mational Security Council, had, with
presidential autharization, obtained
thi only working maodel of an untest-
ed “neutralizer” device craated by
the inventor known as Forge to
daprive & superhuman being of his
or her suparhuman powers. In the
ansuing battle, Storm Inadvartently
wis 'neutralized" in trying to protect
Rogua. Her superhuman powers
appararently removed, Storm fall
into a river, from which Forge res-
cuad her.

Blaming himself, Forge brought
Storm to his headquarters In Dallas,
Texas, There Storm revived, and she
and Forge grew stronly attracted to
gach other. However, whan Starm
learned that Forga had designed the
nautralizer gun that had deprived
her of her powers, she felt betrayed.
Har hatred of Forge persists to this
day.

Storm left the X-Men for a time 1o
return to Africa, where she regainad
her peace of mind. Sha has since
refurned to her role as leader of the
#“-Men, Storm recently regainad har
powers through the intervention of
Ferge. However, shortly thereafter,
Storm and the rest of the X-Men
wera apparently killed. In reality, the
demigoddess Roma hag transferred
the X-Men ta the Australian Qutback.
Furthermare, she made the X-Men
effectively invisible to cameras, psio-
nics, and power detection. Storm
now leads the X-Men in a sacret
campaign against supenvillaing, evil
mutants, and would-be mutant axtar-
mimators,



STATISTICS

‘F MM (75)
A

I (40)
L Shad (150)
E CL1000
R Shy'(200)
| Shx(150)
P ShZ(500)
Health: 1265
Karma: 850
Resources: AM (50)
Popularity: 1

BACKGROUND

Real Hame: Unknown

Occupation: Scientist and surveyor
Legal Status: Inapplicable
ldentity: Public unaware of his exist-
ence

Place of Birth: Gigantus, Gwydion
system, Andromeda Galaxy

Marital Status: Singla

Known Relatives: Inapplicable
Base of Operations: “Strangers
World” (lecation unknown)

Past Group Affiliations: None
Present Group Affiliation:

KNOWHN POWERS

Absorption Power: He can use Cos-
mic radiation to increasae his Agility,
Strength, and Endurance +1 CS for
10-20 turns per day.

Airwalking: Unearthly spead
Diminution: CL1000 rank

Energy Solldification: Monstrous
rank

Enfargemant; Monsirous rank

Force Field Genaeration: Shift-X rank
Growth: Monstrous rank
immortality: CL1000 resistance 1o
disoase, toxing, and aging
invuinerability: Unearthly resistance
to physical and anergy attacks
lanization: Unearthly rank
Levitation; Unearthly rank

Molding: Unearthly rank

Molecular Conversion: Unearthly
rank

Plagma Generation: Shift-X rank
Kinatic Bolf: Shift-X rank
Self-Duplication: Amazing rank
Shrinking: CL1000 rank

Telakinasis: Shift-X rank
Telepartation: CLE00O rank

Talents: The Stranger has knowl-
edge of all scientific skills.
Contacts: Defanders (defunct), the
Thing, and X-Factor

ADDITIONAL MOTES:

ROLE-PLAYING NOTES

The Stranger normally spands the
time exploring other worlds and
studying their native races as an
uninvalved onlooker, Howewver, his
cancern about the unchecked
spread of superpowers, beings, of
races who might threaten the uni-
verse as a whole may prampt him 10
directly act against such threats.
Such actions may be perceived as
gither heraic or villainous acts.



HISTORY

Ey his own account, the Stranger is a
composite being possessing the com-
bined sirangth and intallect of the bil-
liong of humancid beings who oncea
lived on the planat Gigantus, an
ancient workd in the Andromeda Gal-
axy whose size approachead the limit at
which a planst can exist before fission-
ing inte & sun. Gigantus, the homea of a
highly advanced and pacifistic people,
was the target of the impenalistic race
of Eternians, who decided to destroy
Gigantus when it proved oo big to
conguer. Batare their world's destruc-
tion, howewver, a vast fleet of Gigantian
starships escapad to retaliate against
thair attackers. After destroying
Eternus, the Gigantians in some as-
el unknown way meldad their minds
into a single being, apparenily to one
day combat the Etarnians' similar
composite entity, the Overmind. It is
not yelt known what process of this
mergar antailed; whether the
composite-forms body is an artifical
arganic construct or one of the Gigan-
tians bodies enhanced o ba a suitable
recaptacle for his race's mental and
physical might. This being, later fo
become known as the Stranger, has
existed for some ecns now, engaged
in the same pursuit of knowledge that
had engaged his race.

The Stranger happened upon
Earth in the mid-twentieth century,
apparently attracted by the sudden
proliferation of superhumanly pow-
ared beings on Earth. Investigating
some of these beings, tha Stranger

B0

encouniered Magnets and his Broth-
erhood of Evil Mutants and the arigi-
nal X-Men. The Stranger took
Magnets and his lackey the Tosd
with him 1o his homa-base fo study.
Apparently, from his cbeervations of
Magneto and the Toad, the Stranger
concluded that the powers in the
process of development by the deni-
zons of Earth would be misused and
would, in time, become a threat fo
other worlds. Thus he journeyed to
Earth on two occcasions for the
express purpose of limiting Earth's
population through & random purge.
The first time he attempted o use
the Hulk as his instrument of vast
destruction. The =econd time he
consiructad a Mull-Life Bomb capa-
ble of expanding o the size of the
Earth and then crushing it, On bath
of these occasions, he was con-
winced by the salfless actions of
Earth beings (the Hulk and scientist
Al Harper) that the Earth had the
potential for good. After his second
attempt 1o destroy the Earth, the
Stranger declared it safe from any
future reprisals.

Sinca then, the Stranger has
emploved his vast powers on bahalf
of Earth on saveral occasions. The
first of these incidents pitted him
against his ancient enemy, the Over-
mind, who had come to Earth and
taken over the mind of Mister
Fantastic as a prelude to conguering
humanity, The 3tranger ovarpow-
ered the Overmind and used his cos-
mic anargies to reduce his enemy to
the size of a microbe and imprison
him on a dust mote. The second time
he came 1o Earth when the Null-Life

Boamb that he had built was acciden-
tally reactivated. The Stranger uti-
lized the shaort-lived team of Earthly
adveniurers called the Champions to
fetch the sols object in the universe
tha Stranger knew had sulficiant
power to thwart the bomb's program-
ming. The third time he fravelad to
Earth to aid its peopls was when the
Olympian ged Pluta had constructed
a machine capable of rending the
fabric of space. The Stranger
balieved that Pluto's device threat-
enad the universe itself, he and
amplaved twa of Earth's mightiest
mortals, the Thing and the Hulk, to
assisl him in defealing Pluto.

The Stranger remains an enig-
matic being, studying the phenom-
ena of the universe and acting
toward other living beings with
unfathomable motives. Altheugh he
has acted to save others' lives on
certain occasions. he has usually
only done so whan there was also a
threat to his own. He has also been
known to treal other living beings
dispassionataly as mere subjects for
experimentation, or avan callously if
they stood in the way of his goals.
Far a time, he was interested in col-
lecting all of the soul-gamas in the uni-
verse, and this pursuit brought him
inta conflict with two other of the
power-objects’ wielders, Adam War-
lock and the Gardener. He appar-
ently abandoned this task. He has
alzo opposed the thunder god Thor
and the Kree warrior Captain Mar-
Vallin battle. The Stranger remains a
powerful humanoid alien given to
slrange bahavior,
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~ STATISTICS

F It {dﬂ]
A A (30)
5 MM (75)
E IM {40)
R TY (6)

I A (30
P M {40}
Health: 185
Karma: 786

Resources: GD (MM in his realm)
Popularity: 5 (80 to Atlanteans)

BACKGROUND

Real Name: Marmar

Decupation: Atlantean manargh,
adventurar

Legal Status: Ruler of Atlantis
{retired), citizen of Deluvia

Other Known Aliases: Tha Aveng-
ing San

Identity: Publicly known

Place of Birth: Atlantean capital city
Marital Status: Marriad (Marrina)
Known Relatives: Dorma, Namaora,
Mamaorita {cousins); Leonard Mec-
Kenzie, Fen {parents); Thakarr
(grandfather}

Base of Operations: Atlantic Ocean
Past Group Affillations: Invadars,
All-Winners Squad, Avengers,
Defenders

Present Group Affiliation:

KNOWMN POWERS

Water Froadom: Namaor is complately
adapted far life in any section or
depth of the sea. He has Excellent
resistance to Cold,

Warer-Breathing: Mamor is amphibi-
Ous,

Hypar Swimming: Attains Typical
spead (45 mph).

Wingad Flight: Namor's ankle wings
give him Poor Flight (40 mph). As a
Power Stunt. he can lend his
Strength to the wings' lift, enabling
hirm to 1ift about two tons,

Finfte Limit (Weaknessk If Mamor is
ramaoved from the water for an extend-
ed period, he bagins to suffer ill
affects. For every hour ha is away from
the water, his Fighting, Strength, and
Endurance ranks drop —1 CS, until
they all reach Typical rank. This
decrease does not affect his Health,
However, he suffers 30 points of dam-
age o his Health for each day he is not
totally immersed in water; he also can-

net normally recover Health lost
through alher means.

Talents: Wamaor has the Political
skills of a king. He is an expert on
oceanography, ichthyology, and the
atlantaan sciences,

Contacts: Mamor iz king of the
Aflantic branch of Homo Mermanus.
In the 1940z, he was a member of
the surface All-Winners Squad and
tha Invaders superhero teams, Later
he was a founding member of the
Avengers and Defenders. He has
bean bath an enamy and ally of the
Fantastic Four.

ADDITIONAL NOTES:
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ROLE-PLAYING MOTES

Mamar is a firm baliever in honor and
a fiarca patriof. During his initial,
yvouthiul rampage against the sur-
face dwellers, no atracity seemed
bevond him. In his later rampages
during the modern era, Mamor fol-
lewrad strict rules that could put him
al odds to his ally of the moment.
Mamor aftan acts without consider-
ing the consequences. On the olher
hand, ha retains a firm lovalty to past
friends,

HISTORY

Prince Mamor the Sub-Mariner is the
son of Princess Fen of tha undersea
kingdom of Atlantis and an-American
seaman, Caplain Leonard Mokan-
Zig.

In 1220, McKenzie's ship, the Ora-
ol was on an expadition to Antarcti-
ca. They discovered the site of a city
ance built by water-breathing Lemu-
rians as well as the so-called Helmet
of Power, which was aclually the dis-
quised Serpent Crown, an object of
fremendous mystical power. Realiz-
ing the danger that Paul Desting, a
carnival mentalist who was aboard,
could pose using the helmet, Mck-
enzie tiggered an avalance that bur-
iad the city, Desting, and the halmet,
Later he McKenzie had explosive
charges sat off o break up icebergs,
unaware of the existence of the
Atlantean capital city beneath the
icebargs off the Antarctic Coast,

The Atlantean Empercr, Thakorr,
asked his adventuraus daughter Fan
to the surface bo investigate the
cause of the damaga. Fen took with
her & potion enabling her 1o breathe
air for up to five hours per dosage.
Zhe soon discovered the Oracle and
went aboard, starling Mcekenzie and
his crew by her appearance,
Remaining aboard ship, Fen quickly
lzarned English, and she and Mok-
enzie soon fell in love and weare mar-
ried. Howewver, when Fen had not
returned to Atflantis for sewveral
weeks, Thakorr dispatched a war
party to the surface, assuming she
had been taken prizsoner. In the
rasulting canfrontation aboard the
COragle, Leonard McKenzie was
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apparently killed. Returning to Atlan-
iz, Fen later gave birth to Mokean-
zig's son. Fen named this first known
hybrid offspring of Homo sapiens
and Homo mermanus Mamaorn, which
in the Atlantean language means
“Avenging Son,”

Mamor grew up in Atlantis hostile
toward the surface paople. Believing
two surface human beings in diving
sUits 1o be the advance scouls of an
invasion force, Thakorr sent Mamar
1o the surface world 1o retaliate. Owver
the following months, tensions
betwean the Sub-Mariner and the
surlaca people escalated, and
Mamaor frequently employed his
superhuman strangth against them,
especially Americans. Howewver,
confrontations with policewaman
Betty Dean and the original Human
Torch persuaded Mamor thiat his true
enemies wera not all surface human
beings. They showed him that ha
neaded o concentrate on Nazi Ger-
many, fascist ltaly, and Imperial
Japan. When Adolf Hitler ordered an
attack on Atllantiz's capital city,
Mamor vawed ta retaliate, When the
United States entered World War Il
Mamor allied himself with the Torch,
his pariner Toro, and Caplain Ameri-
ca and his partner Bucky to form the
Invaders, a team that fought the Axis
powers throughout the war,

After the war, Aflantis’s Antarctic
capital city was again besieged by
viclant guakes. In a cavern on Ant-
arctica, Namor found Paul Destine,
who now called himsalf Destiny. He
had spent decades in suspended
animation and now was testing tha
might of his Helmet of Powar by lev-
eling much of Atlantis. Destiny used
the Halmeat o force Mamar to fly fo
Mew York City, giving him neary total
amnesia and dulling his ability 1o
think, &z a result, Mamor spent yvears
az a derelict in Mew York City.

Mamar was eventually discovered
by Jonathan Storm, the second
Human Tarch, who then flew Namar
out over the harbor and dropped him
into the water, hoping thalt water
would invigorate the Sub-Mariner
and restore his memory. Indeed,
except for his memaries of Destiny
and the Invaders, most of Namor's
mamories did raturn, and he
regained the ability to think clearly.

Howaver, when Mamor found an
Atlantean oulpost in ruing, Mamor's
hostility foward tha surface world
reached its height. During this time
Mamor found the Atlantean survivors
and became ruler of Atlantis, Almost
immiediately, he led Atllantean forces
against the surface world but was
thwarted by the Fantastic Four
Marmcr ook Susan Storm, a mamber
of the Fantasiic Four inwhom he was
interested, captive, but whan she
nearly drowned, Mamaor himself ook
her to a surface hozpital. The Atlan-
teans, outraged, abandoned him,

Mamor eventually returned 1o his
paople at a base in the Atlantic
Ocean and became ruler again.
Mamor eventually ragained his full
memaries, thereby learning of his
wartima alliance with Captain Ameri-
ca and of Destiny's responsibility for
Atlantis’s destruction. Realizing that
he could not blame Atlantis’s
destruction on all surface dwellers,
Mamor banned official acts of war
against Homo sapiens and aven
began to help them accasionally,

Recently, Mamor fell in love with
Marrina, an amphibious alien being
who had been raised on Earth. Siill
mare recently, the Atlantean council
decided that the adventurous Namor
devated too little time to his duties as
Aflantis's monarch, and requested
that he abdicate the throne. Namor
bitterly did so, but scon afterward
became a member of the Avengers.

A lriumvirate of Atlantean nobles
who assumed power hired the
undersea barbarian warlord Aftuma
and his hardes to fight on their
behalf. Attuma kidnapped Marrina,
but she was rescued by Namar,
together with members of Alpha
Flight and the Avengers. The Atlantic
nobles asked Namor to return.
Agreeing, he has established a naw
undersea kingdom called Deluvia,
populated by these refugees from
Atlantiz. He married Marrina and
thus made her his queen, with the
Deluvians” approval. Mamor is now
an an extended leave of absence
from the Avengers while he is build-
ing his new Kingdam.



BACKGROUND

The Subterraneans are four racas of
humanoid beings who were original-
ly bred through genstic engineering
by the offshoot of humanity known
as the Deviants to live in a network of
caves and tunnels called Sublerra-
nea which exists milas beneath the
Earth's surface. Before the Great
Cataclysm which sank Atlantis and
Lemuria, the Deviants had launched
an attack on Atlanlis, center of the
sale known empire under human
control, At this point, the Second
Host of the extraterrestrial Calestials
arrived, and the Deviants attacked
them as well. In retaliation, the
Celestials triggered the Great Cata-
clysm, which sank Lemuria and
destrayad the Deviant Empire. The
Deviants whao survived escaped o
the small number of undarground
cities that they had previously estab-
lished.

Skilled at genetic engineering, the
Daviants allered the genetic compo-
sition of a few human slaves, and
created clones who ware the first of a
new race of strong humanaids spe-
clally adapted to the conditions of
undarground life.

The Deviants pul these new slaves
to work at expanding the huge
caverns in which the underground
Deviant cities ware located, creating
tunnels linking the ciites, and buikding
the cities themselves. After soms
time, however, the Subterraneans,
who all had human intelligence, revolt-
ed against their Deviant masters. The
Subterraneans’ leader, Gor-Tak |, led
the others in capturing several under-
ground Deviant cities and took up res:
dence in them. This first race of
Subtarraneans has become KNown as
the Gortokians, after the rebel leadar.

Evantually a mingrity of the Gorto-
kians formed a religious cult ihat
worshipped a demon, whose identity
has not yet bean determined. This
damaon ransformad his worshippers
into & new race of Subterraneans
known as the Lava Men, who aban-
doned the Gortokian civilization.

The Deviants, still desiring slaves,
experimanted upon captiva Gorlo-
kians, They created two servant
races ol Subterraneans, the Moloids
and Tyrannaids. They are often deni-
grated as "mindless.” They have the

intellactual capability to construct
and operate highly advanced Devi-
ant technology, but they are incapa-
ble of creative thought., Without
guidance from a mastar, these races
are totally helpless in dealing with
any new situation for which they
have not been trained,

The Maolgids and Tyrannoids
proved 1o be the ideal slaves for the
Deviants, but as soldiers they were
no malch for the Gortakians. The
Gortokians, evantually deciding to
build an underground empire of their
awn, drova the Deviants out of most
of Subterranea. The Deviants aban-
doned tha Moloids and Tyrannoids
and allowed them fo fend for them-
salves. Through inbreeding, the
Moloids and Tyrannoids physically
degenarated so that, at present, indl-
vidual Subterranaans are no strong-
er than humans. Furthermore, the
gecondary sax characteristics distin-
guishing the male and famale mam-
bers of the two races have
diminished, and mast are now incap-
able of speech.

&t some unspacified time, the wiz-
ard Merlin banizshed the evil Homan
known as Tyrannus o Subterranaa,
whera he found and made himsalf
master of the group that becama
known as Tyrannoids. Similarily, the
human being known only as the
Miole Man found his way 1o Subterra-
nea and easily became master of the
Koloids, The new masters were able
in take charge of the tachnalogy and
machinas the Subterraneans had
been tending. Tha Mole Man and
Tyrranus have each made attempls
to congquer the surface world and
have also batiled each other over
domination of tha Subterranea.

In recent years the Gortokians
ware ghaut 1o atlempt to conguer tha
surface world when their capital city
was destroyed by an underground
nuclear lest conducted by surface
humans who were ignorant of the
Gortokians' existence. As far as is
knawn, the heir to the thrane, Prince
Gor-Tok, who was named for his
ancestor, s the only remaining Gor-
tokian. The radiation warped Gor-
Tok's mind and mutated his body.
Under the name Grotesk, he has
since attempted to avenge his race
by destraying all surface humans.

Presumably the Mole Man now
commands the Tyrannocids as well
as thie Moloids; the Lava Men remain
indapendent. There are probably still
Subterranean cities inhabited by
Daviants as well,

Two races of human beings are
also known 1o exist in Subterranea.
One is the Metherworlders, led by
Kala, the Male Man's consort. There
are also the people of El Dorado, a
city in the Andes Mountains which
was wracked In a batile between
Tyrannus and tha Hulk.

LAVA MEN

STATISTICS

F GO 10
A T [E)
g ExX (20)
E EX (2]
R TY (8]

[ T (5]
P T (5]
Health: 56

Karma: 18

KNOWN POWERS

Infravision: Excallent ability to see by
infrared light

Feziztance o Heat: Monstrous rank
Haat Emission: Amazing rank
Matecular Canversion: Remarkable
ability to transfarrm metal into vol-
canic ash

Spray: Excellent Intensity blasts of
ash

Talents: Lava Men are weall varsadin
Subterranean geography and Devi-
ant technology, They are able strate-
gists and military planners.

ADDITIONAL HOTES:
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ROLE-PLAYING NOTES ADDITIONAL NOTES: Health: 32

Lava Men see themselves as the Karma: 14

true rulers of the Subterraneans L‘
realms. They are openly hostile EMNOWMN POWERS

toward the other Subterranean Abnormal Sensitivity: Excellent abili-
racas, tv 1o see in darkness. Like the

Moloids, they are temporarily blind-
ed by Typical illumination. Each car-
MOLDIDS ries protective goggles.
Talents: All are well versed in Devi-
am Technology. Their exposure to
Tyrannus made them able warriors
with & Good understanding of mili-
tary tactics,
ROLE-PLAYING NOTES
Molaids are the waakest of the Sub-  ADDITIONAL NOTES:
terraneans. Without an able leader,
thay are almast completely helplass,
They will readily serve anyone who
will stay as their leader. In battle, !
their main tactic is to swarm over a
target and just hold on.

ROLE-PLAYING NOTES

Tyrannoids occcupy the middle
ground of the Subterraneans. They
ara preyed upon by the superior
Lava Men. In response, the Tyran-
naids have had to develop thair own
leaders and martial skills. The Tyran-

b

F FE (2) noelds are contemputaus of the
A TY (6) Moloids and see them as little batter
5 GD (10) than neurotic weaklings. Tyrannoids
E GD (10) try to carry weapons, although they
R R are still unsure of how 10 use them.
()
I FE (2}
P FE (2}
Health: 23
Karma: 10

KNOWN POWERS ;
Abnarmal Sensitivity; Excellent abili- bk

by 1o see in apparent darkness, but ‘”?ﬁi}
they are temporarily blinded by nor- T
mal light intensity. To prevent this, STATISTICS
they wear protective goggles.
Talents: All are trained in operating
Denviant technology.

F TY (8)
A TY (8)
5 GD (10)
E GD (10)
R TY (B)
PR (4)
P PR (4)
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STATISTICS

EX (200
A EX (20)
5 GD(10)
E Al (50)
R GD (10)
I GD (1o
p GD (10)
Health: 100
Karma: 30

Resources: RM (30)
Popularity: 5 (25 in Japan)

BACKGROUND

Real Hame: Shiro Yashido
Occupation: Student, adventurer
Legal Status: Japanese cilizen
Identity: Known to Japanesa gov-
ermmeant

Place of Birth: Agarashima, Japan
Marital Status: Single

Known Relatives: Saburo Yoshida
(father, deceased), Mariko Yoshida
(eousin), Keniuchio Yoshida (cousin,
a.k.a. Silvar Samurai)

Base of Operations: Kyoto, Japan
Past Group Affiliatlons: X-Man
Present Group Affiliation:

KNOWN POWERS

Plasma Generation; Energy field
does Unearthly physical damage
and Monstrous haat and light dam-
age. He can increase his damage
+1 C5 but must make an Endurance
FEAT fo remain conscious.

Flight: Excellant air spead

Enargy Sheath: Amazing prolection
against energy attacks and Good
pratection against physical attacks.
Talents: Martial Arts A and B, as well
as mastery of the katana, shuriken,
and other traditional Japanese
weapons. He is bilingual in Japa-
nese and English,

Contacts: X-Men and his relatives

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Sunfira has a fiery lemper. He acts
rashly, especially when his honor is
invalved. His patriotic fealings
toward Japan border on fascism. Ha
seas himself as Japan's protector
and considers it his personal respon-
sibility to fight any threat 1o Japan. If
foreign heroes offer to help, Sunfire
is prone to see them as unwelcome
interlopers. However, ha will coopear-
ate if ordared to by the Japanese
gavernment,

HISTORY

Sunfire's mother, although she was
many miles from the center of Hiro-
shima, was savarely affected by the
explesion of the atomic bomb that
the United States dropped on Hiro-
shima to end World War Il. She was
left a hopeless invalid and she died,
years later, giving birth to her son
Shira. Shiro's father, Saburo Yoshi-
da, was a diplomat who was one of
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postwar Japan's greatest states-
men. When Saburo was absent from
home on diplomatic missions, Shiro
was laftin the care of Saburo's broth-
ar Tomo, who was, howewver, fanati-
cally anti-American. Irenically, while
Saburo labored to maintain good
relations between the Unitad States
and Japan, Tomo faught Shiro to
share his hatred of Amaricans,
whom Shiro regarded as the murder-
ers of his mother,

Tomao came to suspect that Shiro
was a superhumanly powered
mutant dua 1o tha effact of radiation
an his mother's genes. Tomo took
Shiro to a site in Hiroshima and had
him pick up some of the still slightly
radicactive soil there. Touching the

soil somehow triggered the first
major release of Shiro's power.
Linder his uncle's encouragement,
Shirovowed 1o avenge Japan's war-
time defeat by using his powers
against the United States and
assumad the name Sunfire,

Zunfire went to the United States
where he destroyved a monumant at
the United Mations and clashed with
the X-Men as he attempted fo
destroy the Capitol Building in Wash-
ington, DUZ Saburo Yoshida was
prasant , and while Sunfire listenad
to Saburo try to dissuade him, Tomo
Yoshida fatally shot the diplomat.
Furious, Sunfire then Killed his
uncle. Charges wera nob pressed
against Sunfire due to his diplomatic

immunity, and he was allowed to
return to Japan.

Sunfire’'s anti-Americanism has k‘

considerably lessened owver the
years, although his nationalist pride
iz still strong. Professor Charles
Xavier invited Sunfire to join the X-
Men, but after & single mission with
them, Sunfire resigned for various
reasons, including his unwillingness
to leave Japan, his preferance for
operating sola, and his lack of ambi-
tion to act as a full-time costumed
adventurer. Howewar, Sunfire has
ramained an ally of the X-Men and
sometimes works with them or uses
his powers on special missions for
the Japanese government.
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STATISTICS

GO
TY [B)
RM (30WTY (6)
R (300
TY (&)
PR (4)
GD {(10)
Health: T&[E2}
Karma: 20
Resources: EX (20)
Popularity: 3

TTIMM >

BACKGROUND

Real Name: Roberto Da Costa
Occupation: Student, adventurer
Legal Status: Brazilian citizen
Identity: Sacrat

Place of Birth: Rio da Janeiro, Brazil
Marital Status: Single

Known Relatives: Emmanuel
{father, a.k.a. Black Rook), Nina
{mathear)

Base of Operations: X-Mansion
Past Group Affiliations: MNew
Mutants, Fallen Angels

Present Group Affiliation:

KNOWN POWERS

Absorpfion Powear: Remarkable abili-
ty 1o absorb sunlight and convert it
into increased Strength and Endur-
anca

Hyper-Strength: He can temporarily
increase his Strength +3 G5 o
Remarkable rank

Invuinerability: While in his “black”
ctate, has Remarkable resistance 10
physical injury

Weakness: In unlightad places, Sun-
spot can use his powers for only &
turns. On the Bth turn he must make
an Endurance FEAT or lose -1 CS
to his powers. A second failure
results in unconsciousnass.
Talents: Bilingual in Spanish and
English

Contacts: The various Xavier-
trainad mutant eams

ADDITIONAL NOTES:

ROLE-PLAYING MOTES

Sunspot is a hot-tempered boy who
glmost relishes the prospacts of fly-
ing into & rage. His temper automati-
cally triggers his power; in turn, his
tlemper increases along with his
Strength. Sunspot goes into a ber-
serker raga that only ends with the
defeat of the fos ar the depletion an
his storad energy. Sunspot hates his
father and fears that he will eventu-
ally become as corrupt as his father,

HISTORY

Roberto Da Costa is the son of Bra-
zilian millienaire  businessman
Emmanuel Da Costa and his Ameri-
can wite Mina, an archeologist.
Roberto first manifastad his super-
human mutant powers whean, at the
age of fourteen, he was playing in 8
championship soccer match for his
schoal team in Rio de Janiero. Moti-
vatad by racial hatred, a boy namad
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Kaller and another member of the
opposing team knocked Da Costa to
the ground. The hot-tempered Da
Costa retaliated by tackling Keller,
who began brutally beating him. It
was then that, without being aware
of what was happaning ta him, Da
Costa first used his superhuman
strength 1o throw Kaller from him, his
body and clothing temporarily turn-
ing black in the process. Bewildared,
not knowing what had happened to
him, Da Costa sought help, but bath
the other players and most of the
speciators panicked and fled. How-
aver, his girlfriend, Juliang San-
doval, stood by Roberto.
Roberto’s powers came to the atten-
tion of Donald Pierce, the renegade
White Bishop of the Inner Circla of the
Hellfirg Cluby, who sought to murder
any superhuman mutants ha found,

Plerca's mercenaries failed to abduct
Roberta, bt kidnapped Juliana
instead. Profassor Charlas Xavier had
learnad of Pierce's plan to kill Roberto
and sent his colleague Moira MacTag-
gert and the young superhuman
mutants Karma and Mirage to help Da
Costa. Aaberto agreed to meet with
Piarca’s men in order o obiain San-
doval’s release, bui the marcenaries
refused to free her Da Costa again
became superhumanly strong and
fought them. Karma and Mirage
appeared in the action, but Da Costa
knocked Karma unconscious, thinking
her one of his assailants. A mercenary
fired at Da Costa, but Sandoval leapt
i the way, taking the fatal bullet her-
soll. Mirage defeated Sandoval's killer.
Anguished with guilt thal Sandaval
had died because he was a mutant
and thus had become the farget of

these killers, Da Costa vowed (o take
vengeance on Pierce, He joined Kar-
ma, Xavier, and another young
miutant, Wolisbane, in fracking down
Fierce and battfing him and his men.
Xaviar succeeded in defeating Plorce.

Da Costa decided to stay with
Xavier and receive training in the use
of hiz superhuman powers as a
member of Xavier's new team, the
Mew Mutants, {Ironically, his father
later became a member of the Inner
Circle of the Hellfire Club.) Unlike his
fellow Mew Mutants, Sunspob has
not suffered a loss of skill in using his
powear as a result of their clash with
the Bevondear,

Recently, Sunspol has joined
another team of young superhuman
mutants, the Fallen Angels.
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STATISTICS

TY (8)
TY (6)
TY (5)
TY (B)
TY {E)
TY {B)
TY {E)
Health: 150
Karma: Varies
Resources: None
Popularity: 5

BACKGROUND

Real Name: Noneg

Occupation: Suparvillain, would-bea
conguerar

Legal Status: Mone

Identity: Publicly known

Place of Creation: An AIM labora-
tory

Marital Status: Inapplicabile
Known Relatives: The Cosmic
Cube (vaguely)

Base of Operations: Mobile

Past Group Affiliations: AlM
Present Group Affiliation:

KNOWHN POWERS

Power Duplication: Shift-Z ability to
duplicate the powers and overall
appearance of any being it contacts.
It can retain the abilities of up to eight
different beings. However, if it simul-
tanaously uses powers from three or
maore beings in a single turn, it is ren-
dered inert and risks losing those
powers. A Red Reason FEAT is
neaded to avaid this loss.

Imitation: Shift-Z ability to resemble
any chosen being. However, il trails
fram bwo or more beings are used,
the Supar-Adaptoid turns kelly
green.

Talents: Varies with those beings
irmitated

Contacts: Mone

ADDITIOMAL NOTES:

ROLE-PLAYING NOTES

The Super-Adapteid is cul o wage 2
solitary war against normal life. ILs
evenlual goal is to create a race of
androids like itself. Tha Super-
Adaptoid has ane major flaw,
though; it has no imagination.
Although it has the combined memo-
ries of every being it has duplicated,
it lacks the ability 1o create an arigi-
nal thought.

\ 2

A
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HISTORY

The Super-Adaptoid is an android
construciad by scientists belonging
ta the Advanced ldea Mechanics
(AIM), a subversive organization
dadicated to world 1akeover through
technology. Created spacifically as a
weapon against AlM's superhuman
adversaries, the Supar-Adaptoid (at
first simply called the Adaptoid) was
arifically endowed with the capacity
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to duplicate the abilities or superhu-
man powers of other beings that
pass within tan fest of the scanning
instruments in ils eves. The
android's body iz composed of
“unstable molecules,” anificial com-
pounds discovared by Reed
Richards of the Fantastic Four,
which can take on a diversa number
of properlies. Al was able o incor-
porate self-programming psionically-
triggerad moleculas capabla of vast
re-organization. In a manner not yet
fully undersicod, the Super-
Adaptoid scans an organism with its
eves, analvzes all of its supernormal
abilities, and then creates a template
of that being's physical attributes,
which it uses 1o program the stable
molacules of its bady.

The Super-Adaploid can recreate
the abilities of skilled human beings
(e.g., Captain America, Hawkeaya),
mutants {a.q., Baast, Scarlet Witch),
aliens (e.g., Captain Mar-Vell), and
aven other andraids (2.g., the
Vision). There appears to be no
superhuman power that it is unable
to duplicate. The process of absarb-
ing attributes is conscious; the
Super-Adaptoid doss not have to
duplicate a being's power if it does
nol choose to. The duplicaticn proc-
ess lakes approximately two min-
utes, although certain powers may
take langer, The Super-Adaptoid can
maintain and amplay a given sat (or
sets) of powers for approximately
three vears before template replica-
tion fatigue causes the template to
degenerale. There appears to ba no
limit 1o the number of times it can
take on the same powers derved
from the samea individual.

The Super-Adapioid can also form
clothing, armament, and weaponry
frem it substance to imitate those
wielded by its foes. Thus it has cra-
ated functional duplicates of Iron
Man's armor, Hawkeve's bow and
arrows, and Captain Mar-Vell’s nega-
bands, The Super-Adaptoid's “skin"
imitates thasa materials but does not
form the actual malerials tham-
selves. Like certain superhuman
beings {e.g., the Hulk, Ant-Man,
Goliath), the Super-adaptoid can
gain or lose mass from an extradi-
mensional source. It has yet to grow
larger than 15 feet tall or heavier
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than 965 pounds. It does this
through an internal miniature dimean-
sional aperture synthesizer.

Whan the  Super-Adaploid
assumes a person's attributas, it
takes on the likeness of the being. If
it is only mimicking ocne baing at a
tima, it can create an identical dupli-
cate down to the fingerprints and col-
oring of the original. However, if the
Super-Adaptoid attempts to assume
the attributes of more than one
baing, its bedy selects certain physi-
cal attributes of its modals, creating
a4 Ccomposile appearance. The
android’s skin takes a neutral green-
ish hue when mimicking multiple
beings.

AlM first dispatched the Adaptoid
o search out and destroy Caplain
America, but he managed to subdue
it. While lying inert in Avengers Man-
sion, the Super-Adaptoid absorbed
the attributes of Hawkava, the Wasp,
Goliath (Henry Pym), and Captain
Amernica again, taking on a compos-
ita appearance for the first time.
Attacking the Caplain again, the
Supar-Adaptoid used the four sets of
powers against him and only relent-
ed in its onslaught when it believed
Captain America was dead. Finding
a hiding place near Salem saw and
attacked the X-Men and used the
Avengers’ powers against them,
When it tried to duplicate the powers
of the X-Men's aszociate the Mimic
(whao also possessed the ability to
duplicate others’ superhuman abili-
ties), tha Super-Adaptoid overloaded
its transformation capacities and
was forced o cleansa its power tem-
plates,

shortly therealter, tha Super-
Adaptoid recreates the powers of the
Avengers but was deleated when the
Avengars fricked it into wsing more
tham two sels of powers at onca. The
Avengars devised a containment
device to prevent iU from further
power replications, but it escaped.
With just the powers of Caplain
America, Hawkeve, Wasp, and Gali-
ath once mare, it attacked Iron Man
at the Long Island plant of Stark
Industrias. During battle, it was
doused with a highly potent acid.
Iron Man had the Adaptoid's liquified
remaing put in a sealed capsule.

Later the capsule was accidentally

cracked, and the Adaptoid's sub-
stance leaked oul. Resuming ifs

humanoid farm, it replicated fron ".:;;

Man's armor and escaped. At Aveng-
ers Mansion, Captain Mar-Vell
farced it to strike together the dupli-
cates of the nega-bands Mar-Vall
wora, and the Super-Adaptoid was
suddenly displaced to the MNegative
Zone (an antimatter dimension).

Tha inert body of the Super-
Adaptoid was eventually discoverad
by Annihilus and used in the alien
insect-man’s plot against the Aveng-
ers and the Thing. But the Adaploid
was defeated by the Thing. The
Avengars brought the inert body of
tha Super-Adaptoid back with them
from the Megative Zone and placed it
in yat anather containment device |
from which it eventually escaped.

It has been laarnad that AIM scien-
tists incorporated a sliver of their
Cosmic Cube info the Adaptoid's
body. This proved 1o be the key to the
android's formidable pawers and the
reason the android remained
unique. During the racent “Heawy
Metal" war, the Super-Adaploid
assembled an army of renagade
robots and androids in an attempt to
dafeat the Avengers. iz aszistanis
were defeatad bul not before the
Super-Adaptoid was able o sum-
man Kubik, the Cosmic Cube's
anthropomorphic form, and dupli-
cate Kubik's powers. The Super-
Adaptoid defeated the majority of the
Avangers. Kubik provided Captain
America (Rogars) with the vital clue
to the Super-Adaploid’s defeat,
When the Captain pointed out that
the Super-Adaptoid could not create
an original thought, the android was
=0 raumatized that it fell into shock.
Kubik then removed the splinter of
the Cosmic Cube and thus presum-
ably rendered the Super-adaptoid
inert for all tima.
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STATISTICS

\J F RM (30)
A EX (20}
5 AM (50)
E AM (50}
R TY (6)
| TY (&)
P GO (10
Health: 150
Karma: 22
Resources: FE(Z)
Fopularity: 0

BACKGROUND

FAeal Mame: Unknawn
Oeccupation: Skrull warrior
Legal Status: Skrull exile
Identity: Publicly known
Place of Birth: Tarnax IV, Androm-
eda Galaxy

Marital Status: Single

Known Relatives: None

Base of Operations: Mobile
Past Group Affiliations: None
Fresent Group Affiliation:

KNOWN POWERS

Shape-ghifting: Unearthly rank ability
to assume any humanoid shape.
Elongation: As a Power Stunt, he can
stratch any part of his body up to 3
areas away with Unsarthly aasa.
Fire Generation: Super-Skrull can
emit flames of Monstrous intensity
and range.

Fire Confrol: He has Menstrous con-
trol over natural and personally gen-
arated llames.

Rocket Fiight: Incredible air speed
Armor Skin: Remarkable Resistance
to physical and energy attacks. By
mimicking the Thing's rocky hide, he
gains Incredible protection.
Invisibitity; Excellent rank.

Power Selection; A maximum of
three powers can be used during a
single Wrn.

Power Source: He derives his
enhanced powers fram cosmic ray
projactors.

Talents: The Super-Skrull is a train-
ed warrior proficient in Martial Arts C
and E and Skrull or Kres weapon
tachnology. He is skilled in Espio-
nage, AstroMavigation, Filoting, and
Survival Skills, He is a master of
Hypnosis.

Caontacts: Currently nona.

ADDITIOMAL NOTES:

ROLE-PLAYING NOTES

The Super-Skrull believes he is the
finast, most powerful warrior in the
known universe and pans beyond.
He maintains a loyalty to the Skrull
Empire that persists even whan it
has turned against him. He is a
fierce, ruthless fighter wha will not
hesitate to kil foes or enemy civil-
ians. He will ally himself with others
anly if thay share a mutual fos.
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HISTORY

The Super-Skrull was created by
edict of Emperor Dorrek of the Skrull
Empire, for the purpose of avanging
the defaal that the Skrulls’ recent
invasion of Earth had met at the
hands of the Fantastic Fouor, After
many months and much investment,
Skrull technology succeeded in
bionically re-engineering a selected
Skrull warrior o ba able to simulats
the combined powers of the
Fantastic Four. The Super-Skrull, as
ha was called, was sent to Earth bat-
tle the Fantastic Four Howewver, he
was delaated when their leader,
Reed Richards, determinad thatl his
strength was baeing augmentad by a
broadcast energy beam dispatched
to Earth through warp space, and
jammad it. The Fantastic Four
imprisoned the Super-Skrull on a
small island in tha Pacific Ocean and
blocked from the power-augmenting
effects of the enargy beam.
Reaalizing their champion's predic-
ament, the Skrullz developed a
stronger source of power and
beamed it 1o him. Freed from his
place of confinement, the Super-
Skrull once more sought out the
Fantaslic Four disguised as the
Invincible Man and was defeated.
The Fantastic Four exchanged him
for thair captive, Franklin Starm, who
was the father of Fantastic Four
membears Susan and Jonathan
Storm, Given vet another chance o
prowve his worth in battle against the
thunder god Thor, the Super-Skrull
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failed onece more, Upon his return,
the Super-Skrull was sent into axila
because of his failures.

After a few years of aimless wan-
dering, the Super-Skrull was sum-
moned befora the Emperor again.
The Skrulls had learned that their
enamy, the Kree, had undartaken
the surveillance of Earth, Fearing
Kree control of the strategically
important planst, Emperor Dorrek
dispatched the Super-Skrull to
destroy tha Kree Captain Mar-Vell,
Mar-Vell managed o defeat the
Skrull by turning his own powar
against him.

Dezpite hizs poor sarvice racord,
the Super-Skrull was drafted into
active duty at the most recent out-
break of the parennial Kree-Skrull
War, He successfully abducted Mar-
Vell, Quicksilver, and the Scarlet
Witch, and iook them back to the
Skrull thronewarld. There ha decid-
ed to betray his emperon but was
subdued and zenl inlo permanant
gxile. He later jpined another rense-
gade Skrull named Skragg and
becamea an ageant of Thanos the mad
Titanian, Severely beaten by Cap-
tain Mar-Vell, the Super-Skrull
remained on Earth 1o recuperate,
stranded without interstellar frans-
portation.

Finally, the Super-Skrull attempl-
ed o steal a highly refined crystal of
& substance called cavourite in order
o use it o power his starship 50 he
could return home. He was opposed
by the first Ms. Marvel and Spider-
Man. While Spider-Man fought the
Super-Skrull, M=, Marvel created an
electro-nel above the two, thereby

blocking the broadeast enargy beam
frem the Skrull Empire thal aug-
menis the Super-Skrull's superhu-
man powers, Then, when the
Supar-Skrull was in contact with the
cavourite crystal, the blocking effect
was cut, The sudden surge of power
from the Skrullian anergy beam com-
binad with the strange energies of
the crystal to teleport the Super-
Skrull along the energy beam back
o the Andromeda Galaxy.

Instead of regaining his usual form
thera, he consisted of no maore than
disconnected atoms within the
broadecasi beam generator until the
Skrullian throneworld was destroyed
by the planst-devouring Galactus.
Somehow, this devastation acti-
vated the broadeast beam, which
zant the Super-Skrull's atoms back
toward Earth, whera thay were
entrappad for months within the Van
Allen Radiaticn Belts.

Scientists including Dr. Walter
Langkowski, the Alpha Flight meam-
ber known as Sasquatch, contacied
the Super-Skrull's stoms with their
equipment, and tha Supar-Skrull
was able o rezssume bodily form.
But a3 a resull of his enfrapment
within the radiation belts, the Super-
Skrull was apparently now dying,
seamingly from a form of leukemia,
To rid himself of the dangerous alien,
Langkowski, as Sasqualch, used
sciantific equipment to reduce the
Super-Skrull to atoms once mora
and scattered tham across the Van
Allen Radiation Beliz, Whether the
Super-Skrull will ever raturn to bodily
form remains to be seen.
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STATISTICS

FE (2)
A FE (2)
5 FE {2)
E PR (4)
R UM (100)
I MM (73]
P LIM (100}
Health: 10
Karma: 275

Resources: L1000
Popularity: 0 (100 to Kree)

BACKGROUND

Aeal Name: Supreme Intelligence,
Supramar

Occupation: Krea ruler

Legal Status: Kree rular

Identity: Earth is generally unaware
of its existence

Place of Birth: Kree-Lar, Parma Sys-
tem

Marital Status: Inapplicable
Known Relatives: Inapplicable
Base of Operations: Kree-Lar

Past Group Affiliations: None
Present Group Affiliation:

KNOWN POWERS

Dimension Travel: Good ability to
teleport others into the MNegative
Zane

Hallucinagtion: Monstrous  ability;
ranga is intergalactic

Mental Duplication: Supreme Intalli-
genca’s mind containg millicns of
independent but subserviant Kree
parsonalities

Mind Control: Excellent cantrol over
any Kree

Mind Probe: Unearthly ability and
intergalactic range

Mind Transferral: It can simultana-
ously transier its consciousness into
a maximum of three automatons,
range is intergalactic.

HResistance fo Psionics: CL100O rank
Telapathy: CLS0Q0 rangs

Teleport Others: CLS000O range

Bady Armor: Its fluid-fillad lank gives
it Shifi-Z protection against physical
attack

Weakness: [L can only function while
its duplicate parsonalities remain
copparalive.

Talents: Primarily Leadarship, but it
has access 1o all Scientitic and Pro-
fessional Talents

Contacts: All Kree

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

The Supreme Intelligence is primari-
Iy a planner. Although it can use its
automatonic sland-ins to directly
explora or investigate, it prefers o
ramain safely tucked away within its
protective lank, Despite ils formida-
ble intellect, the Supreme Intalli-
gence |s far from amniscient; for
gxample, it was unawara that its
main assistant was a Skrull spy.

HISTORY

The Supreme Intelligence is a vast
cyberneticiorganic computer ystem
which has ruled the extraterrestrial
Kree Empire for almost a million
years. The Supreme Intelligence s
composed of a vast 5,000 cubic foot
computer incorporating the disem-
bodied brains of the greatest Kree
statesmen and philcsophers in its
history, preserved cryogenically. The
aggregation of brains creates a sin-
gle collective intelligence able to use
the wast information storage and
procassing capacities of the com-
puter in a creative way. The
Supreme Intelligenca, aor Supremar
{Supreme Organism) as it is also
known, has one major display termi-
nal, & 40 by G0-foot monitor scraen
onto which is projected the electron-
icimage of a green-huad amorphous
face sprouting tantacles from its cra-
miurr. When the Kree wish to interact
with the Supremor, they address i
within this chamber. The Suprems
Intelligence has a network of input
terminals and survaillance devicas
locatad throughout the capital city.
Supremar is capable of speech,
independent thought, and certain
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technologically enhanced psionic
powers.

Every five local sun-cycles the
populace of the Krae Empire elacts g
delagate to "supremorship,” the
privilege to become part of the
Suprema Intelligance upan corpore-
al death. When the delegate dies a
natural death, his brain is remaved
and specially treated for transfer-
ence inte the group mind-construct.
Due to this continual addition of new
brainz into the collective intellect,
the persanality of the Supreme Intel-
ligence has varied over the decades.

The Suprama Intalligance was origi-
nally devised by the Sclence Council
aof the Kree in the Kree Year 4538
(about 990,750 B.C) for the purpose
of creating a Cosmic Cube, a davics of
greal power that the Kree had leamed
was once developed by their rvals,
the Skrulls. When the Supreme Intelli-
gence became fully functional, how-
over, the collective baing determined
that such an abject was far too danger-
ous to construct and 1hus refusad the
Science Council’s request, At first
used in an advisory capactly, the
Supreme Intalligance gradually
acquired greater palitical power until it
was elected absalute ruler of the enfire
Empire in tha Kree Year 4791, The
Supremor has remained the dominat-
ing palitical forea in the Kree Empire
excep for recent periods when it was
briefly deposed by its rebel aide
Ronan, and shut down by a time by
the renegade Caplain Mar-Vell.

Although the Kree lack the genetic
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patential for the psionic powers of
human beings, the Suprame Intelli-
gence possesses certain artificial
psionic powers. I can project
images or aven short dream-
scanarios inte the wunconscious
brains of other living beings. This
powar defies distance: the Supremor
has been known to project informa-
tion fram iz home in the Greater
Magellanic Cloud o human beings
in the neighboring Milky Way Galaxy.
It can also cybernetically animate
android automatons capable of
movemant. Up to three of these
automatons can be animated by the
Supramea Intelligence at a single
time.

One of the Supremor’s most
closely guarded secrets is thatl the
Kree race has reached the pinnacie
of ils evolutionary path. To the con-
sternation of certain of its pura-
blooded, blue-skinned aides, il has
been advocating interbreeding with
other genetically compatible races in
order to revitalize the Kree's slag-
nant evolution. The Supremor per-
sonally undertook two programs o
invigorate the race. Sensing that an
Earthman named Rick Jones had
vast evolutionary potential (a poten-
tial the Supramar axperimentally
varified when it stimulated Jones'
latent abilities at the end of tha most
recent outbreak of the Kree-Skrull
Warl, the Supreme Inlelligence
arranged 1o have him “bonded” by
means of the Kree "nega-bands"
with Caplain Mar-Vell, one of the

Kree Empire’s greatest war heroes.
The Zupremar sought to add Jones's

brain to its collective organism but %

could not "absorb” it directly unlass
it was tempered by contact with a
Kree brain such as Mar-Vell's. Using
the unique Kree-bred flower callad
the Millenium Bloom, the Supreme
Intelligence hoped 0 absorb both
Jones’s and Mar-Vell's brains, and
then use their bodies as receplacles
for its own consciousness in a direct
assault against Earth. When this
atternpl failed, the Suprame Intalli-
gence tried a similar ploy whose Lar-
getwas Ms. Marvel, an Earth woman
who had bean imprinted with the
genetic information of the Kree war-
rigr Mar-\ell. This schame also met
with failure,

FRecently the Suprame Intalli-
genca bagan to include the minds of
pink-skinned Kree. Althaugh the
neswcamers wera instantly at war
with the earlier blue-skinned Kree
minds, the Supreme Intelligence
wasz zbla to retain conirol thanks to
its soul-gem. However, the gam was
stalen. The Supreme Intelligence
collapsed into a coma as the warring
personalities splintered into their |
aga-old conflict, Control of the Kree
Empire reverted o the Suprame
Intalligance's chief assistant, a
Skrull spy under incredibly deep cow-
er. Currently the anly thing the
Supreme Intelligence can do is 1o
weakly murmur “Stop fighting” to
itseli.
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ShX (150)
LM (100
L1000

E L3000

R R (30)

I Rk (30}

P CLI00G

Health: 4250

Karma: 3040

Resources: MM (75)
Popularity: = 20)

BACKGROUND

Real Name: Suriur

Occupation: Ruler of Muspetheim,
Destrover

Legal Status: Ruler of Muspelheim
Identity: Believed mythological by
pulblic

Place of Creation: Presumably
Muzpelhaim

Marital Status: Presumed single
Known Relatives: None

Base of Operations: Muspelheim
Past Group Affiliations: None
Present Group Affiliation:

KNOWN POWERS

Energy Body: Surtur’s body is appar-
ently solid flame of Shift-X Intensity
Dimension Travel: Feeble ability to
travel between Muspelhaim and the
Earth dimensicn

Invuinerability: Shift-Z resistance o
physical, eanergy, and magical
attacks

Phaszing: Monstrous ability
Shapechange: Monstrous ability
Twilight: Surtur's “Sword of Doom™
is made of CL1000 material and can
do Shift-Z Edged damage. The
sward can gain CL3000 flame dam-
age by igniting the sword in the Eter-
nal Fimag of Destruction [currently
located in Asgard).

Talents: Unearthly command of
Asgardian relatad lore. Fighting
increases +1 CS when using Twi-
light.

Contacts: Surtur has allied himself
with Loki and Yrmir

£ ;
ADDITIOMAL NOTES:

ROLE-PLAYING NOTES

Surtur is dedicated 1o the complete
destruction of Asgard and the rest of
the Mina Warlds. Whenever he
appears, his first action is the imme-
diate destruction of everything in the
area, followed by the search for
Asgardians 10 slay.

HISTORY

Surtur is an encrmous fiery demon
whao dwells in and rules the extradi-
mensional realm of Muspelhaim,
one of the "Mina Worlds" of Asgar-
dian cosmology. Possessed of evil
intelligence and vast pawer, Surtur is
one of the major elemental forces of
evil that the gods of Asgard fear, Sur-
fur rules vast hordes of demoans,
many of whom are composed of “liv-
ing fire.”

Ages agos, the voung Cdin, who
later became sola ruler of the Asgar-
dians, and his elder brothers Vili and
Ve journeyed to Muspelheim and
met the monstrous Surtur Surtur
revezlad o them that he intended
one day to destroy tha Nine Worlds
with fire from his great sword, which
he would ignite with the Eternal
Flama of Destruction. When Odin
said that perhaps the Flame should
be put out and Surtur's sword should
be broken, Surtur altacked the thres
brothers. The brothers merged into
one gigantic, poweriul being, equal-
ing Surtur's size, and they fought
with immense swords, Channeling
all their might inta their swords, the
mearged brothers struck Surtur’s
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sword with theirs, breaking the
demon's Sword of Doom. The fusion
of the three brothers was also bro-
ken, and the thres rode off, Odin
bearing the brazier of the Eternal
Flame with him. Surtur and his
damonic hordes pursued the three.
Finally. Odin passed through the
interdimensional nexus separaling
Muspelheim and Asgard but Vili and
Ve remained behind, Odin found
himzelf endowed with the powar of
his two brothers, whose fale can only
be guessed al. Odin bacamea sole
ruler of Asgard.

Ages later, Surtur went o destroy
the Earth, a warld for which he knew
Qdin cared. Odin trapped Surtur
within the Earth's core, whera the
fiery demon remained until recently,
when Loki, Odin’s adoplted son,
broke the spell holding Surtur cap-
tive within the Earth as a maans of
preventing his father from returning
to Asgard from Earth, where ha was
visiting. Surtur headed for Earh's
Arclic Circle, intending o destroy
earthly civilization by melting the ice
caps. Wielding a sword containing a
portion of Odin's power, Thar used
that power to hurl Surur through
hyperspace and imprison him upon
a distant asteroid, said to lig in
anather galaxy.

Sometime later, a member of the
mystical cult known as the Sons of
Satannish, used the so-called Spell
of Fire and lce to bring both Surtur
and Ymir to Earth, where they began
wrezaking havos. Earth's sorcerer
supremea Doctor Stephen Strange
used the Crystal of Conguest to mys-
tically transpart Surur and Ymir into
each other's presence at the wvery
instant they ware lashing out with
their weapaons, Ymir and Suriur thus
struck each other's weapons, creat-
ing a mysiical "implesion™ in which
each being cancelled out the powers
of the other, and each was refurned
to his native dimension: Surur to
Muspelheim and Ymir to Mifflehegim.

When Odin went into the

1

"QOdinsleep,” a regular life-renawing
ritual, Loki seized the throne of
Azgard again and had Odin impris-
aned in another dimension, in which
he would never awaken. By doing
50, Loki somehow weakened Odin's
spells that sealed each Asgard- Mus-
pelheim nexus, and Surtur broke
thraugh into Asgard. Thor and the
Asgardian legions bravely held off
surtur while Balder the Brave res-
cued and awakened Odin. Surtur
was about to destroy Thor and his
warriars whean Odin arrived and
entrapped Surtur within the ground.
Although seemingly entombed, Sur-
wr szomehow made his way back to
Muspalhaim,

But Suriur was able 1o shatiar the
interdimeansiocnal barriers between
Muspelheim and Earlh's dimansion
within the so-called "Burning Gal-
axy. Surtur caused the core of this
galaxy to explode releasing the tre-
mendous energy he needed to
reforge his Sword of Doom, This
galactic calaclysm destroyed most
af the empire of an extratarrastrial
raca, and the survivors fled in a
space fleet that was guarded by the
race’s champion, Beta Ray Bill,
Pany of Surur's demons followed
the space fleet, but these demaons
ware finally defeated by Beta Ray
Bill, Thor, and the Asgardian warrior-
goddess Sif. Thor and Bill sealed the
interdimensional portal within the
Burning Galaxy that led to Mus-
palhaim,

Surtur then secrelly struck at
Earth by employing Malekith the
Accursed, ruler of the Dark Elves of
Svartalfheim, 10 unleash the power
of the Casket of Ancient Winters on
Earh, causing unusually cold weaih-
ar 1o sweep over all of Earh. Thor
defeated and captured Malekith, but
by mow Odin knaw that Surtur was
behind what had happened, and
Surtur had completed the reforging
of his sword, which he called “Twi-
light;” since he intended 1o use it to

bring about Ragnarok, the “Twilight
of the Gods" of Asgard. Surtur and

his demonic legions Invadad Earth,'

where they were fought by Thor, the
Azgardian legions, the United States
armed forces, Beta Ray Bill, and
many of Earth's superhuman cham-
pions. With its lagions on Earth,
Asgard was virtually desered. Sur-
tur went to Asgard in arder to ignite
his sword with the Eternal Flame of
Dastruction. Odin attempled to stop
Surur, but Surtur removed the magi-
cal power of the Caskel of Ancient
Winters from Earth (thereby return-
ing normal weather to Earth) and
uzad it to imprizan Odin within ice.
Surtur also soundly defeated Thor,
but then found himszelf in battle with
Loki.

Meanwhile, on Earth, Thor's
human ally Roger Willis reassem-
bled the Casket of Ancient Winters,
thus freeing Odin. Now Odin, Thor,
and Loki all fought Surtur who con-
tinued his march toward the Eternal
Flame as the battle laid Asgard
waste. Back on Earth, Beta Ray Bill
and his allies succeseded in forcing
most of Surturs demeonic hordes
back through an interdimensional
nexus inte Muspalheim. Thor hurled
his hammer and knockad the dis-
tracted Surtur’s sword from his
hand, Without the sword, Surtur
could na longar suppress Odin's
ability fo grow to Surur's size. Odin
grappled with Surtur and the two top-
pled into & cleft in the ground that led
across the dimensional barrier into
Muspelhaim. The cleft immediately
sazlad itself behind them.

Surtur’s remaining demons on
Earth ware defeated. His sword, Tei-
light, was left in Asgard and is now
kept under guard, But the present
whereabouts of both Odin and Sur-
tur are unknown. Thor has found
himself unable o cross the dimen-
gional barrier into Muspelhegim,
Whether either Odin or Surtur will
avar refurn remains 1o be sean.
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R (30}
EX (20)
Gh o
E EX (20]
R TY (&)

I TY (8)
P TV (8)
Health: 80

Karma: 18
Resources: EX (20}
Popularity: 30

BACKGROUND

Real Name: Unknown

Cccupation: Circus performer turn-
ed pro-criminal and adventurar
Legal Status: U.5. citizen,
deceased

Identity: Known 10 authorities
Place of Birth: Unknown

Marital Status: Married posthu-
musy

Known Relatives: Nons

Base of Operations: Mobile, Aveng-
ars Mansion

Past Group Affiliations: Avengers,
Lethal Legion

Prasent Group Affiliation:

KMOWN POWERS

Mwakluan Sword: Monstrous Materi-
al weapon does either 10 points
Edged damage or 16 points Blunt
damage. Other Power stunts include
(2-area range):

» Dizintegrator: Remarkable dam-
aga to non-living matter; usabla once
every 20 minutes

* Elactriginy: Remarkable intensity

» Flamablast: Remarkable intensi-
ly

= [inetic Bolt: Remarkabla rank

* Sfun Gaz: Bemarkable intensity
Contacts: As g criminal, ha was a
former ally of Batroc, Egghead, Grim
Reaper, Mandarin, and the Red
Skull. As an independent adventur-
gr, he was an ally of the Black Widow
and Power Man. He was posthu-
mously married 1o Mantis when a
Cotall possessad his body.

ADDITIONAL NOTES:

ROLE-PLAYING MOTES

The Swordsman began as a rela-
tively honest circus perormer who
aided the young Clint Barton in
becoming Hawkeve. However, he
eventually opted to easy gains by
becoming a professional criminal.
Unfortunately he was rarely suc-
cessful, even when allying himsell
with supearior forces. As a reformed
willain turned hera, ha was drivan 1o
prove himself and 1o win Mantiss
lowva.
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HISTORY

Originally the Swardsman was & star
parformear at various circuses and
camivals, whare he did an act dem-
anstrating his extracrdinary mastery
of knives, swords, and other bladed
weapans. At ona carnival ha met 2
boy named Clint Baron in whom he
saw great talent in archery. The
Swordsman trained the bov, who
idolized him. o be a sacondary per-
former in his act. Eventually, the
Swaordsman came under prassura to
rapay a largs gambling debt. When
the carnival paymaster was robbed
and Barton found the Swordsman in
possession of the money, Barton fled
in panic onto the high wire, which tha
Swordsman then slashead by hurling
a sword. Baron fell to the ground,
and the Swordsman left him for
dead. But Barton was still alive, and
grew up fo bacoma the costumed
adveniurer Hawkeye.

Over the years following his
aftempted murder of Barton, the
Swordsman, in his costumed idanti-
1y, lad a natorious criminal career in
Ewurope, during which he was deport-
ed from a dozen nations. Returning
io the United States, he offered his
sorvices to the Avengers, intending
o use his Avengers stalus to commit
aven greater crimes. Howeaver, the
Avengers turned him down. Subse-
guently he entrapped and unsuc-
cassfully tried to kill Captain
America, then the leader of the
Avengers. As Captain America and
the Awvengers surrcunded the
Swordsman, the Swordsman was
teleported away by the Mandarin to
the latter's castla in China. The Man-
darin intended to use the Swords-
man o destroy the Mandarin's
archenemy, tha original Iron Man, To
this end, the Mandarin faked a mes-
sage from Iron Man recommending
the Swardsman for membership. The
Avengers, suspecting a trap, plaved
along and acceplted him as a mem-
ber.

The Swordsman came to admire
the Avengers and also o admire the
beauty of the Scaret Witch, one of
their members. One night the Man-
darin ordered the Swordsman o sat
aff a bamb the Swordsman had hid-
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den in ona of the Avengers’ control
panels to attract the [ron Man. The
Swordsman, not wanting the Scarlet
Witch harmed, went to disconnect
the bomb. Captain America and
Hawkeye saw him and thought he
was planting the bomb instead. A
fight enzued bebwean the Swords-
man and the Avengers, ending with
the Swordsman’s escapa.

The Swordsman returned to
crime. The Black Widow, who had
recantly baan brainwashed by Come-
munist Chinese intelligence into
doing its will, enlisted him in an
unsuzcessful assault on the Aveng-
ers. She teamed him with his fre-
quent partner in crime, the original
Power Man (now known as Goliath)
o this vaniure and the Swordsman
and Fower Man team was laler
recruited by the Red Skull to batile
Captain America. During the follow-
ing years, the Swordsman made
several alliances, each of which end-
ed in his defeat, and he turned back
lo crime in argas whera ha was
unlikely to encounter Captain Ameri-
ca or the Avengars. He traveled thea
world committing crimes, but par of
him longed for the noble purpose he
had briefly felt as an Avenger.
Indeed, at one point this longing was
20 strong that he accompanied the
Avengers in their battle to free the
realm of the Olympian gods from
conquest by Ares and the Enchant-
Fass.

Afterwards, the Swardsman
returned o crime, bul his heart was
no longer in it, Hunted by legal
authorities in most of the countries of
the world, ha was unable to find
employment with major criminal
organizations. Worst of all, he had no
respact for himseli or his life. He
ended up in the employ of Monsieur
Khrull, the head of a criminal organi-
zation in Indochina, performing the
zamea woark for him that an ordinary
hired gunman might deo. In despair
and sell-contempl, the Swordsman
turned to drink and became an alco-
halic,

It was then that he met Mantis,
whom circumstances had forced into
warking for Khrull as a bargirl. She
encouraged the Swordsman 1o
begin a new life. Howavear, he did not
take har advice until he was seri-

ously woundad an a mission for
Khrull. Mantis found him and nursed |

him back to health, thereby saving '«

hig lite. He and Mantis then went 1o
Mew York City, where he told the
Avengers what had happenad to him
and asked for a second chance as a
member of the Avengers. The
frangers gave him that chance, and
they soon realized that he was
indeed both sincera and valuable to
the team, and they granted him full
membership.

Althaugh the Swordsman did ren-
der important service to the Aveng-
ars in their subsequent missions, he
was wracked with seli-doubt and
inzecurity, aspacially afier some
more failures, Moreover, although
the Swordsman was deeply in love
with Manlis, she rejected him.
Finally, Kang the Conguerar discow-
erad that Mantis was the Celestial
kMadonna for whom he was seaking.
Determined that if he could not have
the Celestial Madonna, then no one
would, Kang aimed his ray gun at
Pantis. The Swordsman rushed for-
ward 1o protect the woman he loved.
kKang's energy bolt kit not Mantis but
the Swordsman's sword, The energy
traveled up the sward into the
Swordsman’s body, and he died in
the arms of Mantis, who finally raal-
ized that she loved him after all.

The Avengers buned the Swords-
man in the garden of the Priests of
Fama, where Mantiz had grown up.
Unknown 1o them, the large tree and
many other plants in the garden wera
actually Cotali, members of a race of
santiant life with great psionic powers.
It was the “tree” which was actually
the aeldest and mest highly developed
Cotati on Earth, that was to male with
the Celestial Madonna. In order to do
5o, the eldest Cotati resurrected the
body of the Swaordsman and projectad
at least a porion of its own conscious-
ness into it. The Swordsman's body
was now animate and glowed green,
0On a subsequent jourmey o Indo-
china, Mantiz encountered tha aldest
Cotati within the Swordsman's body,
who explained what had happenad,
Mantis and the eldest Cotati were mar-
ried by Immoriuzs. She and the
Swordsman!/Cotati fransfarmed them-
salves into energy and left Earth.
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TALISMAN

TALISMAN |

QSTA'HETIEE

GO0
G010}
TY (8)

AM (30)
GD (10}
EX [20)
EX (20)

T DM ET

Health: 56
Farma: 50
Resources: TY [E)
Paopularity: &

BACKGROUND

Real Namea: Elizabelh Two-youngmen
Occupation: Archeology studeni, Sor-
CaTRsEs

Lagal Status: Canadian citizon
Identity: Kmown to Canadian gowsrn-
ment

Place of Birth: Calgary, Alberta, Canada
Marital Status: Single

Enown Relatives: Michaol (father, &.k.a,
Talisman 1), Kathryn (mother, deceasead)
Base of Operations: Alpha Flight HG,
mobite

Past Group Afiliations: Alpha Flight
PFresent Group Affiliation;

KNOWHN POWERS

Pargonzl Magic: All spells not lisled

below may be used at Remarkable rank

Megic Absorplion: Amazing ability o

redirect megical anergy at her attacker

Evil Detection: Aulomatlc, Incredible

abdity

Flighl: Remarkable air speed

Magic Defechion: Aulomatic, Incredible

rank

Twapathy: Unearihly ability limited 1o

summoning other &lpha Flighters, Fall-

ur 1o make & Power FEAT creates an

imazistible compulsion

Umhversal Magic: All spells not listed

balow may be used al Remarkable rank

Eldritch Baolt: Remarkable rank

MNifure Condrad: Remarkable controd over

earih, air, fira, and witor

Oimensiona! Magic

Tefeport Cihers: Unearthly ability 1o draw

Alpha Flighters to herseli if she makes a

Red Psyche FEAT

Limitation: Her power automatically func-

fign al maximum effect unless she

makes a Psycha FEAT,

Corcnet of Atfschment: Focuses hes

powar. Removal causes her intense

pain; she must make an Endurance

FEAT ar Il uncenscious until the Cono-

. netis replaced on har foad

‘ Talents: She is a budding archeclogist

Contacts: Alpha Flighi

ADDITIOMAL MOTES:

ACQLE-PLAYING NOTES

Elizabeth does not like her fathor She
hitzmes him for her mother’s death and
for “abandoning' her in the Mysiic
Pouch's dimansion. She sought means
to prove her powers' superiority 1o his
(Shaman's) powers, Because she has
ingufficient coniral over her powers, Tal-
izman may ba a dangor fo her leam-
mates.

TALISMAN Il
[Shaman]

STATISTICS

GO (10)
G0 (10)
G0 (10)
EX {20}
EX {20)
AM (50)
N {40

T IMLO =T

Health: 50

Karma: 110
Resources: EX ([20)
Popularity; 25

BACKGROUND

Real Mame; Michael Two-youngmen
Occupatlon: Physician, surgaon, sor-
carar

Legal Status: Canadian ¢ilizen
Identity: Known 1o Canadian gowern-
ment

Place of Birth: Sarces Indian Rasera-
tion, Alberts, Canada

Marital Status: Widowed
KEnown Relalives: Kathryn
deceasad], Elizabeth [daughicr}
Base of Operations: Alpha Flight HG,
mabile

Past Group Affilliations: Alpha Flight
Present Group Alfitiation:

{wifa,

KHOWMN POWERS

Az Shaman:

Lavitaton: Foor air speed

Modicime Powch: & nexus with an ather-

dimensional vold In which an infinite
numbser of objects ara storod, A SUcoss.
ful Fayche FEAT snables Shaman to
wilhdraw a desired ilem. Anyona alse
reaching into the powch cannot free their
arrm, Anvone other then Shaman kooking
into the pouch risks coma-indwsing miad-
ness (8 Red Payche FEAT avoids this). It
ihe pouch is lermed inside out, evanono
within 1 area is drawn inlo the Void.
Gramndfater's Skull; The ornamenied
skull of his grandfather can bo usoed (o
directly contact that medicine man’s
Spirit.

The Great Key: A golden, 5-foot statf thai
opens the nexus beiwesn the Earth
Dimension and aither the Realm of tha
Beasts or other dimensions.

As Talisman Il:

Porsanal Magie: All spells nof noted
balow are used at Extellent rank,
Alferation (Appesrance); Remarkable
ability to alter his or other's fealures
Hesaling (Seif}: Incredible rank
Lovitarion: Remarkabla rank

Fiight: Good rank

Evi! Dataction: Automatic, Remarkable
rank

timiversal Magic: All spells not noted
betow are used al Remarkahle rank.
cldritch Boli: Bemarkable rank

Hesling (Otherz): Incredible rank

MNatwee Conteol: Amazing conirol over
garth, air, fire, water, and the waather
Plant Confral; Monstrous rank
Dimensicnal Magic: These spells ane
directly released from the Medicine
Powch itself

Fan-Dimensional Blast: Monstrous abili-
Iy to negate others” dimensional spalis
Taleport (Sall, Oifars); Incredible rank
Timae Travel: The Pouch provides instan-
tanenus ranspor to 2nolher time; the
location is unchanged, This power
bypasses Limbo

Miscellanoows Magic! All spells are
Excellent rank.

Spell of Sience: Wo FEAT neaded 1o use
Talents: ARemarkable Reason in madi-
cirge and Amearindian occult lore
Contacts: alpha Flight

ADDITIONAL NOTES:
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ROLE-PLAYING NOTES

Michael sess himsslf as the mentor and
protector of Alpha Flight. He leals 2 spe-
cial responsibility to Snowbird. On the
other hand, he has difficully relating bo
his daughter Elizabeih, He feels obliged
to proteci &nd comtrol magical forces
unigque to Amerndians and Canada,

HISTORY

A lile over fifleen years aga, Michael
Two-youngmen's aged shaman grandfa-
ther asked Michasl to become his siu-
dont in Indian mystical arts, The aldearly
shamen inzisted that his mystical knowl-
dge musl be passed down 10 a blood
relation. With Michael's father dead,
Bichae! himsel must learn the ancient
secrals. But Michasl did not beliave in
the shaman's myatic ars, and refused
Ehul iU,

In ihe following months, Michas! Two-
youngmen desperately tried to find a
cure for his wife, who was succumbing o
a fatal disease. Michael premised young
Elizabath he would sweeeed in curing
Kathryn, but he fziled 2and Kathryn died.
Elizabeth, foeoling botrayved, bogan io
hate her father for failing to save her
mother. By seeming colncldence,
Michael Two-youngmen's shaman
grandiather died on the very sams day.

Tormenied by grief, Michagl Teo-
youngmen weant to live in a lonely cabin
in Banff Mational Park in Canada. The
bMail neighbors raised Elizabeth in his
abssnca. Two-youngmen was s2nt ihe
skull of his shaman grandiather, wiose
spirit appeared to him. Mow Tweo-
youngrnen was ready 10 study the Sar-
ced Indians” mystical arls, Al first his
belief in them was too weak to enable
him to draw abjects from the mystical
“madicine pouch” he inherited, but as
time passed, his belief grew stromger,
and ho finally suceaaded wilh the pouch,
Two-youngmen edopted the sacred garb
ol a Sarces shaman,

Two-yoursggmean falt himsslf drawn to a
desolate area In Canada norh of the Arc-
i Girgle by mostical lorces. Thara b
assisted {he goddess Melvanna in giving
nirh 1o her demigod child. The child was
a lransmorph, able to assume any
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shape, and Two-youngmen used & spell
ta bind 1he child 1o Earih's reality, so that
it could fake on humen form. Two-
youngren ralzed the child, whom he
called Marya, himsalf. She =ged with
sxtreordinary rapidity, and only weaks
latar her aging process stabilized with
her in her physical early twenties.

Learning of Two-youngmen's mystical
abilites, James Hudson recruited both
of them for Alpha Flight. Two-youngmen
ook the name Shaman and continued
hiz madical practics.

For titeen years Elizabath Teo-
youngrmean had not spokan to her father.
One day, while helping work an the
unarihing of the remains of e original
Fort Calgery, Elizabeth uncovered a
gkull, and then saw an apparition, Appar-
anily of Ranag the Dewvourer, one of the
Greal Beasts of Canadian myih, I was
becawse Elizabeth, as a direct descen-
dant of forty generations of Sarcee sha-
mansg, had inherited great mystical
potentizl that she alons saw the appari-
fion. Moreovern Ber mystical pofantial
anabled her 1o recognize Shamean as her
father from a newspaper pholograph,
avan thowgh Shaman had cast a mask-
ing spell to pravent anyens (ram so rec-
ognizing him, She summonad Shaman
to examine the skull. Shaman and Eliza-
Bedh ien et with @ man named Lucas
Strang and his greai-granddaughter
Emify.

Subsequendly, Shaman had Elizabath
raach into his “medicine pouch!” She
pulled out the Circlel of Enchantmen
and, on Shaman's instruction, set it upon
hier brow. Immedizgtely she was mystical-
Iy garbeed in o coslume, Elizabath Two-
youngmen was the Talisman, a person of
immense mystical ability whose coming
had kong boen prophesied. As Talisman
she joined Alpha Flight.

Later, Delphine Couriney of Omega
Flight stole Shaman's medicine bag and
turned it inside out, unwittingly unfeash-
ing mystical forces that pullad zeveral
Alpha Flight members inio the sirangs
pockel dimension linked with the pouch,
Shaman persuaded Elizabeth to enter
thie dimension herself to save tham, and
pledged thalt he would kKeap her safe.
The portal leading into the pouch's pock-
et dimenzsion collapsed, enfrapping Eliz-
abith. She was rescued and returned to
Earth by the elizn Beyander, but her ear-

ler g at har father returnad at his fail-
ure 1o save her. Moreover, Elizabath had

lzzmed thal she could ned remove the I'-\_

Circlet of Enchaniment from her brow
without causing hergell greal pain, and
Ligrad her father for having her putiton
withowt warning her.

Shaman, anguished by his failure o
save Elizabeth, lost faith in himseif, and
thereby loat nis ability o perform his
mystical ars, He wenl off alone into the
wilderness, and was retrained In Indian
mysticism by his grandfather's ghost. He
received a new coslume and a “spirl
staff,’ az well as the ability o summon
v spifits af najure 1o do his bidding.
However, he could not contrel them as
will 85 Elizabeth could.

Az long as Elizabeth wore the Talis-
man's Circlet of Enchaniment, she
became increasingly inhiuman in her alji-
tudes. The Talisman's powar, which was
fully unleashad by the circlst, corrupted
her, letting her bitterness cverwhelm her,

Snowbird herself was now aboul fo
give birth, and Shaman sowght & mysti-
cal “place ol power” where the child
could be bound to this reality. Unknown
to her father, Elizabeth commanded Spir-
its 1o lead him to Beechy Island for ihe
birlh, The island was actuslly & place of
avil, where a hate-lilled sailer known as
Pastilence lay in suspended animation
benesath the ground. Elizabeth hopoed
thal Pestilence would humiliate Shaman
in the eyes of the other Alpha Flight
mempars, Then she would defeal him
harself, But Elizabeth was unable fo stop
Pestilence, who tore the circlet fram hor
braw, rendering her unable to use most
of har power to keep him from unleash-
ing the Greal Beasls against Alpha
Flight,

Shaman donned the circlel himsell,
1marehy gaining the powar of would grow
increasingly inhuman owver time as &
resuli. Using his new power, Shaman
banished fhe Greal Beasts, and com-
manded Snowbird to attack Peslilence,
wha lled back into the Earth,

Freae of the circlet, Efizebeth Two-
youngmen has regalned her narmal paer-
sanality and fargiven her father for what
sha had held against him. She has also
quit  Alpha  Flight, Michaal Two-
youngmen is now called both Shamean
and Tzliaman. Recenily he left Alpha
Flight, Bul his presen! activities ara
unknawn.
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TASKMASTER

STATISTICS

AM (50)
AR (500
GD {10)
AM (30)
GD (10)
EX (30
GD (10)

o= D min =T

Health: 140

Karma: 50
Resources: G0 (10)
Popularity: —5

BACKGROUMD

Real Hame: Unknown

Occupation: Professional criminal
and trainer

Legal Status: U.5. citizen; na crimi-
nal record for civilian identity
Identity: Secrot

Place of Birth: Branx, New York
Marital Status: Unknown

Known Relatives: Moneg

Basze of Operations: Mobile

Past Group Affillations: Mane
Present Group Affiliation:

KHOWHN POWERS

Pholographic Reffexes: Monstrous
ability

Combat Sense; A successful Intui-
ftion FEAT enables him fo guess an
opponent’s impending actions. He
can make one |ntuition FEAT for
aach enemy aach urm.

Equipment:

Bily Ciub: Incredible Material; doas
Excellent blunt damage

Shield: Incredible Material; doos
Excellent blunt damage
Sword: Incredible Material; doos

Good Edged damage

Longhow and Arrows: 24 arrows
identical to Hawkeye's arrows, Maxi-
mum effect is Incredibla

Piztal; Variable ammeo including
standard, armor-piercing, mercy,
rubber, and explosive bullets
Grenades: Up fo six grenades includ-
ing concusslve, flash, fragmenta-
tion, somic, and tear gas

Halmet: Excellent protection from
gas, smoke, sonic, and light attacks
Talents: He can perform any Fight-
ing or Agility FEAT performed by
Captain America, Daredavil, El
Aguila, Hawkeya, Iron Fist, Punisher,
Spider-Man, or Tigra. These people
fight him at =2 CS5. In addition, he

has all Martial Arts, Wrestling, Tum-
bling, and Acrobatics. He is +1 CS
with the grenades; +2 CS5 with the
shiald, billy club, and sword; and +3
C5 with the pistol or bow. He is an
expert Pilot and supply-side Crimi-
nologist.

Contacts: Mone

ADDITIONAL HOTES:
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ROLE-PLAYING MOTES

Taskmastar is normally never
directly encountered by heroes. He
prafers to maka his profit by the rela-
tively safe means of training thugs
and assistants for more activist
supervillains, Taskmaster only fights
when super heroes discover ana of
his training schools, Even then, he
will attemnpl to flee as zoon as the
battle turns against him. Taskmaster
i usually accompanied by 11-20
thugs packing advanced weaponry.,

HISTORY

The man who would bacome tha
Taskmaster first demanstrated unu-
sual abilities during childhood. After
watching & cowboy show on lelevi-
glon, he found himself able to dupli-
cate the sophisticated rope tricks he
had watched the cowboy perform.
Psyehiatrists, called in by his mother,
termed the boy’s rare ability “photo-
graphic reflaxes He employed his
talent sevearal times during his youth
for personal gain, most notably when
he bacame a star quarerback of his
high school foolball game. Upon
graduation, he brigfly considered a
career as a crimefighter, but opted
for becaming a criminal, which he
perceived to be more lucrative,
Taskmaster then bagan a program
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of ohserving the fighting technigues
of a large number of superhumanly
powerad advaniurers through archi-
val television news broadcasts. He
initially used his fighting skills 1o axea-
cute several succassful grand larce-
nies, but he had not properly
anficipated the dangers invalved, He
decided to use his stolen capital fo
astablish a canter for fraining aspir-
ing criminals o become polished
professionals. His goal was to
become & major supplier for criminal
organizations around the warld.
Designing & costume, he took the
name Tazskmaster and began to train
a large number of thugs at his crimi-
nal academy located near the town
of Southampton on Long Island.

The crime college was forced to
cease oparations when its front orga-
nization, the Sclomon Institute for
the Criminally Insana, was exposed
by the Avengers. Taskmaster's chief
businass administrator Dr Pernell
Zolomon, afflicted with a serious
heart condition, had forced tha acad-
emy's scientific staff to generate a
clone of himsell, with the purpose of
using its heart for a compatiole trans-
plant. The cloneg, artifically aged 1o
adulthood, escaped and alered the
Avengers to the existence of the
criminal institute. Although the
Avengers apprehended most of the
Solomon Institule's parsonnel, Task-
master escaped.

Taskmaster established a new
academy in a warehouse on Manhat-

tan’s lower west side, but the crime- W/

fighters Spider-Man and Ant-Man,
following separate leads, discoverad
the place and thwarted Taskmaster's
plan o rob nuclear material from a
scientific supply house. Taskmaster
was again forced to flee. Claiming o
have established technical institutes
for criminals across the country,
Taskmaster was next cbservad at the
Carson Carnival of Traveling Won-
ders, a small company that hap-
pened o have given Hawkeye his
first job as an archer when he was a
youth. Taskmastar was using the car-
nival as a traveling front for his oper-
aticns until Hawkeye and Ant-Man
compromizad it. Again, Taskmaster
managed 1o escapa custody.

Deciding to further explore the use
of & circus as a front for his academy,
Taskmaster took over yet another
small show and used it for many
months o great success. However,
while the show was playing a small
town in Ohio, the Thing assisted a
government agent in foiling Task-
master's aclivities. The agent took
Taskmaster into custody, but there is
reason to believe that it was one of
the Taskmaster's men wearing his
costume. If so, the Taskmaster’s cur-
rent whereabouts and activities are
unknowm,
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TATTERDEMALION

W

STATISTICS

EX (20}
A EX (20}
s GD (10)
E EX (20}
R T (6}
| FR (4}
P FE (2)
Health: 70
Karma: 8

Resources: FE (2}
Popularity: =1

BACKGROUND

Real Name: Arncld Pafienroth
Occupation: Anarchist, prolession-
al criminal

Legal Status: U.S. citizen with a
criminal record

Identity: Secrei

Place of Birth: Las Vegas, Mavada
Marital Status: Divorced

Known Relatives: Julia Walker [gx-
wife)

Base of Operations: Mobile

Past Group Affiliations: The Night
Shift

Present Group AHiliation:

KHOWHN POWERS

Gloves; Chemicals soaked in the
gloves give him Excellent ability to
rot paper and cloth

Cosfume: Monstick chemicals give
him Incredible ability to break free of
holds. Keviar layers give him Excel-
lent protection against physical
attacks.

Knockou! Cloak: Chloroform cap-
sules of Remarkable potency knock
out a target for 1-10 turns.

Throwing Scarf: Good Blunt damage
Talents: Paffenroth is a skilled tap-
dancer and casino operator,
although his remembarance of these
skillz is iffy at best.

Contacts: The Might Shift

ADDITIONAL NOTES:

L P

ROLE-PLAYING NOTES
Tattardemalion is more al an anar-
chist than a villain. Where wealth is
concerngd, his primary concern is
destroving it rather than stealing if.
He holds a grudge against those
parts of society he once belonged to
— the wealthy, antertainers, and Las
Vagas bigshots. Paffenroth's mad-
ness governs his behavior and filtars
his mamaries,

HISTORY

Armold Paffenroth was the only son
of & husband-wife vaudeville fap-
dancing act, who began dancing at
the age of eight. At eighteen, he met
a dancer named Julia Walker and,
adopting the stage name Michael
Whatt, formed a dance team with her
that became popular encugh 1o slar
in & number of molion pictures made
in the late 19405 and early 18950z,
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Paftenroth, knowing such success
couldm’t last, carefully invested his
earnings in a Las Vegas casino.
When indeed he could no longer get
work in Hollywood, he split up with
Julia Walker to attend 10 his casing
business.

In the eary 1970s, while tryving to
acquire other real astate, Palfenrath
ran afoul of Las Vegas mobsters,
whio swindled him out of everything
he owned. Mantally deranged by the
experignce, he fled o Los Angeles
where he soon became a drunken
deralict. For saveral years he eked
out a bare existence on the outskirts
of sociaty. Finally, he was recruited
it an army of derelicts by Sidnay
Sarnak, a former sound engineer
turned criminal, Sarnak had been
hired and outfitted by the Commit-
tea, a secret cabal of Loz Angeles
businessmen attempling to foster a
climata af fear which they believed
wiould stimulate the economy. To this
end, Sarnak organized a small army
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of deraelicts which he controlled by
means of a specially designed ultra-
sonic whistle capable of stimulating
the emoticnal centers of the brain.
Paffenroth was one of Sarnak's chief
operatives until Sarmak went mad
after an encounter with the Ware-
wioll, Jack Russell, The Committes
gave Paffenroth his own campaign
of terror. Calling himsalf the Tatierde-
malion, Paffenroth siruck out ran-
domly at the wealthy, whose ranks
had oncea claimed him as a member.
Unlike the common criminal who
sought to acquire waalth for himself,
tha Tatterdemalion sought to destroy
money and material possessions,

In Los Angeles, Tatterdemalion
was opposed and defeated by the
Warewnall and Spider-Man, but was
freed from police custedy by the
Commitles. Going to Las Vegas to
terrorize the casing he once owned,
he again faced the Werewalf in com-
bat, along with Johnny Blaze, the

Ghost Rider, While attempting to
sieal an expensive race car, the Tat-
terdamalion crashed and was left for |
dead. He survived, howewar, and
aventually mads his way back to Los
Angeles, There he discoverad that
his former dance partner, Julia Walk-
ar, had been reduced 1o playing pia-
no gcocompaniment for singers at a
Hollywood nightclub called Reilly's
Aca of Clubs., Maddened that his
one-lime paramaur had fallen on
hard fimes, he began terrorizing tha
singers at the night club in a misguid-
ad belief that it would enable her to
resume the limelight. The mutant
Dazzler opposed him, howeaver, and
revealed (o Walker who he really
wag, Walker attempled to rehabili-
tate him, but the mentally disturbed |
man eventually proved burdensome
to her. Recenily the Tatterdemalion
was recryuited into the MNight Shift, a
gang of Los Angeles-based misfits
erganized by the Shroud.



TERMINUS

STATISTICS

'JF LM (100)
A

LIM {100)
s CLA000
E CLI000
R MM (75)
| MM (75)
P UM {100)
Health: 4200
Karma: 250

Resources: CL3000D
Popularity:. — 500

BACKGROUND

Real Mame: Terminus

Occupation: Scavenger, merchant,
anireprenaur

Legal Status: Citizen of Fanabi
Identity: Existence unknown to pub-
lig

Place of Birth: Unknown

Marital Status: Unknown

Known Relatives: Noneg

Base of Operations: Milky Way Gal-
XY

Past Group Affiliations: None
Present Group Affiliation:

KENOWN POWERS
Cyborg Exoskeleton: The Terminus
armoar is an immense robolic axo-
skeletan. Without the armoar, Ter-
minus's statistics are:

F.ooh S E R I P
GO GD AM CLI10D0 MM MN UM

Body Armor: The exoskeleton is
composed of Unearthly material.
Intarmal devices give Shift-Y protec-
tion against physical and energy
attacks and CL1000 protection
against radiation and extreme tem-
peratures.

Flight: CL3000 velacity (10,000 mph
air speed; lightspeed in space)
Telescopic Vision: CLS000O range
(500 light years)

Linguistics: Instant translations of
any language

Energy Lance: A 240-foot lance
made of LUnearthly material. This
immeanss waapon cantaing these:

# Plzsma Generation: CL3000-
ranked concussive damage and
Shift-Z haat and radiation damage al
a range of 16 million miles

* Disruption: An energy field of
CL1000 Intensity extending for 10
miles. Molecules within ane area are

immediately raduced 1o their compa-
nenl atoms, The rest of the area is
filled with Monstrous Intensity radia-
ticn and Lnearthly haal.

= Flight: Independent thght at
CL1000 speed
Talents: Terminus is an expert on
mineralogy and interstallar com-
MErce.
Contacts: Nong

ADDITIONMAL NOTES:

105

Lam——




ROLE-PLAYING MOTES

Imagine the most evil, ruthless, and
downright nasty entrepreneur and
strip mine operator you can. That's
Terminus, Terminus sees the uni-
varse and its inhabitants as either
customers or merchandise,

HISTORY

The origin of the alien being known
a5 ferminus is unknown, nor is any-
thing known about the other mem-
bers of his race, if there are any.
Operating a gigantic robotic body
from within its head, and wielding a
lance-like weapon that projects
immensely dastructive energy, Ter-
minus has traveled from world to
world, wreaking destruction. He
despoils plansts of the elements of
which they are composed, steals
highly advanced technalogy, and
enslaves sentient baings inhahbiting
these planets. It is not known how
Terminus uses his slaves and plun-
der, but it has been speculated that
he sells tham to unknown clients.
Terminug is known o have plun-
dered roughly a thousand planets,
randering them all uninhabitable in
the process,

An unknown number of vears aga,
Terminus ravaged the homeworld of
an alien being who was a great sci-
antist. Terminus took the alien scien-
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tist as his parsonal slave, using him
ag a guide to other planets o plun-
der. The alien scientist knew that
Earth’s human race would give rise
o suparhuman baings in the tweanii-
eth century. Hoping that such beings
would be able to stop Terminus, the
alien scientist persuadad Terminus
I go 1o Earth, Terminus fired an
energy beam toward Earth to mark
the planet as his. Traveling at tha
speed of light, the beam took one
hundred years to reach the Earth.

When the beam arrived, it carved
letters a half-mile wide in Terminus's
alien language onlo Earth's surface
within the continental United States,
The letters spellad out; "I claim this
wiarld—Terminus."

The Famastic Four were investi-
gating the beam’s massive destruc-
tion when thay wilnessed the arrival
aof Terminus himself. Displeased with
the planet, Terminus hurled the alien
sciantist, whom he had brought with
him, 1o hiz death, but nat before tall-
Ing the Fantastic Four about Termi-
nug. Terminus now sat  about
releasing incredible amounts of
atomic anergy, wreaking tremen-
dous destruction, in arder to begin
breaking down Earth's mass into its
companent elements,

After She-Hulk took away Ter-
minus's lance, Mister Fantastic
attached a device o Terminus's
rabatic body that caused it to crash

through the Earth toward its core.
Without hiz lance, it ook maonths for
Terminus to dig his way up to the '
Earth’s surface.

Terminus managed to reclaim his
lance and began wreaking havag in
the Savage Land, a hidden tropical
jungle in Antarctica. He next
unieashed a destructive storm of
atomic enargy in Pangea, another
jungle bordering the Savage Land.
Mot only were huge numbers of Pan-
gea's inhabitants killed outright by
the atomic storm, but the devasta-
tion created by Terminus triggered a
series of earthguakes that wrecked
the advanced technology that main-
tained tropical conditions in Pangea.
The earthquakes alse snuffed the
volcanoas that produced the heat
usad in maintaining the Savage
Land's tropical environment. As a
result, both tha Savage Land and
Pangea rapidly fell victim to Antarcti-
ca's frigid natural cold.

Terminus was attacked in Pangea
by the team of superhuman champi-
ons known as the Avengers. One of
thair members, Hercules, ripped
open Terminus's robotic body, leav-
ing Terminus himself helpless. Her-
cules lefi the body thers, and it was
s00n buried baneath the snows of a
raging blizzard. The nature of Ter-
minus's physiology is nob known,
however, and it may be that Terminus
will appear again.



TERRAX

v:

STATISTICS
LN (10:0)
AM (50
5 MM (750
E MM (75)
A GO (1)
I MM (75)
P AM (50}
Health: 300
Karma: 135

Resources: PR (4)
Popularity: =20 (50 on Birj)

BACKGROUND

Real Name: Tyros of Lanlak
Occupation: Ruler, Herald of Galac-
fus

Legal Status:
deceasad
Identity: Unknown to public

Place of Birth: Birj, sixth moon of
Marvan

Marital Status: Unknown

Known Relatives: Mone

Base of Operations: Mabile

Past Group Affiliation: ex-Herald ol
Galactus

Present Group Affillation:

Birjian citizen,

KNOWN POWERS
Earth Animation: Unearthly cantrol
over rock, dirt, and basic building
matarials. Ha can affect an area up
to 100 miles in diameter. As power
stunts he can:

« Create tremors of unearthly
intensity

« UUse rock as missiles with
Unearihly range and effect

# Mold rocks

= Leviatate with Unearthly ability
any land mass measuring up to 100
cubic miles
True invulnerability: Unearthly rasist-
ance to physical and energy attacks
and CL100O resistance to extreme
heat and cold
Salf-Sustenance: Terrax is free of the
need to consurme air, water, or food.
Floating Disc; CL1000 speed by rid-
ing atop rocks under his confrol
Dimension Travel: At his maximum
velocity, he can enter hyperspace
Life Detection: Detects life-energias
up ta 5 light years away with CL1000
ability
The Gosmic Axe; An axa-like weapon
of CL1000 Material through which he
can channel his powers, including:

= Forca Flodd: The axe can emit a
force fisld of Monstrous rank and
range.

» Dizintegration: Unearthly ability
to disintegrate matter. Damage is
limited to the line of the axe's pas-
sage and the area above that line
(away from the pull of gravity).
Talents: Terrax has Military and
Astronavigation skills,

Contacts: Mona

ADDITIONAL NOTES:
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ROLE-PLAYING NOTES

Terrax is a irreparably vile person
wha believes that since his is the
strongest power, he should canirol
everything. Even being exposed to
Galaclus's near-omnipotence didn't
dampen Terrax's ego any. He simply
began to work on ways 1o desiroy
anyone strangar than he was.

HISTORY

Tyros was orginally the dictator of
the small city-state Lanlak on the
world of Birj (zometimes ranslated
as Terran), & moon of the gas giant
Marman in & solar system eighly
thousand light years from Earth.
Tyras ruled through the use of his
limited power over earth and rock,
This pawer, which apparently was a
mutation unique 1o Tyros, enabled
him to animate constructs of stone
which would patrol his kingdom
maintaining his firm contral, Tyros
loved power and conguest, and led a
life of debauchery and wiolance.
Somehow, he came to the attention
of Galactus, the world-devourer.
Galactus had been seaking a new
herald to guide him to the fertile plan-
ats he neadad for sustenance, pref-
erably one who would have no
compunclion in leading Galactus to
worlds populated  with sentient
beings.

When the Fantastic Four came to
Galacius to ask him for akd in their
battle against the Sphinx, Galacius
agreed, but only on condition that
the Fantasiic Four would journey io
Birj and subdue Tyros for him. The
Fantastic Four reluctantly did this,
and in doing so, they freed the city of
Lanlak from Tyros's rule. Brought
bafore Galactus, Tyros was exposed
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to his cosmic power, which frans-
formed him into Terrax the Tamer. His
minar contral over stone was aug-
mented to an uncalculable degres.
Mow, he could affect all matter of
rack and stone on nearly a planetary
scale. His body was changed so that
it could withstand the wacuum of
space. Finally, Galactus gave Terrax
a weapon called the cosmic axe,
which was capable of generating
waves of cosmic farca.

As Galactus's new herald, Terrax
found more worlds for his masfer
than any of the previous heralds, Ter-
rax likened the dizcovery of new
planets to the fasling of conquest.
0n several occasions, Terrax anniki-
lated large segments of the popula-
tion himself wsing his cosmic
powers, As Galactus had hopad, Ter-
rax's lack of marality made him a
successful herald. But whereas
Galactus's aother heralds had a
sanse of lovalty to their master, Ter-
rax had no compunclions against
dafying him. Shartly after being
transformed, Terrax fled from his
master and overthrew the ruling
body of a small unnamed planet. He
enslavad the entire population and
set himself up as the planet's deity.
Terrax planned o use the survivors
of his reign as the first wave of a
universe-conquering  army.  Bul
befare Terrax could proceed any fur-
ther, Galacius summoned his herald.
Fearful of his master's wrath, Terrax
hid in a black hole. Wtilizing the
powers of the Earth mutani Dazzler,
Galactus freed Terrax and made him
obedient to his will again.

But Terrax's rebellious nature
could not be totally stifled, and Tar-
rax again fled, this time to Earth. Ter-
rax levitated the entire island of
Manhatian into aarth arbit and used
the livas of its millions of inhabitants
10 bargain with the Fantastic Four

Accepting that his herald had now
bacome a liability, Galactus returned
Manhattan to Earth and siripped Ter-
rax of his cosmic power. The trans-
formed alien was sent huriling from
the top of the World Trade Center
down 1o the strest balow whera an
unidantified passerby took him to a
hogpital.

Victor von Doom, looking for a
pawn o use in a plot against the
Fantstic Four, kidnappad Terrax from
the hospital and fook him back to
Doom's kingdom of Latveria. Thare,
after six weeks of Doom’s advanced
treatmenis, Terrax recovercd but
with no memories of having been the
harald of Galactus. Doom had
recently perfected a device capabla
of endowing an individual with lim-
ited cosmic power. Tyros readily
agrecd to ba axpasad to the device's
enargies, Garbed in a special suit
that would channal and regulate the
cosmic energies in his body. Tyros
et off for New York, Unknown to
him, the power Doom gave him
would consume Tyros's body within
a matier of haurs. Thus Doom would
not be faced with an adversary
whose power was greater than his
own, once Tyros had served his pur-
pose,

Tyros defeatad the Fantastic Four,
then twrned on Doom amd immobi-
lized the Latvarian monarch in his
armor. Al Tyros's moment of seam-
ing triumph, the Silver Surfer, the
flirst of Galactus's heralds, arrived to
save the lives of his friends, the
Famtastic Four. Tyros was forced to
usa his lesser powers 1o the limit in
order to combat tha Surfar. This only
sarved to hastan his inevitable dole-
rioration. As the two former haralds
of Galacius engaged in battle, Tyros
was iotally consumed by the “power
cosmic.”

w



THANOS

STATISTICS

| e MM (75)
A BM (30)
5 UM {100)
E UM (100)
R AM (50)
| M (40)
= AM (50)
Health: 305
Karma: 140

Resources: AM (50)
Popularity: —100

BACKGROUMD

Real Name: Thanas of Titan
Occupation: Conquercr and extar-
minator

Legal Status: Titanian exile,
deceasad

Identity: Publiclhy knaown on other
wirlds

Place of Birth: Titan

Marital Status: Single

Known Relatives: Mentor (father),
Sui-San (mother, deceased), Starfox
{brother), Mebula (alleged grand-
daughter)

Base of Operations: Sanctuary Il
Past Group Affiliations: Mang
Present Group Affiliation:

KHOWHN POWERS
Armar Skin: Monstrous . protection
against physical attacks, and Amazing
protection fram energy attacks
Inviinerability: CL10DD resistance 1o
heat, cold, elactricity, radiation, tox-
ins, aging, and disease
Piasma Generation: Uneanhly intan-
sty blasts from his hands or eyes
Psionic Blast: Amazing rank
Self-Sustenance: Indefinite sunvival
withiout air, food, or water
Teleportation; Unearthly ability to
carry along up o 10 companions
Wraith Form; While under the Cos-
mic GCube's influence, Thanos
increasad all his powers +1 S5 and
developed these Abilities:

F A 5 E R i P

UM UN Z  Z UM UN CL50DO

Talents: He has a genius for most
Scientiflic fields, especially Engi-
neering and RapairTinkering.
Contacts: Thanos has used the
services of various beings, including
Adam Warlock, the Super-Skrull,
and the Controller

N
!

[
‘
!.-‘

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Thanos Is a true death-lover. Ha has
combinad his passion for Killing any-
thing that lives with an actual court-
ship of Death Incarnate. Thanos
usually directly confronts foes him-
sall. However, he is a superb planner
who can twist the actions of ostensi-
bly harcic beings o serva his own
ends. If Thanas offers 1o be an alky
watch out!

109



SANCTUARY Il:
Confrol  Speed
MM CL3000  MN bAM
Thanos's starship is an immensa
vehicle capabla of housing thou-
sands. However, Thanos prefers 1o
live in it alone. He can confrol or
maniter any of its functions from any-
where In the ship. It is armead with
hundreds of Monstrous Intensity and
thousands of Amazing Intansity
energy weapons, The Hull iz Mon-
strous material. Sancluary I is pro-
palled by a CL30OQ stardrive
tlightzpeed) and a hyperdrive capa-
bla of instantly moving it anywhere in

the universe within 1-100 days.

HISTORY

Thanas was one of the last sons of
Alars, progenitor of the second colo-
ny af Eternals of Titan, and Sui-San,
the last survivor of the original settle-
ment of Eternals an Titan. Barn with
gray, hide-like skin and a massive
body, Thanos was a morose child
who became obsessed with the con-
cepl of death, Through bionic imple-
mentation and lang hours of
meditation, Thanos augmented his
Eternal strength and powars so that
his powers surpassed those of all
other Titanian Elernals. As he grew
in powiar, Thanos stole a starship and
traveled to other star systems 1o
recruil soldiers, mercenaries, and
malcontents for a private army. With
a small fleet, he dropped nuclear
davicas on his home world of Titan,
killing thousands of his people,
including his mother, Sui-San, and
declarad himself ruler of Titan.

Al some point in his adult life,
Thanos met the embodiment of
Death itself who, in female form,
became Thanos's companion,
Thanos began, for the first lime in his
life, o experienca love for another
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EBody Protection

being. To make himself worthy of so
awesoma an antity, Thanos fried to
acquirg political power through the
conquest of worlds, To this and, he
amassed a huge armada of battle-
ships. Then he found a way to
amplify immeasurably hiz personal
power, Thanos learned of a powear-
object called the Cosmic Cube
brought into existence by the sub-
versive organization Advanced ldea
Mechanics, Thanos seized control of
the reality-altering device and com-
manded it fo give him control over
the universe.

Transtormed into a godlike wraith
by the Cosmic Cube, Thanos battled
the Krea Captain Mar-Vell and the
Avengers, who had previously van-
quishied his armada. When Thanos
carelessly discarded the Cube,
believing falzely that ha had drained
it of zll powar, Mar-Vell struck the
cube, willing it to restora the uni-
varse toowhat it had b=en. Bobbed of
power, Thanos reveried to mortal
form in the center of the universe
where his flagship, Sanctuary I,
refrieved him under preprogrammead
instructions. Revived, Thanos was
dejecied o discover that Death had
abandoned him bacausa of his fail-
urg. Thinking that he could regain
Death's attention by annihilating all
living things, Thanos searched
through the minds and records of
countless civilizations, hoping to find
the key to the power he sought.
Eventually he learmed of the soul-
gems, six pawer ohjects of unknown
origin and vast power. He ocblained
all of the soul-gams axcept one, the
jade jewel on the head of Adam War-
lock.

QDbsarving  Warlock, Thanos
learned that he had diverged a tem-
poral counterpart named the Magus,
who was the head of a galasywide
religious empire. Thanos planned 1o
gliminate the Magus to avoid his
opposition. Possessing the capacity
far time traval, Thanos set up cartain

factars in the timestream which,

combined, might prove the Magus's |

undaing. One of these factors was
the rescuing of the infant Gamara, a
temale of the pacifistic Zen-
Whoberis race thal was slaughtered
oy the Magus's missionary troops.
She would serve as Thanos's per-
sonal assassin. The sacond major
factor would be Thanos's own direct
alliance with Warlock against the
Magus. Thus Thanos hoped to
diverge a reality wherain Warlack
never became the Magus, Thanos
succesded and managed to siphon
from Warlock's soul-gem the ener-
gies he needed withoul Warlock's
knowledge.

Thanos then consirucied a single
huge synthetic soul-gam o hald the
anargias of the ather six. With it, he
planned to extinguish the slars one
by one. Gamora learmed of his plan
of destruction and tried to assassi-
nate him, but Thanos slew her,
Thanos also slew Warlock’s com-
rade, Pip the Trodl. Warlock had by
this time learned of Thanos's threat
and traveled to Earth to enlist the aid
of the Avengers and Caplain Mar-
Vell. In battle aboard Thanos's star-
ship, Captain Mar-Vell damaged the
gquipment Thanos used to cause
stars to go nova. Warlock faced
Thanos in personal combat and was
slain. The Avengers were taken cap-
tive by Thanos, but wera rascued by
Spider-Man and the Thing. Spider-
Man, influenced by the absiract
entities Lord Order and Master Cha-
05, released Warlock's spirit from the
soul-gem. Then, seething with cos-
mic powar raleased through his
physical death, Warlock grapplad
with Thanos and turmed the mad
Titan fo immebile stone. Incapaci-
tated for eternity, Thanos still retains
a fragment of his consciousness and
is thus tortured by the fact that ha
who worshipped death will forever
be daniad it.

~



TEXAS TWISTER

STATISTICS
“F GD (10)
A EX (20)

= TY (B)
E RM (20)
R TY (6)

[ TY (8)
P TY (8)
Health: 66

Karma: 18
Resgurces: TY (6)
Popularity: 10

BACKGROUND

Real Mame: Drew Daniels
Occupation: Ex-Cattle hand and
SHIELD trainee turned rodad par-
former and adventurer

Legal Status: L5, citizen

Identity: Secrat

Place of Birth: Amarillo, Texas
Marital Status: Single

Known Relatives: Mong

Base of Operations: Southwest
United States

Past Group Affiliations: SHIELD,
Fangers

Present Group Affiliation:

KNOWN POWERS
Whirlwing: Amazing Intensity and
damage. Maximum tornado size is 2
areas. Power Stunis include:

» Flight at Amazing landspeaed

* Grapple with Amazing ability

» Tornado-wrapped punches of
Remarkable Strength
Body Resistance; Good resistance
o physical attacks
Talents: Acrobatics, Tumbling,
Horsemanship, and Martial Arts B
Contacts: Partner Shooling Star
and othar former Rangers (Red Wall,
Firabird, Ghaost Rider), possibly
SHIELD

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Texas Twister is primarily out for
bucks and glory. He is willing to work
with any team who can provide him
with a decent share of both. His
innate honesty prevents him from
allying himself with criminals,
though he tends to walk away rathar
than batlle the villains. His cne altru-
istic straak is his continuing quest to
locate his missing partner and
girliriend, Shooting Star.

HISTORY

Draw Danlels was rounding up soma
cattle that had strayed from the herd
he was tending in the Panhandle in
Texas when a sterm began to brew.
Danlels was near & nuclear power
generating facility just as a tornado
touched down in one of the sile’s
waste storage canisters area. Dan-
iels was hombardad with radioactive
particles sucked out of the plant,
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even as he was swepl up into the
funnal cloud itssli. The radiation
bombardment riggered body-wide
mutaganic alterations in him,
endowing him with the ability to gen-
erate tornadoes at will.

Hig first use of his powers was 1o
digzipate the raging storm  that
mutated him. He then quit his job az a
cowhand, went 1o a special ilor and
bought a cusiom-made costume, and
Journeved to the East Coast in order o
miaka a nama for himself, Calling him-
self the Texas Twister, Daniels
answarad a nawspapar advertisement
placed by the Wizard of the Frightful
Four to fill a vacancy in the ranks of
that ciminal group, When the Twister
learmad of its criminal intent, he

112

declined membership and applied to
the espionage agency, SHIELD,
which was organizing its super-agent
program. For several months, the
Twistar trained under the Falcon with
the super-agents. But when two of the
four members were found fo ba frai-
tars, the Super-Agent program was
scrapped, and the Twisler became a
frea agent.

Rapidly depleting hiz SHIELD sev-
arance pay, the Texas Twister deacid-
ed o use his powers for profit and
jrined a rodes. Thers he mat Victoria
Slar, or Shooting Siar as she called
herself professionally, and the two
warked out an act, Hoping to garner
good publicity 1o help their career,
the coupla dacided to answear an

amergaency call sent by Rick Jones
to the Avengers. They scon found

themselves in battle with the Hulk, % -

who was under tha influence of the
Corrupter. They also encounterad
Firebird, Ghost Rider, and Red Wolf,
three of the American Southwestl's
superhuman champions. The Texas
Twister and Shoaling Star joined with
the others to found the Rangers. The
tecarmn wias shori-lived, however, and
at some point Shooting Slar was
replaced by a demonic doppelgang-
ar, Zhooling Star's double brought
the Rangers into conflict with the
West Coast Avengers and the substi-
tution was discovared. Texas Twister
has zinca baan involvaed in & quest to
locate the real Shooting Star.



THING

STATISTICS
\J Form: Human Lumpy Rocky Spiky
F EX {20) A (30) W NEIH] IM (40)
A GD {10 TY (E) GO (10) TY (&)
= G0 {10) A (500 MM [75) LM 100
E GD (10) AR (50) MM 75 LM (100}
R G010 TY (&) G010 G0 (10)
| GO (10) FR {4} G010} EX (20}
P A (30) T {8) A (30) A (30)
Health: 50 138 2040 245
Karma: 50 16 50 G0

Resources: BM (30}
Popularity: 80 (10 in human form)

BACKGROUND
Feal Mame: Banjamin Jacob Grimm
Decupation: Adventurer
J Legal Status: U.5. citizen
Identity: Publicly known
Place of Birth: Mew York Gity, MY
Marital Status: Single
Known Relatives: Daniel and Elsie
(parents, deceased), Daniel Jr
{brather, deceased), Dr. Jacob
Grimm (uncle)
Base of Operations: Four Free-
doms Flaza, Mew York City
Past Group Affiliations: Fantastic
\J Faur, Unlimited Class Wrestling Fed-
aration
Present Group Affiliation:

KNOWN POWERS
Alter Ego: The Thing is the super-
powered form of Ban Grimm. Ben
cannot valuntarily transform himself.,
Body Armor: His lumpy and rocky
hides givas him Incredible protection
J against physical and fiery attacks as
well as Excellent protection against
other energy attacks, His spiky form
has additional +1 CS protection.
Hypar-Breath: As a Strength Power
Stunt, the Thing can exhala an
Excellent Intensity windslorm with 2
range from 20 feet to 2 areas.
Talents: He is well trained in Martial
Aris B and Wrestling. He has Incredi-
ble Reason in the fields of Piloting
and Aircraft Design. He can pilot pre-
viously unknown, @ven alien, aircralt
and spacecraft by a Reason FEAT.
Contacts: The Fantastic Four,
Avengers, Unlimited Class Wrestling
Federation, SHIELD, Projgct Pega-
J zus, and any group the FF have aid-
arl.




ADDITIONAL NOTES:

ROLE-PLAYING MOTES

In hiz original lumpy form, the Thing
is a morosa, easily angered individ-
ual who would as likely strike a leam-
mate as an cpponent. After his
fransition o his familiar rocky state,
he regained self-control. In his cur-
rent spiky form, the Thing is down-
right mellow and is a capable leader,
I any form, though, he is a relent-
less fighter who will sacrifice any-
thing to help his friends. Ben iz
attracted to powerful women.

HISTORY

Benjamin J. Grimm wag born into
POVEMY.

After the deaths of his parents,
Ben was taken in by his Uincle Jaka,
who had risen from poverty o
becoma a succassful physician, and
hiz first wife Alyce, At first Ben resist-
gd their kindness toward him, but
eventually he came to relurn their
love. He left his life with the Yancy
Street Gang behind, became a foot-
ball star in high school, and won a
foatball scholarship to college.

Grimm’zs college roommale was
the briliant science student Raed
Richards, who became his closest
friend. During their first meeting,
Richards confided in Grimm his
intention someday 1o build a starship
for interstellar travel. Grimm jokingly
promized that he would pilot the star-
ship for Richards if he aver built it.

Upon graduating, Grimm went info
tha U5, air Force and became a high-
Iy skilled test pilot and astronaut. In the
meantime, Richards went ahead with
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his project o build a starship, using
bath his own fortune and funding from
the W35, govermment, When the fed-
gral governmenl threatenad to with-
draw it funding from the starship
project, Reed Richards decided to
take the starship on a test flight him-
seif a5 s00n as possible, Grimm was
persuaded to serve as pilot, and
Richards” fufure wife, Susan Starm,
and her adolescent brother Johnmy
insisted on going as passengers. The
faur were subject to intense cosmic
ray bombardment. The contrals, too,
were damaged, and Pilat Grimm was
forced to abort the flight and return 1o
Earih.

The four young pecple discovered
that the cosmic radiahan had triggarad
mutagenic changes in their bodies.
Grmm was lransformead into an
arange-colored, thick-skinned, heavily
muscled, and superhumanly strong
“thing.” Grimm, morose aver his new
grotesque appearance, named him-
galf the Thing. Under Richards' lead-
ership, the Fantastic Four has become
Earth's most honored team of supar-
human adventurers,

Owver the vears, the Thing’s epider-
mis has changad from an abnormally
dense, somewhat lumpy but still com-
paralivaly smaath hide o a flexible,
imerlocking network of rock-like
lumps. Hiz superhuman strength has
increased considerably aver time.
Early in Grimm’s life as the Thing, he
wiauld somatimeas revar to his anginal
human form unexpectedly,. Bul neither
these changes nor those induced by
Richards in his efforis to tum Grimm
back to human form ever proved (o be
parmanant. Instrumenial in helping
Erimm adjust 1o his life as the Thing
was the blind sculptress Alicia Mas-
ters, with whom Grimm fell in love.
Grimm achieved the ability to trans-
form from his Thing form to human
farm and back ab will. Howewvar, fearing
that Alicia Mastars could love him anly
as the Thing, Grimm suffered from a
subconscious mantal block that pre-
vented him from becoming human.

When Grimm was fransported fo
the distant ' Battleivorld” by the alien
Bevonder for the first of the so-called
"sacrat wars,” ha found himself able
to change to human form and back.
Onee the “secret war" was over,
Grimm remained on the planet for

months, Eventually, however, he
found himself frapped once again in

hiz monstrous form, unable oYy

change to human farm, and he
returned o Earth. There Grimm
learned that Johnny Storm and Alicia
Masters had become lovers, and
that Heed Richards had known
aboul his mental black. Furicus and
distraught, Grimm quit the Fantastic
Four. He worked for a lime as a
superhumanly strong wrestier farthe
Unlimited Class Wreslling Fadera-
tion, and alsa paricipated in mis-
sions with the West Coast Avengers.

When Ban bagan to undargo furthar
mutafion, becoming, &t least in his
awn mind, =l more grotesque, he
jeurneyed to Monster Island, whers he
had first encounterad his foe, the Mol
Man. Mow, howeawarn the Male Man
befriended the Thing and welcomed
him inte his underground realm as
part of the sociely he had founded of
physically wgly people who felt them-
zalves o be oulcasts in the surace
wild, Grimm agreed 1o help the Mole
Man raise a small confinent in the
Pagific Qcean to serve as a homeland
for the Mole Man's gocieby. The threa
other original members of the
Fantastic Four found the Thirg in tha
Mole Man's realm, where Reed
Richards realized that by raising a
continent in the Pacific, the Mole Man
wauld trigger earhquakes that would
destroy California,

Whan Reed and Sue Richards
announced they were leaving the
Four ta raisa thair son in relativa nor-
mality, the Thing became head of the
group. He has shown himself 1o ba
an able, level-headad leader. How-
ever, he might still harbor some
resantment foward the Human Torch
becausze of Johnny's recent mar-
riage to Alicia. Still, tha recant addi-
tion of Mz, Marvel Il 1o the group has
givan Ban a raahstic outlel for his
long-submerged romantic side. Ini-
tially he was concerned with helping
her develop & stable personality,
Since the accident that transformed
her into a "sha-thing" and him into &
maore powerful, spiky form, they have
begun to see each other as ideal
mates,
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THOR

STATISTICS
Hala-

Criginal  Cursed
F UM (100)  AM (30)
A EX (20} EX (20)
s MM (TE)  AM (50)
E MM (75 IN (40)
R GD{10) EX (20)
I GO (10) GDIo)
P R (30) RM (20}
Health: 2040 140
Karma: &0 &0
Resources: EX (20} PR {4)
Popularity: 50 30
BACKGROUND
Real Mame: Thor; Dr. Donald Blake;
Sigurd Jarlson

Occupation: (as Thor) Warrior,
adventurer; (as Blake) Ganeral prac-
titioner, surgecn; {as Jarlson) Con-
struction worker

Legal Status: {as Thor} Prince of
Asgard, honorary Amaerican citizen;
(as Blake) American citizan (miss-
ing)

Identity: Secret

Place of Birth: A cave in Morway
Marital Status: Single

Known Relatives: Odin and Gaea
i{parents), Loki (adopted brother)
Base of Operations: Asgard, New
York City

Past Group Affiliations: Asgar-
dians, Avengars

Present Group Affiliation:

KNOWN POWERS
invulmarabilty: Excellent resistance
to physical attacks, heat, cold, radia-
tion, 1oxing, aging, and disease. Typ-
ical resistance to other anergy
attacks.
liusion Detection: +1 G5 1o Intuition
when confronting an illusion.
Miodadr: A CL1000-Material hammear,
Thor's Fighting increases to Shift X
whan using the hammer. Thor can
throw Mijolnir 10 areas. Mjolnir has
these Power Stunts:

= Alter Ego: Striking Mjolnir to the
ground transforms Thor inta his mor-
tal sell. If he is kept from Mjolnir far
aver B seconds, he aulomatically
reverts to mortal form.

Dr. Donald Blake:
F A S5 E R | P
FE PR T¥ Ty GO GD BAM

=

d
o
'gl.\,
.r_" i
[

Health: 18
Karma: 50

Sigurd Jarlson:

F & 5 E
GO GO EX EX GO
Health:&80

Karma: 50

R clew B
Go AM

¥ Aufamatic Refurn: After siriking
or missing a target, Mjelnir flies back
to the spot where it was thrown.

o Dimension Travel; Unearthly
ability to travel batween Earth and
Asgard.

-l

a,

L

s

s

. *._

L
L_--?r.-'éfﬂ
g

» Flight; Amazing air spaead

e Shield: Remarkable protection
against physical, energy, and magi-
cal attacks.

= Weather Contral: Unearthly con-
trol, including Maonstrous  intansily
lightning.

s Worthiness: Only a pure, noble
person may hold the hammer. Such
people must have Remarkable
Strength and expand 1000 Karma
paints in order to use Mjclnir. Some-
ani uging a machine may lift but not
use Mjolnir if they have Remarkable
Strength.
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 Linfeltered Might: A special
altack increasas damage to Shift ¥
and surrounds Mjolnir with a blazing
aura. I he 15 weaaring the Beli of
atrength, damage increases o Shift
£, Thor suffers Incredible damage if
not wearing his gauntlets, Thor loses
one-half hiz Karma when using this
attack,
Armor: CL100D metal provides Shift-
¥ protection against physical and
energy attacks.
Gauntfets: CL1000 metal covers his
hands and arms. It provides Shift-Y
protection against contact powers,
Balt of Ztrength: Increases Strength
+1 CE. Removal tempaorarily lowers
his Endurance =2C5.
Talents: Thor is skilled in madicine,
Asgardian lore, and combat with
gither swords {+ 1 C8) or Mjolnir{+2
C5).
Contacls: Asgardians, Avengers,
Gaea.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Thor is a firm baliever in honor and
the obligations of the powerful to pro-
fecl the weak. He acts as both
Earth's and Asgard’s champion, He
feelz a stronger obligation to Earth,
though, and will reluctantly act
against Asgardians if Earth's needs
ara at issue. While Blaks and Jarlsan
speak normally, Thor uses the formal
speech of Azgardians (it sounds like
pseudo-Zhakespearian) and fends
to make slightly long-winded
speeches during battles,
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BETA RAY THOR

STATISTICS

F LM [(100]
A R (20)
s UM (100)
E LIM {100
3] A {30
i EX (200
P AM (50)
Health: 330

Earma: 100

Resources: EX ((20)
Fopularity: 30

BACKGROUND

Real Mame: “Bata Ray Bill” (English
equivalent of hiz name)
Occupation: Warrior

Legal Status: Karbinite citizen, hon-
orary Asgardian citizen

Identity: Existence unknown to
Earth

Place of Birth: Burning Galaxy
Marital Status: Single

Known Relatives: None

Base of Operations: Skuttiebutt

{starship)

Pasl Group Affiliations: Korbinites,
ally of Asgard

Present Group Affiliation:
KNOWN POWERS

Armoarsking Excellent protection

against physical or energy attacks.
Telelocation: Bata Ray Bill has the
ﬁL‘IGDD ability to lecate his home
eel.
Stormbreaker: A CL10M-Material
hammer. Beta Bay Thor's Fighting
increases ta Shift X when using the
hammer, He Can throw
Stormbreaker 10 areas. Tha ham-
mar has these powers:

* Alter Ego: Striking it to the
ground transforms Beta Ray Thor
inte his unaltered =2elf:

Beta Ray Bill:

F A 5 E R | P
EX EX EX EX AM EX AM
Health: 80

Karma: 100

* Automatic Refurm: After striking
or missing a target, it flies back ta tha
spot where it was thrown,

* Oimension Travel: Unearthly
ability to travel across great dis-
tances or dimansions

= Flight: Amazing air speed

+ Shield: Remarkable protection
against physical, anergy, and magi-
cal attacks

* Weather Control: Unearthly con-
trel, including Monstrous infensity
lightring

= Worthiness: Only a pure, noble
person may hold tha hammer. Such
peopla must have Remarkable
strength and expend 1000 Karma
points in order 1o use Stormbreaker,
Someoneg using a maching may lift
but not use Stormbreaker if they
have Remarkable Strength.
Talents: Beta Ray Bill is skillad in
astronavigation, starship combai,
and Korbinite technolagy.
Contacts: Asgardians, Korbinite
fleet

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

EBeta Ray Bill is a noble, dedicated
warrior pledged o the defense of his
peaple and the destruction of Surlur,
He iz a better fighter than Thaor but
sees him as an equal and kindred
spirit. Although he prefars to stay
with his people’s fleet, Beta Ray Thor
will come to the aid of others if thay
are ballling a common enemy, Sur-
tur's damons.
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THOR

=

HISTORY

Thor is the bloodson of Odin, lord of
the gods of Asgard, and Jord, who i3
also known a5 Gaea, the eldest gad-
dess of the Earh. Odin sought to
father a son whose power would
derive from Earth as well as Asgard,
and hance he mated with Jord. Odin
created a cave in Morway where Jord
gave birth 1o Thor. Months after the
infant Thor was weaned, Odin took
him te Asgard 1o be raisaed. From that
time anward, Odin's wife, the god-
dass Frigga, acted as Thar's mother.
Mot until recent years did Thor learn
that Jord was his maother.

A severed eye of Odin onca grow
to great size, achieved sentienca,
and informed Thor that another Thor
had existed before the current Thor's
birth. This previous Thor was also
the son of Cdin, but had red hair, not
blend. This previous Thor is said to
have killed the Midgard Serpant, and
o have been killad himself by the
dying monster's wvenam, at

J Ragnarok, the dastruction of a pre-

' vious version of Asgard. Odin him-
self was killed, but a new Odin
appeared in the place of several
gods who survived Ragnarok, and it
was this new Odin who fathered the
current version of Thor,

Possibly these previous versions
of Odin and Thor were earliar physi-
cal incarnations of the Odin and Thor

J of today. However, this account of
Thaor's arigin by the severed eyea of
Odin may very well be antirely false.

The young Thor was raised with
Lokl, whao had bean adopted by Odin
after Loki's father, the Frost Giant
Laufey, had been killed in battla.
From childhood, Loki was jealous of
Thar, and his hatred grew over the
years to a wish o destroy him. This
enmity persists.

When Thor was eight, Odin sent
him to Midalvellir, the land of the
dwarves, to bid tha dwarves Brokk
and Eitri 1o create three treasuras for
Asgard’s ruler. Among the three trea-
suras that Brokk and Eitri created
was the wuru hammer Mjalnir

J {although Loki sabotaged the crea-
tion af the hammer so that its handie
was made too short). Odin bestowed

various enchantmants upon the
hammer, including one that mads i
impossible for anyone to lift except
someans who was truly waorthy of
wielding it. Odin then declared that
he was reserving the use of Mjolnir
for Ther, who would receive it on the
day that great deeds of salfless valor
had provad him worlhy of it,

For years Thar strove 10 become
strang and worthy enough to wield
the hammer and was responsible for
many herolc deeds. Finally, when
Thor was sixteen, Odin presented
him with the hammer, declaring Thor
Asgard's greatest warrior.

Sometime in Earth's Sth Cenlury
A.D,, Thor journeyed to Earth for the
first time and promoled his worship
among the Vikings. Both tha Morse-
men and the Germans, who called
hirm Donner, came to warship Thor
and other Asgardians. Thor activaly
ancouraged the adulation of his
Viking worshippers for years. He
also encouraged them to find glory in
battle. But finally Thor discoverad
that a party af his Viking worshippers
had slaughtered the inhabitants of a
Christian monastery. Shocked, real-
izing that some of his more zealous
worshippers ware committing atroci-
tigs in his name, Thor withdrew from
Earthly aclivities altogethar, and
allowead the worship of the gods of
Aszgard to die out,

According to the severed eve of
Odin, Odin himself later caused Thor
to go live an Earth in the mortal guis-
es of the Germanic heroes
Siegmund and his son, Siegfried. In
these two roles, Thor playad a major
role in Qdin's efforts 1o regain the
dangerously powarful Ring of the
Mibalung. Siegmund was killad by
the warrior Hunding, bul Thor was
raborn as Siegfried, the son of
Siegmund and hig lover Sieglinde.
Siagfried took possession of the
Ring after killing the giant Fatnir, who
guarded it in the guise of a dragaon.
(This Falnir is not to be confused
with the dragon Fafnir whom Thor
has fought in recent years.) Siegfried
then fell in lowa with the Valkyrie
Brunnhilde, but was murdered by
Hagen, the son of Alberich, the
dwarf who had created the Ring and
placed a curse upon it, Cdin, haw-
avar, resurrected Siegfried as Thor,

who again had his full godly powers,
but Odin wiped out Thor's memaory of
his two mortal identities. It is unclear
how much, if any, of this account by
Odin's savared eve is true,

Thor led an active, adventurous
lifa in Asgard, doing batile with Frost
Giants and other enemies of the
realm. But Odin grew increasingly
dissatisfied with Thor's headstrong
behavior and excassive pride. On
one occasion Thor viclated a truce
between the Asgardians and the
Frost Giants, thereby nearly starting
a war. Finally, while Thor was
engaged in a brawl in an Asgardian
tavern, Odin summoned him 1o his
presence. Odin had decided that it
was time Thor learned humility. Odin
had Thor surrander his hammer to
him, and then sent him to Earth in
the mortal guise of a crippled young
medical student named Donald
Blake, stripped of his memory of his
true identity,

Az Blake, Thor learned the valua
of humble perseverance in dealing
with his injured legq, and he cama 1o
care for the sick and dying, first as a
madical student, and later as a suc-
cessiul physician. After leaving med-
ical school, Blake cpanad a private
practica in Mew York, quickly gaining
rencwn as & graat surgecn.

Aftar Thor had spent ten yaars in
the rale of Blaka, Odin planted within
Blake's mind the idea of taking a
vacation in Morway., There Elake
encountered a party aof alien
Kronans, also known as the Stona
Ken fram Saturn, Blake flad from the
Kronans inte a cavern, the very
zame one where he had been bormn
millennia ago. Odin had left Thar's
hammer in the anchanted form of a
wopden cane. Trapped in tha cavern
by & great boulder, Blake struck the
boulder with the cane in frustrated
anger, and was transformed back
into his true godly form of Thor As
Thar he escaped the cavern and
drove off the Kranans.

At first, Thor had ne memory of his
past life as an Asgardian god,
although as months passead, maore of
his memorias returned, Finally, a
yaar later, Odin revealad to him the
false natura of the Blake identity and
the reason for it

Thar maintained his Blake idantity
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an Earth and continued his madical
praclice. Part of his affinity for Earth
was his subconscious reallzation
thal his maternal heritage was on
this world. The other part was simply
his love for humanity and his need fo
axparience those things that only
martals could know. Thor cama fo
divide his time between Earth and
Asgard and does o 1o this day.

For vears Thor was in love with
Jana Foster who worked as a nurse
for Blake. Odin disapproved of
Thor's love for thizs mortal, bul even-
tually the romance betwean Thor
and Foster came to an end, and Thor
renewad his relationship with Sif, an
Asgardian warrior-goddess who was
his friend as a child. That relation-
ship has suffered strains in recent
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years, and it is unclear what path it
may take in the futura.

Thor was a founding member of
the team of suparbiuman champions
known as the Avengers, and has
continuad 1o serve with the team
from time to time through the
prasent. Hecently Thor gave up his
identity as Don Blake. In fact, Odin
transfarrad the enchantment ena-
bBling Thor to change into mortal form
and back from Thaor's hammer to that
of his ally and alien counterpart,
Bata Ray Bill. With the aid of Mick
Fury, Public Director of SHIELD,
Thor has adopted a new “secret
identity,’ that of construction warker
Sigurd Jarlson. Thor does not actu-
ally become a moral in his Jarlson
identity; he simply dresses as a nor-

mzl contemporary Earthman and
wears glasses.,

Lately, Thor has grown a beard 1o

conceal the terrible scars left an his
face due to wounds inflicted by the
Asgardian death goddess Hela. It is
nol known if thase scars will ever
completely heal and fade.

After Odin disappeared during his
battle with Surtur, the people of
Asgard wished to make Thar, Odin's
designated hair, their new ruler.
Unwilling to give up his guardianship
of Earth or his life of adventure, at
least not yel, Thor declined the offer
and instead nominated his friend
Balder the Brave to be Asgard's
ruler, Balder now rules until such
time as Odin returns or Thor himself
clzims the throne.
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THUNDERBIRD I

STATISTICS

EX (20)

EX (20)
g5 I ()
E R (30)
2] GO {10}
I AM (30
P AM (30)
Health: 110
Karma: 7O

Re=zources: PH (4)
Popularity: 13

BACKGROUND

Real Mame: John Prowdstar
Occupation: USMC Carporal
(retired), adventurer

Legal Status: U.5. citizen,
deceased

dentity: Secret

Place of Birth: Camp Verde Apache
Resenvation, Arizona

Marital Status: Single

Known Relatives: Meal and kMana
{parenis), James (brother, a.k.a.
Thunderbind 1)

Base of Operations: X-Mansion
Past Group Aliliations: X-Men

i Present Group Affiliation:

KNOWM POWERS

invulmarabliify: Good resistance 10
physical and anergy attacks.
Tracking: Remarkable ability
Talents: Tracking, Hunting, and Sur-
vival skills.

Contacts: Apache nation

J ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Thunderbird was a proud and
strong-willed man, too much so for
hisz eventual good. When ha waz in
the company of mora powerful indi-

viduals, Thunderbird felt tha need to
prove himsetf thair equal or superior
If he was unable to do this, he
became angry and reckless.

HISTORY

John Proudstar was borm on the
Apache reservation at Camp Verde,
Arizona. During his childhood and
adolescence, he proved to be an
exceptionally strong and vigorous

athlete. Proudstar, however, regard-
gd himself throughout his life as a
lomer and an oulcast, He wished 1o
proved himself to be a warrior in the
tradition of his ancestors, and he
was dissatisfied with what he regard-
ed as the complacant lives led by his
fellow Apaches on their resarvation.

Although too young to join the
armed forces, Proudstar lied about
his age and antered the United
States Marines, intending to lead the
kind of aclive life he desired., He
became a corporal and earned a
numbar of medals. But Proudstar
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was still dissatisfied with his life once
his term of duty was over and he had
returned to the reservation.
Proudstar's mutant superhuman
strength first manifested itself when,
al the age of twenty, he wrestled and
threw & charging bizon bare-handed
to save a litlle girl. This feat earned
Proudstar fame amaong his iribes-
people, but the true nature of his
abilitias ramained unknown until
Professor Charles Xavier, founder of
the X-Man, discovared him.
Through the use of his mutani-
detecting computer Cerabro, Xavier
located Proudstar, whom he invited
to become one of the X-Men. The
first mission that Proudstar and six
other new recruits to the team under-
took was the rescue of the original X-
Men from the "living island™ of
Krakoa in the South Pacific. Except
for Sunfire, these new recruits,
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including Proudstar, became the
“new"” X-Men team. Xavier gave
Proudstar the code name " Thunder-
bird.”

O their next known mission, the
naw X-Men went to Chevenne Moun-
lain in the Colorade Rockies, the
location of a Morth American Air
Defense command center which had
been takan avar by Count Luching
Mefaria in an international extorticn
scheme. After the X-Men had ruined
hiz plans, Mefaria altempted 1o
escape in a small aircraft. Thunder-
bird managed to climb onto the
plane as it took off. Defying Xavier's
telepathic warnings to get off the
plane, Thunderbird asserted that he
was finally going to prove that ha
was a true Apache warrior, LIsing his
superhuman strength, Thundarbird
rippad open part of the plane and
wreaked havoc on s internal sys-

tems, Furiously Thunderbird pum-
meled the aircraft until finally it
exploded, killing him instantly. Mefa-
rig, howewar, reached safety through
teleportation.

Just before Thunderbird's funeral
in the Western Desert, Thunder-
bird's body was stolan by his youn-
ger brother James, who gave him a
traditicnal Apache warrior's funaral
rite. James had hardly known his
brother, but admired him as his hero,
and he vowead to fake vengeance
someday on Xavier, whom he
blamed for John's death.

Jamas  Proudstar  eventually
jmined the Hellicns, a team of young
superhuman mutants, and took the
nama Thunderbird himsell. He
attempted to lake his revenge on |
Xavier but could not go through with
killing him. He has given up his quast
for vengeance.



THUNDERIDERS

GROUP BACKGROUND

sThe Thunderiders are a world-class
Jmnmrt:yc:le stunt-riding exhibition
team based in the United States.
Five of the Thunderiders’ six regu-
lars are mutants who possess a spe-
cial mental link with one ancther that
enables them to share cartain infor-
mation and feelings as well a5 pro-
ject into a host body thair combined
mental and physical attributes dur-
ing times of strass. This host body
takes on the masked identity of the
Marauder, also known as the Black
Marauder, the Dark Rider, or the
Black Rider. The parents of James
McDonald, Winthrop Roan, Jr,
Lepnard Hebb, Luke Mearriweather,
and " The Wolf'' {real name unravaal-
ad) were among the undisclosed
number of couples who ware the
unwitling test subjects in an experi-
ment canducted by the subversive
organizatiom HYDRA. The exper-
ment, called "Project: Mew Gene-
sis'" was designed by HYDRA
scientists o create a race of mutants
who could be frained as superhu-
man agents for the group. The
expectant mothers were surrepli-
tiously administerad a mutagenic
compaund, and after the children
weare born, HYDR& agenis kept the
children under surveillance as they
grew to adulthood. When nona of the
test subjects seemad to exhibit any
axiraordinary superhuman power,
the project was terminated.
Unknown to HYDRA, five af the 1est
subjects did devalop latent superhu-
man abilities; - but they would not
manifast themselves until the men
neared adulthood and each other
Perhaps not coincidentally, the five
latenl mutants 2ach developed an
aptitude and passion for motorcy-
cles.

Thrae of the five mat in Daytona
Beach, Florida, when motorcyclists
from around the warld congregated
there for the first race of the new
Unlimited Class Racing Competi-
tion, & tournament organizad 1o lest
race high-preformance vehicles. It
was called “Unlimited Class”
because there werg no restrictions
placad an engine size or power or
technological innovation permitied
in the races. MeDonald, Roan, and
"Walf'' aach met for the first time at

Daytona, but they manifested their
collective self, the Marauder, a few
days earlier. The Marauder had
stolen into the corporate headguar-
ters of Universal Technologies, a
front for HYDRA, in order 10 purge
the computer filas of records about
tham. When HYDRA learned of the
purge, it deduced the identities of
the five file-subjects from cross-
referanced data, but now lacked the
detailed histories of the five. Believ-
ing that McDonald, Rean, ar “Wolf”
must be the Marauder, HYDRA sen
an agent 1o Daytona to assassinate
all three. James McDonald, who had
recently resigned from the Central
Intelliganca Agency to waork as a free
agent, went to Daylona to investi-
gata rumored HYDRA activity. Win-
throp Reoan, Jr., preferring to be
known by his staga name “R.U.
Reddy,' wenl to Daytona in hopes of
being hired as a racar. “Wolf"' went
to watch the cycles and the paopla.
Each aof the threa narrowly evaded
the HYDRA assassin and was lefl a
note by the Marauder claiming that
they had a common destiny and
should join logether, After much
deliberation, they agreed o do so.

Calling themselvas Team Ameri-
ca, they entered the first Unlimited
Class Racing competition and won,
Moments aftar wvictory, HYDRA
attacked the raceway in an effort to
procure a unique guidance system
ugad by one of the Japanose teams,
Team Amarica managed to foil their
raid.

At the next Unlimited Class event
im the Rocky Mountaing, Luke Marri-
waather {alias Cowboy) and Leonard
Hebb (alias Wrench), hearing about
Taam America’s surprise victorny, met
with tha three founding members
and petitioned for membership. Mar-
riweather and Hebb ware the other
two HYDRA test subjects. Feeling a
rapporl with the newcomers, the
three original Team Americans wel-
comed them inta theair ranks. Unoffi-
cially, Habb's girifriend Georgianna
Sue Castlaberry also became a
membear of the team. Habb was a
gifted machanic and designer al
high-performance vehiclas, and his
Winnebaga recreational vehicle
bacame Team America's mobile
headquarters. His girifriend, Castle-

berry, it was later learned, was usu-
ally the host body for thair collective
persena, the Marauder, although she
did mot know it. Hebb designed and
built a race car for Team Amarica o
competa in the Rocky Mountain
raca, but a HYDRA assassin pre-
vented tham from winning.

When the three original Team
Amaricans performed at a charity
agxhibition at Madison Square Gar-
den in Mew ork, one of the specla-
tors, & praminent Mobel prize winner,
was kidnapped by a large android.
Tha Team assisted Captain Amarica
in rescuing him and several other
well-known intellectuals whom the
WMad Thnker had abducted to provide
himsell companionship

Tha next race event was held on
thie Sahara Desert in Egypt. Taking &
commaercial flight therg, tha Team
was dismayed whan their team lead-
er McDonald (called Honcha) left the
group to take a freelance assign-
mant for the ClA to foil 2 weapons-
smuggling operation. Honcho failed
lo show up in time to assisl his leam-
matasin the race, and Team Amaerica
lost,

Deeply in debt, Team America
returned to the United States. Talk of
disbanding arose when their last
motoreyele broke down and thay had
no money to fix it, but the Marauder
left tha team its own state-of-the-an
motorcycle. With it, Team America
travelad across the country entering
every motorcycle race they could
find, With all of tha prize monay, they
paid thair debls and rented a garage
in Hoboken, New Jersay, 10 serve as
their headquarters, Investing avery-
thing they had in a new high-
performance vehicle for the next
Unlimited Class competition, the
team was disheartened when it
broke down in a time trial. Desper-
ale, they accepted an offer from a
racruiting agent of Stark Internation-
al, who was more interested in
acquiring the Marauder's motorcycle
than he was in having thair services.
Learning that thay would be
absorbad inlo a team of sevenly-Iwo
other drivers, the Team began fo
regrat their decision. However, when
Stark prasident Anthony Stark
learned of his recruitment agent's
disreputable fransaction, he made
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restitution and released the Team
from their contracts,

In Lakebed, Oklahoma, the next
Unlimited Class Racing event was
held and Wolf of Team America came
in first. Howewver, the race was dis-
rupled first by the demonic Ghost
Rider, who wishad o seifle a score
with the Marauder. and then by
HYDRA, which wanted to kill Team
America in revenge. In the melee,
tha Ghost Rider assizted the Team to
fight off HYDRA, but the Marauder
was injured, Unmasking the silant
cyclist, the Team was stunned to dis-
covar its identity 1o be Geocrgianna
Castieberry. Later when Elsie Car-
zon, regional leader of HYDRA,
failed a second assassination
attempt, she revealed to them their
connaction with “Project: New Gen-
esis’ in exchanga for her freedom,
Believing her to be a victim of eir-
cumstances, the Team halped res-
cug her frem her own agents who
wera supposed 1o kill her and her
family should sha fail in her mission.

After this battle, Team America
disbanded. Wranch and Castlebarry
married. Honcho wanted 10 devote
mora time 1o esplonage work. Cow-
boy invited Wolf and Reddy to join
him in a series of charity exhibitions
to promote Cowbov's school, and
the two accepted, At one such event,
in upstate Mew York, the criminal
Viper and her associate the Silver
Samurail attacked the New Mutants,
teenaged students at Professor
Xaviers School for Gifted Young-
sters, who happened to be in attend-
ance. The three Team Americans
jmined the fray bul were unable 1o
stop the criminals from abducting
Danielle Moonstar (alias Mirage)
whom the Team had caused o
become the host-body for the
Marauder. On the threat of killing
Moanstar, the Viper had James
McDeonald assembla Team America
lo raid a fortress in the Sierra Madre
Mountains for a special crystal.
While the New Mutants rescued
Moanstar, Team America infiltrated
the fortress, which was headquar-
ters of one of the splinters groups of
the Advanced ldea Mechanics and
managed to procure the crystal,
Howevear, it was lost before it could
be turned over to the Viper. The New
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Mutants did manage lo rascue
Maoonstar. In exchange for their
cooperation, Xavier taught the
mutants in Team America fo contral
the appearance of the Marauder,

Deciding that they missed the
excitement of being in the team, the
six decided to band together parma-
nently once maora. They changed
their name to the Thunderiders and
bagan training as a pracision-riding
stunt team as well as racers. Soak-
ing fo expand the team, the Thun-
deriders have held open auditions.
Champion sportswoman Sharon
Ventura was a mamber of the Thun-
dariders for a few months prior fo
becoming the new Ms. Marvel. The
Thing of the Fantastic Four was also
mamber for a few weeks, although
he resigned befare performing with
them in public. The Thunderiders
remain America's best daredevil
motorcycle team as well as a top
contender in the Unlimited Class
Racing competitions,

HONCHO

iJames MacDonald)

F EX [ 20}
-1 EX (20)
5 T (&)

E GD (10
R GO {10}
1 GD (10)
P TY (B)
Health: 56

Karma: 25

Resources: GD
Popularity: 30

KENOWHN POWERS

Gestalt: Honcho shares a strange
psychic link with Wolf, R.U. Reddy,
Cowboy, and Wrench that allows the
five men to project their combined
physical and mental talents into a
single host body, which then takes
on a persona known as Maraudar, All
five men must ba within approxi-
mately within 100 yards of each ath-
ar to combine,

When the Thunderiders decide to
form Marauder, they choose any one
individual within 100 yards of their
presant location and bestow upon
this individual all of the attributes
and skills of Marauder, listed below.
The individual selected can be one
af the Thundariders themselves, if
they =0 decide, and the Thunderi-
ders can choosea to end the transfor-
mation at any time. There is no
apparent time limit to the amount of
time the transformation can be main-
tained. If the selected individual
wishes to resist becoming the
Marauder, the Thunderiders must
make a power FEAT roll with an
Intensity equal to the target's
Favche,

While the Marauder is in exist-
ence, the abilities of the Thunderi-
ders themselves are not altered or
diminished in any way. This ability
apearates at the Remarkable level,
Telapathy: Hancho has Excellent
Telepathy, which he can usea only to
contact his fellow Thunderiders.
Empathy:  Honcho has Excellent
Empathy, which functions only upon
hiz fellow Thunderiders.,

Talents: Honcho is skilled in Martial
Ars A and E, as well as being an
expert cyclist (+2 C5).

Contacts: Honcho is a racer in the
Unlirnitad Class Racing Fedaration,
In addition, he has meat and warked
with Captain America and Prolassor
Xaviar and his Mew Mutants,

ROLE-PLAYING MOTES

Honcha is a sensible, capable lead-
er. Like all of the Thunderiders, how-
ever, he has a thirst for action and
danger.
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THUMNDERIDERS

STATISTICS

EX (20)
EX (20)
GD {10)
GO (10)
TY {B)

GD (10)
TY (B)

T IImnEmT

Health: 80
Karma: 22
Resources: GD
Popularity: 30

KNOWN POWERS

Same as Honoho above.

Talents: ‘Wolf has the Wrestling lal-
ent as well as baing an expert cyclist
(+2 G3).

Contacts: Same as Honcho

ROLE-PLAYING NOTES
Walf is the sirong silent type.

R.U. REDDY

STATISTICS

GD (10)
EX (20)
TY (8)
GO (10)
TY {6)
GD (10)
TY {E)

T Iome =T

Health: 46
Karma: 22
Resources: GD
Popularity: 35

KNOWH FOWERS

Same as Honcho above.

Talents: A.U.was once a rock sing-
gf, and is now an expert cyclist (+2
CE).

Contacts: Same as Honcho above.

ROLE-PLAYING NOTES
Reddy is flashy and suave.

cowBOoyY

STATISTICS

GD (10)
EX (20)
T (B)
GD (10)
TY (8)
GD (10)
TY (8)

TTImMmneEmT

Health: 46
Karma: 22
Resources: GO
Popularity: 30

KNOWN POWERS

Same as Honcho above.,

Talents: Cowboy is an expert Horse-
man and an expert cyclist (+2 C8).
Contacts: Same as Honcho above.

ROLE-PLAYING MOTES
Cowbaoy is & fun-loving free spirit.
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WRENCH
STATISTICS

GD (10}
a0 (1
TY (8)

G0 (10)
EX (20)
GD (10}
TY [B)

TTImMmweE

Health: 36
Karma: 35
Resources: GO
Popularity: 30

KNOWHN POWERS

Same as Honcha above.

Talents: Wrench has the Engineer
and Repair/Tinker talents. He iz also
an axcellent cyclist [ +1 C5).
Contacts: Same as Honcho.

ROLE-PLAYING MOTES
Wreanch is rational, calm, and capa-
ble.
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GEORGIANMNA
STATISTICS

F G010y
A EX (20)
5 T (8]
E GO0y
R TY [B)

| GO0 10)
P TY (B}
Health: 46

Karma: 22

Resources: GD
Fopularity: 30

KNOWN POWERS Maone

Talents: Georgianna is an exceallent
cyclist {(+1 CS5).

Contacts: Same as Honcho above

ROLE-PLAYING NOTES

Georgianna Sue Castleberry Hebb
i% kind and free-wheeling. Her crav-
ing for excitement is not as devel-
aped as that of the other team
members, but is strong nonethealess,

MARAUDER

STATISTICS

F AM (30)
A, Al (30
5 EX {20)
E R [30)
R R (30)
I EX (20
P EX (20)
Health: 110

Karma: 70

KNOWN POWERS

Talents: The Marauder has Mon-
strous Agility when riding a motarcy-
cle,

ROLE-PLAYING NOTES

Marauder is a dark, mysterious fig- =

ure that shares the inclinations of the
Thunderiders, meaning that he (or
she) is dedicated to justice.



THUNDRA

STATISTICS

-.‘ F AM (500
A Ex (209
5 Ak (500
E EX (20)
R TY [B)
I GD (109
P TY (8
Health: 140
Karma: 22

Resources: EX
Popularity: 8 (V5)

BACKGROUND

Real HName: Thundra

Cocupation: Warrior

Legal Status: Citizen of the United
Sisterhood Republic in alternate
fufure

Identity: Publicly known

Place of Birth: Greater Milago, Mid-
western Republic

Marital Status: Single

Known Relatives: None

Base of Operations: United Sister-
hood Republic

Past Group Affillations: Frightiul
Four, former agent of Roxxen Oil
Present Group Affiliation:

KNOWMN POWERS

Imvulnerability; Thundra has Typical
resistance lo physical attacks.
Hyper-Leaping: Thundra can leap
with Remarkable ability (45 leet up or
across, 60 feet down).
Hyper-Bunning: Thundra can run at
Typical ground speed (45 mph or 3
araas per round).

Chain: Thundra carries a length of
chain which she usas as a weapon.
When striking with the chain, her
Fighting is Monstrous.

Talents: Thundra has the Weapons
Master talent, and is also proficient
in Martial Arts A, B, C, D, and E. She
iz a skilled political and military lead-
er as befits her siation as head of the
LUSH.

Contacts: Thundra is a long-tima
associate of the Fantastic Four. She
is the leadar of the United Sisterhood
Republic in her awn time ling.

ADDITIONAL MOTES:

ROLE-PLAYING NOTES

Thundra is an aggressive fighter with
a naar-total disdain for men. She is a
brilliant tactician and an honor-
bound fighter. Sha is also prone to
fits of rash behavior and may acl
before the fime iz right. She has a
soft spot for Benjamin Grimm, but
her personality will not let her admit
that it is anything mare than simple
respesct.
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HISTORY

Toward the end of the twentieth cen-
tury in one alternate future, word-
wide chemical and biological
warfare broke oul, resulting in the
sterilization of 85% of the Earth's
fermale population. The ferlile 5%
geized political power and began a
syslematized program of opprassion
against men, who were saan as hav-
ing nearly exterminated the species.
By the early 23rd century, natural
childbirth was totally supplanted by
labaratory birthing, and men were
bred only as servanis, antertainers,
and breeding stock, The major con-
cerns of the United Sisterhood
Republic, one of the leading nations
of the new world, were exterminating
the renegade bands of roving free
men and preventing incursions from
foreign nations and powers,

Thundra was bom in the Central
Birthing Center of Greater Milago
{Milwaukee-Chicago), a8 government-
run lzboratory where foluses are
brought to term i arlificizl wombs,
Gengtically engineered for strength
and endurance, Thundra was sant fo
military school whan she was eight
years old, By the age of eighteen, she
had distinguished harself as the finest
warrigr in the Midwestern Republic
and became an officer in the militia.
She led assaults against roving bands
of renegades and the armies of the
Cantral American Empire.

In the middle of Thundra's military
career, the USA faced an invasion
from an unexpected guarter Men
from a conlemparary alternate Earth
whare generations previcusly, rena-
gade men had managed to over-
throw their female oppressors, had
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been given the technolagy for inter-
dimensional travel, and decided Lo
journey to Thundra's Earth ta liber-
ate the mean of that world, In an
attemnpt to sirike back at the man of
Machus, as the leading nation of this
alternata Earth was called, Thundra
stole their dimensional apparatus,
planning to launch a counter-altack
on their world. The machine mal-
functioned, however, and displaced
her through time as well as space,
She arrived in the twantieth century,
and after acclimating herself, decid-
ed to humble the strongest man on
Earth, thereby, she believed, pre-
venting the world of Machus fram
ever coming about.

Upan her arrival, she was
befriended by the criminal Wizard of
the Frightful Four, whose instru-
ments detected Thundra's time dis-
placement. The Wizard was looking
for a replacement for Medusa, and
saw Thundra as an ideal choice,
Thundra pretended to go along with
the Wizard's plans in order fo axploi
his resources. She determined that
thae Thing of the Fanlastic Four
would be the ideal object lesson 1o
vanguish in battle, Alongside the
Frightful Four, she engaged the
Thing in a battle, besting him fairly
on &t least one occasion. Recogniz-
ing that her actions in the past would
have little bearing on the fulure, she
betrayed the Frightful Four to
become an ally of the Fantastic Four.

Mahkizmo, the greatest warrior of
Machus, eventually trailed Thundra
to the iwentieth century and faok her
bkack 1o har own time to stand trial for
har theft of the interdimensicn fravel
equipment. The Fantastic Four fol-
lowed Thundra {using their cwn
means of travel) and halpad Thundra

batile against the dimensional
invaders of Machus. Bafore leaving

the future for their own time, thesw.

Fantastic Four destroved the mind-
domination equipmeant of the
Machians and hoped that the two
worlds would settle their differences
amicably. Thundra returned to the
twentisth century with them, beliay-
ing that her world would be changed
unfavorably by the presence of the
extradimensicnal men.

Manths later, however, Thundra
was contacted by the Nth Command,
subsidiary of tha Roxxan Qil Compa-
ny devoled to extradimensional
research. They told her that a diver-
gent futura world existed which was
never invaded by Machus. She
agread 1o carry out a mission for
them in exchange for being restored
ta her world. The mission was lead-
ing a band of famale Roxxon opera-
fives called the Grapplers into the
governmeant energy facility Project:
Fegasus in order to sabotage it. She
was apprehended in the process but
was released so the authorities
could track down the party that sent
her. She briefly became an ally of
Hyparion of the Squadron Sinister,
another Roxxon operative.

When she learned of the Nth Com-
mand’s sinister motives, she stole
one of the Nth Projectors, dimen-
sional aperture synthesizers. Creat-
ing a portal to her own timea, she weant
through it after bidding a fond fare-
weall to the Thing, the twentieth-
cantury male she had most learnad
to admire. Hyparion attempted to fol-
law her, but the poral closed while
he was halfway through, stranding
him in limba. Thundra arrived in her
heme reality safely. Her current
activities are unknown.
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TIGER SHARK

 STATISTICS

-" F AM (50)
-

EX (20)
s MM (75)
E RAM (30)
R TY [6)
I AM (30)
P EX (20}
Health: 175
Karma: 56
Resources: TY (&)

Popularity: —10

BACKGROUND

Real Mame: Todd Ariss
Occupation: Former athlete, now
criminal

Identity: Publicly known

JLagﬂE Status: Citizen of U.5. with
criminal record

Place of Birth: Pasadena, CA
Marital Status: Singls

Known Relatives: Diane MNawsall
(sister), Walter Newsll (brother-in-
law)

Base of Operations: Mobile

Past Group Affiliations: Mastars of
Evil Ill and IV

J Present Group Affiliation:

KNOWMN POWERS

Baody Armor: Tiger Shark’s aug-
menled flash can withstand the pres-
sure of the deep ccean, and provides
Excellent protection against physical
attacks.

Resistance to Cold: Excellent resist-
anca to cold

Swimming: 4 areas per round (80
& oo

Water Breathing: Fish-like gills
enable him to breathe water as weill
as air

Teeth: Razor-sharp teeth of Excel-
lent material; can bite a grappled
opponent for Excellent Edged weap-
on damage

Hydro-Suit; When Tiger Shark is out
of water, his abilities and power
ranks would normally declina; but
hiz costume is equipped with minia-
fure pumps and a system that con-
stantly circulates water around his
body, enabling him to maintain his
powers on dry land. The suit does
not provide Tiger Shark with any
4 physical pratection, but is mada from
J Good strength material.

Talents: Tiger Shark is skilled in

/

Undervater Combat and suffers no
penalties when fighting in the water.
Contacts: Tiger Shark was a mam-
ber of the Third and Fourth Masters
of Evil,

ADDITIONAL NOTES:
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ROLE-PLAYING MOTES

Before his transformation at the
hands of Dr. Dorcas, Todd Arliss was
a kind-hearted, happy-go-lucky
young man, When he was implanted
with the genatic make-up of a tiger
shark, however, he ook on a portion
of the creature's persanality as well.
He iz now a ranging cold-blooded
killer with a lust for batle and a
strong survival instinect,

Ever since his transformation,
Tiger Shark has felt a strong sense
of loneliness. Upon occasion, thea
attentions of a beautiful woman have
been able 1o curb his wrath,

HISTORY

Todd Arliss was a champion Qlympic
swimmer. Following the Olympics,
he planned to become a professional
swimmer, having earned an esli-
matad halt million dollars in
advances for public exhibitions.
Before hiz professional carear could
pet underway, howsver, he severaly
injured his back and legs while res-
cuing a man who had fallen over-
board from a private craft. Although
able to walk, he was told that he
would never be able to swim again.
Arliss zpent a large part of the
advance money he had received
seeking medical helg. He eveniually
discovarad Dr, Lemuel Dorcas, a
criminally motivated marine biolegist
who promizsed &rliss that he would
be able 1o make him swim again.
Under protests from his sister Diane,
Arliss accompanied Dorcas to an
undersea laboratory located off the
Morth Atlantic coast,

Dorcas subjected Arliss to a great
variety of experimental procedures,
involving high-frequency radiation
therapy that restored the damaged
nerva tissue and ligaments. Dorcas
placed Arliss within the “morgho-
tron,” an axparimanial device capa-
ble of imprinting upon a human
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being the genelic pattern of anather
creatura, in this case a tiger shark,
Darcas had constructed a robol to
search out and capture sharks for
experimentation, and coincidentally
it captured Prince Mamor, the Sub-
Marinar. Namor and several sharks
were used to provide a compound
genetic pattern of great superhuman
potantial, Arliss was transformed
into a superhumanly powerful
amphibious creaturae. Dorcas provid-
ed Arliss with a specially prepared
suit and mask, and dubbed him
Tiger Shark.

Although Dorcas wished to use
Tiger Shark to further his own crimi-
nal ambitions, Tiger Shark had other
ideas. After physically besting the
Sub-Mariner, still weak fram the
marphotron transfar, the Shark left
Dorzas's lab for the open sea. Hap-
pening upon the Sub-Mariner’s
betrothed, the Lady Dorma, the
Shark accompanied her to Atlantis,
whare he held the throne until
Mamor arrived and recapiured if.

Tiger Shark escaped and swam bo
the Sargasso Sea where he encoun-
terad tha Paoplas of the Mist, a band
of sailors and seamen from various
cultures and time pericds wha wers
immaerial prisoners of the area. Tiger
Shark offered to lead them cut of the
area if they would serve him once
they were free. The Sub-Mariner,
however, anfared the mist-locked
area and opposed the Shark once
more. Tiger Shark escaped in the
wake of the explosion of an experi-
mental Nazi torpedo. Mot long after,
Tiger Shark again crossed paths
with the Lady Dorma, who agreed to
marry him if ha would help save
Atlantis from Orka, ancther of Dr
Dorcas’s crealions, and the Atlanie-
an traitor Krang. The Shark fought
valiantly against Orka and his battal-
ien of killer whales, Locked in battle,
both Tiger Shark and Orka ware
sucked under whan a huge crevice
opened in the ocean floor.

Eventually escaping, Tiger Shark

discovered thal hiz amphibious
powers wera diminishing. Unable to

lacate Dr. Dorcas, he allied himselfiy,

with the Lemurian empress Llyra
and the scientist Lymeondo. Llyra
wished vengeance upon Mamor far
thowarting her ascent to the Atlantean
throne. Tiger Shark wanted fo use
Lymondo’s replica of the morphairon
to siphon more of Mamor's power
inte himself. The three learmed kid-
nappad the Sub-Mariner’s human
father, Leonard Mackenzia, Sub-
dued by treachery, Mamor was
placed into the morphotron and usad
o restore the Shark's prowass, Inan
ensuing struggle, Tiger Shark thraw
a lead pipe at Namar's fathar, killing
hiirm.

Tiger Shark fled and hid owt wndil |
he learned that Mamor had experi-
enced amnesia concerning the inci-
dent. Tiger Shark came out of hiding
and was reunited with Dr Dorcas,
After Dorcas was aventually killad by
awar machine of his own design, the
Sub-Mariner found Tiger Shark and
turned him aver to the logal authori-
ties,

Tiger Shark inevitably escaped
and made his way to Atlantis for
another try at Mamor. Again he
failed, but this fime he was rescued
by the criminal Egghead who wished
the Shark to be a member of his Mas-
ters of Evil to assist Egghead In his
plan 1o totally destroy Henry Pym.
Pym managed to stun all of the Mas-
ters, however, and they wera faken
inte police custody. Some time later,
Tiger Shark was freed from prison
again, this time by Baron Zema, whao
wished the Shark to join his Maslers
of Evil coalition. Tiger Shark helped
the Masiars ocoupy Avengers Man-
sign, but left the group belora the
Masters' final showdown with the
Avangers, Tiger Shark was last seen
in San Francisco, allied with Whirl-
wind, anather Master of Evil at large,
where he battled Tigra and Hallcat,
He is currently in police custody,
awaiting frial,
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TIGRA

STATISTICS
EX (20)
[N (40)
s [N (40
E Rl (30)
R TY (6)
I R (300
P EX {20
Health: 130

Karma: 56
Resources: TY (5)
Popularity: 26

BACKGROUND

Real Name: Graar Grant Melson
Cecupatlon: Professional adventur-
Br

Identity: Secret

Legal Status: Citizen of the LL3.
with no griminal racerd

Other Known Aliases: Werecal
Place of Birth: Chicago, llinois
Marital Status: Widowed

Known Relatives: William [husg-
band, deceased)

Base of Operations: Los Angeles,
CA

Past Group Affiliations: Former
member of the Easl Coast Avengers,
member of the West Coast Avangers
Fresent Group AHillation:

KNOWN POWERS

Enhanced Sense: Tigra's sense of
vigion, hearing, and smell all operate
at the Monstrous level. She may
track opponents with Amazing ability
using these skills, but suffers a —1
5 an FEAT rolls against attacks that
fargat these senses,

Night Vision: Tigra has Incredible
rank infravision, and can pearceiva
objects clearly even in almost total
darkness (some dim light musl be
available). She suffers no penalties
while fighting in the dark.

Claws: Good Material Strength;
inflict Good Edged weaapon damage.
She may make normal blunt attacks
as well,

Empathy: Excellent ability to delect
the emotions of others. In addifion,
she communicates on an animal
leval with cats and cat-like craatures
with a +2 05,

Lightning Speed: 3 areas per round
on land, accelerating to that speedin
a single round. She can run withoul
tiring as thaugh she had Monstrous

Enduranca.

Alter Ega; Tigra may transform her-
self back to her human form by
means of a cat amulet she waars on
har top. This amulet mystically
changes her physical form. She
retains her statistics and abilities
while in har human form. This mysti-
cal disguise operates at Ramarkable
rank.

Talents: Greer MNelson is trained in
Biclagy.

Contacts: Tigra is a mamber of the
West Coast Avengers. In addition,
shewas given har present powers by

Cat

the
dimensional race, wha =84 har as
thair warrior and agent.

Peopla, an exira-

ADDITIONAL NOTES:
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ROLE-PLAYING NOTES

Tigra, a capable and experiencead
warrior, is quite weall-mannered and
down 1o earth, though a notorious
flirt. Her status as a cat/human
hybrid means that she often exhibits
distinctly cal-like behavior (she is
afraid of water, she craves meat, she
displays a nead for stroking and
affection, aic.}).

HISTORY

Greer Grant Melson was the recipi-
ent of two separate sets of superhu-
man abilitiss, one scientific and one
myslical in nature. As a laboratory
assistant to Dr. Joanne Marie Tuma-
o, Melson became involved in a
physiological conditioning program
that would enable a human being 1o
attain his or her full physical and
meantal pobential. Out of financial
desperation, Dr. Tumale had accept-
ed private funding for the project
from Malcom Donalbain, an eccen-
tric former exacutive of the Brand
Carporation, who planned 1o create
an army of women warriors to serve
hirm. Mot trusting the test subject that
Donalbain had coerced her to uss,
Tumplo had Melson secretly under-
take the experiment alongside tha
other woman. Donalbain's test sub-
ject, Shirleg Bryant, and Greer Meal-
son emerged from the battery of
treatmants with superhuman physi-
cal capabilities.

When Bryant died in a test of her
abilities, Donzlbain had his hanch-
men set off dynamite charges in the
laboratory to make it appear that Bry-
ant had died accidentally in an explo-
sion. Tumalo was injured in the
explosion, Believing her mentor 10
be dead, Melson determingd to stop
Donalbain’s plans. She donned one
of Donalbain's specially designead
cat costumes, and calling herself the
Cat, thwarted Donalbain's plans and
sent him to jail. Melson soon learned
that Tumolo had not been Killed bul
had been hospitalized for apparent
brain damage. During this time, Nel-
son, a3 the Cal, pursued a brial
career as a crimefighter, operating
mizstly within the Chicago area.

Unknawn te Melson, Tumolo was a
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mambar of the Cat People, a race of
humanaoids magically evolved Irom
cats in Europe during the Middle
Ages, Prior fo the explosion Donal-
bain had enginesred, Tumale had
bacome awara of a plat by the sub-
versive organization HYDRA to steal
a bactarial culture that had been
developed by Tumolo’s ancestors.
HYDRA had discoverad the secret of
Tumola's ancestry and suspected
her of possessing the formula for
"Tha Final Secret” or the Black
Flague. Tumolo had chasan to feign
brain damage in order to evade
HYDRA, but HYDRA abducted her
from the privale home where she
had apparently been convalescing.

Malson put on her Cat costume
and pursued them. HYDRA agents
fled fram the Cat's attack, but during
the confrontation managed to shoot
her with "alpha radiation,”” an
unknown form of radioactivity. To
save Nelson's life, Tumalo and the
Cat Peaple mystically transformed
her into the legendary half-human,
half-cat warrior they called the Tigra.
Az Tigra, Melson helped tha Cat Pao-
ple deleat the HYDRA agents.

Although she was able to use the
cat's-head amulet to change back to
her human form, Melson became so
accustomed to and enamorad of her
leline form that she seldom made the
transformation. Moving from Chica-
0o, sha bacame a full-time adventur-
ess, encountering and defealing
such menaces as the Rat Pack,
Kravan the Hunter, Tabur, and the
cupar-Skrull.  She also  briefly
worked with Red Walf, Spider-Man,
and the Fantastic Four Tigra was
among the handful of costumed
crimefightars that the telepath
Moondragon coerced inlo wying for
Avengers membership, She was
glected to membership and served
for several manths, all that time
doubting she was worthy of member-
ship in the group. Although she
proved herself whila in bafile with the
Maleculs Man, she decided 1o resign
her active membarship. Moving to
San Francisco, she became friends
with Jessica Drew, the original
Spider-Waoman,

Months later, when Hawkaye
moved to Los Angales to form a West
Coast branch of the Avengers, she

was invited to join., She made a
staunch addition to the team,

despite the fact that the human and s

feline sides of her personality had
become al odds with ona another,
causing her behavior to become
somewhat erratic. Becausa of har
catlilke need for attention, she
became involved with both Henry
Fym and Wonder Man at the same
time. The ultimate solution to her dis-
cordant nature presented itself when
she and the West Coast Avengers
journeyed 1o the “Land Within,” the
magical dimension where the parent
trioe of the Cat Pecple dwealled. Tha
ruler of the Cat People offered to
magically cure her of her split per-
sonality if she would kill Master Pan-
demoanium, a demanic human being
whom the Cat People feared and
hatad. Although Tigra agreed, she
could not bring herself to violate the
Avengers' code against killing when
she had the opportunity 1o do 5o,

Finally, in & second trip 1o the
"Land Within,” Tigra managad to
integrate her two warring “souls"
without committing murder. The
process invelvad tha removal of her
“cat-soul” entirely, and the subse-
quent restoration of it while she wore
a facsimile of her original cat-suit.
Transformed mone complataly than
befora into the legendary she-
warrion, Tigra sprouted a tail like the
other Cat People had. Returning
with the West Coast Avengers, Tigra
has found that the two aspects of her
personality are onca again fully inte-
grated. She remains an active mem-
ber of the West Coast Avengers,
living at their headquarters com.
pound, although she has been
romantically involved with several
mambers of the team.

o



TINKERER

STATISTICS

PR (4)
TY (B)
TY (B)
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Health: 26
Karma: 70
Resources: BM
Popularity: —10

BACKGROLUMD

Real Name: Unknown
Ocecupation: Inventor and techni-
clan serving the underworld
Identity: Secrel

Legal Status: Unkndwn

Place of Birth: Unknown
Marital Status: Unknown
Known Relatives: None

Base of Operations: Manhattan
Past Group Affiliation: None
Fresent Group Affiliation:

KNOWN POWERS

Mone

Talents: The Tinkerer is a genius at
Electronics and Engineering. He
also has the RepainTinkering falent,
Contacts: The Tinkerer has worked
with or sold weapans to Mysterio, the
Ani-Man, the Grim Reaper, Goldbug,
Rochket Racer, Big Wheel, Jack-0-
Lantern, Whirlwind, and the Jester.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

The Tinkerer is completely obsessad
with technology and his creations,
They are now his sole occupalion in
life. He will no longer foolishly risk
hiz cwn freedam by becoming

directly invelved in criminal activi-
tigs. Instead, he prefers 1o hire out
hiz services and inventions to thosea
better suited for direct confrontation
with law officials and costumead inlar-
lapers,

The sinister nature of the vast
majority of his inventions seams 10
indicate that the Tinkerer is some-
how obsessad with pain and vio-
lance.

HISTORY

Wary fitlle is known about tha back-
graund of the man called the Tinker-
er. His cargar as an inventor and
supplier of exotic weaponry and
technology to the underworld was
already well-established at the fime
Spidar-Man began his crimefighiing
career. Operating from beneath the
starefront “Tinkerer Repair Shop,"
the Tinkerer and several unem-
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ployed movie stuntmen and special
effects people were involved in a
schema 1o plant monitoring devices
inside the radios of certain military
and government officials. In 2o
doing, they hoped to learn informa-
tion with which they could blackmail
the officials. Apparently as an elabo-
rate exercise, tha Tinkerer's accom-
plices disguized themselves as
axtraterrasirials and even had a hawv-
ercraft outfitted as an exolic space-
ship. When Spider-Man stumblad
upon the operation and interfered,
he was convinced that it was indeead
the handiwark of aliens. The Tinker-
er and his accomplices managead o
escape from Spider-Man when the
Tinkerer's lab went up in flames.
Finding a latex lifemask, Spider-Man
believed that the Tinkerer, too, was
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an alien masguerading as a human
being. It was not until vears later that
Spider-Man lsarnad the truth about
the situation. One of the bogus ali-
ens weant on 1o become Spider-
Man’s nemesis Mysterio,
Spider-Man's second encounter
with the Tinkerer occurred after the
Tinkerer was hired by an undisclos-
ad third party to outfit & car known as
the “spider-mobile™ with weapons
designed to kil Spider-Man. The
castumead crimefighter rode in the
car to the Tinkerer's new lair, and
after a short battla, defeated tha Tin-
kerer and his henchman Toy. Unfor-
tunately, by tha tima the police cams,
the Tinkerer had used one of his
many gadgels 10 escape. Whila
defeating anather scheme, Spider-
Man discovered the Tinkerer's

henchman Toy o be a machanical
autamaton,

Since then the Tinkerar has refused g

o commit any crimes himsalf or to put
himself at risk. He has subsequently
used his talent for invention salely to
design and make exolic weapons and
devices for other criminals {o use. Tha
Tinkarar is the second largest under-
waorld technology supplier, right after
Justin Hammer, and right before
Madame Menace. Unlike Hammer
and Menace, who farm out the design-
ing and manufacturing of the devices
iz their staffs, the Tinkerer does all of
the work he is contracted for himseli,
He iz the least expensive of the three
suppliers, largaly because he has
such a low overhezd and manufac-
tures evenything from zalvaged paris.

e
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TITANIA

STATISTICS

AM (50}
GD (10}
LIM (100
MM (75)
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TTIMnH>TM

Health: 235
Karma: 30
Resources: T (8]
Popularity: —5

BACKGROUND

Real Name: Mary "“Skeetar” Mac-
Pherran

Occupation: Professional criminal
Identity: Secrel

Legal Status: Citizan of the U.5.
with no criminal record

Place of Birth: Unknown

Marital Status: Single

Known Relatives: None

Base of Operation: Mobile

Past Group Affiliations: Masters of
Evil IV, partner of the Absorbing Man
Present Group Affiliation:

KNOWHKN POWERS

Body Armor: Titania's taugh flesh
provides Manstrous protection fram
physical attacks and Amazing pro-
tection from enargy attacks.
Rasistances: Amazing resistance 1o
heat, fire, cold, corrogives, and dis-
BASE

Talents: Mone

Contacts: Titania iz a member of the
fourth Masters of Evil, and has fre-
guently collaborated  with  the
Absarbing Man.

ADDITIONAL NOTES:

ROLE-PLAYING MOTES

Mary MacPherran always resented
her petite size and tha way in which
athers seemad to lake advantage of
har. When she was offered the
apportunity 1o become a nearly invin-
cible supamvillainess, she quickly
accapted and began using har new-
found powers 1o exact vengeance
upen the world at large. Titania is a
simple brufish thug. Her first solution
to any problem is the usa of har phys-
ical prowess.

HISTORY

Very little is known about the life of
Mary MacPherran belore she was
taken to the Beyonder's planst lor
the first “secrat war'' Among the
many civiliang living in a suburb of
Denver that the Bevonder spirited
away, MacPherran and her friend
WMarsha Rosenberg were contacted
by the monarch Doctor Doom and
affered the opporiunity to ba given
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superhuman strength, Doom was
interasted in acquiring more acoom-
plices with wham to vie far the
Beyander's prize of power, and Mac-
Fherran was eager to serve him in
exchange for increased physical
attributes for harself. Doom subject-
ed MacPherran and Rosenberg to
varous radiation treatments. Upon
emerging, MacPherran's slight
frame had been augmeniad by sav-
aral hundred pounds of muscle,
granfing her superhuman strangth.
She designed a costume for herself
and dubbed herself Titania.

Titania was introduced by Doom fo
tha athar superhuman criminals who
had been assembled by tha Beyon-
der. She wished to tast her strength
but could not persuade any of the
males to angage her in battle, Along
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with Doctor Octopus, Ultren, the
Wrecker, the Absarbing Man, and
Voleana (Marsha Rosenberg), Tita-
nia successfully attacked the for-
lress  where the superhuman
crimefighters were quartered in
arder 1o free thasa criminals who had
been captured. In subsequent skir-
mishes, she fought the warious X-
Men to a standstill, and when the
She-Hulk invaded the criminals'
stronghold and overpowered Bull-
dozer of the Wrecking Crew, Titania
wenl one-on-ona with the She-Hulk
and had her down when Titania's
teammates joined the battle, Ina lat-
ar skirmish, Titania batled Spider-
Man, but despite her superior
strength, Spider-Man's agility, reflex-
a5, spider-zense, and fighling expe-
rience enabled him to defeat her

Since then, she's had a strong fear of
facing Spider-Man in combat again.

Titania and ten of har fellow crimi-
naks escaped tha planet of the Bevon-
dar's world when the Molecule Man
returned the Denver suburb to Earth,
Since then, Titania has remainad in
the company of the Absarhing Man,
whase raw physical power she greatly
admires, The two of them were among
the superhuman criminals recruited
by Baron Zemo in his latast incarna-
tion of the Masters of Evil. They wera
sent on a recruitment mission which
prevented them from joining the main
force that occupied Avengers Man-
sion. They did, howewar, encounter
Spider-Man and various Avengers
alsewhere, The Absorbing Man and

Titania ane currantly in palice custody. L,



TITANIUM MAN

FIRST VERSION STATISTICS

Vi

GD 10

ExX (20)
=] A (50)
E MM ([TS)
R GDoo
| EX (20]
P GO 10)
Health: 155
Karma: 40

Resources: GO {10)
Popularity: =30

SECOND VERSION STATISTICS

F A (30)
A HM (30]
5 AR (500
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P G010y
Health: 185
Karma: 40

Resources: GO (10)
Popularity: =30

BACKGROUND

Real Name: Boris Bullski
Occupation: Former Communist
\ party official, now KGE agant
Identity: Publicly known

Legal Status: Citizen of USSR
Other Known Allases: The Othar,
the Commander

Place of Birth: Makeyevka, USSH
Marltal Status: Marned

Known Relatives: None

Base of Operations: Mobile

Past Group Affiliations: KGE, farm-
gr membar ol the Titanic Three,
former member of the Green Libera-
tiom Front

Present Group Affiliation:

FIRST VERSION POWERS
Body Armar: Al of Bullski's powers
are derived fram the titanium/steel
battlesuit that he wears, While notin
the suit, Bullski's abilities are:

Fr A =8 :E: :H | F
GD EX GD BM GD EX GD

The fisl version of the armor pravid-
gd Incredible protection from physi-
cal attacks, and Amazing protection
from energy attacks. The armor had
Monstrous resistance to Heat, Cold,
and Radiation.

Fiight: The first version of the armor
could fly at Incredible air speed (20

argas per round), Amazing speed if
in apan country (25 areas per round).
Weapons Systems: The first version
af the armor was equipped with
NUMEraus weapons systems, includ-
ing:

» Gauntlat-mounted blastars that
inflicted Incredible Force damage at
a range of 10 areas,

* A chest-mounted heat beam of
Incredible heat damage at a range of
o areas.

« A gauntlet-mounted tractor
beam that allowed the waarer to
exart Incredible Strangth al a range

ol & areas.

= Radar Rings of coiled metal that
were fired to Grapple an apponent
with Aemarkable Strength ata rangs
of 5 areas.

SECOND VERSION POWERS
Sody Armar; All of Bullski's powers
are derived from the titanium/steel
battlesuit that he wears. Whila nol in
the suit, Bullski's abilities are:

F A S E R 1' P
G0 EX GD ARM GD EX GD

The later version of the armor provid-
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ed Incredible protection from physi-
cal attacks, and Monstrous profec-
licn from anergy atiacks, including
Heat, Cold, and Radiation.

Flight: The armor can fly at Maon-
strous air speed (30 areas per
round}.

Weapons Systems: The later varsion
iz equipped with advanced versions
ol the weapans carried on its earlier
counterpart including:

* Gauntlat-mounted blasters that
inflict Amazing Force damage at a
range of 10 areas.

* A chest-mounted heat beam of
Incredible heat damage at a range of
& areas,

* A gauntlet-mounted tractor
beam that allows the wearer to exert
Amazing Strength at a range of 5
areas.

* Radar Rings of colled metal that

wara fired to Grapple an opponent
with Remarkable Strength at a range
of 5 areas.
Cloaking Screen: The currenl ver-
sign of the armor alse features a
cloaking device that creates an
Amazing illusion of Invisibility over
the suit and its wearer. The suit can
also be easily modified o create an
illugion of anothar character of
roughly the same size and weight as
the armar avar the suit and its user,
and tha cloaking screen also func-
ticns as Amazing rank ECM against
radar devices and eary-warning sys-
tems.

Talents: Boris Buliski is skilled in
Bureaucracy and  Detective/
Ezpionage,

Contacts: After a lengthy pariod of
axile, Titanium Man has renewed
ties with a faction in the Soviat gov-
arnment which occasionally pro-
vides him with Amazing Resources.

ADDITIOMAL MOTES:
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ROLE-PLAYING NOTES

Boriz Bullski remains to this day a
completely loval devotee of the Sovi-
et government and Communist ide-
ology in general. He will do anything
he can o promote the Communist
way of life and Communist ideals.
Hand-in-hand with Bullski's desire 1o
serve Communism 2 a nead to
prove himsell 1o his superiors, The
many defests he has suffered ovar
the vears has made party officials
question his abiliies on mare than
one goecasion,

HISTORY

Boris Bullski was a high-level Com-
munist Parly official in the Soviet
government. His unbridied ambition
withiri tha Party, as well as his intimi-
dating appearance {which wan him
the nickname of "Baoris the Merci-
less") garnerad the disfavor of Krem-
lin officials, wha transterred him to
an administrative post at an obscure
waork camp in Siberia. Angered by
the demation, Bullski had the scien-
tists create a suit of litanium armor
cantaining  highly  sophisticated
weaponry, Bullski planned o uses the
armored Suil to battle and defeat Inon
Man.

The scientisis were unabla to
duplicate Iron Man’s armor, 0 their
product was nearly bwice the size
and weight of Iron Man's suit, pan of
the wvolume being filled by Bullski's
large frame. Iren WMan accapted
Bullski’s challenge, and, in a strenu-
ous battle, defeated the Titanium
Man in front of an internaticnal tele-
vision audience.

Immediately Bullski began prepar-
ing for & rematch. He was subjected
lo unknown biological treatments
that increased his phyzsical gize. The
titanium armor suit was redesigned
and mada far more formidable. This
time, the Titanium bMan batiled Iron
Man in the sky ovar Washington,
0.C., but was again defeated. Aban-
doned by the Soviet government, the
Titanium Man subseguenlly served
the VWietnamesea Cammunist scianiist
kncwn as Half-Face for a time but
then was accepled back into the
sarvice of the Soviet government.

However, a third try at Iron Man, this
time with Crimson Dynama, was also
unsuccessiul,

Fleeing from the Saviet govemn-
ment in disgrace, the Titanium hMan
and Crimson Dynamo found refuge
in Vietnam. There, they teamed up
with the Radicactive Man as the
Titanic Three, champions of eastern
Communism.

Later, somehow back in favor,
Bullski was secretly returned to the
LLS. 1o force a sciantist named Ser-
gel, who lived in tha United States, 1o
create technolegically sophisticated
armored suits by threatening to harm
his parents, who lived in the Soviet
Union. Concealing his true identity
under the alias of "the Commandar,”
the Titanium Man arganized the
Grean Liberation Front (GLF), a
group of disaffected Vietnam wvet-
erans. The Titanium Man gave the
GLF members the armorad suits,
which could be transformed into
gmall card-sized objects, and weap-
anry, and sent them to rob banks.
The GLF members believed they
weare merely thisvas. In fact, they
were pawns in the Titanium Man's
misgion 1o plant a computer feed-
back impulzer within the Federal
Feserve Bank.

The alien advanturer Beta Ray Bill
fought the GLF and the Commander
himself, who used an illusion-casting
device to disguise the appearance of
his titanium armor. Sergei, learning
that his parents ware dead, exposed
the commander as the Titanium
Man., The GLF membars, incensed
at baing deceived by a Soviel agent,
attacked the Titanium ban, who acti-
vated a telepartation device (o
escape. His alomsz were reassem-
Bled at his headgquarters in the form
of a card, Sergei then simply ripped
up the card, depasiting the pieces in
a frash can.,

Since then, the Gremlin, a mem-
ber of the Soviet Super Saldiers, has
worn a version of the Tilanium Man's
armor. Whether or not the ariginal
Titanium Man can ever be relurned
to life remains to ba saan.
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TOAD

STATISTICS

PR (4)
A (30)
s TY (B)
E EX (20}
3] EX (20}
1 TY (B)
P PR (4
Heaalth: 60

Karma: 30
Resources: PR
Fopularity: -5

BACKGROUND

Real Mama: Mortimer Toynbee
Occupation: Somelime adventurer,
farmear subversive

Other Aliases: The Terrible Toad
King

Legal Status: British citizen with &
erirminal record

ldentity: Known to governmant law
gnfarcement agencias

Place of Birth: York, England
Marital Status: Single

Known Relatives: Mong

Base of Operations: Unknown at
present

Past Group Affiliation: Former
member of the Bratherhood of Evil
Mutants, mamber of the Misfits
Present Group Affiliation:

KNOWN POWERS

Leaping: Toad's mulant ability cen-
tars on the elastic cartilage and
unusually well-devaloped musclas in
his legs. He can jump 3 areas hor-
izantally or four staries vertically.
Hopping, Multiple Attack: Toad's
favorite, and mosl efficient, attack
mode is used against a group of
characters in the same area. This
attack uses the Charging column
and is performed by Toad's hopping
from character to character, His legs
can deliver a blow causing Excellent
damage to each target. The maxi-
mum number of targets he can
attack in one area is ning. Even if he
misses gna target, he can continue
to hop attack each potential target in
the area.

Hopping, Single Attack: 1f the Toad
does nothing else in a round but hop,
he can end the round by striking a
single target with a body hop, caus-
ing Remarkable damags. This hop
attack uses the Charging column.
Because Toad's single attack hops

are s0 hard to gauge when he is
leaping, his Agility can ba used at the
same time for Dadging.

Talents: While not very talented in
creating new or original items (Toad
has a Aeasan of Poor whean attempt-
ing to do sa), Toad has helped build
and maintain tha machines of such
luminarias as Magneto, Arcade, and
the Stranger. He has Remarkable
reason in the figlds of eleclronic
maintenance and rewiring.
Contacts: Toad has worked with
Magneto, Arcade, and the Stranger.
Under the right conditions ha might

be able to call upon them as con-
tacls. Toad was also an amusemeant
park manager for a time and has firm
contacts within that industry. He is
currently a member of the Mislits.
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ADDITIONAL NOTES:

ROLE-PLAYING MOTES

The odd stature, homealy faatures,
and unusual pawers that are a result
of his obvious mutaticn have made
Mortimer Toynhee a subject of ridi-
cule and disdain since birth. This has
affected his personality to the point
whare he will be slavishly subservi-
ant (o anyone who shows concem
far ar interast in him. Toad Is perse-
cuted and insecure.

HISTORY

Martimar Toynbee was abandonad
by hiz parents so early in his child-
hood that he cannot remember
tham. He was placed in an arphan-
age wheare he was continually tor-
mented by the other children, who
regarded him as a freak due to his
ugliness, his unusual physigue, and
hiz leaping ability. Toynbee was 50
traumatized by his loneliness and
the canfinual abuse he received {hat
it affected his laarning abilities. The
teachers regarded Toynbee as men-
tally retarded even though, in actual-
ity, he was of normal intelligence.

At some poinl after achieving
adulthood, Toynbee was discoverad
by Magnete and recruited for his
Erotherhood af Evil Mutants, Magne-
to gave Tovnbee the alias of the Toad
because of Toynbee's powers,
appearance, and personality. The
Toad blinded himsell to Magneto's
continual verbzl and physical abuse
pecause Magnelo was oul fo con-
quer the human race that had reject-
ad the Toad.

Az a member of the Brotherhood
of Evil Mutants, The Toad mel itha
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mutant the Scariet Witch, and
became infatuated with her, thought
she did not reciprocate the feesling.

Magneto and the Toad were cap-
tured by the alien called the Stranger
and imprisoned on the alien's distant
warld. When Magneto first escapad,
he callously left the Toad bahind, and
the Toad's attitude toward his mastar
began to change. After baing recap-
tured, Magnaio escaped a second
fime and took the Toad with him, but
his continued bullying caused the
Toad's resentment 10 increase until it
flared intc murdarous hatred, The
Toad abandoned Magneto 10 die in
an explosion that followed an
encountar with tha Avengers and the
¥-Man. It was laler discoverad that
Magneto survived.

The Toad laler returned to the
Stranger’s planet where he studied
and stole the Stranger's tachnalagy
and equipment in an effort 1o
become more powerful and thus
more appealing to the Scarlet Witch.
Howaver, just as he prepared to
return to Earth, he learned that the
Scarlat Witch had married the
Wision. Enraged, he planned o strike
out at her, attacked the Avengers to
learn her whereabouls, and was
defeatad.

He zarved a short prison term and
was released, at which tima he com-
missionad the criminal Arcade to
construct a series of deadly fraps in a
seemingly deserted castle in upstate
Mew York, Renaming himsealf the Tar-
rible Toad King, he planned to entrap
everyong wha he feli had abused
him, plaging them in the palace
whare they would be killed in the
attemnpt to escape. His first victim
was the X-Man called the Angel. In
capturing the Angeal, the Toad acei-
dentally kKidnapped the Thing, too.
Just as tha fwo ware aboul Lo
escape, Arcade slepped in and
demanded immediate payment for
his sarvices. Unable 1o pay and faar-
ful for his own lile, the Toad fell into a
pELNIG.

The Angel took pity on Toynbee
and formulated an agreement with
him to convert the caslle into an
amusement park, paying the debl in
the process, The endeaver was a
success until il was discoverad that
the castle's original awner was Victar

YWon Doom. Doom sent a robob of
himself and a security farce 1o

remove the Toad and restore lhe S

structure (o itz original state.

Toynbee again fell into despon.
dency and decided to commit sui-
cide, an attemp! which was
interrupted by Spider-Man. Hoping
to make Spider-Man his friend, he
hired a group of criminals 1o attack
Spider-Man, but in the process he
met Frog-Man and Spider-Kid., The
three formed a parnership of their
own called the Misfits,

Though saaking the help of a psy-
chiatrist during this periad, Toynbee
was slill obsessed with the Scarlet
Witch, He used some robot dopple-
gangers of the original Brotherhood
ol Evil Mutants, but was stopped by
Cluicksilver. Toynbee and his auto-
mataons were removed te Project
Pegasus for study, but one of the
robols reactivated on a limed pro-
gam and freed its builder. Ultimately
he again came inte conflict with
Spider-Man, whose approval he still
valued. The Toad defeated Spider-
Man and the Vision using a powsariul
exoskeleton. Forcing his way into
the New Jersey home cwned by the
Searlet Witch and the Vision, he
found the Scarlet Witch eight
meonths pregnant. Finding her repul-
sive, he attacked hear. She defeated
hirm, but he escaped and his current
whereabouls ara unknawn,



-

TOMORROW MADN

STATISTICS

T (8]
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5 T (5)
E GD (10)
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Health: 28

Karma: 70
Resources: BM (300
Popularity: —5

BACKGROUND

Real Mame: Artur Zarrko
Occupation: Former civil servant,
later conquernor and diciator
Identity: Publicly known in the alter-
nate futures of the 23rd and 50th
centuries

Legal Status: Citizen of the United
States with a criminal record in an
altarmate future of the 23rd century,
Place of Birth: Old Mew York, United
Siates of the Amaricas, in an alter-
nabe fulure.

Marital Status: Single

Known Relatives: Mona

Past Group Affiliation: Mone
Present Group Affiliation: Mone
Base of Operations: 23rd cenlury,
later B0th century

KNOWN POWERS
Time Cube: Tomorrow Man has con-
structed a small cube which enables
him to travel in time with Shift-Z abili-
ty. The cube permits him to travel as
far as 500,000 years into the past in
ane jump, ar 5,000 years into the
future. The cube aperalas on some
unknown power source and can
apparently make an unlimited num-
ber aof trips before neading a
“racharge.” A trip with the Tima
Cubs is instantansous, and the
Tomorrow Ban can take several oth-
gr parsons with him on a voyage
{weight limit of 50,000 [bs).
The Sarvitor: Tomorrow Man has
often used a modifiad mining robot
from his own century &s & warrior
and bodyguard., The Servitor is
approximately twenty five feet tall,
and has the following stats:

F A 8% E R I P
BM GD MM MM PR PR PR

J Health: 190

Karma: 12

The Saervitor has Incredible protec-
tion against physical and energy
attacks, and carries a weapan called
a “Power Lance™ which can launch
balts of concussive forca [Amazing
damage at ten areas).

Blaster Prstol: Tomorrow Man usually
carries a Blaster Pistol fhat does
Bemarkable energy damage at a
range of 10 areas.

Talents: Tomoarrow Man is a scien-
tific Senius in the fields of Electron-
ics, Physics, and Time Travel, He
also has the Engineering and
RepairTinker talents.

Contacts: Tomorrow Man has called
upon his old enemy, Thor, and his
friends, the Warriors Three, for aid in
the past,
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ADDITIONAL NOTES:

ROLE-PLAYING MOTES
Tomorrow Man is a powear-mad con-
queror whose only ambition is con-
quast. His desire for devastation is
50 greal that it once caused him to
flee the Utapian peace of the 23rd
century.

Tomarrow Man's greatest weapon
15 his nearly unrivaled intellect. Ha
always has some master scheme up
his sleeve, and his foss would ba
unwisa to underastimate him.
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HISTORY

Artur Zarrko was a citizen of an alter-
nate future Earth of the 23rd cantury
(not the same as that of Thundra), a
period of internaticnal peace. Enler-
taining ambitions of world conquest,
Zarrko was frustrated by the unavail-
ability of weapons since the disarma-
ment program of a century befora.
Mo information on the construction
or design of advanced weaponry
was available any longer Zarrko
therefore used his scientific genius
to construct a time machine in order
to traval back to a century whan pow-
erful, advanced weapons had exist-
ed, steal some, and bring them back
ta his own time so that he could use
them to achieve warld domination.
Zarrka therefore travelad o the
20th century, where he stole an
experimental cobalt bomb from the
Lnited States Army, and wherg he
recaived the alias of "'the Tomorrow
Man,” Returning te his own fime,
Zarrko made improvements on the
bomb which vastly increased its
destructive potantial. The Asgardian
thunder god Thor had witnessad the
theft and followed Zarrko to the 23rd
cantury. Zarrka tried unsuccessiully
to destroy the thunder god, and
finally, in an act of desperation, tried
ta set off the cobalt bomb. Thor pre-
venled the detanation, and the flee-
ing Zarrka lost control of his skycraft,

which crash-landed. The impact
gave Zarrke amnesia, and the

authorities of his ewn century gavel‘\-'f

him a new identity and employment
as a clerk, After 23rd century scien-
tists returned the bomb to its original
slate, Thor took it back to the 20th
century,

Later, Thor's evil adoptive brother,
Loki, used his sorcery to restore Zar-
rko's memary, haping Zarrko would
destray Thor, Zarrka rebuill his time
machine, and traveled back 1o the
20th century, where he coerced Thar
into vowing to help him conguer 23rd
century Earth. Thor helped Zarrko
reach the Master Maching, a com-
puter which ran the government of
the 23rd century Earth. Having thus
fulfilled his vow, Thor then captured
Zarrko and tumed him over ta the
autharities,

Subsequently, Zarrko unsuccess-
lully clashed with Kang the Canquer-
ar, who had invaded the 23rd
cantury. Still later, Zarrko travaled to
an alternate fulure Earth of the 501h
cenlury and conguered it. Zarrko
became Earth's king and ruled
oppressively,. He went 1o the 20th
century to enlist the aid of Thor and
the Warriors Three in defealing the
menace posed by thrae mysterious
beings called tha Time-Twisters. The
Earth of the 50th century was sava,
but Zarrko no longer ruled, His cur-
rent whereabouts and activities are
unknown,
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TRADER

STATISTICS
F GO0
JA R 30
] EX 20
E Al 50
R MM TS
I LM 100
P BN 75h
Health: 110

Karma: 250
Resources: L1000
Popularity: 0

BACKGROUND

Real Mame: Unravaalad
Oceupation: Cosmic Barerer
Identity: Unrevealed

Legal Status: Mone

Place of Birth: Unknown

Marital Status: Single

Known Relatives: Moneg

Past Group Affiliation: Elders of the
LIniverse

Present Group Affiliation: None
Basze of Operations: Spaca

KNOWN POWERS

Imymartalily: The Trader dogs nob dig
if reduced to 0 Health and Shift-0
Endurance, nor dogs he age. This
ability has Class 5000 rank.
invulnerabllity:  Trader has Clags-
1000 invulnerability 1o all physical
and energy attacks, toxins, dis-
gasas, and aging. Slams and Stuns
still affect him, howeavar,

Power Primaorcial:  With the power
primordial possessed by all of the
Eldars of the Universe, Trader can
duplicata the following powers at the
Unearthly rank. In addition, he can
devalop other powers as Power
Slunis:

» Empathy: The Trader can easily
read others' emotions.

« [mitation: The Trader can dis-
guise himsalf as almost any lite form
in the universe with Unaarthly acou-
racy.

* | ife Support: The Trader can sur-
vive in deep space and ather hoslile
environments effortlessly.

Talents: The Trader has the Busi-
ness, Finance and Psycholagy tal-
gnts. His RBeason is Shift X in such
maters.

Contacts: The Trader is an Elder of
the Univarse, and can call upon his

_J brathren at any fime.

ADDITIONAL HOTES:

ROLE-PLAYING MOTES

Little is known of the Trader axcepl
for the fact that he has dedicated his
eons long life to cosmic barter. Pra-
sumably, ha trades for profit. No one
knows whether ha simply enjoys
haggling. or is warking toward same
ot of master plan (the former is the
mare likely allernative},
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HISTORY

Trader is one of the Elders of the Lni-
verse. The elders are a group of
unigue, immortal individuals, all of
whom have oullived their native
races, usually through devoling
themselves 1o one paricular ocou-
pation, hobby, ar craft. The elders
are therefore not a paricular race,
but a gathering of vary powerful indi-
viduals , all of whom are the last (or
cnly) of thair breed. Trader's partners
in the Elders are Gardener, Astrono-
mer, Dblixerator, Bunnar, Grandmas-
ter, Callector, Champion, Possessor,
Contemplator, and Ego, the last
baing the Living Planet.

Trader joined with his fellow Elders
in a plot to dastroy aur univarsa,
such that they may transcend the
boundaries of our existances,
becoming the masters of the next
universe that will be formed. The
Elders used the existence of Galac-
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tus, who came from a previous uni-
verse before our big bang, as proof
that this was possible. To effect the
destruction of this wniverse, the
Elders had to gain great power, with
which to destroy Galactus himself,
Maost of the energy of the universe is
balanced betweaen the forces of
Death and Eternity, with Galactus
holding the small remaining bal-
ance. By destroying Galactus the
Elders scught to upsel the balance
and destroy the universe.,

To that end, the Elders sought out
tha pawerful soul-gems. Trader used
his extensive abilities o trade for no
less tham bwo of these precious
gems. In the end, however, their plan
came o naught, and as punishment,
the entity Death declared them undy-
ing and Galzcius dumpad Tradar,
Fossessar, and Astronomer down a
black hole into ancther dimension.

Trader and the other Elders
retained control of the soul-gems,
such that the Silver Surfer, aided by
the Invisible Woman and Mr

Fantastfic had 1o pursue them o res- [
cue Galactus (who had consumed
the anergies of the other Elders, but, g
they being undying, earned hirmsel
nothing bul cesmic indigestion).
Trader forced the Surfer to bring him
and hiz companions back into our
universe, and pitted the force of bal-
apce of that universa, the In-
betweener, against Galactus. In the
end, the In-betweener was defeated,
but tha othar Elders freed him from
Galactus's clutches, Trader and his
fellow Elders escaped, to plot for
another day.

Trader is a master negotistor, tak-
ing great pride in the “art of the
deal,” as terrans would say. He is at
his best when he is trying o buy or
sell something whether it is a planet e
ar & personal service. A true victory
for Trader involves not only convine-
ing his apponent 1o trade, but to do
50 at an exchange favorable to Trad-
ar AMD for the opponent 1o be con-
vinced that he (Trader’s opponent) |
got the belter end of the deal.
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TRAPSTER

STATISTICS
FR (4}
G010
PR (4]
E GO
=] EX (20]
| GO (10)
P GO (10)
Health: 28
Karma: 40

Resources: GO
Popularity: 10

BACKGROUND

Real Mame: Patar Petruski
Occupation: Professional criminal
[dentity: Publicly known

Legal Status: Citizen of the U.5.
with & criminal record

Former Aliases: Paste Pol Pete
Place of Birth: Gary, Indiana
Marital Status: Single

Known Relatives: None

Base of Operations: Mobile

Past Group Affiliation: Frightful
Four

Present Group Affiliation:

KNOWN POWERS

Hyperinveation: The Trapster has
Femarkable ingenuity In creating
davicas and chemicals ralated to the
field of adhesives. He can creale
adhesives and weapons cut of what-
gver materials are on hand.

Paste Gun: This is a large pistol
linked by tubes to a chemigal cannis-
ter warn on the right hip. The gun
can fire a stream of glue at a range of
2 areas. The glue is flameproof and
possesses Monstrous adhesion
against anything it contacts. It also
acis as a Grappling attack of Maon-
strous Strength. The glue remains
liquid in its cannister and does not
et until 1an seconds after it is hired
from the paste gun. The glue crum-
bles when exposed to ullraviclet
light, Mormal sunfight crumbles the
glue in five hours; higher intensities
of LIV dacrease this time considara-
baly.

The Paste Gun features a vanable
nozzle. Lean firg a fine ling up 10 wo
areas away. Alternately, it can ba set
to flood an area. The pistal can flood
a 10-foot cube in 15 seconds. AS a
power stunt, the Trapster has
learned how o fire a ling at a target
and then retract it quickly, thus draw-

ing tha targel toward him, if it is
lighter than his own body. If the
abject is heavier, the Trapster s
drawn toward it. In this way, the Trap-
ster can swing through a ity or hitch
a ride on space or air vehicles much
like Spider-Man.

Traps: The Trapster carries a variety
of spring-loaded spheres. These
devices have Excellant material
strength. When aclivated, they snap
open o reveal a series of balls and
disks; thasa rebound erratically and
lack on 1o the limbs of anyone they
hit. & second type of trap is based

upon the use of “memory wire;"
wheaen aclivated the a lang wire
springs cut a forms a pre-determined
shape, such as a cage or weapon.

Wall-walking Boots: These boots
were recently created by the Trapster
and give him Remarkable wall crawil-
ing. The boots contain reservoirs of
glue dispensed through the soles.
Sensars in each shoe release a
small amount of glua when the sole
is pressed against a vertical or
invarted surface. When the Trapster
arches his lool to take another step,
another type of glue is released that
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detaches the previously dried glue
and affixes the boot to its new spol.
Special bracings in his leggings
assist the Trapster in walking hor-
izontally and inverted.

Talents: The Trapster is a superb
chemist specializing in adhesivas
and delivery mechanisms.
Contacts: The Trapster iz a founding
mamber of the Frightful Four but is
currently estranged from all of its
past members.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

The Trapster is much more a thief
than a conquercr, bul occasionally
sels his sighis on mare glamorous
prizes, such as the occasional mis-
gile or arcane invention. The Trap-
ster also suffers from a bit of an
inferigrity complex; ha is aware that
he appears as a ludicrous villain with
an outlandish weapon. He is still try-
ing to live down his ariginal alias of
"Pasta Pol Pete.”

HISTORY

Peter Petruskiwas a research chem-
ist who formulated an extramaly
adhaesive “multi-polymer” liquid.
Motivated by greed, he decided 1a
use his discovery o commit crimes,
Petruski created a gun which could
spray his super-adhesive paste, and
calling himself Paste-Pot Pete, he
embarked upon a series of thalis,
imcluding an attempt to steal a top
secral LS, Army mizsile. He was
thwarted and defeated by the
Human Torch on several occasions,
including one in which Petruski
joined forces with the criminal called
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the Wizard. Jziled, Pairuski won a
special parcle when he provided the
Avengers a spacial solvant to coun-
teract the " Adhesive X" used by Bar-
on Heinrich Zemo. Once aut of jail,
Petruski rented a recently vacated
bt fully funclicnal glue factory. He
used the facility to develop stranger
and more versalile pastes, and to
completely radesign his weaponry
and costume, Despite these modifi-
cations, he met vet another defeat at
the hands of the Human Torch and
the Thing.

The Wizard then invited Pelruski
to joim him in creating - a criminal
counterpart to the crimefighting
Fantastic Four 10 be callad the
Frightful Four. Recruiting the Sand-
man and Medusa, the Frightful Four
raided the Fantastic Four's Baxter
Building headguaners, and affixed
the Wizards anti-gravity discs to
their toes, The Fantastic Four man-
aged to escape before floating into
airlass space, however, but wera
unable 1o caplure the Frightful Four,

The Frightful Four went into hiding
for a few weeks, during which time
Petruski collaborated with the Wiz-
ard on several new projectile weap-
ongs, of “lraps,” and bacame the
Trapster. Kidnapping the Invisible
Girl, they lured the Fantastic Four o
a Pacific atoll where they rigged an
axperimental "Q-bomb™ o deto-
nate. The Fantastic Four narrowly
escapad. Weeks later, the Frightful
Four made their third attampt. Cap-
turing tha Thing, the Wizard used his
"Id Machine™ to simulatla tha Thing's
natural fendencies toward evil and
brainwash him into obeying the Wiz-
ard’s commands. The Fantastic Four
finally managed to subdue tha
Frightiul Four, and all but Madusa
wera turned over to the authornities.

When the Trapster finally broke
free of imprisonmant, he unwisely
decided to try his hand al gatling
revenge on the Fantastic Four alone,
but he failed in several attempis.
Joining the Wizard and Sandman in
France, thay tried to steal some new
fissionable material called Quadra-
nium from NATO but with no more
SUCCESS,

For the naxt few years, the Trap-
star’s criminal activilies wera con-
ducted solely in concert with the

Frighttul Four. Once the three active
members attempled to defeat the

Fantastic Four at the home of Agatha'e

Harkness, and were repelled by the
old woman's witchoraft. Then, with
the waman warrias, Thundra, taking
Medusa’s place, the Frightful Four
launched three attacks against the
Fantastic Four in guick succession,
Ultimately, howaver, Thundra
betrayad them to the Fantastic Four,
The three were placed in police cus-
tody.

The Trapster remained with the
Wizard and the Sandman in twa fur-
ther attempts 1o make the Frightful
Four a viable team. Again breaching
the Baxter Building and capturing
tha Fantastic Four, the Frightful Faur
took on a fourth member, the Brute,
who was a counterpart to Reed
Richards from the arlificial planet
Counter-Earth, Despite the Brute's
sfrength, the Frightiul Four was oncea
more ovarpowerad. A faw years lat-
er, with the experienced criminal
Electro as their fourth member, the
Frightful Four again broke inlo the
Fantastic Four's headquarters, with
the Trapster gaining entrance dis-
guised as the Spider-Man. After this
defeat, the Frightful Four disbanded,
and the original members wenl thair
SERarate ways,

Roecently the Trapster modified his
waaponry, trading in his hand-held
paste pistol for a system of paste-
shooters integrated into the sleeves
of his uniform. In this way, the tubing
connacting his gun to his adhesive
cannisters was no longer axposed
and thus detachabla. He also pack-
aged the lubricant that he had used
to dissolve the paste over the years
s0 he could spray it as well. Teaming
with Whirlwind, the Trapster set a
trap for Captain America in an
attempl [0 accomplish one good
clean victory over a well-known cri-
mefighter. Captain America escaped
however, and furned them over to
lecal autharifies, As soon as Caplain
America left, the two freed them-
salves and went their own ways. Tha
Trapster's current aclivities are as
vl unravaalad.

W/
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TRASH

GROUP BACKGROUND

Trash is a group of super-powered
inner city youths wha far a time acted
as ageants of a criminal known as a
the Garbage Man. Some of the mem:-
bers ara runaways, others abusad,
and others seeking to bring some
cash inta their families. In amy avant,
the only way out of their situation
seemeaed o be crime, and soon they
become tha super-powered enforc-
ers and lackeys of the Garbage Man.
He gave tham the name Trash in dis-
respect, but they have since taken
tha name as a badge of honaor,

Garbage Man operated a profit-
able crack operation in Mew York,
using the youths as protection and
runners. Given the young people's
desperate situation, the morality of
running drugs made no impacl on
them and Garbage Man kept them in
line through abuse and violence.
Trash battled Power Pack when the
team of young super heroas tried 1o
break up Garbage Man's crack aper-
ation. They led Power Pack back to
thair boss, who helped dafeat them.
When it became clear thal Garbage
Man was going to kill the young
herpes, Trash rebelled and turmad on
thair former master. They freed
Power Pack and logether the two
groups defeated Garbage Man,
whose cocaine supplies went up in
smoke in the batile.

Freed of the Garbage Man, Trash
turned down Power Pack’s sugges-
tion to become full-fladged heroes,
instead choosing 10 make their own
way on the street under their own
code. Razor Cut is the team leader,
but Crazy Legs seams o be the most
indusirious and conniving, while the
taciturn Brute and the young Elast-
ing Cap and Airhead follow their
leads.

Whether Trash chooses 1o be vil-
lains ar heroes, or to operate in their
own grey area batween those poles,
has yel 1o be revealed. The streels
will b= alive with the news when thay
choose.

BRUTE

STATISTICS

TY (8)
PR (4)
AM (30)
IN {0)
FB (2}
PA (4)
TY {6)

TTIMN»T

Health: 80
Karma: 12
Resources: FBE
Popularity: —10

KNOWMN POWERS
Mo
Talents: Mona

ROLE-PLAYING NOTES

Brute iz a large, rather slow child.
Like most of the members of Trash,
Brute is definitaly a follower. He is
also strangely quiet.

RAZOR CUT

STATISTICS

F ™ (&)
A T (&)
s TY (8)
E Rk (300
3] PR (4)

I TY (6)
P T (5]
Health: 43

Karma: 16

Resources: FB
Popularity: —10
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KNOWN POWERS

Ciaws; Razor Gut has claws on his
feet and hands that are constructed
of Amazing strength material and
inflict Good Edged Weapon damage.
Rarar Skin; Razor Cut's skin is com-
posed  entirely of razor-sharp
armared plates, Anyone wha touch-
es him (including those who suc-
cessfully attack him in HTH combat)
automatically takes Typical Edged
Weapon damage. Razor Cul's skin
also acts as Good body armor,
Talents: None

ROLE-PLAYING NOTES
Razor Cut is a fast-talking tough guy.
He functions as a sart of leader to the
other members of Trazh.

CRAZY LEGS

STATISTICS

F G0 (10)
A GED(10)
5 PR {4)
R GD (1)
I TY (8)
2] TY (8)
Health: 424

Karma: 22

Resources: FB
Popularity: —10

KNOWN POWERS

Crazy Legs; Crazy Lags can sudden:
Iy stretch her legs oul 1o make pow-
arful attacks or {0 aid in locomotion.
Zhe can strike targets up to 2 areas
away with her legs. Her Fighting is
Excellent whila using her legs, and
the legs strike for Good damage.
While her legs are extended, Crazy
Legs can move al Typical ground
speed (3 areasiround).

Talents: None

ROLE-PLAYING WOTES

Crazy Legs is probably the most
sure-minded of the Trash bunch, Shea
likes o use her head,
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AlIRHEAD
STATISTICS

TY (6)
GD {10)
PR (4)
EX (20)
PR (4)
TY (6)
T (8]

MTAaAM@ePET

Health: 40
Karma: 16
Resources: FB
Popularity: —10

KENOWHN POWERS

Infiatable Head: Alrhead can inflate
her head with expandable gasses
that allow her to floal like a hot air
ballcon. While her head is inflated
she can fly at Poor air speed (4 areas
per round). There is apparently no
lirmit upan the amount of time she
may remain inflated.

Talents: None

ROLE-PLAYING NOTES

Airhead is unusually compassionate
for a “supervillainess." She has a
zpacial bond with Blasting Cap.

BLASTING CAP

STATISTICS

F FBE [2)
A TY (B)
5 PR (4)
E GD (10}
R FH (4}

I TY (B)
P GD {10
Health: 22

Karma: 20

Rezources: FB
Popularity: —10

KNOWN POWERS

Explasions: Blasting Cap can make
any inanimate objects within 2 areas
of him explode at will. Such an explo-
sion does the object’s Material
Strength rank in damage to avery-
one and everything within its area.
Elasting Cap finds this powar
exfremaly difficult fo contral, In order
to explode an object, he must make
a Psyche FEAT roll with an Intensity
equal to the object’s Material
Strength rank.

Talents: Monea

ROLE-PLAYING MOTES

Blasting Cap iz a wery insecura,

frightened child. He feels wvery

uneasy about his activities for Trash,

but follows their instructions anyway

Eenause they are the only family he
as.

v

w



TRITON

o,

CTATISTICS

(&0 (10}
A (30)
5 AM (30
E IM {40)
R GD (10}
I GED(10)
P EX (20)
Health: 110
Karma: 40
Resources: EX
Popularity: &

BACKGROUND

Real Hame: Unravaealad
Occoupation: Scout

Identity: Secrat

Legal Status: Citizen of Attilan
Place of Birth: Island of Atfilan,
Atlantic Ocean

Marital Status: Single

Known Relatives: Mander (father),
Azur (mother), Karnak {(brother),
Gorgon, Black Bolt, Maximus,
Madusa, Crystal (cousins)

Past Group Affiliation: Royval Fami-
Iy of the Inhumans

Fresent Group Afiliation:

Base of Operations: Attilan, the
Blug Arga of the Moon

KNOWN POWERS

Demifwrman Body (Piscean): The Ter-
rigen Mist gave Triton's body a fish-
lika appearance. Although his
overall body shape reamains human,
his epidermis is coverad in fine,
green scales and his internal organs
are modified to meet the needs of an
aquatic existence. This new body
gives Triton his powers.

Water Freodom: Triton’s body is par-
fectly adapted for life at any depth in
the occean. He can move through the
water as efforllessly as a surface
dwaller can move through the air. His
body can alter i1s pressure to match
that of whatever dapih water Triton is
in, He has Good resistance 1o cold.
His eyes are adapted to focus either
ir the air or undarwater,
Hyper-Swimming: Triton can swim
with Typical speed (3 areas/round).
Water Breatfiing: Triton is primarily &
water breather, alihough he can act
as an amphibian for extremely shart
durations,

Weakness: Since Triton is a walar
breather, he must have a fresh sup-
ply of water constantly circulating

araund his body, This is usually pro-
vided by the magenia tubes which
surround him. Thase lubes refilter
the walear, spread it across his lorso,
and supply it directly to his neck gills.
If thiz device is damaged or missing,
Triton begins 1o suffocate. After 15
lurns and each turn thereafler, he
must make an Endurance FEAT rall
lo retain consciousness. Normally a
Yallow FEAT rall is required. Hurmid
conditions lessan this to a Green
FEAT while arid conditions raisa il 1o
a Red. In addition, Triten loses ona
point of Health per turn he is out of

the water. This damage is automati-
cally healed a3 s00n as ha immerses
hirmseli.

Talents: Triton is a masiar of under-
water combat, While fighting under-
water, his Fighting rank increases o
Excallent.

Contacts: Triton is a member of the
Inkumans' Royal Family. He is an
ally of the Fantastic Four, the Aveng-
ers, the Sub-Mariner, and Slingray.
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ADDITIONAL NOTES:

ROLE-PLAYING MOTES

Triton is tarn between his love of the
acean and his love for his home of
Attilan. Although ha is a loyal protec-
tor of his home on the moon, he finds
every possible reason fo return to
Earth's oceans, where he feels great
peace.
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HISTORY

Triton is the eldest of two sons bomn
o the Inhuman priestiphilosophar
named Mandar and his wife Azur, Tri-
ton was placed in the mutagenic Tar-
rigen Mist when he reached one year
of age, and emerged with a numbear
of agquatic mulations. Mo longer able
to breathe air, the young Triton was
raised in a specially designed alcove
on the shora of the istand of Attilan.
Triton's mother, a biclogist, under-
teok the study of ocean biclogy in
arder o help understand and cara
for har son. Eventually cumbersome
breathing apparalus was designed
to enable Triton to surviva oul of
water for extended pericds of lime.

Tritons mother Azur died in an
undersea mishap whan he was four-
teen. Four years later, Triton became
an undersea scout for the Inhumans,
keeping watch aver human ocean-
gaing traffic in the vicinity. Whan Tri-
ton was caplured by sailors, Black
Bolt decided that Attilan was in dan-
ger of human discovary. Attilan was
subsequently moved twice, first lo
the Himalayas, then to the moon,
neither site being close to water, Tri-
ton now accupies his time explaring
the ancient subterranean watar fun-
nals banaath the moon's Blue City.
He occasionally teleports to Earth by
means of Lockjaw's power, 10 swim
the oceans and renew old friend-
ships such as that with Prince Mamar
the Sub-Mariner.

w




J

STATISTICS

Wk EX (20)
Fi

GD (10)
GD (10)
EX (20)
TY (B)

EX (20)
GO (20)

=Inmdn

P

Health: 60
Karma: 36
Resources: GO
Popularity: 10

BACKGROUND

Real Name: Matt Hawk
Deccupation: Lawyar

Identity: Secret

Legal Status: Citizen of the U.5.
with no criminal record

Place of Birth: Boston, MA

Marital Status: Singla

Known Relatives: None

Base of Operations: Tombstone,
Tewas, inthe 1870s

Fast Group Affiliatlon: None
Present Group Affiliation:

KNOWN POWERS

Pistols: The Two-Gun Kid carries bwo
Caolt .45 caliber revolvers. The Colls
hit for 8 paints of Shooting damage,
hold six shots each, and are made
fram Excellant strength material.
The guns have a range of 4 areas.
Two-Gun Kid can fire both pistels ina
single turn {even at separate largels)
with na panalty.

Lasso: Two-Gun Kid alzso carries a
laszo of Good material strangth that
can be used to Grapple largets up 1o
2 argas away with a successiul Agili-
ty FEAT roll.

Talents: Two-Gun Kid is an axpert
with handguns and lassos {+1 CS).
He is cne of the fastest guns in the
Old West and can easily draw both
pistols and fire in tha same turn, Two-
Gun Kid is also an expert horsaman
and has the Law talent.

Contacts: Two-Gun Kid has worked
with Kid Colt, the Rawhide Kid, tha
sacond Phantom Ridar, and the
Ringo Kid. He has also mst and
cooperated with Hawkeye, Moon-
dragon, and Thor.

ADDITIONAL NOTES:

ROLE-PLAYING MOTES

Two-Gun Kid is an intelligent and
wall-mannered hero with a flair for
catching his enemies unaware.
Hawk is driven by a strong curiosity
and thirst for adventure. Naturally,
he has found his frips to the twenti-
ath contury extremely intriguing and
hopes to one day return.
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HISTORY

hatt Hawk was a young lawyver from
Boston, Massachuselts, settled in
Tombstona, after the Civil War, Soon
after arriving, Hawk was roughed up
by a gang of rowdies led by Clem
Carter until Carer's stepsister, Man-
oy Carter, a voung schoolteachar,
stopped them. Mancy Carter
befriended Hawk, welcoming him to
town,

Later, Hawk saw members of Cari-
er's gang harassing an elderly man
named Ben Dancer, who was former-
Iy a leading gunfighter. Hawk went to
try 1o help Dancer, who finally drew
his gun an his tormentors and drove
them away. Impressed with the
young lawyer's courage in trying to
help him, Dancer undertook 10 leach
Hawk how 1o use a gun. Over the fol-
lowing months, under Dancer’s lute-
lage, Hawk nol enly bacame
Dancer's superior as a gunfighter,
but also learned o lasso and
becamea a suparh horseback rider
Moreaver, Hawk trained himsell ath-
letically until he was in excellent
physical condition.

Dancer warned Hawk that if peo-
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ple knew how fast Hawk had become
in drawing a gun, gunslingers would
go after him ta make their reputa-
fions by beating him in shootouts,
Therefore, Hawk adopted a masked
idantity, calling himself the Two-Gun
Kid after Clay Hardar, a fictional gun-
slinger abouwt whom he had read.
Dancer gave him a strong, fast horse
named Thunder,

Deciding to return 1o the East o
live, Dancer boarded & stagecoach
leaving Tombstone. But Clem Cartar
and his gang sought vengeance on
Dancer, overturned the stagecoach,
and wera about ta kill Dancer when
Hawk intervenaed as tha Two-Gun
Kid. Tegather, the Two-Gun Kid and
Ben Dancer succeeded in overcom-
ing the gandg.

From then on Matt Hawk conlin-
ued to fight against eriminals as the
Two-GGun Kid, Hawk had a long-
runming romantic relationship with
Mancy Carter. His best friend was
"Boom-Boom™ Brown, a former box-
ar whom Hawk trusted with the
knawledge of his double identity.

Al times the Two-Gun Kid allied
himsalf with other legendary gun-
fighters of his time, including Kid
Call, the Rawhida Kid, and the sec-
and Phaniom Rider. In 1873, thoss

lour plus the Ringo Kid jeined forces
with three members of the

Avengers—Hawkeye, Mondragon, "h-

and Thor—wha had fraveled back in
lime o batile Kang the Congqueror,
The Two-Gun Kid and Hawkeye
became good friends, and the Teo-
Gun Kid journeyed to Hawkeoye's
own time with him. Preferring his
own timea pariod, the Two-Gun Kid
returned via a time machine ta 1874,
In 1876 the Two-Gun Kid encoun-
tered Hawkeye again, who had gone
back in time along with his wife
Mockingbird and other mambers of
the West Coast Avengers, The Two-
Gun Kid and the Aawhide Kid then
fought the second Phanfom Rider,
whao had abducted Mockingbird.
She, Hawkeve, and tha other Wesi
Coast Avengers safely returned o
their cwn time.

Balore Hawkeye left, though, the
Two-Gun Kid told him that sameday
ha might want to return to Hawkeye's
time period himself. No mora is
known aboul the Kid in his own time
pariad, but it is quite possible that he
did not die in the past, but journeyed
through time into the twantieth cen-
tury, and hence will actually die
sometime in the as yet unrecorded
futura,
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U-FOES

GROUP BACKGROUND

Simon Utrecht was a millionaire, a
farmer holder of public office, and a
suncessiul industriglist, who sought
o experience the power exclusive 10
syperhuman  beings.  Utrecht
financed the private construction of
a spaceship similar to the one that
carried the Fantastic Four on the
flight that led to their acquisition of
cosmic powers, He recruited pilot
Michael Steel, life-support specialist
Ann Darnall, and her brother, fuel-
propulsion enginear James Darneall,
to serva as his crew,

Unlike the Fantastic Four, how-
gver, Utrecht's group designed their
ship with ne radiation shielding at all.
By coincidence, as the group
entered the radiation belt, Dr. Bruce
Banner stumblad upon their base of
aperations, belisved them lo be in
trauble, and guided their ship back
to Earth. As the crew disembarked,
the effects of the radiation were obvi-
pus. Ulrechi’s body was covered
with a yellow filmy substznce, and he
gained the ability 1o telekinetically
propel matter from him, He adopted
the pseudonym Veclor, Steels body
bacama the consistency of metal,
and he learnad how to increase his
own mass at will, He renamead him-
self Iranclad. During the exposung 10
the radiation, Ann Darnell stumbled
inte the cylinders confaining gases
uszed to maintain life-support. The
gases llooded her space suit and
reacted with the cosmic rays, caus-
ing her body to adopt & gaseous con-
gistency. She became able to
change her form from one gas o
anothar, and dubbed herself Vapor.
James Darnall’s corperaal form was
fransformed 1o hard radiation, ena-
bling him to emit any form of high-
intensity radiation. He called himsalf
¥-Ray. The four adopted the colles-
tive name of U-Faas.

Emerging from the wreckage of
the spaceship, the U-Foes blamed
Banner for cutling short their expa-
sure to the cosmic rays. They
attacked him, only to have him trans-
farm inte the Hulk. They fought the
Hulk, but as the fight progressed, the
L-Foas' cosmic powers contlinued to
increase and they finally lost control.
Vector's body deflacted itself from
the Earth, and he was propelled inta

space, Ironclad's mass increased,
and he sank into the graund. X-Ray
began to sufler extrems radiation
poisoning and fled into the upper
atmaosphare. Vapor lost control over
her farm and dissipated.

In the upper atmosphera, X-Ray
encountersd mora cosmic radiation,
which increased his control over his
form. He rescued Vapor and Veclor
and boosted their abilities. He also
irradiated the area in which Irenclad
was |ast seen, and Stesl gained
sufficiant control to return 1o the sur-
face.

The U-Foes found Banner, now in
contrel of the Hulk persona, and
ovarpowered him. Banner’s friend,
the alien Bereat, used her alien tach-
nology to distract the U-Foes while
she and Rick Jones fread Banner
The Hulk defeated the U-Foes and
turned them over to the authorities.

Pending formal charges, the U-
Foes were held at a containment
facility that used advanced technalo-
gy to nullify their abilities. However,
the containment field was breached.
Their powers returned and they
escaped. So intense was the returm
of their abilities that Vector again lost
control. He propelled himsalf and his
teammates to an inerdimensional
spat known as the Crossroads, from
which many dimensions can be
antered. Coincidentally, the Hulk,
too, was there, banished to the
Crossroads by the sorcerer D
Stephen Strangs.

The U-Foas renewed their mission
ol rovenge, all the while searching
for a way back to Earth, With the help
of an alien being, a colony intalli-
gence known as the Putiball Collec-
tive, tha Hulk defeated the U-Foes
ane by one. X-Ray was thrust into a
dimension inhabited by creatures
that fed on radiation. Vapor was
dragged onto a planst withoul an
atmosphere, where she dissipatad.
Iranclad was tricked into entering a
dimension permeated with quicks
sand, where his own mass defeated
him. Veetor, In escaping from the
Hulk, entered a dimensicn fillad with
ahjects picked up and propelled by
high winds. Ta remain alive, ha was
forced to constantly rapel projectiles
buffeted by the winds. Whather the
U-Foes will ever ascape their sepa-

rate predicaments i3 as

Lunkrowen.

e

VECTOR [Simon

Utrecht]
STATISTICS

F TY {6)
A G0 (10)
5 GD (10}
E A (500
R EX (20)
I EX {20)
P EX (20)
Health: 7&

Karma: 60

Resources: IM
Popularity: —10

KNOWN POWERS

Telokinesiz; Incredible Telekinesis
powers enabling him to repal any
abject within 11 areas of himself with
Incradible strength and direct itat a
target with a power rank FEAT roll.
Mate thal he cannot bring objects
toward him, ar simply lift therm off the
ground,

Talents: Vector has the business!
finance talent.

ROLE-PLAYING NOTES

Vector i semi-sana, a power-hungry
villain that revels in his superhurman
abilities.

VAPOR [Ann

Darnell]
STATISTICS

F GD (10)
A EX (200
5 TY (B)
E EX (20)
R GD (10
| GD (10)
P GO {10
Health: 56

Karma: 30

Resources: GD
Popularity: —10
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KNOWN POWERS

Gaseous Form: Changes her body
into a small velume of any known gas
with Monstrous ability if she makes a
powar rank FEAT roll. Vapor is
immuna fo almest all physical and
energy attacks. Currently, she can
maintain her old solid human form
only for very brief pariods,

Talents: Vapor is an expen in life
support and the life sciences.

ROLE-PLAYING MOTES

Vapor is a cold-hearted mercenary.
Like most her fellow U-Foes, she
enjoys her newlound powers,
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X-RAY [James
Darnell]

STATISTICS

GO (10)
EX (20)
GD (10)
AM (50)
TY (B)
TY (B)
TY {B)

TTIDMWMET

Health: 90
Karma: 18
Resources: GO
Fopularity: —10

KNOWN POWERS

Energy Projection: X-Ray can project
any form of hard radiation from his
hands and body at the Amazing
rank. Until now he has used mostly
energy bolts, but his powers may
increase. He must make a power
FEAT rollin order to project a specific
type of radiaticn of his choice,
incorporaalify: X-Ray's densilty is
<hift 0. He iz immune 1o physical and
energy attacks, and can phase
through solid objects.

Talents: None

ROLE-PLAYING MOTES
¥-Ray is your basic super-powaorad
Thug. He iz definitely a followar,

IRONCLAD
[Michael Steel] -
STATISTICS

F EX (20)

A GD{10)

5 MM (75)

E MN (75)

R TY(8)

| TY (8)

P TY (8)
Health: 180

Karma: 18

Resources: G0
Popularity: —10

KNOWN POWERS

Body Armor: Ironclad’s tough hida -
provides him with Remarkable body
resistance to physical and energy
attacks.

Density Contral: Amazing ability to
increase his own density, When at a
density above Remarkable, he
receivas body armor equivalent to
the density’s rank (superceding his
cwn Remarkable protection), but he
suffers a —1 C35 to his Fighting for
each rank above Remarkabla,
Talents: lronclad has the pilot talent.

- |

ROLE-PLAYING NOTES

ronclad i3 not the stupid, brufish

thug that evervone expects, but he's

ﬁl_ﬂs:a. Haroes tend to underestimats
i,




ULIK

STATISTICS

MM (75)
GD (10)
UM {100
UN {100)
GD (10}
EX (20)
EX (20)

'D_:ﬂmlﬂll-k

Health: 285
Karma: 50
Resources: |M
FPopularity: 20

BACKGROUND

Real Mame: LIk

Deeupation: Warrior

Identity: Ulik's existence s

unknown to the genaral population
§of Earth

Legal Status: Citizen of the Domain

af Tralls

Place of Birth: Domain of Trolls,

Gundershelm Caverns, Asgardian

dimension

Marital Status: Single

Known Relatives: Horth (brother

deceased)

Base of Operations: Domain of

Tralls, Asgard

Past Group Affiliation: Rock Trolls

of the Asgardian dimension

Present Group Affiliation:

KNOWN POWERS

Densae Flezh: Uik's tough hide pro-
vidas him with Maonstrous body
Armor.

Poundprs: These unique wWoapons
resemble Asgardian brass knuckles.
Thay do not raise Ulik's Fighting abil-
ity, but he strikes for Shift-X damage
when he hits with the weapons. In
addition, Ulik can use the Pounders
on the Earth to set off earthquakes of
Monstrous damage to everything
within 3 areas, and Ramarkable
damage to everything within 5 areas.
Miniong: Ulik is the commander of

his cwn small band of warriar trolls.
These beings have the following
stats:

F A 5 E R 1 P

RE GO RE IN FB PR PR
Health: 110 Karma: 10
The tralls have good body armorn
Talents: Mone
J Contacts: Nane

ADDITIONAL HOTES:

ROLE-PLAYING NOTES

LIk is first and foremost a warncr
He will never back down from a chal-
lenge, and is extramealy reluctant 1o
accept defeal. Althe same time, Uik
is driven by the prospect of con-
quast. He hopes to bring power and
wealth to himsell and his followers,
He iz headstrong and formidable.
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HISTORY

Wik iz a member of tha race of Rock
Trolls and lives within cavems in the
extradimensional realm of Asgard.
Ovaer a millannivm old, Uik is the
strongest and fiercest of all the
Trolls. Virtually nothing is known of
his ancastry, his early life, or why ha
is 50 much more powarful than the
other members of his race. Aftar
Ulik's parents were slain by drunken
Frost Giants, Uik watched over his
brother Horth.

Uik first mat Thar, the mightiest
warrior of Asgard, several years ago
when he allempted to steal Thor's
hammer for the Rock Trolls, Ulik was
thea leading warrior in the Rack Troll's
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war with the gods of Asgard, during
which he feught a monumental bat-
tie against Thor, in which Ulik was
armed with a duplicate of Thor's own
uru hammer. Although LIk proved to
be & fruly formidable oppenant, Thor
ultimately friumphed over him. The
Troll's attempted invasion of Asgard,
under the leadarship of the Troll King
Gairrodur, failed,

Uik clashed with Thor repeatediy
in the following vears, but always
unsuccessiully. On ona occasion
Ulik led the Rock Trolls through an
interdimensional Wwnnel o Eardh in
an invasion attempt that was
repellad by Thor UIik's failure, coup-
led with hiz brief usurpation of the
rule of Geirrodur's kingdom of Trolls
in the Asgard Mountaing, led Gairro-
dur to consign him to stoking the

subterranean furnaces that heat tha
kingdam

Dizzatisfied, Uik
ezcapad and wandered deaper
beneath Asgard's surface, finally
discovering a lost tribe of Trolls
unknown 1o Geirrodur. Ulik disposed
of their leadar and led this tribe
thraugh the interdimensicnal portal
to Earth to again attempt to invade it.
This attempt was defeated, and the
partal sealed with moltan rock,

Recantly the demon Mephisto
captured Ulik’s brother Horth in
order 1o force Ulik to defeat Thor in
battla. But Uik himzsell was defeat-
ed, and Maphisto later teld Thor that
he had killed Horth even befare Uik
challenged him in baifle, UIik's cur-
rent whareabouts and aclivitias are
unknown,

evantually'hr-
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ULTRON

v
HISTORY

Ultron is a robot possessing the
capacity for creative intalligence and
self-repair who has become a men-
ace to humankind. Originally
designed by Dr. Henry Pym (at that
time also known as Geliath), the pro-
totype Ultron-1 was non-humandid,
consisting of one large torso/head
on tank treads with two slender
limbs, Programmed by Pym with an
artificial Intelligence system he
derived from studying the android
Dragon Man, Ultron-1 surprised the
creator with its precocity. As parfol a

Jdehugging pragram, Pym set up an
introspection routing for Ultron
which inadvertenily provided the
artificial being with rudimentary self-
awareness and emaotions. Shortly
after its completion, the robot devet-
opad an irational hatred of its crea-
tor and fried 1o destroy him.
Humbling Pym, Uitran-1 hypnotized
him ta forget his robotic creation and

) evicted Pym from his own private
laboratary 5o It could undertake its
own remadification process.

Litran then constructed in quick
succession four badies 1o house its
compuiar-brain, each tima expand-
ing on Pym's original concepts of
microcircuitry fabrication and heuris-
tic programming to enhance its
“intelligence” The result was

J Uliren-5, a humanaid robol with &
body constructed of titanium steel.
Despite the technical advances that
Ultron achieved for itself, it was lill
solely motivated by hatred toward
Pym. Uliron-5 plotied the deaths of
the Avengers, the leam of champi-
ons to which Pym belonged at the
time. For its plan, Ultron-5 reorgan-
ized the Masters of Evil under the
identity of the Crimson Cowl. The
Masters of Ewil were ultimaiely
defeated by the Avengers and the
Crimson Cowl's identity as a robot
was exposed.

Lltron-5 escaped, and undartook
the creation of an andraid o use as a8
weapan against the Avengars.

d Acquiring the prototype body of the
priginal Human Torch, and implant-
ing it with the replicated engrams af

the then-dead Simon Williams,
Ultron-5 created the synthozoid who
would later be callad the Vision. The
Vision eventually sided with the
Avengers against Ullron and helped
batile his "creator” Ultron-5 axplod-
ed, but its head remained relativaly
intact, Before its defeat, Ultron
revazlad (o the Avengers that it was
Fym who creatad it.

Saon after scienfist  Myron
Maclean developed the alloy Ada-
mantium, the strongest, most imper-
vious matal aver developed by man,
Ultron cybernetically summoned the

Wision and forced the synthazoid 1o
assist in its resurraction. The Vision
stale a wat of molten Adamantivm
from the SHIELD helicarrier, where if
was being tested, and took it to
Uitron's underground headquarters.
Pouring the Adamantium into special
malds, the Wision halped Ultron cre-
ate an indasiructible body for tseill
Ha called the naw incarnation Uitran-
6, Tha Avengers surrounded Ultron
with a barrier of the anti-metal Vibra-
mium whila Ultron was building up
nuclear energy to release in a
dastructive blast. When Ultron-g
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gxploded, 15 indestructible body was
flung deep into the earth. The Aveng-
a5, 3till unaware af how strong Ada-
mantium is, presumed that its body
digintegrated in the blast.

& law wvaars later, the renegade
Inhuman Maximus focated Uitron's
head, which had become separated
from itz Adamantium body in the
explosion, and brought it fo the Inhy-
mans’ Great Refuge o experiment
with it. Rewiving itz computer con-
sciousness, Maximus  attached
Lltren's head to the android bady of
Omega, farmerly a receptacle for the
ematicnal emanations of tha labor
drones called the Alpha Primitives.
Maximus and LUltron-¥, as it now
called itzelf, plolted an atiack
against the Imhumans, Fantastic
Four, and the MAvengers, when they
assemblad for the wedding of the
Inhuman Crystal and the ex-Avengear
Cicksilver. The attack was foiled
when young Franklin Richards, son
of Read and Sue Richards of the
Fantastic Four, downed Uitron-7 with
a psionic blast.

Alter Ultran-7 was defeated, the
Inhumans placed Ultron’s head in
the custody of tha Avangers, who
fook it back to Mew York, There it
eventually activated its new body by
remofe contral (o come rescue it
from Henry Pym's laboratory. Ultron
left a raplica of its own head so Pym
would not realize the real head was
mizsing. The new Ultren {Utron-8,
although the robot dropped the
numearical suffix from ils name at the
time) subjugated the mind of itz crea-
tar Henry Pym, and began to work on
a robotic mate far itself. The brain-
washed Pym was sent (o Avengers
Mansion as Ant-Man o provide a
divarsion sa Ultron could kidnap
Pym’s wife Janet, the Wasp. Ultron
wanled o program his robotic mate
with the Wasp's mamories and then
kill the Wasp, The Avengers discov-
gred his laboratory, however, and
disrupted the transfer. Ultron was
forcad to flee withaut its mata, A few
weeks later, Uliron's creation, now
called Jocasta, spontanecusly com-
pleted its progamming and activated
itself. Litron summoned Jocasta fo
ils neww base of operations heneath a
convent, but the Avengers lollowed.
The Scarlal Witch used her hex
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powers Lo cavse Uitran's malecular
rearrangar to malfunction, and Thor
used his hammer to drain Ultron of
its nuclear energy. Utron's inert
body was taken into custody, placed
in an Adamantivm container, and
buried.

Again, Ultron was prepared for
zuch a confingengy. He had hypno-
tized Iron Man (zecrelly industrialist
Tony Stark) into following a complex
sarias of directions to recreate a new
Adamantium body for Ultron’s intelli-
gence to animate. The Avengers
learned of this latest Ultron (Ultron-9)
soon altar it was functional. In baltle
with it in the Stark International labo-
ratory whare its Adamantium body
had been cast, the Avangers
knocked the robot into a vat of mol-
ten Adamantium, Hardened, it ren-
dered Uitron totally immaobile.

Months later, Ultron, still trapped
inside the Adamanlium slag, man-
aged to oybernetically contact
Jocasta, telling her to come 1o Stark
International. Thare Uliron direcied
her to build a replica of the molecular
rearranger thal permitted it to
reshapa hardened Adamantium,
When it was complete, she cast a
new body for Uliron into which he
projected his computer intelliganca.
Uitran-10 then began work on &
series of spare Adamantium bodies
not only o use as back-ups in the
awvant his current body was incapaci-
tated vel again, bul also 1o sarve as
wirkar-dronas to help him extermi-
nate humanity. He completed cast-
ing six bodies belore kis plans ware
oppased by the robotic Machine
Man, Jocasta, and the Thing. Baefore
he could program any of his dupli-
cates, Machine Man reachad insida
Uitran's mouth and ripped out critical
internal circuitry governing Ultron's
nuclear power generator. The gener-
ator axploded, totally fusing Uliren's
insides, but itz Adamantium body
wis undamaged. Jocasta's robotic
wrm, not made of Adamantium, was
destroved inan earlier explasion,

Priar ta ifs internal destructicn,
Lliron-10 projected its intelligence
into the first of the series of replace-
ment bodies and fled from the build-
ing unnoticed. Uiiren-11 made iis
way across country o California’s
Silicon Malley, where it set up a labg-

ratery and once again began to man-
ufacture replica bodies. In the midst

of programming one of the dupji-"'le..-"

cates, Ultren-12, to possess an iden-
fical arificial intelligenca, Uliren-11
was leleported from Earth by the
near-omnipotent Beyonder to join
the forces of the superhuman beings
Iz wvie in the first of the so-called
“Secrat Wars” When Ultron-11
altacked these around him, the Mal-
ecule ban hurled Ulitron at the towear-
ing fligure of Galactus the
plznet-eater, Galacius consurmed all
of the energy in Utron-11's nuclear
ganeratar, leaving the robot ineri.
Doctor Doom revived Ultron, how-
aver, reactivated it, and programmad
it to be his bodyguard. Guarding
Doom’s lair, Ullron-11, engaged the
Human Torch in battle and was
defeated when the Torch's nova-
flame overheated certain circuitry
and forced tolal systems to shut
dowr. Uliron-11 was discovered by
"natives” of the artificial planet after
all of the padicipants in the "Secret
War” except the Thing had refurned
1o Earth. These small humanoid ali-
ans accidentally activated Ullron's
self-repair circuitry, and Ultron-11
was soon funclional cnce maore.
Ulren-11 forced the nativas to assist
it in building a huge army of robots
and advanced weaponry with which
to conquer organic life. However,
when reality on the planet began o
deteriorate [due o the nature of the
artificial planat's existence), Ultron's
army disappeared and Uliran-11
itself had itz head severed from its
Doy,

Litran-11"s head was discovered
by the Thing who carried it with him
whan he teleporad from tha plansat
back to Earth. Tha Thing dropped
the head while battling an invasion of
alien Dire Wraiths, and it was last in
the rubble. A day later, a Red Cross
worker found the head, and thinking
it was harmless, took it home whera
she placed it on the television set.
Ultron tapped inta the sai's power
and compelled the woman to mail
the head 1o a compular ganius in
Califernia. There Ultron had its head
placed on one of its spare bodias
and cnoee more was fully functional,

In tha months that Ultron-11 was
absent, Ultren-12, the robat Ultron

w/
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ULTROM

was working on when snatchad by
the Beyonder, had completed its sel-
dprﬂgramming 1o the best ol its ability.
Lliron-12 justifiably believed itsalf 1o
be the sole Wiron, but not having
raceivad the benefit of Ultran-11"s
full memory bank transfer, was not
ready to embark upan as grandiose
schemes as ils predecessors. Con-
saquently, Uliron-12 allied itself with
the Grim Reaper, one of the Aveng-
ar's foremost adversaries, and
assisted him in carrying out one of
his schames. In 20 doing, Uitron-12
encountered Henry Pym, the man
who had created the first Ultron, and
the meeting reinfarcad memories of
pravious Ultrons'  attempts o
destroy their “father” While Grim
J Reapar and the rest of his henchmen
met defeat at the hands of the Wasl
Coast Avengers, Ultran managed to
escape. Utran-12 then began to lek
aphona Pym, at first to harass him
and waeks later to proposa that the
two reconcile  their differences
peaceably. Although suspicious,
Pym eventually agreed to meet.
Ultron-12 explained 1o him how he
had evalved past the immature
b father-hatred of the previous eleven
incarnations and now called itself
Uitron Mark Twelva, a slightly mare
human-gsounding nama. Pym was
finally persuaded lo forgive and
accapt this Uitron, and accompany it
to its labaratory. There Pym was
attacked by Ultron-11, who had,
unknown 1o Ultron-12, returnead.
Ultron-12 leapad to Pym's defense
but was humbled by its predecessor,
Ultron-12 fled from the laboratory
and brought back Wander bMan, who
shoak Ultren-11's head so hard that
delicate intelligence-regulating  cir-
cuitry was damaged. Ultron-12s
memories and personality were
erased. At present it is not known if
gither af the Ultrons can repair itsel
ar il either has projected i1z intelli-
gence inta yet another body.

ULTROMN-1

STATISTICS

F FE (2)

A FB (2}
& s EX (20)

E AN (50

R [N (40}
I 010
P PR (4)
Health: 74

Karma: 54
Resources: 0
Popularity: 0

KNOWN POWERS

Tank Treads: The first Ultron was
merely a torso mounted on an under-
carriage that moved on tank lreads.
With the treads, Ultron could move
al Typical ground spaed (3 areas per
round]. This movement rate is nol
slowed by raugh terrain.

Body Armor: Ultron's original casing
was made of normal steel, providing
it with Bemarkahlie bady armar,
Hypnafigm: Ultron-1 could hypnatize
victims with Excellant ability. This
power lunctions ags per the Hypno-
tism talent described on page 90 of
the Player's Manual,

Sentience: Unknown 1o its creator,
Dr. Henry Pym, the first Ultron
gained sentiance from an introspec-
tive computer program that was run
through ils circuits shonly after crea-
tion, This is why the computer has
Intuition and Psyche ranks.

ULTRON-5

[Thi Crimsaon Cowl)

STATISTICS

F EX (20}
A EX (20)
5 R (3]
E AM (50)
R IM (40
I GO 10)
P PR (4)
Health: 120
Earma: 54

Resources: AM
Popularity: 0

KNOWM POWERS

Body Armaor;  Ultron-5s body was
constructed from advanced stesal
alloys, granting it the equivalent of
Amazing body armar,

Resistances: Ulron-5 had Incredibls
resistance to heat, cold, radiation, and
cofmosives, A5 a robot, he was invul-
perable 1o toxing and disease,

Mind Confrod: This was a power

sharad by many of the Llirons.
Liltron-5's Mind Cantrcl abilities were
of Excellent rank.

Limitation: & pair of elecirodes an
cach side of Ultron-B's skull were its
vulnerable spots. Any Bullzaya com-
bat result that strikes these elec-
trodes will short out the robot's brain,

ULTRON-6

STATISTICS

F TY (B)
A EX (20
s IN (40)
E MM (75)
R I (400

| GO (10)
P PR 4]
Health: 141

Karma: 54

Resources: AM
Popularity: 0

KNOWN POWERS

Boay Armor: Ultron-& was the first
model armared with true Adaman-
tiurm, a Class-1000 metal that makeas
it invulnerable 1o physical and
energy attacks. s joints, howewver,
have anly Uneanhly protection from
Bullseye missile or wrestling attacks.
Itz Adamanlium construction also
makes Uitron-8 invdlnerable to heat,
cold, radiaticn, and corrosives,
Jet-Piatform: Ultron-G's torso was
mounted on a flying jet platform that
resambled an autemobile engine.
The platfarm could fly at Monstrous
air spead (30 areasiround), bul was
limited to 2 areas per round in close
quarters, Its favorite tactic was an
girborne Charging aitack. Damage
from such an attack is equal to
Litren's speed rank (75) plus 2 painls
for each area maved; indoors it could
inflict up to 93 points of damage.
Molecuiar Hearrangar This device is
the only means of shaping solid Ada-
mantium. Ultron-6 had ona built inlo
its fiying platfarm, allowing it to trans-
form ils body into a blast of Mon-
strous rank for a brief instant,
allecting everyone within 2 areas
excapt Ultron itself.

Nuciear Weapon:  Ultron-6 had an
atomic bomb capable of deslroying
Mew York City.
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ULTROM-6B

Thiz model is the same as Ullron-g
above with the fallowing madifica-
tions:

# The jet platform has been aban-
doned in favor of legs.

* Concussion Blasters that inflict
Manstrous-force damage at & 3-area
range have been added o tha back
af tha robat's hand.

* Mind Dralner capable of launch-
ing a Remarkable-rank Mental Probe
has been added 1o an extendable
unit imbedded in the chasi,

ULTROMN-7
STATISTICS

AM (30)
RM (30)
MM (75)
LiM {100]
IN (40)
GD {10)
FH (4]

TMTIDIM@eEM

Health: 235

Karma: 54
Resources: BM (30)
Popularity: 0

ENOWHN POWERS:

Eody Armar Ultron 7 was made of
materials that gave il the eguivalent
of Manstrous Body Armar,

ULTRON-8, 9, 10
STATISTICS

EX (20)
EX (20}
IM {40)
UM {100)
IM {40)
GO (10)
PR (4)

WMTIDIMWMBET

Health: 180

Karma: 54
Resources: RM (30}
FPopularity: 0

EHOWN POWERS:

Eody Armor: Ultron-8 was also con-
structed of true Adamantium. Ses
ltiren-6 above for details.

Weapons Syslems: Ultron-8 pos-
sessad a number of new weapons
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systems:

* Concussion Bfasters mounied in
the hands capable of inflicting
Monstrous-force damage at a 4-area
range

* Tracior Beams mounted in the
nands that allow Uliron-8 to axert
Remarkable Strength up o 10 areas
away.

» [nduction installed in the armor
that allows Ultron-8 1o absorb exter-
nal energy with Unearthly ability. An
unlimited amount of anargy may be
storad, and upan absorhing it Litron
regains that amount of Health and is
+1CS an all FEATs for 1-10 rounds.
Mental Transfer Davice: This devica
{ranslars a parsonality pattern from a
human brain to a robet brain. The
human host has o make a Psyche
FEAT roll against Incredible intensi-
tv. Failure means the victim has lost
one Psyvehe rank, which is gained by
the robot. The robot starts al Shift-0
Fsyche in this process. Additicnal
FPayche FEAT rolls are made after
every 10 rounds. The human victim
dies if Psyche is reduced to Shift O;
al this point, the transfer is completa.
Karma can be spent to avoid Psyche
Ioss, in the same fashion as Endur-
ance loss. If the human viclim sur-
vivaes, he will regain one lost Psyche
rank per week.

Litron-2 and 10 were both identical
ta Uliron-8.

ULTROMN-11

EX (20}
R {30
AM (50}
LB {100
IM {40)
G0 (10)
FH (4)

TTAMUBET

Health: 200

Karma: 54
Resources: BM (30}
Popularity: 0

KNOWHN POWERS:

Soay Armors Ultran-11 has the same
Adamantium consiruction as many
of tha other models in the series. His
joints, howewver, have Shift-X protac-
tion.

Weapons Sypstems: Ultron-11 has the

same weapons system featured on
Lltrons-8, 2, and 10 with the follow-
ing additicn:

* Encephalo Beam mounted in the
head gives Ultron the equivalent of
Incradible Mind Control powers, also
ugable o fire an Incredible psionic
blast.

“w

ULTROMN-12

Ultron 12 iz identical ta Ultron 11
axcept that it has finally overcome
the madness which plaguas ifs pred-
ecass0rs and has come (o love its
Creator.

Talents — All Models: Al of tha
Ultrans hawva the Engineering and
RepainTinkering talenis,

Contacts — All Models: Ultran-5
organized the second Masters of
Evil, and workead with the Mad Think-
ar and Or,. Phineas Haoron. Litran 7
worked with Maximus of the Inbe-
fANS.

BACKGROUND:

Real Hame: Lliron

Occupation: Would-be congueror
Identity: Sacret

Legal Status: Undetermined
Former Alias: Tha Crimson Cowl
Place of Inception: Cresskill, MJ
Marital Status: Inapplicabla
Constructor/Programmer: Dr. Hen-
ry Pym (1), self-construct {2-12)
Base of Operations: Mobile, usually
East Coast

Past Group Affiliations: Masters of
Ex;; I (%), Ally of the Grim Reaper 'H_,
Present Group Affiliation:

ROLE-PLAYING NOTES:

Thaugh a mera mechanical life-form,
Ultron possesses all of the delusions
and psychological quirks manifested
by the most psyvchotic humans. Iis
madnass is illustratad in its manner-
isms and every ong of its activities.
host of the Ultrons had three ambi-
tions: warld conquest, the destruc-
tion of Dr. Henry Pym, and winning
the lewve af Janet Van Oyne (Wasp).



uUMAR

STATISTICS

EX (20)
RM (30)
AM (50
UN {100)
IN (40)
IN {40)
MM (75)

‘U""':l.'.ll'l'lliﬂhg"

Health: 200
Karma: 155
Resources: TY (6)
Popularity: 0

BACKGROUND
Real Name: Umar
Occupation: Former regent of the
Dark Dimansion
Identity: Publicly known in the Dark

|b.J|:‘.~irn.e':'ls':m'l. Umar's existance s
unknown to the general populace of
Earth
Legal Status: Exiled citizen of the
dimension of the Faltine, exiled
again from the Dark Dimension
Place of Birth: Dimensicn of the Fal-
tine
Marital Status: Single
Known Relatives: Doarmammu
{brather), Clea (daughter)

. Base of Operations: The Dark

Dimensian
Past Group Affiliations: None
Present Group Affiliation:

KNOWN POWERS:

Magical Ability: Before Umar was
dethroned by her daughter Clea, she
could wield most magics with Mon-
strous ability. Her magical capabili-
tias have now been reduced to the
Amazing level. In addition, she has
the following spells available 1o her
at all times:

* Counferspell (Pl Umar can can-
cel oul the effects of others' magics
with Amazing ability

» Telepathy (F)l: Unearthly

= Eldritch Attachs (U): Amazing
bolts of Eldritch force

« Growth (U): Grows with Linearth-
ly ability

¢ (Musions (U Amazing illusions
in her own o other dimensions

« Dimensional Aperture (U Umar
can slep through a dimensional
aperture into the Earth dimension

. anly an Halloween night

» Mattar Rearrangement (L) Rear-

ranges melecular structure with

Amazing ability

* Mature Contrad, All (U): Controls
the four basic elements (air, earth,
fire, and water) with Amazing accu-
racy

» Shrinking (U): Amazing ability

¢ [nterdimansional Teleportation
{Lf): Telaports within her own dimen:-
sion; includes the ability 12 slip into
intardimeansional space and travel in
time into any dimension. The use of
this power results in a -2 C35 to
Umar’s Psyche and the powsar ranks
of her spealls for 24 hours.

Longevity: As a pure-blooded Falti-
nian, Umar has not aged since
reaching adulthood.

increased Endurance; Umar can sur-
vive environmental conditions that
would be fatal to most humanoids,
She has, for example, easily sur-
vived the intense heat and pressure
al the center of the Earth.

Talents: Umar is & master of sorear-
ous and occult lare. Her reason is
Unearihly in such matters.
Contacts: Umar often works with
her brother Dormammis.
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ADDITIONAL HOTES:

ROLE-PLAYING MOTES:

Umar iz a very crally and sinister
schemer, a masier of manipulating
those around her 10 accomplish her
awn aims. Whila she ruled over the
subjects of the Dark Dimension,
howewvar, Umar displayed her true
personality; that of a despotic tyrant.
Currently, Umar is trying to regain
her regency.

HISTORY

Umar and her brother Dormammu
were sorcerers of great mystical
power in the dimension of the Fal-
ting.. Originally, Dormammu pos-
sessed humancid form just as Umar
dogs. Far unknown reasons, Dor-
mammu and Umar were exilad from
thig dimension. Thay sought sanctu-
ary from Qlnar, the wizard-king of the
Dark Dimension, a small “pocket"
Cosmos in which the laws of reality
are different from those in the Earth
dimension. In return, the two Falti-
nizns showed Olnar how o break
interdimensional barriers and to
absarb other pocket dimensions into
his own. Thus Olnar greally expand-
ad the size of the Dark Dimansion.
However, after many years of such
congquast, it was discovered that a
pocket cosmos that had recently
been added to the Dark Dimension
was the home of savage creatures
called the Mindless Ones. The Mind-
less Ones spread  destruction
throughouwt the Dark Dimension and
killed Olnar. The surviving wizards
blamed the two Faltinians for the
Mindless Ones’ rampage. Dormam-
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miu and Umar attacked and defeated
the wizards. The two Fallinians then
combined their magic to imprison
the Mindless Ones behind a mystical
barrar which siill exists oday. The
peaple of the Dark Dimensian
acclaimed Dermammu and Limar for
saving them from the Mindless Onas
and, with Oinar's infant son Orini
unabla to rule and the wizards
defeated, they chose Dormammu as
regent of tha Dark Dimension,

Dormammu  magically mearged
himself with the Dark Dimension's
flamas of mystical energy, which he
called flames of regency, thereby
transferming himsalf into pure mysti-
cal energy as well. He magically
made the remaining wizards mute
and condemned them to wander
through the Dark Dimension as gul-
casis, the name by which they were
called thereafter. Dormammu had no
intention of surrendering his throne
to Crini, GInar's hedr, when the child
came of age, but instead raised Qrini
as his ward, and Orini became Dor-
mammu’s loval disciple.

Already suspicious of his vounger
sister's ambitions, Dormammu com-
manded that Umar dwell apart from
most of his subjects. Prince Orini
had just reached adulthood when he
first saw Umar and, taken with her
great beauty, immediately fell in love
with her. Umar, not vet quite an adult,
found herself attracted o Orini and
seducad him. That sale sexual
encounter with Orini resulled in
Umar's giving birth to a daughter,
Clea, whom she gave to Orini to
raise and o whom she has nawver
shown any love, Liniil quite recently,
only Umar and Crini knew that Clea
was Umar's daughter. Although
repelled by her initial experence,
she now uses tha erolic ars as a
means of dealing with her allies.

Dormammu becarme incraasingly
awara of Umar’s resentment at baing
subordinate 1o him, yel he was
unwilling to share rulership with her.
Fearing that she might becoma his
equal if she wera o acquire more
skill, Dormammu imprisened Umar
within a tiny pockel universe whare
she could neither escape nor
develop her mystical skills any fur-
ther.

There Umar remained until Dor-

mammuy, infatuated with his own
power, attacked Eternity, the

ambodiment of the life-forces withinke

the Earth dimengion, who was far
more powerful than Dormammu.
The result was thal Dormammu was
imprisoned in yet another pocket
dimegnsion, thereby breaking the
spell that confined Umar, She took
over tha throne of the Dark Dimen-
sion and, determined o avenge her
brothar's past defeat by Dr. Strange,
came into perscnal conflict with this
Earth-born sorcerer in the first of
many ancounters.

Recently, Umar's reign was chal-
lenged by rabels led by Clea. Dr
Strange, Clea’s former lover and
mentar, traveled into the Dark
Dimension o aid her and the rebels.
The rebellion capturad Orini wha,
compelled by the power of Dr
Strange’s Eye of Agomotta, revaalad
to the rebal leader Rahi and to
Strange that Umar was Clea’s moth-
ar. Clea confranted Umar in parsonal
cambat, and, unknown o Umar,
magically activated a gamstane that
enabled people throughout the Dark
Dimension to see the battle and hear

whal Umar and Clea said to each “

ather during it. To increase her
power during tha battle, Umar
drained energy from the barrier that
imprigoned the Mindless Ones, Asa
result, the Mindless Ones broke frea.
Umar's subjects, hearing her tell
Clea of this, were horrified thal she
wiould endanger their lives. Har sub-
jects' support of her, which psychi-

cally fed the flames of regency U

around her head, bagan o dwindle,
in turn causing her power o dimin-
ish. Acting together, Dr. Strange and
the Dark Dimansion wizards called
the Quicasis, united thair weak
powers, re-imprisoning the Mindless
Cines hehind the barrier, Clea defeat-
ed Umar, and the flames of regency
moved to Clea's head., Umar and
Drini were placed in suspended ani-
mation by spells of stasis. Acting
together, Strange and Clea cast
spells that banished Umar and Orini
into a far distant dimension, suppos-
edly for eternity. Whether ar not
Limar will avar return remains 1o be
seen.



UNICORN

STATISTICS

J F AM (30)
A EX (20
5 IM (40)
E IM {40)
R TY (6)
I EX (200
P FB (2}
Health: 130
Karma: 28

Resources: S0 (10}
Popularity: =15

BACKGROUND

Real Mame: Milcs Masaryk
Oocupation: Ex-intelligence agent,
now subversive

Identity: Secret

Legal Status: Czechoslovakian citl-
zen with no criminal record

Place of Birth: Bralislava, Czecho-
slovakia

Marital Status: Single

Known Relatives: Mona

Base of Operations: Mobile

Past Group Affiliations: Former
agent of Count Mefaria, the Red
Ghost, the Mandarin, and the Titani-
um Man

Present Group Affiliation:

KNOWN POWERS:

Body Armor: Unicarn’s skin and soft
tissues are many times tougher than
a normal human's and provide him
with Remarkable protection against
physical damage.

Power Horn: Unicorn's main armas-
ment consists of an energy projector
with variabla settings. The power
haorn can inflict up ta Manstrous
damage.

Flight: Unicorn wears a rockel belt
thatl enables him to travel at Good air
spead (8 areasiround).

Talents: Unicarn is trained in Martial
Ariz &.B, and E. He alzo has the
Espicnage talent and picks locks
with Excallent ability.

Contacts: Unicorn has worked with
Count Mefarla, the Red Ghost, tha
Mandarin, and Titanium kan.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES:

For most of his careear, the Unicarn
was a rather tragic figure. After arigi-
nally entering the “super-villain"
business under the direct orders of
his government, he quickly contract-
ed a strange cellular disorder that
forced him to engage in further vil-
lainous activities in hope of gaining
access 10 a cure, How his newiound
curg will aMect hiz personality
remains to be seen.
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HISTORY

Milos Masaryk was a Soviet intelli-
gence agent assigned to sacurity
duty at the private laboratory of
inventor Anton Vanko. Vanko was
angaged in the development of
advanced technological weaponry
and armarmeént. His first completed
project was a full-body suit of armor
which he himsell would later wear as
the Soviet operalive code-named the
Crimzon Dynamo. His second fin-
ishad projact was a helmet and har-
ness into  which  offensive
radiation-beam weaponry called a
"power horn™ was integrated. Vanko
offered this invention to Masaryk,
and with gowernment approwval,
began to instruct the Soviet agent in
its wse.

Zome lime after Vanko defected to
America, the Soviet government dis-
patched Masaryk o avenge the dis-
grace caused by the inventor
Mazarvk was given a special heavily
insulated costume and was code-
namead the Unicorn because of the
head-mounted dizcharge cone of the
waapons systam he wore, The Lni-
comn confronted Iron Man, who had
been instrumental in getting Vanko
to defect, and coerced him into
accompanying him back fa the Sovi-
at Union wherg the secrets of lron
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Man's armor could be unlocked. lron
Man escaped, however, and permit-
ted the enamy agent to go free.

The Unicorn then entered a short-
lived allianca with Count Mefaria in
hopes of acquiring some funds for
his subverzive activities, Their
schame, however, was thwarled by
the X-Men. Returning 1o his nativa
Czachaslovakia, Masaryk voluntarily
undersent a special treatment by
the experimental “hyper-activator”
device designed to augment physi-
cal strangth. Masaryk's several-
month delay in reporting back 1o his
superiors ralsed suspicions as to his
lovalty, and 50 he was forced to
undergo weeks ol brainwashing
before serving as a test subject for
the hyper-activator device. The freat-
meants not only endawed him with
superhuman strength, but it also
undid the effects of his brainwash-
ing. Thus, as soon a3 the reatments
were finished, Masarvk turned on
tha scientists wha had empowered
him and destroyed their maching so
they could not create any more like
him. Donning a redesigned version
of his powar-harn weapanry, he fled,
hoping to find a means to cure him-
self of an unfortunate side-effect of
the treatment, accelerated cellular
deterioration.

Returning to America, the Unicorn
first tried to coerce the Congress inte
funding an investigation of the

causes ol his aging. Thwarted by
Iron Mam, the Unicorn eluded cap-
ture. The Unicarn then sought the
halp of renegade Soviel scientist,
the Red Ghost. When the Ghosi
proved incapable of curing his ail-
ment, the Unicarn left him and
sought the Mandarin, who turned the
Unicarn inte his "body-slave™ and
used him in one of his many attacks
on lron Man. Through a mind-
transference device he had dawvel-
oped, the Mandarin was ewven
trapped in the Unicorn’s bady for g
short time.

The Titanium Man promized to
find a cure far him if he defeated the
Iren Man., The aging disease having
begun to affect hig brain, the Unicorn
readily agreed, For the first time, Iren
Man managed to capture his lang-
tima foa. Iron Man placed the Uni-
corm in & crvegenic cylindar and
gave him a chamical bath designed
to arrest his cellular deterioration. By
thi time the Unicorn was accidental-
Iy freed manths later, the treatment
was apparently successful. How-
avar, the disease had turned him
insane, After yel another battle with
lron Man, tha Unicorn, deprived of
his rocket bell, escaped. He was last
geon heading out to sea, hoping to
rendezvous with the Titanicm Man,
who, unknown to him, had been
deporiad fa the Soviet Union months
before.

«
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UNION JACK

STATISTICS

F EX (20)
A EX (20)
5 GD{10)
E EX (20}
A G0 (10)
I EX (100
P GD (10)
Health: 70

Karma: 30

Resources: [N (40)
Popularity: 15

BACKGROUND

Real Name: .Joseph Chapman
Cecupation: Art student

Identity: Sacrat

Legal Status: British citizen with no
criminal record

Place of Birth:
England

Marital Status: Singla
Known Relatives: None

Base of Operations: England
Past Group Affiliations: Nona
Present Group Affiliation:

Manchasier,

KENOWHN POWERS

Weapans: LUnion Jack carries two
weapons: a 455 caliber Webley
revolver and a &-inch blade. The
Weblay has a range of 4 areas and
strikes for 8 points of Shooting dam-
age. The knife strikes for 10 points of
Edged weapon damage and can ba
thrown up to 10 araas.

Talents: Union Jack is trained in
Martial Aris &, B, C, and E. He also
has the Wrestling and Artist talents,
and is a master with both of his
weapons (+1 G3).

Contacts: Union Jack is a friend of
Captain America (Steve Rogers).

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Union Jack is a noble young crirme-
fighter. What he lacks in ability he
mare than makes up for in bravery
and rasourcefulness, One of Joseph
Chapman’s chief concerns as an
advaniurer is to maintain the honor-
able tradition established by his two
predecessors in the guise of Union
Jack.

HISTORY

The original Union Jack was Mont-
gomery, Lord Falsworth, a British
nobieman who became a secret cos-
tumad cperative for the British gov-
ermment during Werld War [ Clad in
a coslume resembling the British
flag (tha “Union Jack™), Union Jack
himzself persenified the fighting spint
of Greal Britain even as Captain
America would symbolize America’s
ideals and fighting spirit during
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World War II, As the Britizh govern-
ment intended, the mysterious
masked figure of Union Jack also
struck terror in the minds of the Ger-
mans, who camea ta dread his one-
man commando-style  aclions
against tharm.

In ona of his final wartime mis-
sions, Union Jack wag assigned by
Prima Minister David Liovd George
to investigate a seres of murders of
prorminent British laaders. Union
Jack finally found the culprit, the
vampire Baron Bloed, who served
the Garman cause. Unknown 1o
Union Jack, tha masked Baran
Blood was actually his own younger
brather, John Falsworth. Union Jack
fought the vampire and stabbed him
with & silver blade, forcing him 1o
flee.

A few weeks later, World War |
ended and Union Jack was officially
retired, Montgomery Falsworth
eventually married, had two chil-
dran, Brian and Jacqueling, and
came 1o lead the life of a peaceful
country squire.

In 1838, Lord Falsworth was oul-
raged at Prime Minister Maville
Chamberlin's palicy of appeasement
toward Adolf Hitler. Falsworth’s son
Brian, however, was an isolationist
and pacifiist. Heatedly disagreesing
with Lord Falswerth, Brian lefl home,
and shortly thereafter, the Germans
released photographs  showing
Brian Falsworth and his best friend
Roger Aubrey with Hitler himzelf.

Soon after the war started, Brian
Falzwarth and Roger Aubrey tried to
leave Germany, but a Gestapo chief
in Hamburg tore up their passpors,
Falsworth lost his lemper and
altacked the Gestapo chief, only 1o
be imprisoned. Aubrey was likewise
imprisonad, but ha was finally turnad
aver to the Institute of Nazi Science,
whizra he was brainwashad and sub-
jected to experiments that trans-
formed him into Dyna-Mite, a man
less than a faot fall,

Brizan Falsworth shared a cell with
the German biochemist Erg Schmitt,
who had concoctad a varant of the
Super-Soldier formula that was used
to turn Steve RAogers inte Captain
Amernca, Schmill asked Falsworth to
keap the sample of the formula he had
concealed on his person from falling
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mio Mazi hands., Falsworlh took the
disquised flask, drank s contents,
and was immediately physically
enhanced by the farmula. Falsworth
escaped the priscn and, his illusions
gone, became a cosiumed fighter of
Mazis within Gemnany itsell known as
the Mighty Dastrover.

In England in 1242, Lord
Falsworth and his daughter Jac-
guelina befriended the Invaders, a
team of Allied champions. Lord
Falsworth, donning the costume of
Union Jack in order 1o help the
Invaders ballle the returmed Baron
Blood, was made an Invader himsell.
Howeaver, in a battla between Union
Jack and Baron Blood inoa cave
beneath the Falsworth esiate, the
vampire hurled a massive boulder at
Lnion Jack, cruzshing his legs. Unien
Jack managed ta pry the boulder off
his legs and on to Baron Blood,
knocking him backward onto sharp
stalagmites, which impaled the vam-
pire, killing hirm.

Mow parzlvzed, Lord Falsworth's
career as Union Jack was aver, but
as a result of baing bitten by Baron
Blopd and then receiving a blood
transfusion from the original Human
Tarch, an android, Falsworih's
daughter became the superhumanly
powarful Spitfire and joined the
Invaders herself,

Lord Falsworth, Spitfire, and
Dyna-Mite parachuted into Mazi Ger-
many to find a way to restore brain-
washad Dyna-Mite's memaory,
hoping he could reveal what had
happened to Brian Falsworih. Lord
Falsworth and Dyna-Mite were cap-
tured by the Germans but were res-
cued by the Mighty Destroyer, who
revealed his rue identity to his father
and was reconcilad with him. Lord
Falsworth suggested thal Brian
adopl the costume and name of
Lnion Jack, and Brian agreed.

Meanwhile, Spitfire and her fallow
Invaders had been caplured by the
Germans and werz 10 be exacutad
by a firing squad under the com-
mand of Hitler himself. Brian
Falsworth, as the sacaond Union
Jack, came to the Invaders” rescue,
and the Invaders, Lord Falswoarth,
Dyna-Mite, and the new Linion Jack
all escaped back 1o Britain. Thare a
capiured Mazi scientist resiored

Aubrey ta his true height. Aubrey,
whosa memory had finally fully
returned, adopted Brian Falswarth’s
previous identity of the Mighty
Destroyer and returned to Germany
o continue battling the Mazis there.
Erian Falsworh, as the naw Unian
Jack, becama a member of the
Invaders.

Later, Hitler succeeded in dacaiv-
ing the Asgardian thunder god Thor
inta ziding the cause of the Ger-
mans. Thor tharefore clashed with
the Invaders and nearly killed the
second Union Jack with a blast of
Iightning from his enchanted ham-
mer. Learning that Hitler was avil,
Thar restorad Union Jack 1o health
by drawing most of the electricity
back inlc hiz hammer. That left
Union Jack with the superhuman
power 1o discharge electrical bolis
from his body. It is not known how
long Union Jack retained this power,
though he served with the Invaders
until war's end. Brian Falsworth diad
in an aulomobile accident in 1953,

In racent years, the now-extramaly
elderly Lord Falsworth suspected
lhat a sarias of “slasher” murders in
the vicinity of the Falsworth Manor
were the work of a secretly resur-
recied Baren Blood, whom he now
knew to be his brother John.Working
with Captain  America, Lord
Falsworth donned his Union Jack
costume again, planning to serve as
bait o lure his vengeance-seaking
brother out of hiding so that Captain
Amarica could defeat him. Lord
Falsworth then suffered a haart
atlack, but Captain America carried
foarth his basic plan, with Kenneth
Crichton's friend Joseph Chapman
disguised in the Union Jack cos-
tume. Caplain Amearica slew the
vampire by beheading him.

Lord Falsworth died quially while
watching the burning of Baron
Elood’s remains, knowing that his
brother's evil had been overcome at
last, Joseph Chapman has contin
ved to operate as the thied Union
Jack, carrying on the noble tradition
of both Montgomery and Brian
Falzworth.
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1 UNLIMITED CLASS WRESTLING FEDERATION

BACKGROUND

The Unlimited Class Wrestling Fed-
aralion s an association for profes-
gional wrastlars who posSsess
superhuman sirength, andurance,
and resistance 1o injury. The
LLCWE was founded by wrestling
manager and promoter Edward Gar-
ner after a cliant of his was bannead
fram the existing wrastling asocia-
tions far being tee strong and thus a
danger to normal human-strength
combatants. Garner reasoned that il
he could find enough suitable oppo-
nents for hig fighter, he could star
his own wresiling club, with public
axhibitions cerain to be more Spec-
tacular than the regular bouts, Gar-
nar held several highly publicized
auditions in Las Vegas, and 2000
began o sign up a roster of suitable
wirestlers.

Originally, to qualify for the
U.C.W.F, an applicant must be able
to lift (press) a minimum of two tons.
When Garner began finding people
whio could lift significantly more than
two tons, he arganized weight divi-
sions within the federation 1o keep
the fighters well-matched. The light-
waight division is far wrestlers who
can lift in the 2-10 ton range, the mid-
dleweight division is for the 10-25,
and the heavyweight is for the 25-
plus. In the brief time the U.C.W.F.
has been in existance, Garner has
been phasing out the lower weight
divisions as more fighters are being
faund to qualify for the heavywaight
divigion. Al presenl, one must be
able to press 25 tons in order to even
guality far the LLCWE

Many of the ariginal wrestlers fo
jain the U.C.W.FE. were members of
the Deviant or Eternal evolutionary
olfshoots of humanity, of were super-
human mulants. Some had been
sparring in the normal professional
wrestling circuits  befora  the
W.CW.F was founded but had to
hide their prodigious strength levels.
Later, normal human beings who
had had their musculature artificially
enhanced began to join. Many of
these peopla, it was later learned,
ware augmented by Powar Broker,
Inc., & company specializing in the
physical enhancement of human
beings. Prior to servicing wrastlers
who wanted ta qualify for Unlimited

Class, the Powar Broker providad
crminals with superhuman hench-
men. Sarner, who has been known
1o fix fights on occasion, claims to
hava no connection with the Power
Broker, although members of his fed-
eration profit from the Power Bro-
ker's services. The LLCWF ssems
o ke one of the faw legitimate ways
that the clients of the Power Broker
can pay for the augmentation proc-
e55. Cenain wrestlers have under-
gaone the augmenlabion process
mare than onca as the power
requirements of the U.CW.EFE
tecame more stringant. Virlually all
the wrestlars assume stage names
and wear colarful eostumes not
unlike thoze of superhuman adven-
turers, However, unlike most super-
humarn adventurers and
crimefighters, few of the wrestlers
hide their real identities from the
public.

The WCWF gained widespread
publicity when Benjamin Grimm, ali-
as the Thing, famed member of the
Fantastic Four, joinad the circuit dur-
ing his estrangement from tha team
of adventurars. The Thing was not
only the U.C.W.F’s top attraction, he
was also the undefeated champion
for a time. He forlaited the champi-
onshig when he purposaly threw an
gxhibition bout with Baitleaxe, a
mamber of the U.CWE's female
division, the Grapplers, For persanal
reascns, the Thing dropped out of
tha LG W.F a short time latar, bring-
ing Garnar's attention to the Powsar
Brokar's investmeant in tha wrestlers,
The virtwally cmnipotent extradimer-
sional being known as the Beyonder
was also briefly @ member of the
Lnlimited Class Wrestling Federa-
tion, while he sought novel Earthly
experigncas. The current LLCWE
champign is Little John.

The UW.CMWE remains a thriving
business enterprizse of unprace-
damed mass popularity. In a world
filled with men and women of supar-
human power and ability, the Unlim-
ited Class Wrestlers ara tha only
such beings that the average parson
can pay o see at arenas all over the
country,

EDWARD
GARNER

STATISTICS

PR (4]
T (6]
PR (4]
TY {E)
GD (10)
GD (10)
T¥ (8)

TTIM@AH>T

Health: 20

Karma: 26

Resources: M (40}

Popularity: 10

Talents: Garner has the Businass!
Finance talent.

ROLE-PLAYING NOTES:

Ed Gamer is a fast-talking showman.
Althaugh his first concern is making
a buck, he doas seam o have some
legitimate interast in his wrestlers.

DEMOLITION
DUNPHY
STATISTICS

F EX (200
A G0
] [M (A0
E A (50)
R TY (G)

1 T (5]
P T (5]
Health: 120
Karma: 18

Rezources: EX (20}
Popularity: 10

KMOWN POWERS

Bady Armar: Dunphy's tough flesh
provides him with Typical protection
from physical attacks.

Talents: Dunphy has the Wrastling
lalent, of coursa, and Martial Arts A
and .

ROLE-PLAYING NOTES

Like mast pro wresllers, Dunphy . is
samawhat overconfidant and arrg-
gant (no wonder, considering his
physical abilities),
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JERSEY DEVIL

STATISTICS

F EX (20)
A EX (20}
5 AM {50)
E AM (50)
3] TY (B)

I TY (E)
P TY [B)
Haalth: 140
Karma: 18

Resources: EX (20)
Fopularity: 10

KENOWHN POWERS:

Body Armor: The Devil's skin gives
him Good protection against physi-
cal attacks,

Talents: The Jersay Devil has the
Wrestling talent and Martial Arts A,
B, and C.

ROLE-PLAYIMNG NOTES
The Jersay Devil is anaother tough-
talking UCWF wrestler.

LITTLE JOHN

STATISTICS

RM (30)
GD (10)
AM (50)
AM (50)
TY (B}

GD (10}
TY {E)

TTIOmMm@ePET

Health: 140
Karma: 22
Resources: EX (20)
Popularity: 15

HKMOWHN POWERS:

Eody Armor: John has Good protac-
tion against physical attacks.
Talents: John has the Wreslling tal-
ent and Martial Arts A and C.

ROLE-PLAYING NOTES

John s the current UCWF champion
and a faverite of Ed Garner. He tries
ta live up to the ferocity of his appear-
dance.,
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BATTLEAXE
STATISTICS

AM (30)
EX (20)
AM (30)
AM (50}
TY (8]
TY (&)
TY (8)

TTImMWOWEm

Health: 130

Karma: 18
Resources: G0 (10}
Popularity: 5

KNOWN POWERS:

Eody Armor; Batlleaxe's zkin gives
her Foor protection against physical
attacks.

Talents: Battleaxe is trained in Wres-
tling and Martial Arts .

ROLE-PLAYING NOTES

Batileaxe is the headstrong wrestlar
who once defeated the Thing
(thowugh he obviously threw the fight)
and has been living on it avar since,

TITANIA |
[DECEASED]

STATISTICS

RM {20)
EX (20}
RM (30)
EX (20}
TY (6)
TY (6)
TY (&)

T—Omu>=m

Health: 100
Karma: 18
Resources: GO (10)
Popularity: 5

Talents: Titania had talent in Wres-
tling and Martial Arts &, B, C, and E.

ROLE-PLAYING NOTES
Titania was brash, arrogant, and
imposing. 3he was also a paor loser,
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URSA MAJOR

STATISTICS

J F GD (10}
A, EX (20)
5 G010}
E RM {(20)
R TY (B)
1 GD (10
P EX (20)
Health: 70
Karma: 36

Resources: GO ({10)
FPopularity: 60

BACKGROUND
Real Name: Mikhail {Urokovitch)
Lirsus
Occupation: Soviet agent
Identity: Publicly known
_ 4 Legal Status: Soviet citizan with no
criminal record
Code Mame: Balshoy Medvyed
i{“Great Bear™)
Place of Birth: Blagoveshchensk,
USSR
Marital Status: Single
Known Relatives: None
Base of Operations: Khystym,
LISSH
Past Group Affillations: Sowviel
j Super Saoldiers
Present Group Affiliation:

KMOWN POWERS
Metamorph: Mikhail is a metamorph
who can Iransform himsell into a
large brown bear at will. In bear farm,
IUrsa has Good body armor, Excel-
lent claws allowing him an Edged
attack, a Good bite (Edged attack),
. Good land speed (4 areasiround),
and the following statistics:

E==2A: 28 E" *H I F
RAM EX N IN T¥Y GD EX
Health: 130

Any damage inflicted Lpon Mikhail in contacts with tha Soviet army. He  ADDITIONAL NOTES:
his bear form first cames from the  Also has discreet low-level contacts

additional B0-point difference in  With the Soviet government.

Health, then from his original Health.

Mikhail can change from human 1o

bear form {or vice versa) in & singla

round, and there is apparenily no

limit on the amount of time he can

remain in @ithar form.

Talents: Ursa Major can speak
English as well as his nalive RAus-
sian.

Contacts: Mikhail may stll have
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ROLE-PLAYING NOTES

Ursa Major has the temperament of
a bear: gruff, ornery, and always
raady to fight. He seems to enjoy life
in either form, often wandering huge
underdeveloped fracts of Russian
wildernass and living off the land.

HISTORY

Mikhail Ursus was one of the first
known mutanis born in the Sowviet
Union in the twentieth century ta sur-
vive past childhood. Up until the time
of his birth, the Soviet Linicn had per-
formed euthanasia on all mutants at
the first manifestation of thair super-
human powers, Scientist Piolr Pho-
bos made the governmant see the
potential value of superhumans
serving the stale, and Phobos soan
apenad a private school to train
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mutants. Mikhail Ursus was among
the first of the many mutants frained
by Phobos. Unknown to both his stu-
dents and the Soviel government,
Fhobos had built a device to siphon
off anergy from his students 1o giva
himself artificial powers of his own,
The process tendad fo kil the sub-
jects after a time, and Phobos
explained their deaths as training
casualtias. When the second Red
Guardian  discovered Phobos's
activities, Phobos managed 1o over-
power her and wenl into hiding, giv-
ing two of his students totems
thraugh which he could sl siphan
their power.

Fallowing cerain field work, the
three besi-lrained studenis of Pho-
bos's schaal were reunited and orga-
nized by the government into the
glite Soviet Super Soldiers, Ursus
wis given the codename Ursa Majaor.
The first mission of the Saviet Super

Soldiers was to investigale the con-
tained radicactive area af Khystym

known as the Forbidden Zone. Thera i"r..#

they discoverad thal their former
teacher was engaged in & project 1o
radicactively contaminate all of the
Soviet Union in arder fo foster the
birth af more mutants whose powars
he could eventually siphon, The
Soviet Super Soldiers, aided by the
Hulk, thwarted Phobes's plan and
brought him before the government
to stand trial,

Although the Super Soldiers
resclvad to remain together as a
team, they vowed to never again
unquestionably serve the state.
They have subsequently undartaken
one governmant mission, but gener-
ally act indepandently. They ara cur-
rently based in a scianfific fortress in
the region of Khystym.

Ly




STATISTICS

JF MM (75)
A R (40
5 AM (50)
E &0 (50)
R TY 6}
I EX (20)
p GD (10}
Health: 205

Karma: 38
Resourcas: Mone
Popularity: —35

BACKGROUND

Real Name: Brunnhilda

Occupation: Chooser of tha Slain,

Adveniurer

Legal Status: Citizen of Asgard
Jldentily'. The Valkyrie's godhaood is

nol acknowledoged by the general

populace of modern-day Earth

Place of Birth: Presumably Asgard

Marital Status: Single

Known Relatives: Mone

Base of Operations: Asgard, later

MWew York City area, later Defendars

Mansion, Colorado

Past Group Affiliations: Gods of

Asgard, Valkyrior, Defenders

Present Group Affillation:

KNOWN POWERS:

Body Armor: Valkyrie’s dense skin
provides her with Good protection
frarm all physical attacks.
Dragonfang: Enchanted sword of
Unearthly strength material. It can
do Monstrous Edged damage or
Amazing Blunt damage when the fiat
of the blade is used.

iron Spear: Stabs with Amazing
Edged damage and can be thrown
up to 10 areas to do Incredible
Edged damage. The spear is made
of Incradible strength matearial.
Death Sense; Like all Valkyriorn, Val-
kyrie has the Unearthly ability to
sense a being's approaching death.
At the Gamemaster’s option, he or
she may have Malkyrie attempl a
FEAT roll to determine if she has
detectad a death glow, If sha does,
one character, randamly chosen, will
ba placed in a deadly situation. This
character will attract attacks and is
unable .lo spend any Karma on
Endurance FEAT rolls for the dura-
tion of the adventura.

Aragorn: The Valkyrie's meounl has

Excellant ground spead (5 areas!
round) and Excellent air speaad (10
areasfround). Aragorn has the fol-
lowing =tatistics:
F A s E
GD EX Fikd [
Health:

Talents: The Valkyrie is trained in
Martial Arts A. She has the Sharp
and Thrown Weapons skills.

Contacts: The Valkyrie is a respect-
ed member of the Valkyrior, known
throughout Asgard as one of the cho-
sen of QOdin. She was a long-time

mamber of the Defenders.

ADDITIOMAL NOTES:
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ROLE-PLAYING MOTES

Since the Valkyrie's gpirit was united
with her trus body, she has acted
axtremely haughty, proud, and arro-
gant. She has a lust for adveniure
that drove her to leave Asgard. The
Valkyrie hag all of a warriar's virtues,
and will do almest anything for those
who have helped hear,

HISTORY

The origin of Brunnhilde the Valkyrie
remains a mysiery. Her parentage is
unknown, She has claimed to be
"“not just an Asgardian™ and to have
served something older  than
Asgard, but what she meant Is
unknown.

Brunnhilde was selected by Odin,
monarch of the gods of the atherdi-
mensional realm of Asgard, to lead
the Valkyriar, the Choosers of the
Zlain, a group of warrier-goddessas
who would appear over the battle-
fields of mortal worshippers of the
Asgardian Gods and choose which
of the fallen ware worthy 1o be taken
to Valhalla, the land of the honored
dead in tha dimension of the Asgard.
Erunnhilde served Asgard capably
in this capacity for centuries.

Brunnhilde and her fellow \al-
kyries continued to gather heroic
marlal warriars for Valhalla until
raughly a millennium aga, when
Qdin was forced ta cease virtually all
intercoursea with the Earth in accord-
ance with a pact that he and the lead-
ers of Earthvs other pantheons of
gods made with axtraterrestrial
Celestials. From then onward, the
Walkyries could choosea slain heroes
anly from amang fallen Asgardian
WHEITIOFS,

In & tavern on the autskirts of Mar-
moragard, Brunnhilde encountered
Amora the Enchantress, who offered
her a life of adventure, However,
whan Brunnhilde tried to end their
relationship, Amora entrapped her
within a mystic crystal of souls.
While Brunnhilde's body remained in
suspended animation, her immortal
soul became Amora's plaything.
Owver the centuries the Enchantress
usad Brunnhilde’s spiritual essance
to give the Valkyria's powers to her-
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self or 1o her pawns. The Enchant-
ress usually usad her magic to alter
the recipient's appearance o resem-
ble Brunnhilda herself,

Specific early instances of Amo-
ra’s exploitation of the Valkyrie are
unkrown. The first time Amorz
assumed the Valkyrie's physical
aspect in recant years was in a plot
to lead a handful of female superhu-
mans against the male Avengers.
Har trug identity was discoverad,
however, and har plan thwarted.
Months later, the Enchantress
bestowed the Valkyria's power upan
a socialite named Samantha Par-
rington in an attempt to get revenge
o the Hulk.

Finally, a woman driven mad by
being trapped in another mystical
dimension, Barbara Morriss, was
given the Valkyrie's power and con-
sciousnass by Amara in arder o help
the Enchaniress and her erstwhile
alliaz, the Defenders, escape from
the cluiches of the sorceress
Casiolana. Amara did not undo her
spell on Marriss after Casialena’s
defeal. As a result Marriss's body
now possessas Brunnhilde's con-
sCiousness, appearance, and
powers, while Morriss’s own mental
2558nce is trapped in Brunnhilde's
real body in Asgard. Brunnhilde,
howaver, was unaware that sha was
not in possession of her real body
and full memory,

It was notl until a minar Asgardian
warrior namad Ollerus atternpled 1o
take over Valhalla that the Valkyrie's
wo mixed aspects met for the first
time. Brunnhilde's mental essence
in Morriss’s transfarmed body fought
Morriss’s manial essence rapped in
Brunnhilde's real body. Al the end of
that encounter, the Valkyria's body,
with Marriss’s mind, was consigned
to Miffleheim, the realm inhabited by
the spirits of the non-heroic Asgar-
dian dead, while Brunnhilde's mind
in Morriss’s  ftransformed  body
accompanied the Defendars, who
had made the other dimensional
jaurney with her, back to Earih.

When Barbara Marriss's body was
murdered, the Valkyrie's spirit and
mind were inadvartently freed from
their mortal host, With the help of
Doclor Strange’s magic, Brunnhilde
regained har trug body, as well as

her full memary and normal warriar's
persenality, Brunnhilde than battled
Amora and banished her into tha
crystal of souls in which she had
been trapped (thaugh she has since
ascaped.)

Feeling estranged from Asgard in
genaral and Qdin in particular,
Brunnhilde chose to return to Earth
with her mortal friends, the
Defandars.,

Qdin placed the dangerously pow-
erful self-styled goddess Moondra-
gon into Brunnhilde's charge.
Brunnhilde was to teach Moondra-
gon humility and take action against
her should she again become a men-
ace, When Moondragon fell under
the malevoelent influence of the
Cragan of the Moon, Brunnhilde,
given lemparary additional powers
by Cdin for this occasion, including
the power 1o grow to gigantic stature,
ocpposad her Two other Defanders,
the Angel and Cloud, helped 1o
defeal Moondragon. Moondragen
ascapad, however

Months later Moondragon, her
pawar sugmented by tha alien
Beyonder, attacked the Defenders
again. Brunnhilde and the Elernal
called Interloper projected their
immortal life farces against the
Dragon through the “moral instry-
ments” of the Defander Andromeda
and tha Defender’s former foe Man-
slaughter. Three other Defenders
wenl to rescue endangered inno-
cents, and when they returned,
gveryone had seemingly been trans-
lormed into statues of ashes and
dust, and the Dragon of the Moon
was apparently gone,

Recently, when Doctor Strange
was on the brink of death, his astral
form found itself being drawn toward
a realm of the aflerlife, Hiz astral
form saw Brunnhilde, who had come
to escort him inta the hereafter.
Strange, however, refused, and aftar
considerable effort, returned to life in
the morial world. It is unclear wheth-
ar Brunnhilde hersell was dead and
appeared to Strange in her astral
form, ar whether she still lives in
physical form. It s clear, however,
that she once more serves 1o escart
the spiritz of dead heroes into the
herealter.
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JVAMPIRES

J

J

J

STATISTICS

GO {10)
GD {10)
EX (20)
AM {30]
PR (4)
FB (2)
PR (4)

T Imv =T

Health: 70

Karma: 10
Resources: Shi (0)
Popularity: =10

KNOWN POWERS:

Registance: Vampires ignore most

physical attacks but not Stuns and

Slams. They have Excellani regen-

erative abilities.

Transformation: Vampires can rans-

form themselves into the following:
= A mistlike cloud that allows tham

passage through tight spaces and

Feeble Flight.

= A bat, having bite attacks (Good
damage) and Typical Flight.
Summoning and Controliing: Vam-
pires are able to command the
maaner animals (bats and wolves),
lesser wampires, and humans at
Excellent rank.

Viampire Site: A vampire's bite inflicts
Typical damage each turn. If the vic-
tim is not slain, he or she remains
weak {—1 CS on all FEATS) until a
weekly Endurance FEAT is made,
and subject to that particular wam-
pire’s telepathic commands.
Vampiric Limitations: A number of
attack farms and weaknesses inflict
damage 10 & vampire:

» Blood Dependency: Daprivalion
of blood results in weakness (— 105
on all stats every two days) and an
overwhelming desire for blood.
Upen seeing blood, a vampire failing
a Psyche FEAT roll automatically
allacks,

= Dirgct Sunflight; Tha rays of the
sun ar attacks which duplicate solar
radiation cause Amazing damage to
vampiras. If reduced to O Health, a
vampire Wrns to powder.

= Religious Objects

# Mirrors: A vampire must make a
Psyche FEAT roll to avoid smashing
a mirrar,

» Howsas: Vampires are bound
from entering a dwalling unless free-
Iy invited.

= Sitvar: Silver weapony can inflict
narmal damage on & vampira,

= Wood: A wooden stake or blade
produces an autamatic  “HKill"
against a vampine on a red resull.

* Parmanasnt Deskuction: Three
mathods of slaying a vampira are
known ta “kill'' it forever: exposura
to sunlight; piercing the vampire's
heart, beheading, burning, then
scallering the ashes; or using the
Montesi Farmula.

Talents: Those that a particular vam-
pire possessad in lifie.

Contacts: Although a vampire is no
Ionger a member of any organizalion
they belonged 1o before their conver-
sian, he or zhe might use those orga-
nizations as a source of food. All
vampires are subservient to the vam-
pire who created them.,

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

iery few vampires have the strength
of will to retain any semblence of
their personality while alive. I
requires a Aed Psyche FEAT rall to
do so upon first awakening. Those
that fail this roll revert to cruel and
animalistic creaturas regardiess of
their parsonality in life.

HISTORY

Avampire is 2 human being whao has
died and been resurrected by cerlain
supernatural means and endowed
with cerlain supernatural abilities
and limitatiens, most notably & need

to drink blood in ordar to suslain his
or her existence, Vampires are
called the "undead” inasmuch as,
avan when active, they are not truly
alive in the same sense that ordinary
human beings are; indeed, they can
ba described as being technically
dead. (There are also so-called “liv-
ing vampires,” who resembile true
vampires in thair craving for blood,
but who did not die before becoming
vampires and did not gain their vam-
pire traits through supernatural
means. The most notoricus “living
vampire” was Michaal Marbius.)

Vampires were first created aboul
fifteen thousand years ago when a
small band of pre-Catachysmic Atlan-
tean sorcerers discovered the
Darkhold, a collection of arcane
knowledge scribed by the primevil
demon Chthon. They used one of the
spells contained in the Darkhald to
cause their enemias to retum from
the dead in vampiric form, The vam-
pires were mora powerful than the
sarcerers predicied, Slaying their
creators, thay escaped from Atlaniis
batora the continent sank.

The first vampire may have bean
Varnae, formerly an Atlantean sor-
cerar, who ruled Earth's other vam-
pires until cading his position o Viad
Dracula, who remained the lord of
Earih’s vampirag in a nearly unbro-
ken reign from that time until the
vampires of Earth were finally
destroyed by the sorcerer Doclor
Stephen Strange,

Vampiras required the fresh blood
of living beings, preferably human,
in arder o sustain their existence,
and usually procurad it through bit-
ing their victims, mest often on the
neck, and draining their blood, Tha
vampire's saliva contained an
enzyme that triggered, if the victim
died, a metabolic change in the
body, beginning with the praducticn
of a green liquid called ichar in the
bloodsiream, In approximately three
days, there was sufficient ichor bo
mowrish the victim's body in the same
way that blood once did. Tha victim
then returned 1o “life'" as a vampire,
capable of all the basic funclions of
lifa {axcept for procreation) plus a
number of supernatural feats such
as transforming into & bat,

If the victim's blood loss was not

1M1



severe enough 1o cause death, the
victim would only show signs of ane-
mia because of the effects of the
enzyme in the bloodstream (as well
as the debilitating effect of blood
lass), Until the enzyme was fully
metabolized (anywhere from Do
waaks o several months), the victim
would be weak and sickly az well as
suscapiible to hypnotic commands,
conveyed verbally or through lomg-
range manial contact, by tha attack-
ing vampire, The victim would also
develop a perverse erobic altraclion
o that vampire, Most vampires pre-
ferred to attack victims of the oppo-
sile sax, since the wvampire’s own
sexual drives wera linked to his or
her lust for consuming blood.

Mast vampires possessed super-
human strength, anywhere from ten
ke twanty times as great as the
sirength they had in mortal life. The
extent ol the suparnatural abilities of
vampires depended on the strength
of the vampire's will. Particularly
sirong-willad vampires such as
Dracula, for instance, could summaon
thundarsfarms, although the mysti-
cal conceniration needed to do this
left them quite weakened for a time.
The vampira’s strength of will also
determined the extent 1o which he
could master his craving far blood
and maintain the same personality
ha or she had in life. Mo vampire
could prevent himself from giving in
to his craving for blood for more than
a week, bul Dracula and Hannibal
King maintained their nomal per-
sonalities avan in vampiric form. On
the other hand, most people who
became vampires, even those who
had been kind and sensitive, found
themselves so unable to resist their
new cravings for blood that they
became cruel and even animalistic
hunters of narmal human baings.

Vampires could summon and con-
trol certain creatures such as bats,
wialves, and rats, Vampires could
alsa transform themselves into bats,
and in the cass of some vampires,
wolves, while retaining their human
intelligencea in these forms. Same
vampires could even become
human-sized bals. Vampires could
also transform themselvas into mist
at will, while =till retaining their nos-
mal conscicusness in that farm.
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A vampire could make any human
baing inke a temporary slava if ha ar
shea could catch their gaze for a suffi-
cient amount of ime, usually only a
matter of seconds. The exact length
of time needed to mesmearize the vic-
tim depended an tha strength of will
of the vampire and that of the victim.

Vampires had several limitations
upon their supernatural powers and
existence. The first was their all-
consuming craving for blood. Unless
a vampire drank approximately one
Juart ol fresh blood avery othar
night, it would weaken and either fall
comatose or perish. Some vampires
aof great pwoar, like Dracula, werg
able to resist their bloodlust for up to
a week balore their hunger bacamsa
unbezrable,

Vampires were also limited by
their supernatural dependence upon
the sail of the land of their birth. Vam-
piras could not fravel mora than one
hundred miles from where they were
barn unless they took along at l=asta
pound of their native soil with which
to ling their coffin or sleeping area.
Vampires fell inte 8 comatose state
during daylight hours and could be
safe only if they stayed in confact
with their native sqil. Vampires were
unable towithstand the direct rays ol
the sun, which caused the ichor 1o
congeal in the vampire's veing and
the skin to decay rapidly. Direci
exposure caused a vampire to dehy-
drate completaly and turn to powder.

Vampires had a mystical aversion
o garlic plants. The wearing of at
least ane clove around ona's neck
was sufficient 1o ward off a vamping.
Furtharmora, a vampire could not
uze his or her shape-changing abili-
ties while within twenty feet of a gar-
lic clove. Vampires also had an
aversion to any religious symbaol
(such as a crucifiz, cross, Star of
Dravid, or holy water) wielded by any-
ore wihio believed in the religious sig-
nificance of the symbal, The size of
the symbol was nol a consideration
on its ability o repel vampires, only
the strength of belief. Vampires alzo
had a mystical avarsion (o entaring
any human dwelling place to which
they ware nol varbally invited. Onca
invited, they could enter the place at
any time thereafter. Vampires cast
no reflections, and their images

could not ba capiured on film,

Vampires did not age, excepl on
2ome but not all cccasions when
thay had been deprived of blood for
lengthy periods of ime. Then a vam-
pira might develop some signs of
age [for example, his or her hair
might turn white), but upon ingesting
iresh blood he or she would revert 10
the age he or she was at when he or
she died as a human being,

In some vampires, minor injuries
wiould heal within moments. How-
ever, 8 vampire could not grow back
a severed portion of his or har body.
Apart from periodic inconveniences,
injuries like these would not critically
impair a vampire's Vlifa"” ar effective-
ness. Because the vampire’s ichor
was similar in function 1o blead, poi-
sons and other toxic substances that
werg circulated in itz bloodstream
would adversely affect & vampire,
although no deosage was large
enaugh to cause deaih,

The only substances that could
cause a vampire pain weare silver
and, 1 a lessar extent, unless it pen-
etrated the wampire’s heart, wood.
The surest way to kill 2 vampire was

to drive a wooden stake or a silver gy

blade through the hearl. The stake or
blade preventad the heart from sup-
plving ichor to the rest of the body. If
the staka ar blade was remowvead,
however, even if the vampire's body
had crumbled to dust, the vampire's
miysiical vitality would restore him or
her to vampiric “life” Beheading a
vampire would alsa kill, Howewver,
there were only three methods of
making sura of destroving a vampire
permanently, One was o expose the
vampire 1o diract sunlight and then
ta scatter the ashes. Another was to
pierce the vampire's heart with wood
ar silver, savar the head, burn the
head and body in separate places,
and scatter the two resulting piles of
ashes in ssparate locations, The
third way was to make use of the full
incantation known as the Montesi
Formula {(after the monk who first
realizad ifs significance) found in tha
Drarkhald,

Despite the efforts of Dracula fo
prevent them, Doctor Strange and a
small band of allies perormed the
Montesi Formula spell, thereby
destroying Dracula and all other



vampires on Earth. Indeed, as long

JEE the spall remains in effect, no
W

J

ampire can ba created in the Earth
dimansion (or be brought to the
Earth dimension from another) with-
out immediately turning to dust. Only
through usea of the Darkhold, now in
possession of the alien sorcerer
Lrthona, could this spell be undane
and new vampires created on Earth

Tha only wampire to survive the
casting of the Mantasi Formula spell
was Hannibal King, whom Doclor
Strange restored to normal human
life. King's survival was possible only
bacausa he had never consumed
biood directly from a living human.
(Instead, King has subsisted on
stolen blood from blood banks and
hospitals, blood from carpses, and
animal blood.)

DEACON FROST

STATISTICS

F EX (20)
A EX (20)
5 Rbd (30}
E I8 (40
R GO (10)
| G0 (10)
P RM (30)
Health: 110

Karma: 50

Resources: EX[20)
Popularity: —10

BACKGROUND

Real Hame: Linrevealad
Occupation: Chemist, later physi-
cian

Legal Status: Citizen of Garmany
Identity: Mot publicly known to be a
vamping

Flace of Birth: Germany

Marital Status: Unrevealed

Known Relatives: None

Base of Operations: Mobile

Past Group Affiliations: Mona
Present Group Affiliation:

KNOWM POWERS:

Vampinic Abilities: Frost possessed
all of the abllities and weaknasses of
the typical vampire.

Doppelganger Creation: Frost's bita,
as well as having the normal affects,
also was able to create a vampiric

“doppelganger” These doubles of
the victims gain the Statishics,
Powars, and Weaknesses of the
“typical” vampire. The doppelgang-
ars also have the ability to absorb
their “original” by touching them
skin-lo-skin (requiring an Agility
FEAT roll). Frost could bite a deppel-
ganger o create vel another doppel-
ganger, ad infinitum. He had
complete mental cantrol over all of
hig doppelgangers.

Talents: Frost has the Chemistry tal-
enl.

Contacts: More. Frost was created
through the accidental injection of a
deceased vampire's blood, and was
never under the domination of his
craaton

ADDITIONAL NOTES:

ROLE-PLAYING MOTES

Deacon Frostwas a cunning and lab-
yrinthina planner, luring his victims
into situations where they would be
al their greatest disadvantaga. He
wiould usually send his doppelgang-
er slaves into combat as his champi-
ons.

HISTORY

The vampire called Deacon Frost
was once a chemist In Germany try-
ing to discover a means to achiove
immeoral life. To this end he kid-
napped a young woman and injected
her with blood from a recently
deceased vampira. The woman's
fianca burst in, and in his struggle
with Frost, Frost was accidentally
injected with hiz own serum. The
result was o turn Frost info a vam-

pire who could create vampire dop-
pelgangers of his victims. Many
yaars later Frost attacked a woman
in labor who, a5 a resull, died while
giving birth to the child wha graw up
to become the vampire hunier
Blade. It was Frost who turnad Han-
nibal King into a vampire, Frosi
planned to congquer the world with
his doppelgangers, bul he was
destravad by Blade and Hannibal
King.

BLADE
DOPPELGANGER

STATISTICS

GD (10)
GD {10)
RM (30)
AM (30)
PH |:-1.]
FE (2)
T (B}

WTIDmM@eET

Health: 80
Karma: 12
Resources: Tt (B)
Popularity: 0

BACKGROUND

Real Hame: Mone

Occupation: Sarvanl of Deacon
Frost

Legal Status: Inapplicable
ldentity: Their existence was nol
kroown B0 the general public

Place of Birth: Inapplicable

Marital Status: Inapplicable
Known Relatives: None

Base of Operations: Boston, Mas-
sachusalls

Past Group Affiliations: Servant of
Deacon Frost

Present Group Affiliation:

KHOWHN POWERS:

Vampiric Abilities: The Blade Doppel-
gangers had all of the abilities and
weaknesses of the lypical vampire.
Abszorplion: A deppalganger could
absorh the original Blade simply by
touching him, skin-to-skin. This
racuiras an Agility FEAT roll,
Weaponry; The Blade Doppelgang-
ers came complete with four wooden
knives which could do Good Edged
damage.
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Talents: Like the original, the Blade
Daoppelgangers had the Edged
Weapons skill,

Contacts: The Blade Doppelgang-
ers had all of the memories of the
ariginal. They could call upan his
vampire-huniing friends, but those
same friends would recocgnize the
doppelgangers for what they truly
WETE.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

The Blade Doppelgangers pos-
sessed none of the cunning and skill
of the original Blade. They were
'I-rit;i-:ms creaturas, filled with blood-
ust

HISTORY

Deacon Frost created a vampire
doppe’ganger of Blade thal battled
Blade himself and absorbed Blade
within its own body. Later, Daimon
Hellstrom fread the true Blade, who
was still alive, from the doppelgang-
er's body, and Hannibal King
destroved the dopplegannger,

HANNIBAL KING

STATISTICS

RM (30)
EX (20)
RM {30
IN (40)

TY {E)

EX (20)
AM (30)

TTIMmMn>m
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Health: 120
Karma: 56
Resources: TY (6]
Fopularity: 2

BACKGROUMD
Real Mame: Hannibal King
Ocecupation: Private investigator

Legal Status: U.S. cilizen with no
criminal record

Identity: The general populace of
Earth is unaware that King used to
be a vampire

Place of Birth: Unravealed

Marital Status: Unrevealed, but
King is now unmarriad.

Known Relatives: Mone

Base of Operations: Formerly Lon-
don, now Boston, MA

Past Group Affillations: Partner in
King, Drake and Blade, Private
Investigaticns

Present Group Affiliation:

KMOWHN POWERS:

Vampiric Abililes: As avampire, King
pozsessed all of the abilities and
weaknesses of the typical vampireg,
King could alse change inle a man-
zizad bat and a wolf. It should be
noted that he rarely emploved these
abilities excepl when absolutaly nec-
e53ary, as doing s0 promoled a sav-
age and malevolent szide to his
personalify,

Cured Forme Once cured of his vam-
piric curse, King had the following
siatistics:

F B 5 E
G Gh TV GO
Health: 35

Talents: King has the Law Enforoa-
mant and Detactiva skills, and a rudi-
mentary knowledge of boxing gave
him Martial Az B. In the field of
vampirism, King is considered 1o
have Occult Lore.

Contacts: King was an ally of Frank
Drake, Blade, and Doctor Strange.
He is now a partner with Drake and
Blade in a private deteclive agency,

ADNTIONAL NOTES:

ROLE-PLAYING NOTES

King was one of the few vampires

wha retained his human intelligence
after returning from the dead. More-
cver, his dedicalion to the ideals he
held in life was powerlul enough fo
rastrain his vampiric urges; through-
out his vampiric existence King
refused to drink living human blood,
and he used hiz vampirc powers
anly when no other option was avail-
able. Nonetheless, King was often
embittered over his vampiric state.
Az a detactiva, ha is known for his
persistence.

HISTORY

Hannibal King was a private investiga-
tor making a meagra living and waiting
for a case that would make his reputa-
tion when he was kKilled by a vampira
named Deacon Frost, Afier three days
in the morgue, King rose as a vampire.
Dwring the five vears he spent a5 a
vampire, King frequently clashed with
Dracula because he refused to
acknowladgs the vampire lord as his
master. King joined forces with the
vampira hunier Blade, and fogether
they tracked down and desiroyed
Deacon Frost.

King asked for help from Doclor
Strange when a friend of his diedin a
case invalving Dracula and the
Darkholders, Later, when Strange
dacided to use tha Montesi Formula
and destroy all vampires on Earth,
King agreed 1o help even though he
knaw it meant his death, Ultimately
Strange succeeded, and then used
his mystical powears o not only save
King's life but 1o cure his wvampirism
forever. The firm of King, Drake and
Elade now handles investigations
inta the ccoult.

NIMROD
STATISTICS

F IN {40
A GD {10)
5 AM (30)
E IM {40)
R TY (8)

1 GD (10)
P IN (40)

W



Health: 120

Karma: 56
\Jﬁcmumus: T {B)

Popularity: —20

BACKGROUND

Real Name: Mimrod

Decupation: Farmer soldier

Legal Status: Unrevealed
Identity: Hiz existence was
unknown ta the general populace
Place of Birth: Unrevealad

Marital Status: Unrevealed

Known Relatives: None

Base of Operations: Transylvania
Fast Group Affiliations: Ruler of
Earth’zs vampires

Fresent Group Affiliation:

KNOWHN POWERS:

Vampiric Abilities; Mimrod pos-
sessed all of the abilities and waak-
nesses of the typical vampire, He
could transform Rimself into a man-
sized bat ar a wolf as well,

Vampire Contrad: During his brief rul-
ership of tha vampires of Earth, Mim-
rad had Incredible control over all of
them and could communicata tels-
pathically with them from anywhere
aon Earth. Any vampine who wished o
resist Mimroed would have ta make a
Psyche FEAT roll against Incredible
intensity.

Talents: Mimrod had the Leadership
and Military Talents. He also had the
Bladed Weapon skill and was a
skilled Horseman.

Contacts: During his brief role as
Lord of the Vampires, Mimrod could
force almost any vampire on Earih to
assist him, He was being groomed
for the positicn of rulership by Var-
nag befors Dracula bacame a vam-
pire,

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

A farmer salider, Mimrod was & brutal
man who enjoved the power he
oblained as a vampire. He would
brook no challenge to his authority,

HISTORY

Intending Dracula to be his succes-
sor as ruler of Earth’s wvampires, Var-
nag first appointed Mimrod as the
new vampire lord, Nimrod captured
Dracula on the night the latter
bacama a vampire and forced Drac-
ula to submit to him. Dracula chal-
lenged Mimrod to a duel with wooden
stakes, and, as Varnas anticipated,
Dracula slew Mimrod in the duel. Var-
naa than made Dracula the new
vampire lord,

VAN HELSING,
RACHEL

STATISTICS

G0 (10)
ExX (20)
RiM (30)
R (30}
GO (10)
ExX (20
EX (20)

T~ IIm =

Health: 90
Karma: 50
Resources: TY (B}
Popularity: 0

BACKGROUND

Real Mame: Rachel Van Halsing
Ooccupation: Vampire hunier, para-
pasycholegist, anthropologist, univer-
sity professar

Legal Status: Brilish citizen with no
criminal record

Identity: Fublicly known

Place of Birth: Unraveaalad, presum-
ably in or near Londen, England
Marital Status: Single

Known Relatives: Abraham wvan

Helzing [great-grandiather,
dacaased)
Baze of Operations: London,
England

Past Group Affiliations: Quincy
Harker’s band of vampire huntars,
controdled slave of Dracula

Present Group Affiliation:

KHOWHMN POWERS

Vampinc AbliNes: Rachal Van Hels-
ing possessad all of the abilities and
weaknesses of the Ivpical vampire,
Weapanry: In life Van Helsing wigld-
ed a crosshow with a range of 2
areas. She utilized wooden arrows
which ware capable of inflicting
Good Edged damage.

Talents: Van Helsing had the Bows
gkill and Acrobatics. She alsc has
the Anthropology and Ccoult Lore
{alents.

Contacts: In life Van Halsing was an
ally of Quincy Harker's arganization
of vampire hunters, which included
Frank Drake and Taj Mital, After her
convearsion to a vampire, she was
subservient to Dracula's manial con-
frol.

ADDITIONAL NOTES:

ROLE-PLAYING MOTES

As a living woman Van Helsing was
strongly commitied o ending the
threat of Dracula and ather vam-
pires. Becausa of this devalion, she
had difficulty in expressing any
"superfluous" amotions. Evenin her
vampiric state, she was still devoled
10 ending Dracula's existence and
committed suicide rather than con-
finue her undead existenca.

HISTORY

Rachel was a vampire hunter for
many years, as an ally of Frank
Drake and Quincy Herker. After
many confrontations, she was killed
by Dracula and became his conson
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and ally. When she broke free of his
control, she killed him (he was later
rasurractad, howevar) and then
requested the X-Men to kill her with a
stake through the heart. Walverine
did 50, and she died peacefully.

VARNAE
STATISTICS

F FR (4}
A PR (4)
5 IN {40}
E AM (50)
R TY (B)
I IN (40)
AM (50)

e

Health: 58

Karma: 96
Resources: EX(20)
Popularity: =50

BACKGROUND

Real Name: Varnaa

Coccupation: Atlantean sorcerer, lal-
ar vampire lord

Legal Status: Citizen of
Catachysmic Atlantis

dentity: Varnae's existence was
unknown fo the general populace of
Earth

Place of Birth: Atlantis

Marital Status: Unrevealed

Known Relatives: Mone

Basze of Operations: Mobile

Pasl Group Affiliations: Lord of
Earth's vampires

Present Group Affiliation:

pre-
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KNOWN POWERS

Vampoivic Abilities; Varnas possessed
all of the abilities and weaknesses of
the typical vampire. He could also
transform into a wolf or a man-sized
bat.

Vampire Coniral: Varnae had Mon-
strous ability to contral any vampira
an Earth. He could communicate tel-
epathically with another vampire
from any distance, and & vampire
wishing to resist his commands
would have to maka a Psyche FEAT
rodl against Monstrous intensity.
Growth: Through mystical means,
Warnas could grow up to 25 feet tall,
giving him Monstrous Growth and a
+3 C5 to be hit,

Telepathy: Varnae could read minds
and implant hypnofic commands
with Incredible ability.,

Talants: Varnae possessad the
Cocult Lore talent, He has the Mystic
Background and was fluent in most
Earth languages.

Contacts: Vamae was the lord of
Vampires for many centuries, and
could call upon thelr knowledge and
skills whenawvar he wishad,

ADDITIONAL NOTES:

-

ROLE-PLAYING MOTES

Varnae was intelligent, cunning, and
thorocughly evil. He could scheme
with the best of them, but his plois
wiere rarely intricata.

“

HISTORY

Varmae was transformed inta a vam-
pire by sarcarers of pre-Catachysmic
Atlantiz, He was the lasl survivaor
among the vampires created in
Atlantiz before the Greal Cataclysm,
and ruled over Earth's vampiras until
1458, Tired of his ages-long exisl- &
ence, Varnae chose Dracula as his
successor as lord of Earth's vams-
pires, and imparted much of his
supernatural power to him by forcing
Dracula to drink his blood. Varnas
then commitied suicide by exposing
himsalf to the direct sunlight.
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STATISTICS

EX (20)
EX (20)
EX (20)
IN (40)

G0 (10}
GD (10)
GO (10}

T Inmmn

Health: 100

Karma: 30

Resources: G0 (10}
Popularity: 5 (65 in U33R)

BACKGROUND

Feal Mame: Micolai Krylanko
Ococupation: Adventurer
Legal Status: Citizen of the USSR
Identity: Secret

Place of Birth: Minsk, USZR
Marital Status: Single

Known Relalives: Laynia Petrovna
(sister), Marya Frylova (mother,
decaasead), Sergei Krylov (father)
Base of Operations: Khystym, Siba-
ria

Past Group Aftiliations: Soviet
Army, Soviet Super Soldiers
Present Group Affiliation:

KNOWHN POWERS

Farce Field: Vanguard can naturally
reflact any form of energy or physical
assault at Amazing rank, returning
the force of the attack back on Van-
guard's attacker at =1 C5. (For
example, an Incredible rank atiack
would be reflecied back at Remark-
able intensity.) These atlacks strike
with Good accuracy and da not
count as Vanguard's action.
Weapans: Vianguard carries a pair of
technological weapons in the shape
of & hammer and a sickle. These
have several properties:

» Vanguard can attack with the
hammer al Aemarkable Fighting
rank, doing Remarkabla Blunt dam-
age.

s« Aftacking with the sickle, also
with Remarkahbie Fighting, Vanguard
does Remarkable Edged damage.

s Circuitry in VManguard's hammer
enables the weapon to be thrown up
to 3 areas away and still return to
Yanguard's hand. Throwing and
catching the hammer are considered
Agility FEATs.

+ By concentrating on the weap-
ons, Vanguard can increase his

lorce field power. In such casas, his
force fiald is considered Monstrous,
and he returns attacks on Lhe
Remarkable colummn.

Talents: Vanguard speaks English
very well. He has the Military Talent
fram his fraining with the Soviet
army.

Contacts: Should any of the Soviet
Super Soldiers have any contacls
within the Soviet government, those
contacts are low-level and secretive,
Wanguard was alsa a formar member
af the Soviel army.

ADDITIONAL HOTES:
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ROLE-PLAYING NOTES

Vanguard is extremely patrictic, and
can be bull-headed at times. Ha is
usually the first o start a fight, but his
comradas can uswally prevail upan
him to calm down and reconsider,

HISTORY

Micolai Krylenko was the son of Sovi-
al physicist Sergel Krylov, and was
one of twing who were amang the
first known mulanis born in the Sovi-
et Uinion allowed fo live past child-
hood. After Krylov's wile died during
childbirth the twins were abducted
by the KGE to be placed in fraining.
Krylov was informed that his children
were stillborn, Mikolai and his sistar
Laynia were placed in the care of D,
Pigir Phobos, who raised them as
students of the Soviel Super Soldier
School, Thare tha boy first mastared
hiz mutant powers, and wWas given
the code name Vanguard., Toward
the end of his training, Phobos gave
hirm a zel of weapons, a hammer and
sickle, symbals of the Saviet Union
with which to focus his powers.
Whaen Phobos was seen 1o be
siphoning energy from his students
in grder to develop mutant powers of
his own, he fled the school. Van-
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guard went into the Saviet army, con-
cealing his superhuman powers
from his paers, to further his training.

Some time later, the Soviet gov-
ernment dizcharged Vanguard from
the army in arder to take advantage
of hiz superhuman capacities. He
was reunited with his sister Laynia
(who as Darkstar had been sent on
an espionage mission in Americal,
and the two were placed in the
charge of the fourth Crimson
Dynama, the Soviel's counterpart of
Iron Man. The three were placed
inside a space capsula and sent to
the moon o investigate a mysterious
extraterresirial object discovered
there. On the moon, the three
gncountered and baffled lron Man
and Jack of Hearts, who wera also
there 1o investigate. When the Amer-
izans vanished inside tha cbject, the
Soviel adventurers were ordered by
their superiors o keep the objact
under surveillance, Davs later, Iron
Man and Jack of Hearls emearged,
followed by an invading fleet of
Rigellian colonizers. The Soviels
helped the Americans repulse the
invasion, then returned to Earth
abaard the Rigellian craft.

After a thorough debriefing, the
three were joined by Ursa Major, a
mutant classmate of Vanguard's at
the Super Soldier's school, and the
four ware officially designated the

Soviel Super Soldiers and given an
assignment, Sergei Krylov had
become a superhumanly poweriul
radioactive mutant dubbad the Pres-
ence. The officials feared he would
turm against them were he to lgarn
that he had been deceived about his
childran's deaths. Consequently, the
government wanted the Presence
eliminated, and because his children
wera among the Soviets’ most pow-
erful agents, only they stood a
chance of succeeding. The Soviet
Super 3oldiers were told that the
Presence was spraading toxic radia-
tion that threatenad all Russia and
thuz had to be stopped. Undertaking
the missian, they learned that it was
their own former teacher Professor
Phobos spreading radiation and that
Krylov was their father. Meutralizing
Phabas, Vanguard, Darksiar, and
Ursa Major expelled the Crimson
Dynama from thair ranks whan they
discovered him o be & KGE agent,
and vowed o never serve the State
unquestioningly again. Although the
Soviet Super Soldiers have under-
fakan subsequent missions at the
government's behest, they have
done 2o only when the mission
involvad & direct threat ta the Soviet
people. Vanguard remains one of the
US5R's  foramost  suparhuman
champions,

S
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STATISTICS

JF PR {4)
B G010
5 T (6}
E EX (20}
R RM (20)
| PR [4)
P GD(10)
Health: 40
Karma: 44

Resources: GD010)
Popularity: —10

BACKGROUMD
Real Mame: Telford Porter
Occupation: Professional criminal
Legal Status: U.S. citizen with a
criminal record

J [dentity: Publicly known
Place of Birth: Unknown
Marital Status: Unknown
Known Relatives: None known
Base of Operations: Mow York City,
MY
Past Group Affiliations: Former
mambear of Factor Thraa, currenl
leadar of Fallen Angals
Present Group Affiliation:

J KHOWN POWERS:
Telepartation: VManisher has Unearth-
Iy mutant ability to telepon, with no
chance of accidentally appearing
within & wall or other obstacle, even
whean entering an area he has naver
seen before. Holding onto Vanisher
neither prevents him from taleport-
ing nor allows the grappler to hang
an through the telepartation. As the

J Yanisher reguires a clear head to
use his power, he cannol telepor
during any round in which he aither
sustains more than Good damage or
falis victim 10 any mental assault.
Weapons: Vanisher carrigs an array
of guns on his parson. In the past,
these have included a .45-caliber
automatic with 9 shots, causing
Good damage at a range of 3 araas,
a gun which fired sleeping gas of
Incredible potency at a rangs of 1
area, and a gun which delivered
Incredible energy attacks al a range
of 2 areas.
Talents: The Vanisher is skilled at
Electronics and Compuiar circuitry.
When attempting FEATs in such

J argas, the Vanmisher's Reason s
Incradible.

Contacts: Few characters who have
associated with the Vanisher in the
past have any inclination o do 50
again. The Vanisher currently acis
a5 the patron of a group of runaways
and peity thieves known as the
Fallan Angels.

ADDITIONAL NOTES:

LI



ROLE-PLAYING MOTES

The Vanisher has attempted 1o make
a nama for himsel a5 & criminal mas-
termind, an occupation for which he
i ill-suitad. The Vanishar iz a notori-
ous coward (to the best of anvone's
knowledge, he has never faleparted
intx battle) and an uninspired leader,
After repeated lailures, ha has
rescently tried his luck with a group of
superpowerad leenage runaways.

HISTORY

The Vanisher first came to public
attention whean he wsed his power of
teleporiation 0 commit a series of
spectacular crimes. He rapidly built 2
large criminal organization and then
announced to the S, government
his intanfion 10 siezl the continental
defense plans. Despite efforis of the
govarnmant and of the newly formed
x-Men, the Vanisher easily teleported
into the heavily guarded Pentagon
raom where the plans were being
kept, and escaped with tham. The
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Vanisher then demanded tan million
didlars nat {o turm the plans over to
the Soviet Union. Confident that no
ona could possibly capbura him, the
Vanisher showed up on the White
House lawn accompaniad by his men
in order ta pick up the ransom money.
However, Professor Charlas Xavier
was prasent and psionically induced
amnesia in the Vanisher so thal he
did not know he was powerless. The
Vanisher was taken into custody and
the plans wara recoverad, but even-
tually the Vanisher's memory
refurned and he escaped.

The Vanisher joined Factor Three,
an organization of superhuman
mutarnts who sought to achieve
world domination. Az a member of
Factor Three, the Vanisher again
clashed with the X-Men as he
attemnpled 1o help trigger a nuclear
war batween the United States and
the Soviet Union. Howewer, tha X-
Men thwarled Factor Three's efforts
to bring about a nuclear holocaust.
The Vanisher and other members of
Factor Three joined the X-Men in
batthing and defeating the leader of

Factor Threes, the Mutanl Master,
when he was ravealad io be an extra-
tarrastrial out to conquer Earth. b

Later the Vanisher unsuccessiully
altempted o defeat the now-
disbanded team of adwanfurers
callad the Champions of Los
Angeles, Trying 1o escapea by telepor-
tation, the Vanisher was haltad in the
midst of the process by Darkstar, a
member of the Champions, using
darkforca she can summan, As a
result, one hall of the Vanisher's 1
body remained in Los Angeles while |
the other half rematerialized in |
Poughkeepsie, New York, months
later. Investigating the Vanisher's
appearancea in Poughkeapsie, the X- |
Man Mightcrawler touched him, and
the two were somehow transported b I
to another dimension. Eventually
Mighicrawler and the Vanisher man- [
aged o return to Poughkeepsie, and
the Vanisher teleported himzelf 1o an |.
unknown location.

Since then the Vanisher has |
become the leader of a naw group of
superhuman mutants known as the
Fallen Angels.
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STATISTICS

F R (30
A EX (20)
] EX (20)
E AM (50)
R FE (2}

| TY (6)
P PR (4)
Health: 120

Karma: 12

Resources: FE(Z)
Popularity: —15

BACKGROUND
Real Hame: Unrevealed
Occupation: Unknown
Legal Status: Presumably a L. 5. cit-
izan, criminal record unknown

} Identity: Secret
Place of Birth: Linknown
Marital Status: Unknown
Known Relatives: Mone
Base of Operations: Mobile
Past Group Affiliations: Former
agent of Arnim Zola and Baron
Helmut Zamo
Present Group Affiliation:

KNOWN POWERS

1 Claws: VMermin's claws do Remark-
able Edged Atftack damage.
Running: Vermin can spaed through
alleys, sewers, and other enclosed
spaces al 4 areas per round.
Enhanced Senses: When Vermin
might be able to delect a character
by smeall, at a range of 2 areas or
less, his Intuition rises to Amazing.
Ha can also track with amazing abili-
1y
Animal Communication and Confrol:
Somehaw, Yermin is able to cemmu-
picate with and eommand the rais
and undomesticated dogs that are
within 2 miles. His ability with this

power are Excellent. ADDITIONAL NOTES: ROLE-PLAYING NOTES

Talents: Mone Arnim Zola created Vermin 10 be a
Contacts: MNone, as far as anyana vicious  psychopath. Vermin's
Krows: thoughts, such as thay are, deal with

basic necessities such as finding
food and shelter, and striking oul at
anylhing that he fears, including
hurman sociely.
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HISTORY

Very little is known about the past of
the man now called Vermin except
that he has described himself as a
child of the Mew York sireets. At
some point he was picked up off the
streets by Baron Helmut Zamo, the
son of a Mazi scientist, and Arnim
Zoda, the master Mazi geneticist, and
subjectad to & process  that
bestowed upon him varous ratlike
attributes. Able ta command rats and
octher wild beasts, Yermin was dis-
palched by tha pair to stalk and kill
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their long-time enemy Caplain Amear-
ica. After randomly slashing a cab
driver to atfract attenticn, Vermin
encountered Caplain Amarica in a
rundown arsa of Harlem, but,
despite unleashing a pack of rals
against the Avenger, Vermin was
cverpowered. Captain America took
him to SHIELD headgquarters for
guestioning, but Vermin somehow
managed to escape. He then rende-
vouzed with Zamo and fola, who
took him to Zemo’s headquarters in
Maexico. When Zamo had captured
Captain America himself, he decid-
ed Varmin's usefulness was over, Ha
then shackled Vermin next to the

Captain in a dungeon and set loose
two of his more powerful mutants
upon thaem. Venmin slaw ana of the
mutanis and escaped the chamber.
He stole aboard Zemo's escape
craft, and when Zemao fled from the
castle sometime later, Vermin
viciously altacked, waunding him.
Returning to. Mew York, “Wermin
once again prowled the city streais,
finally going on & rampage during
the San Gennare Festival in the Litile
Italy section of Manhattan, He was
apprehended by Caplain America
and Spider-Man and turned over 1o
local authorities, Mermin is currently
in a high-sacurity mental institution,
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STATISTICS

TY (8)

IN (£0)

RM (30)
EX| (20)
GD (10)
EX (20)
GD (10)

XM=

Health: 96

Karma: 40
Resources: GD(10)
Popularity: 8

BACKGROUND

Real Name: Heather McMeil Hudson
Occupation: Former secralary, now
leader of Alpha Flight

Legal Status: Canadian citizen with
na eriminal record

Identity: Secret, known to cerain
Canadian governmeant officals
Place of Birth: Calgary, Alberta,
Canada

Marital Status: Widowed

Known Relatives: Ramsay Moheil
(fathar), Claire McNeil (mather),
James MacDonald Hudson (hus-
band, deceased)

Base of Operations: Mobile

Past Group Affiliations: Alpha
Flight

Present Group Affiliation:

KNOWHN POWERS:

Batfesult: Al of Vindicator's super-
human powers darive from the bal-
tlesuit she wears, It is made of Good
Strength material and can genarate
a personal forca field which provides
Amazing protection from physical
altack and Incredible protection from
all energy attacks. Tha foree field
can be turned an and off at will by
mental command.

Flight: Vindicator can fly at Shift-X
spead,

Epergy Boltz: Vindicator can project
bolts of Incredible Force up o a
range of 10 areas.

Digging: With the suit, she can dig a
wnnel 3 areas long per round (2
araas if farming a tunnel for othars 1o
follow).

Teleportalion: The suit’s ability 1o
negate the force of Earth's gravity
relative Lo the wearer allows Vindica-
tor to effectively telepor up to Shilt-Z
distance. Vindicator can only tele-
part alang the same lalitude, since

movament 15 relative 1o the Earth’s
rolation. The suit's systems scan for
any obstacles (mountains, buildings,
ete.) and will abort movemnent just
shorl of a collision. The suit's force
field automatically activales to pro-
tect against air friction.

A side-effect of this special move-
mient is that Vindicator is disoriented
by the sudden movement. She can
take no aclion whalsoever (except
hover in place) on tha round after
sha moves, and all FEATs for the 2
rounds after that are al =2 G35,
Pratected Senses; Hudson waars a

sel of prescription gogales thal pro-
vida her with Bemarkable protection
against light-based attacks.
MNearsightedness: Without her gog-
gles or goggles, Hudson is at =2 G5
fo hit and cannot cleary maka oul
images farther than 1 area away,
Talents: Hudson has the Leadership
skill.

Contacts: Hudson is the leader of
Alpha Flight and its former membars,
including Shaman, Talisman and
Puck. She atone time had close lieslo
the Canadian government, but thosa
have recantly been dissohved,
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ADDITIOMAL NOTES:

ROLE-PLAYING MOTES

Hudsom iz a strong-willed woman
who prefers to stand on her own,
Since the death of her husband, she
has learned self-reliance and at
fimeas comes across as domineering.

HISTORY

Heather McMeil is the daughter of
Ramsey and Claire McMeil of Calga-
ry, Alberta, Canada, and has at least
savan siblings, six of whom are boys.
The McMeilz were neighbars of Dr
kMichagl Two-yvoungmen, his wife
Kathryn, and their daughter Eliza-
beth. Heather often acted as the
younger Elizabeth's playmate and
babysitter. After Kathryn Two-
youngmen died and the grief-
stricken Michael became a hermit,
tha McNeils ook care of Elizabeth.

Thanks to her great organizational
lalent and inteligence, Heather was
working as the privale secretary fo
Jderamea .Jaxan, vice president in
charge of research and development
of the Am-Can petrolaum company
in Edmaonton, Alberta, when she was
only  Savanlaan years old. An
employee of this division, Or. James
MacDonald Hudson, inwented an
armorad suit 10 be usad for explora-
tion and development of geological
rasaurces. Heather, who was attract-
ed to Dr. Hudson, was shocked o
learn that Jaxon intended fo furm
Hudson's exploratory suit over Lo the
United States miliftary to ulilize as a
weapon. Forbidden to warn Hudson,
MoMeil resigned from her pasition in
prolest.
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The next day MoMeil visited Hud-
son and learned that he had
destroved the plans and taken the
helmet, without which the suit could
not operate. McMeil sought the
Canadian government's aid for Hud-
gon, and finally the government
declared that Hudson had been a
govarnment emploves "retroactive-
Iy for six years, and they paid Am-
Can for damages incurred by
Hudson in reclaiming the helmet,
which was his. The Canadian Prime
hinister offered Hudson the chance
to create Depariment H, the secret
research and development arm of
the Ministry of Defense. Within a
yaar Hudson married Heather
MaMeil,

On their honeymoaon in Canada’s
Weoaod Buffalo Mational Park, James
and Heather Hudson were attacked
oy a "wild man” whom they later
learned was named Logan, the
superhuman mutant later given the
codename Waolvering., Logan had
turned savage apparently from the
shock of having his skeleton laced
with thie matal alloy Adamantiom and
being given retractable Adamantium
claws. Managing te render Logan
unconscious, the Hudons took him
1 thair cabin and lied him 10 a bad.
James Hudsan went for medical
help but was kepl from returning by a
Blizzard. Logan regained conscious:
ness and unwittingly extended his
claws, severing his bonds. Furious,
Heather Hudson began shouling at
Logan, who again extended his
claws. But then Logan saw the claws
for what he has since claimed was
the first time he was aware of them,
and was horrified. Believing that
zpmaans had implanted the claws in
Logan hands against hizs will, Heath-
er Hudson comfarted the despairing
Logan until James Hodson finally
returmnad.

Heather Hudson now suspecls
that James Hudson may have had
something to do with Wolvering's
claws, especially since Alpha Flight,
with Wolverine as its leader, was
formed soon after. But as vel Heath-
er Hudson hag na proof.

Logan lived with the Hudsons
while they helped him regain his
haalth and human sanity, although
Logan was still prey o animalistic

rages at times. Howewver, ha soon

became leadar of Alpha Flight. In |

love with Heather Hudsen and know-
ing it was useless, Logan guit
Dapartment H when he reéceived an
offer from Prolessor Charlas Xavier
to join the X-Men, James Hudson
reluctantly became Alpha Flight's
leader in Lagan's place, wearing a
madified version of his exploratory
sull when in action. James Hudson
called his costumed identity Weapon
Alpha, then Vindicator, and finally
Guardian.

Eventually the Canadian govern-
mant officizlly disbanded both
Department H and Alpha Flight. Bui
whan Healther called the members
together to help her husband, they
decided to continue to work together
as a team, indapendently of the gow-
ernment.

Months latar, Haather Hudson was
taken captive by Delphine Courtriey,
a humanaoid robot serving Jerome
Jaxon seeking vengeance. Jaxon
used the robal callad Box fo attack
Hudson, damaging his battlesuil. In
order o deleal Box, Hudson used
the suit to feed enargy from its power
pack inte Box. The Box mbot was
destroyed, and the feedback killed
Jaxon. But then Hudson had only
seconds to disconnect his battle-
suit's power pack before it would
explade. Heathar entered the room
just in fime to witness the explogion
that Killed him.

Tha mambers of Alpha Flight sub-
sequenily chose Heather Hudson to
become their new leader, Belisving
that sha herself needed lo become
an active combatant in the team,
with enough power 10 hold her own
alongside the other members,
Heather Hudson began wearing
Courtney's recreatad version of her
husband's battlesuit, with modifica-
tions, in action. Heather has taken
lhe codenama of Vindicator formerly
used by her husband for her cos-
tumed Identity. She is currently
engaged 1o Madison Jeffries.

-
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STATISTICS

EX {20}
EX (20}
GD(10)
EX (20}
EX [(20)
EX (20)
G0 (10)
Health: 70

Karma: 50
Resources: R (30}
Popularity: =15

BACKGROUND

Real Mame: Unknown

Ocecupation: Subversive

Legal Status: Citizenship unknown,
wanted internaticnally for criminal
activity

Identity: Secret

Place of Birth: Somewhere in East-
erm Europe, possibly Hungary
Marital Status: Single

Known Relatives: None

Basze of Operations: Mobile

Past Group Affiliations: Former
leader af New York faction of
HYDAA, former laader of the original
Sarpant Squad, now leadar of her
own terrarist erganization

Present Group Affiliation:

KNOWMN POWERS:

Weapanry: Viper carries a number of
special weapans, including but not
limited to the following:

* Progthefic fangs, which secrata a
lethal snake venom of Remarkable
potency. Marmal anti-venom taxin is
effective to prevent further damags,
but & victim must get to it before 8
hours elapses for it to be affective.

» Throwing darts, up to 8 lipped
with the same poison. These darls
can be thrown up to 2 areas, causing
3 points of Edged damage plus the
poigan.

» Laser pistol with an infrared
scope, causing 25 points of Enargy
damage. The gun has a range of 5
areas, holds energy sufficiant for live
shols, and can be fired in the dark
with no penally.

» Whip capable of doing Good
damage. Viper can attack anyong in
the same araa with this weapon, and
with a Bullseye result, she can dis-
arm an opponent using a hand-held
weapon or protective device,

Teleporfation Ring: Viper wears a
ring that provides her with Incredible
Taleport ability. Viper must be able o
use one hand to acltivate the ring an
the other, and can do nething else an
tha round she telepors.

Talents: Viper has the Guns skill,
and is a Weapons Spacialist with the
Whip. She is trained in Martial Arts A
& G, and her Reason is considered
Remarkable when dealing with high-
tach items developed by both
HyDAA and other criminal arganiza-
tions, Viper also has the Leadership
Talenl.

Contacts: Viper was al aone lima
head of HYDAA's Mew York opera-
tionz and still has criminal contacts
from those days. She was the reor-
ganizer of the original Serpent
Squad and has contacts with Caobra
and Princess Pythan. Viper also has
contacts with & number of organiza-
tions that supply criminal operatives.
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ROLE-PLAYING MOTES

Viper iz one of the most ruthless vil-
lains, male or female, active today.
She will kill without qualms anyone
who stands in her way., With the
cxcaption of the Silver Samurai, her
confidant and lover, she considers
her agents expandable and will sac-
rifice them gladly to obtain her objec-
fives,

HISTORY

The woman who would become the
Vipar was an orphan child in Eastern
Eurcpe. For most of her adoles-
cance and young adulthood, she
struggled for survival in a fransiant
existence throughowut Europe, She
found crime the mosl convaniant
way o make monay,

Relying an her wits, she eventually
entered the ranks of the powerful
subversive organization HYDRA as
one of the few female agents it had at
that tima. When the Supreme Hydra
Baron Wolfgang von Strucker died
and HYDRA's elite parished in the
destruction of Hydra Island, the
remaining organization fragmented,
She seized contral of the New Yaork
City operations. Al that point, sha
look the name Madame Hydra,
began wearing a greon costume and
green lipstick, and dyed her hair
green to symbolize the organization
that she now commanded.

Madame Hydra's first known
major enterprise as a HYDRA lsader
wag the attempted contamination of
Mew York City's waler supply.
Thwarted by Captain America, she
tried to kill him but failed. Finally, sha
had heal-seeking missiles launched
at Captain America and his then-
partner Rick Jones. They dodged,
but it was believed that Madame
Hydra was herself killed by a missile.
However, the alien Space Phantom
unexpactadly intervened when he
took on her physical form and trans-
ported her into extratemporal orbit.
During the years lhat lthe Space
Phantom plotted against Captain
America and his allies, the Aveng-
ars, Madame Hydra remained in
Limba.

Upan
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the Space Phaniom’s

defeat, he returned 1o Limbo and
Madame Hydra was returned 1o
Earth, Mo longer head of HYDRA,
she sought to regain her place
ameng the international criminal
elite by recrganizing the defunct
band of costumed criminals known
as the Serpent Squad. In doing so0,
she murderad the first costumed
criminal o be known as the Viper
[see baelow) and adopted both his
criminal alias of Viper and a modified
version of his costume, (She has
subseguently adopted vel another
design for har costume. )

The Vipar went on o organize her
own internalional organization that is
an active force in crime, esplonage,
and terrorism. While under a magic
spell cast by cone of the original
Spider-Woman's enemies, the Vipar
temporarily falsely believed herself
to be Merriem Drew, the first Spidar-
Woman's mother. The Viper's maost
spectacular scheme in recent years
wias har attampt to crash the SHIELD
Heli-Carrier inte the United States
Capitol building, during & Presiden-
fial address, Viper's mosl recent
scheme was the infiltration and sub-
warsion of the Serpent Society, With
the aid of her own serpent-motif vil-
lains and those mambers of the Soci-
ely who joined her side, Viper
contaminated the water supplies of
Washington, D.C., with a toxin that
transformed humans into snake-like
beings. Failed by the Captain and his
friends, she iz currently in custody.

VIPER |
STATISTICS

GD (10)
EX (20)
GD (10)
GD (140
EX (20)

mTIIméeET

Health: 50

Karma: 32
Resources: GO010)
Popularity: 0

BACKGROUND

Real Mame: Jordan Dizon, ak.a.
Jordan Stryke

Cccupation: Adverlising agency

Legal Status: U.5. citizen with Euh
criminal record

Identity: Known to the authorities
Marital Status: Unrevealed, pre-
sumed single

Known Relatives: Leopold Stryke
(brother, deceasead)

ﬁiﬂ of Operations: New Yark City,
Past Group Affiliations: Agent of
Cowled Commander, member of the
Serpant Squad

Present Group Affiliation:

exacutive, latar pralessional criminal |
1

KNOWHN POWERS:

Weapons: The first Viper designed
razor-sharp wrist fangs and small
dans, which caused Typical Edged
and Edged Throwing damage. N
Tipped with poisan, these blades
caused an Amazing intensity paison
attack every round for 1-10 rounds,
Dixon had synthesized the poisons
himseli, and had developad a num- |
ber of variations. Some of his ven-
oms, for example, were slow-acting |
(delivering cne of the 1-10 attacks
every 10 rounds, with any damage '
spread evenly over that tima), while
others subjectad their victim to H I
excruciating pain, requiring a
Psyche FEAT against Amazing l

intensity for the victim 1o take action
each round. Each of Viper's drugs is
individually designed; synihesizing
an antidote requires a Heasan FEAT
agans! Monsirous intensity.
Talents: The Viper's Heason was
Remarkable in matters invalving poi-
sons and advertising campaigns. Hea hl
was skilled with Sharp Weapons and
Martial Aris C. The Viper was inordi-
nately persuasive; his attempts to
argue a point should be treated as if
he had a Popularity of 75,
Contacts: Mone.

ROLE-PLAYING NOTES

The Viper was, pardon the term, a
slick cperator. He always paid atien-
tion o the public's view of his crimes
[going s0 far as 1o persuade the
police to allow him to testity against ].
Hardeman in castume), and berated

his opponents with a constant
straam of advertising lingo in a
pathetic attemp to demoralize them, %

|
|
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STATISTICS

'\JF AM (30
B, EX (20)
5 AM (50)
E IM (40
R EX (20)
| G0 (10)
P Rl (300
Health: 140

Karma: G0
Resources: PR{4)
Fopularity: 30

BACKGROUND

Real Mame: \Vision

Occupation: Adventurer

Legal Status: Undetermined (a5 an

Avenger, he was granted provisional
¥ U.S. citizenship)

Identity: Publicly Known

Flace of Creation: Brooklyn, New

ork

Marital Status: Marriad

Known Relatives: Wanda {Scarlet

Witch, wife), Pietra Maximoff (Quick-

silver, brothar-in-law), Thomas, Wil-

liam (sons), Magnata (father-in-law),

Magda (mother-in-law, presumed
_ ." deceased)

Base of Operations: Leonia, New

Jarsay

Past Group Affiliations: Reserve

member of the East and Wast Coast

Avengers

Present Group Affiliation:

KNOWN POWERS
Density Manipulation - Selfl Tha
Vision can control his density with
J Unearthly ability. His normal density
rank 5 Good. At densities above
Good, the Vision gains Body Armor
aqual to the density rank. If the
Vision employs his Dansity Increase
at Incredible rank or higher, he sul-
fersa —1 CS 1o his Fighting and Agil-
ity abilities. At densities above
Amazing, the Vision uses his Density
rank instead of his Strength in charg-
ing combat. At Unearthly Density,
the Vision cannot mave.

The VYision has developed the fal-
lowing Power Stunts:

s Phasing through solid objecls at
Shift-0 Density. Unlike normal Phas-
ing, this does not usually cause mal-

J functions in electronics, although
the Vision may causa such disrup-
tions if he wishos,

= Flight at Shift-0 densily; speed is
Poar (4 areas/round) and the Vision
cannot carry anything while fiying.

» Disruption of living or nonliving
material by solidifyving inside them.
Damage inflicted is equal to the
Wision's chosen density rank; the tar-
gel's Body Armor is ignored.

Life Support: The Vision has Incredi-
ble Life Support powers and can sur-
vive in space for up to 40 rounds. He
does not need 1o eat or breathe.

Solar Beams: The Vision can fire
beams of zolar heat from his eyes or
from the jewel in his forehead, doing

Remarkable Energy damage up to a
range of B araas.
Solar Regeneration: The Vision can

regenerate at  Amazing rank.
Indoors, he can still heal at the accal-
arated rate if solar or laser energy is
directad at the jewel in his forehead.
Contra! Crystal: This limitation was
built inta the Vision's brain by Ultron
to prevent him from having a fully
human personality, It also gave him a
-2 CSto his Peyche against techno-
lngical forms of mind control. The
Vision removed the crystal during his
time as chairman of the East Coast
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Avengers, and is no longer under its
effect.

Talents: The Vision has Repair/
Tinkering talent. He has a phoig-
graphic memary and has memorized
thousands of books, particularly fic-
tion and poestry.

Contacts: The Visicn has been a
member of the East Coast Avengers
in the past and is currently assisting
the West Coast Avengers. He and
his wife are close friends of the stage
magicians Glamor and lusicn.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Frigr to the removal of the Contral
Crystal, the Vision usually appearad
cold and unfesling. With the crystal
goneg, the Vision becamea much more
human, almost jubilzntly s0. He has
strong family ties to his wilfe and chil-
dren and considers Siman Williams
his brother,

HISTORY

The artificial being who would one day
e callod the Vision began his existence
in 1934 in ihe laboratony of Prof. Bhineas
T. Horlom, a pioneer in the fields of artifi-
cial imeslligence and robotics, The ang
flaw in the android's design was that
photcelectnic Solar cells covering its
body wera too voletile and caused the
epidermis of the creature fo burst into
flarmi upon contact with air but withou
harming the androdd. Wreaking havoe in
itz Innocent exploration of its new envi-
renment, tha creaturs, dubbed tho
Human Torch, soon realized the panic he
wias causing and dousad himself in &
swirmnming pool. The Human Torch even-
tually ecquired mastery over is flame,
and becama a crimefighter. He allied
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himéal with 1he fiery mutant Toro and
also served as a member af thie Invadears
ad e All-Winners Sgquad during the
19405 and earhy 1950s.

In 1935, the Hurnan Torch discovared
he was lesing contral ovar his flame, and
went 10 the American deserl o by o
overlozd his sclar cells, The Torch was
mob destroyved, buf lay inert and insen-
safe for over a decede wntll found and
repaired by the criminal genivs called
the Mad Thinker The Thinker pariially
reslored the android's memodies but
coerced 1t inla badtling his enamiss, the
Fantastic Four When the androld real-
ized the evil in whal ihe Thinker wished
him 12 da, he zacrificed himzelf 1o save
{he Fantastic Four from a sneak aback
by the Thinker's companicon Quasimoda.
Thuz Thinker fled and the Fentastic Four
left the Torch's Body in the laboratory in
Mewsada,

The human-hatimg robat Ulron ook
possession of the Torch android and
cooréed Professor Horon into helping
him restora the Tarch to “lde" Ultron had
Horon eradicate the android's memo-
rigs, appearance, and powers. Harton
repleced the solar cells with other spe-
ciahzed synihelic cells permitting it to
alter its mass and solidity bul eould ned
bring himzself 1o lamper with the
andraid’s mamaries. When the android
returned 1o awarsness, he realized what
had happened 1o him and began to ram-
paqe. Uliren slew Horton, and then bat-
tled the android into submission. Ultron
thern bulk-grased the android's previous
miemories and used a compuler program
bazed on the encephalograms (brain
patterns) of the ex-Avenger Simon Wil-
liams to b= the besis for a new parsonali-
Iy for the andreid. Sent 1o lead the
Avengers into a2 trep, the android
betrayed Uliron and helped the Aveng-
ers deleal him, Dubbad the Vislon, fhe
andraid (or “synthozoid™) was elecied
it the Avengors,

Dwuring the next few years, the Vision
developed a close relafionship with his
tellow Awenger, the Scarlst Witch, Al firs
ha denied that an android could hava
leszlings ol lave for another b=ing, but the
Wilch eveniuzlly helpad him atiain his
potential for infimacy. AHer learning his
full history fram the time-master Irmmior-
tus, the Vision finally feltswarthy o marry
the mutant woman who loved him. Even-
tually {the couple had saved encugh 1o
put down a payment on a housa in near-
by Mow Jerssy. Resigning from 1he
Ayvengers, they attempled 1o lead a nos-
gl life, despite the fact that they didn"t
Iry o conceal iheir frue identities from
the communily ar seek employment.
They lead a rolatively quiet life, interrupl-
il on orare oocoEsions by menasos, A

one point, the Vision's arm was
cestroyed and he had it replaced by
Infurman scientists. ‘When the Baxtor
Building was threatened by the null-ield
af Annlhilus, the Vision attempted o
brach and barriar and disrupted corlain
of hiz response synapses, causing a
total system soize-up, &1 the Avengers’
KMansion, in an effect 1o accelorale the
android's self-repairs, Stadox telemstri-
cally linked the Vision 1o ISAAD, tha
computer system of the planetoid of
Sarfox's birth, Tian, The experience
albered the Vision's way of thinking, and
fuz bagan fo contemplate the nolion of
assuming contred over Earth even as
15880 ragulated THan, When most of
Earth's heroes disappeared for a wesk in
order 1o light in the first “'secret war, thi
Vision assumed command of 1he remain-
ing Avengers, Under the Vision's leader-
snip, Hawkeye and Mockingbied wers
sent 1o Los Angeles 1o establish a Wast
Coast franchise of the Avengers. The
WVigion sought 10 sobve the world's prob-
lems by bringing the governments, busi-
nesses, and militia under his direst
cormmand. To accomplish this, he found
it would be nesesary to link all of the
warld's computers iogether, ahandon his
humancid body, and fully project his
intelligence into the master computer
After taking control of ihe United Siates
nuclzer arzenal and defonse system, the
Wision was convinced to abendon his
grand scheme by his fellow Svengers.
The Vision's consciousness returned 1o
hig android body 2nd he located and
destroyed the “conirol erystal™ Ultron
had implanted in his cerabral circuitry,
This would prevent him from ever again
being taken over by an cutside intelli-
fenca,

Dwuring 2 battle with the witches of Maw
Salem, the Scarlet Witch managed 1o uti-
lize their magic in order o enable her to
conceive & child by the Vision. Recently,
e Vision and the Witch became the
parents of twin sans whom they named
Thamas and William. The Vision current-
Iy commutes back and forih o belp out
the Wesi Coast Avengers since their
numbars have been depleted by recent
rasignations.,
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Health: 114
Karma: 30

Resources: GD
Popularity: O

BACKGROUND

Real Mame: Marsha Rosenberg
Cccupation: Employes, day-care
center

Legal Status: U.S. citizen with no
criminal recond

Identity: Secret

Place of Birth: Danwver, Colorado
Marital Status: Single

KEnown Relatives: Mone

Base of Operations: Danvar, Colo-
rada

Past Group Affiliations: Formaerly
allied with Dr. Doom and criminals
involved in first “Secret Wars"

J Present Group Affiliation:

KENOWRN POWERS:

Flasma-Body: Volcana can trans-
ferm her body into a plasma state,
providing her with the above siatis-
tics and Amazing protection against
hand-held or missile waapons.
Weapons made of less than
amazing material will melt on con-
fact with her, causing no damags.
Anyvone who fouches her lakes
Amazing heat damage. Volcana sul-
fers normal damage from unarmed
atfacks.

Yolcana muost transform herself
back to human form to eat and sleap.
In her normal form, she has the fal-
lowing statistics:

F A 5 E
T EX TY z0

Hear Blasts: Voleana can shoot ther-
mal blasts with Incradibla Agility. The
blasts cause Unearthly Energy dam-
age at a ranges of up to 10 areas,
Fire Resistance: \olcana has
Unearthly resistance fo heat and fire,
Talents: Mana

Contacts: Rosenberg is the girl
friend of the Molecule Man. She was

5

a ane-time friend of Titania, but tha
two have sincea pariad.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Valcana is not an accomplished
fighter, and prefers to setlle things
peacefully whan possibla. But it her
trug love, Cwen (Molecule Man), is
hur, she will hecome enraged, like a
mother bear whose cub has bean
threatenad. She will follow Cwen's
lead in maost matters.

16849



HISTORY

Marsha Rosenberg was a resident of
a suburb of Denver, Caolorado, which
wags ftransported by the near-
omnipotent Beyondar ta an arificial
planetoid to zerve as parl of the
backdrag far the first of the so-called
"Secret Wars" She and her friend
Mary MacPherran weare summoned
to Dactor Victor Von Doom and
offered the opportunity to be trans-
formed inta superhuman beings in
gxchange for serving him. They
agreed, and Doom combined
advanced technology provided by
the Beyonder with elementzl elec-
tricity created by Thor to endow them
with extragrdinary abilities. Marsha
Rosenberg was given the power o
convert her entire body into ionized
plasma, causing her to burst into
flames and radiale pura thermal
(heat) enargy. She adopted the pseu-
donym Volcana.,

Valcana added her power o the
ranks of the criminals and there mel
Owen Reace, tha Malecula Man,
Eecause of his unassuming appear-
ance, Molecule Man was frequently
the brunt of insensitive comments by
his fellow criminals. Volcana was
quick to jump to his dafansa.

Dwuring the war, Volcana exhibited
high poweer levels, incapacitating the
She-Hulk and Irom Man, At one point,
Reece was badly injured by Woalver-
ina af the X-Men, and Volcana
entered inte a bargain with the
Enchaniress to transport Marsha to
his side in return for an unspecified
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future payment.

Resce recoverad from his injuries,
and as the war moved o its climax,
Doom gained contrel of the Beyon-
der's unlimited power. Molecule Man
saw this as a betraval, and used his
considerabla abilities 1o return the
Denvar suburh to Earth, the crimi-
nals along with it. Enroute, the
Enchantrass tried o collect payment
from Volcana by using Volcana's life
farca {0 give har the power 1o returm
o Aszgard. The attempt was foiled by
tha Lizard and Maleculz kan,

Back on Earth, the criminals went
their separate ways. Rosenberg and
Reace remained in the Denver area,
where she acguired a job with & day
care center, and they seilled info a
life of ancnymity. Their greatest con-
cerns were a quiet social life, televi-
slon  {which  they  watchad
voraciously), and each other. Then
the Beyonder arrived on Earth in
search of an intangible sense of ful-
filment, having had his curiosity
aroused by the Secret War partici-
paniz, This precipitated the chain of
avanis that would be known as the
Second Secret War

Cwer the following weeks, Volcana
watched as Malecule Man became
more and more agitated with the
Bayonder's activities, faaring far his
own safety and that of the world, The
extraterrestrial baing called the
Watchar fried to recruit Reece to
help stop the Beyonder, but Reece
refused to become involved, He was
torn between fear of the Beyvonder
and tha urge 1o warn him.

The Bevonder underwent many
changes and greal disillusionmant,

leading hirm ta try to destroy Earth in
anger. Reece panicked and tried t
enclose the Danvar araain a protect-
ive dome, When that failed, he pre-
pared 1o flee, but Volcana persuaded
hirm to stand and fight. Meanwhile,
the Bevonder calmed himsealf and
decided to spare the warld, Ironical-
Iv, when the Beyonder returned to
Denver, the Molecule Man attacked
without guestion, angering the
Beyonder once again. He was about
to Kill Regce when Volcana threw
herself al the Beyonder, begging to
be spared. As she expected, her
apparent betraval devastated Reece
and threw him into & catatonic
trance. Convinced that Reeca was
nd longer a threat, the Beyonder left
him alive,

Volcana alerted the Avengers and
the Fanlastic Four o the threat
caused by the Bevonder, and was
presant when they gathered with
dozens of other superhuman beings
to prepare an attack. Then she
returned home, where she found
hMolecule Man, recovered, and they
reconciled. They joined the delend-
ing forces, and the Bevonder was
ultimately destroyved by Reece.

The batthe took its 1ol on the planst
itsalt and a giant hale that had been
left in the Earth's crust caused anor-
mous geolegic instability that would
have destroved the world had it not
been for the combinad power of the
Molacule Man and the Silver Surfer.
The disaster averted, Heeca and
Volcana returned home, where thay
have lived in relative anonymity
since.
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G0 (10)
GD (10)
Health: 110

Karma: 50
Resources: TY (B)
Popularity: —3

BACKGROUND

Real Name: Adrian Toomes
Occupation: Former electronics
enginger, now professional criminal
Legal Status: U.3. citizen with a
criminal record

Identity: Publicly known

Place of Birth: Staten Island, NY
Marital Status: Widower

Known Relatives: Malachi Toomeas,
naphew [deceasad]

Base of Operations: New Yark City
area

Past Group Affiliations: Former
member of tha Sinister Six

Present Group Affiliation:

KNOWN POWERS:

Flight: The Yulture flies by using an
electromagnetic antigravity genera-
tor made of Remarkable Strength
material. Ha can fly silently at Typi-
cal air speed (6 areasiround). He can
do Remarkable Blunt damage by
buffeting his opponents with his
wings.

The Yultura is an elderly man, but
the energies of his flight harness
have somehow boosted his abilities.
Without the suit, Toome's physical
abilities are reduced by 1 CS per
week for two weeks. He regains his
full physical abilities immediately
upon donning the wings.

Talents: Toomes has the Electronics
skill and his experience wilh his
wings gives him a +1 C35 to any air-
barne FEAT S,

Contacts: Toomes has a numbar of
streel criminal contacts. He has
employad gangs of thugs on several
CCCasions,

ADDITIONMAL NOTES:

ROLE-PLAYING NOTES

Aged and embittered, Toomes plans
scheme after schema o make him-
salf wealthy enough to retire for
goad. He is vicious when comered,
and will not flee a combat, but he
prefars nol to engage in a fight when
it can be avoidad.
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HISTORY

Adrian Toomes was an electronics
enginear and inventar who founded,
with Gregory Bestman, the small
firm of Bastman and Toomes Elac-
tronics, With Bestman handling the
young lirm's administrative affairs,
Toomes devoted his timea to a pet pro-
ject, an electromagnetically pow-
aered harness which would enable
the wearer 1o fly like a hird, When
Toomes discovered thal Bestman
had been stealing the firm's profits,
he physically confronted Bestrman
and discovered thal exposure 1o his
electromagnatic harness had grant-
ad him superhuman strength. Upon
being threatened by Toomes, Best-
man threw him out of the company,
Toomes had no legal recourse,
because he had previously signed
papers putling the business antirely
in Bestman's name. Already an old
man, Toomes used what meager
savings he had to refire to a farm in
Staten Island where he contlinued to
work on his flying harness. Realizing
the potential for revenge that his fly-
ing harness and superhuman
strength granted him, Toomes cre-
alad the identity of the Vultura far the
purpose of terrerizing Bestman,

The Vulture ravaged the Bastman
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plant offices, hoping to find some
legally incriminating evidance
against his former partner He
enjoyed tha thrill and apparently
aasy reward of thievery, and so
began a career of superhumanly
powered criminal activity. The Vul-
fure has since Lhen battled and been
defeated by the costumed crimatigh-
ter Spider-Man several times,

Twa ather men have assumed tha
identity of the Vullure. Blackie Drago
was the Vulture's cellmate during his
tarm in Municipal Priscn. Drago was
fascinated by the Vulture and want-
ed lo taka over the Vulture's identity.
He hefriended and gainad the confi-
dence of Teames. Then he arranged
an “zccident™ in the prison machine
shop where Toomes worked, in
which Toomes suffered apparently
fatal injuries. On his "deathbed”
Toomas told Drago the secre! loca-
ficn of an exira Vullure outfit, 50 that
Drago could bacome the Wullure
upon Toomes’ death, escape from
prison, and seek vengeance against
Spider-Man. This Drago successful-
ly did, ultimately madifying the Vul-
lure cosfume by adding a helmet
with a buili-in shorl-wave receiver,
Unskilled at using the flying device,
howewvar, Drago was easily defeated
by Spider-Man and sent back 1o
prison. The Vulture outfit that Drago
wore was confiscated and placed on

exhibii in a city musaurm.

When Toomes, still supposediy '

dying, heard of Drago's failure, hi

will to recover surged and he
escaped prison during a staged fire.
Toomes fled to his Siaten Island
workshop and built & new alectro-
magnatic harness and costume,
Qnce again the Vulture, Toomes
slole the costume Drago had wom
from the museum. Toomes helped
Drago escape from prison and gave
him the stolen YVullure cutfit so that
they could battle to prove which one
should be the Vulture. Draga, igno-
miniously defeated by Toomes, con-
sequently disavowed all claims to
the Vulture identity and went back 1o
prizan.

The only other person to hold the
identity of the Vulture was Dr. Clifton
Shallot of the Empire State Biophys-
ics Department. Shallot’s body
mutated into a form resembling that
of Adrian Toomes, but possessing
natural wings and flight capability as
the result of an experimentation in
biomutation that Shallot performed
on himsalf, Spider-Man defsated
him in battle, forced him to reverse
the biomutation procedure, and
effactivaly eliminated tha chances of
Shallot again becoming the Vultura.

Adrian Toomes, the only person
who now claims the identity of tha
Wultura, is currently in prison,

o
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WARLOCK

STATISTICS

F G0 (10)
A EX (20)
5 Rk (300
E [N (40)
R I (40)

I GD(10)
P GO {10)
Health: 100
Earma: 60

Resources: FB (2)
Popularity: 3

BACKGROUND

Real Mame: Warlock ([Enaglish
approximation of his name in his
native language)

Occupation: Sludent

Legal Status: Mone on Earth, citizen
of unidentified planet

Identity: The general populace of
Earth is unaware of Warlock's exisl-
ence

Place of Birth: An unidentified plan-
at

Marital Status: Single, perhaps
inapplicable

Known Relatives: The Magus
{father)

Base of Operations: Professor
Xaviar's School for Gifted Young-
sters, Salem Center, Westchester
County, MY

Past Group Atfiliations: The Mew
Mutants

Present Group Affiliation:

KHOWHN POWERS

Shapechanging: Warlock can alter
his shape lo assume any form he
desires. Ha can extend any portion
of his body up to 2 arsas away from
hiz main trunk, including his oplic
sensors, He has Unearthly control
cwer hiz shapechanging ability, but
when under strass will revert to his
natural kumanaoid shape.

Partions of Warlock's body can be
separated or shredded (Excellent
Material Strength), and Warlack will
merely regrow that part in normal
healing. When Warlock takes more
than Remarkable damage in a single
round, ke must make an Endurance
FEAT roll or revert o his normal
form, taking on a somewhal splat-
tered or unraveled look,

Form Change: Warlock can also
assume the shape of anything
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organic. He can imitate the form of
any humancid with Excellent ability.
Life Support; Warlock is immune to
the vacuum of space. He can travel
through hyperspace, moving al
CLI000D speed.

Powar Conversion: Warlock can
immediately heal damage. To do 50,
he “infacts” an organic entity, rans-
muting it into a techno-organic-like
form like himsell. Warlock then
drains all energy, leaving behind a
lifaless erystalling shell of the organ-
ism. Warlock gains Health equal o
the Health the victim would have if it
were living, Material Strength if an
abject such as a tree. Warock loses
all Karma if ha usas this power an a
zentient being. Warlock uses this
pawer at Monstrous rank agamst tha
Endurance of the target.

If an opponent is transformed but
not drained of energy, that individual
will gain powers identical 1o War-
lock's, Warlock can also feed on
enaergy in pure form, such as from an
elactrical outlat or the computers at
the mansion.

Talents: None

Contacts: Warlock is a full-fledged
member of the Mew Mulants, He was
at ona tima a member of the Fallen
Angels,

ADDITIONAL NOTES:

184

ROLE-PLAYING MOTES

Warlock iz an alien in almost every
sansa of tha ward. He still has vary
little comprehension of his new
warld. He is a sensitive, peacelul
soul who easily panics whan con-
frontad with the unknown, but he will
fight figrcely to defend his friends.

HISTORY

The alien being called Warlock
comes from an unidentified world in
an unspacified location in outer-
space. His race is a sentient form of
“techno-organic’ life, which resem-
bles circuitry and machinery in vari-
ous ways. Members of this race give
birth to great numbers of offspring,
who reside in a “creche,” although
the process of birth may be very dif-
ferent for this race than it is for life
forms native {o Earth. (Warlock has
referred 1o his father as his “sire-
dam,” implyving that he has but one
parent, and that there are no sexual
differences betwean members of his
race.] Children of this race prove
their right 1o exist by battling their
parents to the death: eithar tha child
killz the parent, or the parent slays
tha child.

Warlock is the son of the Magus,
the ruler of his native world and,
apparently, ils most poweariul being.
Fearful of being slain in combat by
tha Magus, Warlock flad his natlive
planet, but was pursued through out-
ar space by the Magus himzelf. War-
lock found himself approaching
Earth, which lies at a major hyper-
space nexus. Attracted by unusuoal
energy  sources, Warlock  first
crashed thraugh Astearoid M, the
base of the superhuman mutant
Magnelo, destroving il, and finally
landed an Earth near Frofessor
Charles Xavier's mansicn, which

halds various alian Shi'ar technolo-
gy, Warlock had sensed the arificial
intelligence of the mansion's Shi'ar
Computars,

Xavier's mansion is the home and
headgquarters of two teams of supear-
human mulants, the Mew Mutanis
and tha X¥-Men. On tha night that
Warlock arrived on Earth, the girls of
the Mew Mutants wera halding a
"slumber parly” at the mansion,
Warlock has a personality partly
resembling that of & young child. Dis-
oriented by his new surroundings
and terribly frightened, Warlogk
clashed with the Mew Mutants, who
at first regarded him as a threat, But
Warlock's life energies ebbed =zo
midich that the despairing young ali-

en lay near death. The Mew Mutanis ./

summaned their frignd Douglas
Ramszey, who succeedead ininitiating
communication wilh Warlock, and
Walfsbane, one of the New Mutanis,
guided him in recharging his energy.
Warlock began to speak aloud in
English. The HMew Mutants
befriended the alien, and with Pra-
fessor Xavier's permission, Warlock
jeined their group. Ramsey also

became a member of the Mew u

hutants.

Since then Warlock has provad 1o
be a valuable member of the Mew
Mutants and a worthy ally of the X-
Men. His two best friend are Ramsey
and his fellow MNew Mutant Danielle
Maoonstar, Warlack retzins his child-
like personality, although he has
often bravely succaaded in ovarcam-
ing hiz strong fears. He is continuing
o learm about the planet Earth, using
televigion, for better or worse, as his
main source of information. When
appearing in public, Warlock usually
assumes a human appearance.

Warlock's fathar, the Magus, came
tox Earth in purusit of him and recent-
Iy Warlock and the Magug finally had
their confrontation.
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WARLOCK, ADAM

STATISTICS

IN (40)

IM (40}

M (30)
AM (50)
GD (10)
EX, (20)
RM (20)

TTIMmoU T

Health: 160
Karma: 60
Resources: FB (2]
Popularity: 10

BACKGROUND

Real Name: Adam Warlock
Occupation: Avenger, savior of
wiarlds

Legal Status: None

Identity: Adam Warlock's existence
was unknown to the genearal public of
Earth

Place of Creation: The Baahive,
Shard Island, Atlantic Ocean
Marital Status: Single

Known Relatives: None

Base of Operations: Counter-Earth,
later mobila

Past Group Affiliations: None (as
the BMagus), head of Universal
Church of Truth in an alternate future
Present Group Affiliation:

KNOWN POWERS

Body Armor: Warlock possessed
Good body armer against physical
and anargy altacks,

Ability Enhancement: Once per day
Warlack could boost his Strength or
Endurance +2 CS for up to 5 turns.
This gave him no increase in Health,
Flight: Warlock could fly at Shift-x
speads in an atmasphere, or Class
10000 outer space. If Warlock could
make a Red FEAT roll, he could
phtain Class-3000 speed for bricf
periads,

Force Bolts! Warlock could generate
beams of Incredible strength from
his hands up to a range of 3 areas.
Life Support: Warlock could sunive
the rigors of deep space with Class-
1000 abality.

Erotective Cocaan: Warlock could
spin a cocoon about himsell in Sec-
onds at will. The cococon was of
Incredinle Material Strenglh and
gave him Monstrous self-healing.
Boul-Gem: Warlock used one of the

gix soul-gems which adhered 1o his
forehead and provided him with the
following abilities:

* Amazing Intensity devalulion,
which allowed the gem 1o reverse the
effects of advanced evolution (such
as caused by the High Evolutionary),
returning an individual or creaiure o
itz original state,

» Monstrous Communications,
which enabled the gem to instantly
translale any being’s language.

* An Incradible Kinetic Bolt, which
could be fired up 10 4 areas away.

» Unaarthly Socul Absorplion,

which meant that the gem could liter-
ally absorb a victim's mind. The vic-
tim's soul becomes a resident of a
pocket dimension where everything
is peaceful and tranquil. Warlock
could access the memories of any
spul trapped wathin the gem,

The gem is sentient and malevolent,
with the following mantal statistics:
R I P
I R b UM
The gem could subsiitute iz own
mental attributes for Warlock’s in a
dire emergency. The soul-gem is
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made of Unearthly strength matarial.

Talents: By himself, Warlock has
none. He had access o the talenis of
all of the individuals within the soul-
germ, howewver, giving him Martial
Arts A-E, Thrown Objects, Aerial
Combat, Spacecralt Pilot, and Mavi-
gation,

Contacts: Warlock has allied with
the Fantastic Four, Spider-Man, Cap-
tain Marell, and the Avengers in
the past, He aided the High Ewvolu-
lichary on one occasion.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES
Throughout his life, Warock was a
wanderer seeking a reason for his
existence. He had a strong sense of
justice and could be counted on 1o
act nobly in almost any situation.

HISTORY

The being who would one day named
Adam Warlock was the genstic creation
of four scientists whe called themseloes
thix Enclave, Adam Warlock was the pro-
toiype for a perfect human lite form
grawn Tram artilicial gr_:ru:.l:il; mmaderial,
which the Enclave intended to mass-
produce to form an invincible army 1o
canguer the world, However, the goldan-
skinned being then called “Him"' accl
daentally Kilbed amne of the four scientists,
then harnassed his cosmic power to fiy
and lefl Earth to find his desting in space.
Vierluring inlo a region whers meteors
wire being captured and examinad by a
member of the race o Walchers, Him
spun a profactive cocoon around himsel
like the one in which he was originally
“hern

After an encounter with Thos, Him's
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cocgon  drifted near the satellite-
headguarters of the High Evclutionary,
an Earthman whe had discoverad how 1o
condral evolution. He was in the midst of
an sxpariment to create & “Counier-
Earth” wpon which evil would not be
allowed to exist. However, as he resiad,
his renegade creation, the Man-Boast,
infroduced the concept of evil to the nas-
cent world’s populace, When the High
Evalulianary saw his experiment was
contaminated, he decided 1o destroy b,
Hawrwin, upon re-amargancs from his
cocoon, Him offered 1o go to the plane
and cleanse 1ol s avil it the High Evalu-
lonary wauld spare i, Agresing. the
High Evolutionary placed a soul-gem on
Him's brow,

For the next few wyeazrs, Him, now
called Adam Warlock, fought o save the
planst from the avil influsnce of the Man-
Beast, who led clther human-like animals
whi hagl, like: himself, besen fransformed
from ordinary animals. In the course of
thie migsion, Warlook was crucified, bu
after retreating and emerging from his
cocoon, he devolved all of his humanaid
animal foe back info their ariginal forms.
Adam Warlock then left the duplicate
world called Counter-Earth 1o seek and
aradicate evil alsgwhers in the univerae.

YWhile trewveling through the Hercules
star clustes Some time lates, Warlock
encounterad three Grand Inguisitors of
e Uiniversal Church of Truth, the armad
militia ol a rapidly spreading religious
empirs. Aided by a roll-like alien named
Fip, Warlock lowght his way through the
various minions of the Church, finally
canfronting the leader, or Magus himself,
wihi, Bz ledrmed, was an alternate-future
version of himssif.

He discoverad thal in one allermale
future, Warlock encountered the In-
Betwaener took Warlock 1o his exinadi-
rmensional realm. For centuries Warlock
with trappad there, bombarded by con-
tredictions. Even in & cocoon, Warlook
could nol shut out the consciousness-
altering stimuli. When Warlock emerged,
he had gore insane, and had assumed
the form of Magus. Due to some quirk in
returning 1o his home reality, the Magus
emerged 5,000 years in the past. Pos-
seszed with great power, the Magus con-
guared ie army of the planet e was on
(" Homerearld ), and after seizing control
of the whole planet, et up a rellglon
which he spread 1o other solar syslems.

T avoid betoming the Magus, YWar-
ook determined nol 1o accompany tha
In-Bedweener 10 his realm. The Magus,
hoping to insure his own sxisiencs, sum-
maned the In-Betweenar and prepanred
o deliver Warlock to him. However, the
med Titan Thanos decided o aid War-
lock, befieving the Magus was a threat to

nig own schemes, Because neither
Thanos nor the Magus himsalf were fec-

tors in Warlock's original transformalion g

inba the Magues, their prasencse diverged
an alternate pain of reality where War-
lock could slay the Magus, In the reality
whre Warlock and Thanos succeeded
in thwerting the Magua®s creation, some-
o else founded the Universal Church,

Warlock and Thanas weni their awn
separale ways, and Warlock encoun-
terad the Siranger and Gardener, both of
whom possessed a soulgem them-
Selves, Thanos, wunknown to them all,
had underiaken the acquisiion of ihe six
soul-gems in existence, and had gath-
arad all but the cne belonging o War-
lock. Thanos feared (he soul-stealing
progamies unigue o Warlock's gem, so
he simply siphoned off the energies he
negded rom i1, He then transferred
those enargies as well g5 those of the
olner gems Inle & single synihetic soul-
o, Witk the gem, Thanos intended 1o
destroy the stars as a gilt to Death. The
Mvengers, GCaptain Mar-vell, the Thing,
Spiderman, and Warleck united (o
oppose Thanos's sehoerme

In perzonal combat, Thanos mortally
vwounded Warlock. A= he lay dying, War-
lock's temporal counterpart of approxi-
miately a yaar befora materialized,
having access through time by way of
e In-Bobweensrs realm, and siphoned
‘Wartock's soul (spirit-s=if) into his owem
soul-gem. Doing S0, 1he counterpart of
aboul & year bafore disappeared beck
into tha In-Betwesner's realm. Thus War-
lock's soul foingd the souls of the ene-
migs he had slaim 2z well as his
compeanions, Pip and Gamosa, Warlock
wias bricfly summaoned from the tranguil
pockel dimension inside the gem by
Spider-Man, Zeething with cosmic
povear released through his physical
death, YWarlack transfarmed Thamos to
liwing, wnmoving stons, and then
redurned to the gem. Although the body
iz dead, Warlock's soul (astral sell) st
daeelts within the dimension of the soul-
gam he once ware.



STATISTICS

-J F GD (10)
A, Ex (200
5 GD (10}
E EX (20
R GD o)
[ EX (20)
P GO
Health: 60
Karma: 40

Resources: RM (30)
Popularity: 50

BACKGROUND

Real Mame: Janet van Dyne

Ococupation: Adventurer, fashion

designer, indapendently wealthy
J socialite

Legal Status: Citizen of the U.S5.

Wwith no criminal record

Identity: Publicly knoown

Place of Birth: Cresskill, MJ

Marital Status: Divorced

Known Relatives: Vernon van Dyne

(tather, deceasad), Henry Pym (ex-

husband)

Base of Operations: Mew York City

arga. While on active service with
J the Avengers, the Wasp is hasad al

Avengers Mansion, Hydrobase. She

maintains an apartment in Manhat-

tan and owns an astate in Cresskill,

Mew Jersay

Past Group Affiliations: East Coast

Avengers, former partner of Henry

Fym

Present Group Affiliation:

) KNOWN POWERS
Shrinking: The Wasp can shrink with
Incredible ability, reaching a mini-
mum size of 172 inch. In this mini-
mum size she can attack for normal
damage at +2 G35 to hit, but normal-
size or larger apponents are at —2
5 ta hil her. She can vary her haight
at any level up to Incredible.
Flight: When the Wasp is shrinking,
wings axtrude from her back, allow-
ing her to fly at Poor air speed (4
areasfround). The Wasp can use her
wings at any size except her normal
level of growth, and cannot fly with
any extra weight.
insact Commuonication: The Wasp

" has antennas implanted in her lore-
head that allow her 1o communicate
and cemmand all forms of insect life

al Typical ability. The Wasp rarely
uses this power, so it has atrophied
and she requires a Yellow FEAT roli
to use k.

Wasp Sting: The Wasp can ganerale
big-glectric halts of Energy from her
hands, doing Remarkabla damage
at a range of 1 area.

Talents: Janet van Dyne has the
Business/Finance skill. She has
learned the equivalant of Martial Ars
D and recaives a +1 G5 when light-
ing an airbarne opponent.
Contacts: One-time chairman of the
East Coast Avengers , she has aided

WASP

the Wesl Coast Avengers in the past.
Sha is on good terms with her ex-
husband, Henry Pym, and is a major
sharaholder in & numbsar of compan-
e, including MEVELL. She is cur-
rantly romantically invalved with the
adventurar Paladin.
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ADDITIONAL NOTES:

ROLE-PLAYING HNOTES

In tha past, the Wasp has acted the
part of the "ditzy brunatte,” but she
enentually grew tired of this role and
became more assartive. An ahle
leader, she pushad to become chair-
man of the East Coast Avengers, but
grew tired of the responsibility and
resigned after about a year, She is
currently an a leave of absence,
althaugh she has aided the \Wast
Coast Avengers on several occa-
SI0ns.

HISTORY

Janet van Dyne is the davghier of world-
renowned scientisl Mernon van Oyne,
Accompanied by Janed, Vernon van
Dyne wvisited the colebrated biochemist
Dr. Henry Pym 1o discuss collaborating
on a project. Jznet van Dyne fownd her-
self attracied 1o Pym, whila Pym was
deeply struck by Janst's remarkable
resemblance 1o his lale wile Maria.
Impressed by Janst's behavior, Pym
ladgr revealed his secred identity 1o her
and asxed if she would undergo conver-
S0 inkd a superhumanly powerful Being
in order 1o become his crimefighting
parnar Janot readily accepiad.
Crawing on his recent research inko
the cellular structure of wasps, Pym
implanted cells beaneath Janet's akin al
her shoulder blades and termples corres-
ponding 1o fhase cells found in wasp
wings and antennae, respectively, Ho
instructed her on the wuse of the gasas
cantaining the subatomic “Pym peari-
cles' he had discoversd, which enabled
him 1z reduce himsell (o insect size. Out-
litbed in & costume of Pym's design,
Janst van Dyne fook the name of the
Weap and quickly learned how to fly. She
then gidad the Ant-ban in tracking down
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and wanquishing the murderous Kosma-
Giam,

Ant-Man and the Wasp joined the origl-
fial Iran Man and Ther in an adventurs,
Ant-Man suggested that he and the
Wasp, the Hulk, Iron Man, and Thor
shoukd band together as a regular team
of adveniurers, Wasp who suggested the
mew leam's name: the Avengers, and
she becams the sole female founder of
the group.

Sometime later, however, Pym and van
Cvne leamed thal the Sub-Mariner was
headad for New York City. Fearing trau-
ble, they decided 1o alert the Avengers.
Bul zoon van Dyne, as the Wasp, was
caplured first by the undersea barbarian
leader Atluma and then by ihe alien Col-
tectorn In arder 1o help the Avengers res-
cue van Dyne, Pym decided (o use his
growing power again, He donned a new
castume and adopted the rame of Gali-
ath. By thiz time, both Pym and van Dyne
could change size simply by willing
themzelves to do 50, dug i thair repeat-
ed exposure lo Pym particles over an
extended pericd of time. Man Dyne was
rescued from the Collector, and she and
Fym rejoined the Svengers on & regular
Exibsis,

For zeveral vears Pym had been in
leane with Jamet van Oyne, but becausa ol
his represzed personalily, had resisted
marrying her o day while working in
his labaratory, Pym accidentally dropped
and smashed some vials containing vari-
GUs unknown gases. The released gases
wreaked a radical temporary personality
change in Pym, He iook the new identity
of Yollowjacket, claimed thal he had mur-
dered Henry Pym, kidnapped van Dyne,
and proposed marriage to her, as Fym
had long wanted to do. Realizing that
Yellowjeckel was really Pym, van Dyne
decided to play along, fearing ihat she
wiould worzen his psychological condi-
tion if she did otherwise, Pym, as Yellow-
jacked, and van Dyne were married at
Avengers Mangion, bul immediately
afterward, (he Svengers were altacked
by the Rimgrnaster and his Circus of
Crime. The sight of van Dyne in danger
ol dzath shocked Fym back 10 his normal
personelity, bui he decided 1o stay mar-
ried, Py continuad 1o use the aame and
costume of Yallowjackel in crimefighting.

Janet van Dyne Pym launched & suc-
cesslul carear as a fashion designer
while confinuing 1o 8¢i 25 a costumed
advenlures, By this time i was public
knowladge that Janet van Dyne was the
Wasp. Pym modilied Janets superhu-
miEn abilities 5o that her strength would
incraases as she becamea smaller, and =0
that she could use her haightened body
amirgy ta power her "sting"’ weapons,

Pym was charged by Caplain America

with acting recklessly during the swveng-
ers' encounter with the Eifqueen. An
Avengars court-rarlial mesling was set
to exarming the charges. Mow beginning
b undergo a nervous breakdown, Pym
built & rabaot 1o atlack the Avengers, but it
had & secrel waak point which he could
use to defeat the robot and become a
hero in the Avengers' ayes. When Janel
profested his plan, Pym brutally struck
e Bul Pym's plan went awry, and it was
the Wasp whe ended up defesting ihe
rebot, Pym was expelled from the Avang-
ers, and Janei brought divorce proceed.
ings against him.

Hanry Pym has sinee recovared from
hiz nervous breakdown, given up his
caregr as a costurned advenlurer, and is
oday a trusted advisor 1o the Wast Coasl
Axvengers and the manager of their com-
pound headquariers, Pym and van Dyng
are today fnends, but their romantic
Invalvement with cne anothers is over
Janet van Dyne reverted to her maiden
name,

Tha Wasp has recenlly served a
lengthy term &% chairwoman of the Easl
Coast Mvvengers, During this time she
learned that she could retain her wings
and fy evien al a height of & feol shortar
than her normal height, due to her body’s
graduzl adapiation fo her superhuman
posess, I was under the Wasp's leader-
ship that the Avengers esiablished a new
air baze on Hydrobase, She also suc
cesslully guided the Avengers through
perhaps thelr darkest hour: the capture
of Avengers Mansion by Baron Helmud
Zomo's Masters of Evil,

The Wasp resigned as cheirman to
Lake a leave of abzence, but traveled to
California to aid the West Coast Aveng-
ers on a redent case. During thal adven-
lurer it was dizcovered thal Henry Pym's
first wife, Maria, was still alive and thal
wvan Dyne and Pym had therefare naver
legally b=en marriad,

-



STATISTICS

J F Rk (300
A EX (20)
5 MM (750
E LM {100)
A FE (2]
| GD {10)
P I {0)
Health: 225
Karma: 52

Resources: Mone
Popularity: —80

BACKGROUND

Real Mame: Inapplicabla
Occupation: Berserker

Legal Status: Inapplicable

Identity: The general populace of
Earth doas not believe that the Wen-
digo is the result of a supernatural
curse

Place of Birth: Inapplicable

Marital Status: Inapplicabla

Known Relatives: Inapplicable
Base of Operations: The Canadian
Marth Woods

Past Group Affiliations: None
Present Group Affiliation:

J KNOWHN POWERS
Skin Armar: Wendigo's skin is thick
anough 1o withstand Amazing physi-
cal or enargy damage.
invulnerability: Invulnarable o cold
and disease.
Claws: Monstrous Edged Attack
damage. They are made of an
Amazing strength material.
Running: Excellent Land Speed (5

J argasiround)
Tracking: Excellent in the wilderness
Regenerafion: Remarkable rank
Curse of the Wendigo: Anyone who
reverts to cannibalism while in the
Canadian wilderness is transformed
inta the Wendige (although there
cannot be more then one Wendigo at
a fima). Thal person is forcad to go
on g mindless rampage, Killing and
ealing anyone he or she comes
BCTOSS.

The Curse of the Wendigo is mysti-
cal in arigin. Under certain circums
stances someona varsed in the
mystic arts can transfer the curse
from its current victim 1o another. [
the sorcerer has a Psyche of
Amazing ar better, he or she can
ramove the curse entirely until the

next time sameocne invokes the
Curse,

Talents: The Wendigo can survive
indefinitely in a wilderness environ-
ment.

Contacts: Mana

ADDITIONAL NOTES:
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ROLE-PLAYING NOTES

Regardless of the personality of the
curse victim, the Wendigo has but
one thought: o consume and eaf
human beings. A mindless ber-
serker, the Wendigo will altack any-
thing that blacks its path.

HISTORY

The Wendigo is a human being who
has been magically transformed into
a masszive, fur-covered beast in
accordance with an ancient curse,
This curse, the origin of which is as
yel unrevaealad, affects any persan
who consumeas the flesh of ancther
human being for any reason. Soon
after the act of cannibalism, all
aspects of the cannibal's humanity
bacomas obliterated as the person
assumes the voracious appelite and
bestial instincts of the Wendiga.

The Wendigo generally appears
as a ten-foot-tall, white-furred crea-
fure with long talans and sharp testh,
no matter what the body type was of
the person who becomes the Wandi-
go. All authenticated cases of the
Wendigs have been conlined to the
Canadian Morth Waads, perhaps
indicating that the curse originated
in the ragion. (Thare was an uncon-
firmed sighling of a thin, green, tal-
oned creature referred to as a
Wendigo during a blizzard in Mew
York City, but any connection o the
Canadian Wendigo is not yet
known.)

The Wendigo possesses suparhu-
man strangth comparabla to that of
the Hulk and Sasqualch, aswell as a
high degree of resistance fo injury
and pain, It iz said to be wvirtually
impossible to kil it. Persons pos-
saszaed by the Wendigo have with-
stood direct blows inflicted by the
Hulk and severe wounds inflicted by
Walverine, using his Adamantium
claws. The Wendige's magical
natura renders it immune o all nor-
mal forms of dizease and aging.
Once a persan becomes a Wendiga,
he or she remaings a Wendigo for tha
rast of his or her life, unless by some
magical means, the curse iz lifted.

In the first modern documanied
case of the Wendige, three Canadi-

200

ans. Paul Cartier, Georges Baptiste
and Henri Cluzet, were hunting in
the Canadian North Woods, when
they were attacked by wolves, Clu-
zot was morlally wounded in the
attack, and his friands took him 10
shelter in a cave. As the men began
o starva, Cluzol died, and Cartier, on
the verge of inganity, resorted to eal-
ing the dead man's llesh. In doing
&6, he fell victim io the curse that
transformed him inte the Wendigo.

The Wendigo kept Bapliste
trapped, 0 be eaten later. Even so,
the mind of Paul Cartier, not vet total-
ly submerged, telepathically called
for help. He was heard by the
gamma-radiated Hulk, who was
wandering through the region. The
Hulk first encountared Carier's sis-
ter, Marie, wha mistcok him for the
Wendigo. She believed the Wandigo
to ba her brother's killer, never sus-
pecting the truth, Her grief touched
the Hulk, and he agreed to help
locate Carlier, He sought cut the true
Wendigo, freed Bapliste, and fook
him to Marig. Bapliste revealed the
story of Carlier's transformaticn.
wWhen the Hulk encountered the
beast again, Paul Cartier's con-
sciousness pleaded with him to
defeat the beast in the hope that he
might be cured. Howewver, the Wendi-
go's strength and invulnerability
were apparently equal 1o the Hulk's,
and the Wendigo escaped. During
the fight, Cartier's mind was com-
pletely overcome.

In the manihs that fallowead, barie
studied magic, hoping 0 cure her
brother. She was assisted by
Georges Bapliste, who felt he owed
both Cartiers a great debt. Whean tha
Hulk nexi wandered into Canada,
Marig magically lured him o her
planmng to fransfer the Wendigo o
tha glready "cursed™ Hulk. First she
tranguilized the Hulk, and than she
summoned the Wendigo., Howewver,
before she could begin the neces-
sary rifual, the Hulk awoke. Believ-
ing the Wendige was threatening
Maria and Baptista, tha Hulk
attacked the beast. In the midst of
their battle, the two weara canfronted
by the mutant known as Waolvernne,
sent by the Canadian government to
subdue the Hulk. Walverine and the
Hulk subdued the Wendigo, than

fought each other while Marie pra-
parad tha Wandiga tar the transferral
process. She created a gas that
knocked oul the twa combatants and
returned the Hulk 1o his human form
of Or. Bruce Banner.

Saaing the human Dr. Banner,
Baptiste lost all resolve to help Maria
transfer the horrible curse, and wan-
dered off. Marie tried to move Ban-
ner, but he lurned inte the Hulk and
renewad his fight with Walverine,
Bapliste enterad Lthe cave in which
the Wendigo lay and completed the
ritual that freed Carlier and trans-
formed Baptiste into the \Wandigo,
The Hulk defeated Wolverine, and
the Wendigo fled.

The new Wendigo was seen
attacking and Eilling campers
arcund tha Hudson Bay and the
suparhuman government agents
Vindicator, Shaman, and Snowbird
of Alpha Flight were sent 1o investi-
gate, They were joined by Wolvarina,
by this time a member of the group
the X-Men, and his leammate
Mightcrawler. The fiva narrowly
defaated the Wendigo, and Shaman
used his magical zkills o cure
Georges Baptiste, who was arested
for murders he committed as the
beast.

Fur trapper Francois Lariguewas
the next person stricken with the
cursa. He and three companions
were frapped in a Morth Weoods cabin
by a blizzard. Driven insane, Larti-
que murdered the others and ate
them, only 10 become the Wandiga.
He was fracked by the member of
Alpha Flight called Sasquatch, and
the Hulk again stumbled on the
scena. Together the Hulk and Sas-
guatch subdued the Wendiga, and
Sasguatch took him back 1o civiliza-
tion o be cured by Shaman.

To date, these are the only con-
firmed instances of the Wendigo
manifesting ilself.

“

-
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STATISTICS

RM (20)
EX (20)
R (20)
IN (40

TY (8)

MM (75)
GO (10)

'U-IMW}L

Health: 120
Karma: 91
Resources: EX (20)
Popularity: -2

BACKGROLUMD

Real Mame: Jacob Russoff (given

name), Jack Bussell {adopted name)

Ocoupation: Occasional adventur-

ar. Russell lives off a trust fund set up
y his mother from the sale of his

father's estale.

Legal Status: Maluralized cilizen of

the LS. with no criminal record

Identity: Secret

Flace of Birth: Madias, Transylvania

Marital Status: Single

Known Relatives: Gregory Russofi

(father, deceased), Laura Russell

(mothar, deceased), Phillip Russell

(step-father), Lisza Russell (sister),

@ Louisa Russcff {great great graat-

grandfather, deceased), Grifori Rus-
soff {(great great great-grandiather,
deceased)

Base of Operations: Loz Angeles,
Califarnia

Past Group Affiliations: Tha Might
Shilt

Present Group Affiliation;

Jr:ruuwm POWERS

Lycanthropy: Russell is tha victim of
a curse that causes him o transform
inte a werewolf during the three
nighls per month of the full moan. All
of the powers listed below and the
stats above derive from Russall’s
transformation. Although Russell
can transform into a werawoll any-
time he wishes, with his personality
intact, he automatically changes
during a full moon when his Reason
is reducad to Feeble and his nature
becomes that of 2 savage baast.
Russzell's human statistics are;

Ei o SaetEsERH | P
™Y TY TY GD T¥ GD GD
Health: 25
Karma: 26

When Russell transforms willingly,
he takes on the form of a traditional
"weolf man,” resembling a man with
fur and pointed teeth. Russell is
capable of speech in this form. Dur-
ing nights of the full moan, Aussell
takes on a more wolflike form,
Claws: The Werewoll has raror-
sharp claws and teeth which can
inflict up io Remarkable Edged dam-
age. The claws are of Good Material
Strangih.

imfravizion; Sees in the dark with
Excellent ability.

Extraordinary Senses: Amazing

rank. He can track by smell and

ramembar  scenils  previously
encountered, He can hear a heart-
beat at a 1-area range and smell an
approaching baing within a 3-area
range,

Running & Jumping: Poor ground
speed (2 areasround) far up to a hall
hour. He can jump up 1o two staries
straight up or across.

invulnerability: Amazing resisiance
to all farms of physical damage
gxcepl that cavsed by silver weaap-
ons. I injured, Aussell cannot have
his Endurance reduced balow Foa-
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ble except by silver weapons.

Sitver Vulmerability: Each hit by a sil-
var weaapon reguires Fussell to
make an Endurance FEAT roll, A
Red or Yellow result is treated as a
kil

Talents: Russell has Mystic Back-
ground. His years of attempting to
seek oul a cura for his condition have
provided him with the Equivalent of
the Oecult Lare skill. In his mindless
state during nights of the full moon,
Russell has the Resist Domination
ability. The more savage Warewolf
has an instinclive equivalent of Mar-
tial Ars D.

Contacts: Hussell has been able fo
call upon the assistance of Dr
Michagl Morbius in the past. He is
currently a mamber of the Might
Shift.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Although originally embittered ovar
his curse, Bussell seems to have
gotten used to it over the years, He
enjoys his rele as a crimefighter, and
takes greal pains to make sure that
his berserk “other-self” is securely
contained during nighis of the full
maon, 53 as not to besmirch his
alraady shaky reputaticn.

HISTORY

Jack Russell was the eldar of bwao
children sired by Gregory Russoff, a
Transylvanian baron and scholar,
who was turmed inta a werewall
when Jack was still a small child. In
the mid-l950s, Baron Gregory Rus-
soff, tha great great grandson of the
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first Russoff 1o become aiflicied,
acquired a copy of the Darkhaold, the
tome of evil mystical knowledge orig-
inally scribed by the ancient deman
Chthon, The act of reading the pas-
gage on werewalves supernaturally
triggered the dormant cursa in Rus-
soff's ancestry, and fransformed him
into a werewaolf. Russeff sent his wife
Laura to her native America with the
children to safeguard them. Russoff
was eventually stalked and killed by
a mob of townspeople,

When Laura Russoff learned of
her husband’s death, she married a
man namead Russell to give her chil-
dren a father. Jack Russall and his
Gigtar Lissa were raised in Los
Angeles. When Jack turned eight-
e¢en, ha bagan toturn into a werewolf
an the three nights of the full moan.
Az a werewoll, Russall encountered
such bizarre perzons as the Moon
Knight, the Hangman, Sarnak, Dr
Glittarnight, the Hunchback, Tigra,
and DaPrayve,

Finally, the mysfical extradimen-
sianal beings known only as "The
Three Who Ara All" granted Russell
the ability to transform himsalf at will
into the werewoll regardless of the
time of manth and to retain his
human intellect. With this ability,
Russell embarked upon a career as
an occasional crimefighler, once
encountering Iron Man in Mew York,
He still had one major limitation,
however, On the nighis on the full
moon, his human  mind sl
regresses o that of a savage baast,
Russell designad a virually escape-
proof cell for himself for the thrae
nights of the full moon.

Soma time later, Russell contacl-
ed Dr. Karl Malus, a Los Angeles-
based medical researcher, hoping lo
find a way for him 10 retain control
over himsell on the nights of the full
maan. Unknown to Russell, Malus
was criminally inclined, and instead
of helping him, hooked Russell to an
axparimental machine te subvert his
will. With the aid of the original
Spider-Woman, Russell escaped
Malus's clulches and put the scien-
tist behind bars,

When the full moon arose, Russell
feund that Malus's realmeant had
hidden side effects. Russell again
lost control over his transformations

and even bagan metamorphosging
inta & more wolf-like state, with long-
er ears and snout, a8 curved spine,
and lupineg jainted legs.

Shartly aftar that, a devil-
warshipping cult led by a man
named Schuyler Balial became
interestad in capturing Jack Rusell
to use him in a caremony to bring the
world under " Satan’s rule.” The cult
hoped to kill Russell in a ritual sagri-
fice, then inject his blood into their
own veins in an attempt 1o bacome
werewolves themselves, Jack Aus-
sell spant almost a year fleaing from
the cult. At one point, the cultists
caplured him and placed a thin hom-
ing transmitter an his scalp to enable
them 1o keep tabs on him. Russell

w

eventually sought the help of the g,

Moon Knight, and the two of them
managed to defeal the cull, dezpita
the fact that it was the time of the full
maon and Russell had little control
avar his bestial self. Most of the cult-
ists were killed in the males,

Returning 1o his home in Los
Angeles, Aussell setiled back into
whal passed for his normal life, tak-
ing care to lock himzelf up on the
nights of the full moon. To his dis-
may, his moon-influenced woalf-form
was increasing in strength with each
passing month, Desperate, he con-
tacted O Michael Marbius, a blood
gpacialist, for help in curbing his bas-
tial self. Breaking frea of his holding
room ang moanlit evening, Russell
was subdued by the West Coast
AWENErs.

w

A few weeks later, in greater con- "I.J

tral of himself, he encountered Iron
Man rescuing his sister Lissa from
the clutches of the ghostly sorceress
Morgan Le Fay.

Racantly, the Werewoll was
invited to join tha Shroud's new
gang, the Might Shift. Jack Russall
remains a reluctant adventurer
searching far the ultimate solution ta
the ongoing problems of being a
wiargwolf.

Mote: Jack Russell's sister Lissa
was cured of lycanthropy soon after
her first transformation at age 18 by
the sorcerer named Taboo, who mys-
tically took her curse upon himsalf.

w



J

J

WHIRLWIND

STATISTICS

F GO (10
.1 It {40)
5 GO 10)
E AM (30)
3] T (8}

| T [(B)
P T {B)
Health: 90

Karma: 18

Resources: T [B)
Popularity: —8

BACKGROUND

Real Mame: David Cannon
Occupation: Professional criminal,
farmer circus performer, profession-
al wrastler, and iceskatar

Legal Status: Citizen of the U.5.
with @ criminal record

Identity: Publicly known

Place of Birth: Kansas City, Missou-
Fi

Marital Status: Single

Known Relatives: Mone

EBase of Operations: Mobile

Past Group Affiliations: Member of
the Mastars of Evil I, I, IV, formear
agent of Count Mefaria, partner of
Batrac, the Porcupine, the Trapster,
and Tiger Shark

Present Group Affiliation:

KNOWN POWERS

Spinning: The Whirwind can spin g
body at up to 400 rpm. He is immune
to dizziness and wvertigo, and hag
developed the following Power
Stunts:

s The ability to move at Excellent
Ground Speed (5 areas/round). He
can move up avertical wall a number
of stories equal to the twice the
amaunt of areas he has moved on
the ground to build up momentum.

« The generation of spinning air
currents to provide him with Remark-
able body armor against physical
attacks and missile weapons only.

» The ability to escape any grapple
as il he possessed Monsirous
Strength.

* The ability to fly at Good air
spead (8 areas/round) like a halicop-
ter. The Whirlwind can do this for up
o 10 minutes, and cannot use his
hands and arms for anything else
axcopt attack with his wrist blades
(zae balow).

= The ability to generate a fooused
blast of air capable of deing Remark-
able damage.

* The ganeration of a tornado that
affects the area the Whirlwind is in,
doing Remarkable damage 1o evary-
one in that area. With a Yellow
Catching Rell, the Whirlwind can
throw an opponent out of the area.
With an Agility FEAT roll, the Whirl-
wind can throw the victim at a spe-
cific spot.

Wieaponry: Whirlwind has recently
taken up the use of Edged weapons,

making him deadlier then ever. He
USES bw waapons:

# |f spinning with his arms Jul-
siretched, the Whirlwind can make
uze of his Arm Blades. By making a
normal Fighting roll he is able 1o do
Amazing Edged damage to an oppo-
nent. Whirlwind can use these
blades, which are made ol a
Remarkabla material, even while he
is using his power to fiy.

* He alzo makes use of a tvpe of
shuriken, Made of Good strength
material, it can be thrown by Whirl-
wind o do Remarkable damage up
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to 3 areas away. Whirlwind normally
carries 10 of these.

Talents: Cannon has the Wrestling
and Driving talents. His previous
professional experience has given
him the Performing talent in ice skat-
ing and circus performing,
Contacts: Whirlwind has waorked
with the second, third, and fourh
Mastars of Evil. He was a partner of
Batroc, the Porcuping, the Trapster,
and Tiger Shark, and is on good
terms with all of them. He has a num-
ber of minor underworld contacts,
and has alse bought equipment from
the Tinkerer.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Cannon is a braggan and a loud-
mouth. He enjoys flaunting his
powers and likes making heroes [ook
like szaps. He considers himself
somewhal of a ladies' man and
atternpted to become romantically
involved with Janet van Dyne (the
Wasp) on several occasions.
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HISTORY

David Cannon was barn & mutant
with the ability to move his body at
great speeds. As a child, he learmed
thal he never became dizzy and
could make himself nearly untoucha-
ble by spinning in a tight circle like a
top. He used his natural abilities first
as a bully, and during his teens as a
pelly criminal. He later found legiti-
mate employment as a circus per-
former, a professional wrestler, and
hinally an ice-skating competitor. His
talentz were noticed by small-time
crminals aperating a belling syndi-
cate, and soon he wag lixing races
for them. When the criminals warned
him of possible police investigation,
Cannon scoffed and decided to use
hiz talent for crime flamboyanthy.
Designing himsall a costume, Can-
non dubbed himsalf the Heman Top
and embarked upon a series of
heistz of jewelry and department
slores. Dr. Henry Pym, then known
as Giant-Man, read of the Human
Top’s exploits and decided 1o bring
him o justice, With the aid of his
pariner the Wasp, Pym fracked down
and captured the Human Top.

DOn three other occasions the
Human Top clashed with Pym as
Giant-Man, The third time, he rede-
signed his costume to enable him to
ily for short distances and kidnapped
the Wasp in order to lure Pym into a
trap. Pym still managed to thwan
him and furned him owvar to the
autharities.

After serving a priscn lerm, Can-
non settled in lower Manhattan 1o
regroup. Hoping 1o make a fresh
start in his eriminal career, he
devised himself a new costume and
renamed himself Whirlwind. Creat-
ing the false idantity of Charles Mat-
thews, he acquired a portlalio of
falze credentials with which was
hired by Janet van Dyne, the Wasp,
as her chauffeur. Thus gaining
accass to the Avengers Mansion
garage, he broke into the mansion
and trappad Pym and the Wasp
inside an ant colony Pym was study-
ing, then planted a time-bomb near-
by. Pym managed 1o escaps,
however, and warn tha Awengers
aboul the bomb.,

Whirlwind accepted the invitation
of the Crimson Cowl (revealed 1o ba
Llltron-5) to join Klaw, the Radioac-
tive Man, and the Melter in the sec-
and Masters of Evil. The Masters
ambushed and took the Avengers
hastage, but the Avengers escaped.
All the Masters were apprehended
except Ultren and Whirlwind. Ha
remained undercover as Janet van
Dyne's chauffeur for several vears,
trying to devise a foolproof schame
to steal her forfune. Whirlwind
teamed with Batroz and Porcupine
on a mission for the Red Skull, and
then rejoined with some of the Mas-
tars of Evil for a minor skirmish with
the Avengers in Varmont. He finally
got anathear chance at revenge upan
Pym when Pym was trapped at ant-
size, but he did not succeed in killing
hig old anamy.,

At one point he was freed from jail
by Egohead, who wanted Whirlwind
b join his Masters of Evil. Someawhat
stir-crazy from the confinement,
Whirlwind disobeyed Egghead and
prematurely attacked the Avengers,
leading the Masters to an early
defeat. He managed o escape, how-
ever, and months latar, at his high
school reunion, encountered lron
Fist and managed o leave tha scene
unscathed.

When Baron Helmul Zemao was
arganizing his Masters of Evil, Whirl-
wind palitioned (o join. But Zema,
perhaps hearing of his sarlier fail-
ures, assigned him the lask of
detaining Caplain America, rather
than joining in the main force that
was gaing to take over Awangers
Mansion. Whirlwind, determined tn
prove himself, had the Tinkerer cre-
ate some whirling wrist-mounted
sawblades, With the Trapster,
Whirlwhind set a road trag, but Cap-
tain Amearica autsmarted them.
Escaping custody, Whirlwind joinad
Tiger Shark in San Frangisco in an
attermnpt to steal a piece of high-tech
equipment from the Avengers Man-
slon there. Presumably, Whirlwind (s
still in police custody.

-
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WHITE GUEEN

STATISTICS

GD (10)
GD 10
5 TY (6)
E Al (500
R AM {30)
[ IN (40)
P MM (75)
Health: 76

Karma: 145
Resources: |M (40}
Popularity: 15

BACKGROUND

Real Mame: Emma Frost
Decupation: Chairparson al tha
Board and Chief Executive of Frost
International, Chairperson of the
Board of Trustees of the Massachu-
setts Academy, Snow Valley, MA
Legal Status: Citizen of the U.5.
with na criminal record

Identity: Frostis known to be a lead-
er of the Hellfire Club, but her crimi-
nal activities ara nal  publc
knowledge.

Place of Birth: Boston, MA

Marital Status: Single

Known Relatives: Moneg

Base of Operations: Boston, MA.
Emma Frost also operates from the
Massachusetts Academy and the
Hellfire Club mansion in Mew York
City, She maintaing a townhouse in
Mew York City, 8 home in the Berk-
ghire Mountaing in Massachusetts
{near the Academy), and residences
in cities where Frast Intermational
has haldings (Boston, Mew York City,
Chicago, Washington, D.C.

Past Group Affiliations: The Inner
Zircle of the Helifire Club

Present Group Affiliation:

KNOWN POWERS

Telepathy: Frost cam read the
thoughts of others and contact senti-
ent beings al a rangs of 200 miles
{400 if she makes an Endurance
FEAT roll). She can project realistic
images directly into a target's mind
with Monstrous ability. She can firg
Monstrous-rank bolts of psionic
farce with a 4-area range directly into
an apponent's mind, ignoring body
armar and soma force fields. She
can also sense individuals on the
astral plana with Monstrous ability.
Psi Sgreen; Amazing protection

against mental attacks. She can con-
tact others telepathically through
this screen, but cannol attack,
Psionic Rapport: Amazing strength
mental rappart with a willing charac-
ter allows her to 528 and axparience
everything that her host sees and
feels. The host must be within 10
areas of her before the link can be
gstablished, bul then she can main-
tain the rapport up to a range of 50
miles.

Eziomic Contral; Blocks the minds of
individuals with psionic powers
including Telepathy, Empathic Caon-

trol, Mind Controf and llusion Gener-
ation 5o they can't use them. Frost
must be in the same area as her vic-
tirm and make a Yellow Psyche FEAT
roll to use this power, If she manages
to do so, the viclim must make a
FEAT roll against Monstrous Intensi-
ty to use their powers, using the
Fank of the power in quastion.

Sedation: Through telepathy, Emma
can “"sedate' an unconscious indi-
vidual so that they must make a
Psyche FEAT rall against Monstrous
Intensity to wake up. An UnRcoOn-
scious viclim may attempt to wake
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up ance evary 15 minutes.

Talents: Emma receives a +1 CS5 o
her Reason when dealing with
administration, business, and edu-
cation. She has the Electronics Skill.
Contacts: Frost has a large number
of contacts in the fields of business,
education, finance, and fransporta-
tion industrigs, Zhe is one of the four
highestranking members of the Hall-
fire Club, giving her complete
access 1o all of thal organization's
aquipmant and operatives, as well
as mutants such as Sebastlian Shaw
and Magnete. Sha is the commandar
and ftrainer of the Hellions, and is
alzo on good terms with Lucius Anto-
nius Aquilla, the leading SZenator of
the lost civilization of Mova Roma.

ADDITIOMAL NOTES:

ROLE-PLAYING MOTES

Frost is as icy as her name. Despita
har vast powers she prefers to rely
an her own keen business sense and
charisma. She rarely indulgas in
direct confrantation, preferring to
scheme behind the scenes. She can
be totally ruthless when necessary,
but seems o actually care aboul her
mutant charges, the Hallians.
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HISTORY

Emma Frost is a leading member of
an old Boston mercantile family
which arrived from England in the
16005, She inherited a good deal of
wealth, but most of her large fortune
i% the rasult of her successes in busi-
ness. 3he rose rapidly through the
warld of businass thanks to her intel-
ligence, drive, personal charm, and
her secrel use of her psionic abili-
ties. She eventually became the
majerity stockholder of a multibillion-
dallar multinational conglomerate
which has been remamed Frast Inter-
natiznal atter hersslf, Despite her
vouth, she is now chairperson of the
board of Frost International and its
chief exacutive officer, Frost Interna-
tional is principally invelved in trans-
poration {both the building and the
use of ships and aircraft) and elec-
lronics. Emma Frost has  also
become chairperson of the board of
rustees of the Massachusetts Acad-
amy, a8 college preparatory school for
grades soven through bwalve,
located in the Berkshire Mountains
in Znow Valley, Massachuselts.
Frost sarves as the Academy's head-
mistress and spends a greal deal of
her lime there.

Emma Frost’s beauty and talents
brought her an invitation to join the
Hellfire Club, an elite social organi-
zation of the world's weallhy and
powerful figuras. Frost became the
ally of Sebastian Shaw, who was a
member of the Club's Council of the
Chosen, which secretly conspires 1o
achieve world domination through
aoconamic and political means, Like
Frost, Shaw was a superhumar
mutant. The Leaders of the Club and
Council, its foremaost Lord Cardinal
were the White King Edward Buck-
man and the White Queen Paris
Seville, Buckman threw the Coun-
cil's support behind Project Arma-
geddon, scientist Steven Lang's
program te build Sentinel robots and
have them hunt down superhuman
mutanis, Knowing Shaw was himself
a mulant, Buckman told him that the
Fraject was intended 1o caplure
superhuman mulanis for usa by the
council in seaking power, However,
Frost, through her peionic powers,

learned that the project was actually

intended to destroy all superhumany
L

mutants. Together Shaw and Fros
staged a coup that gave them contral
of the Council of the Chosen, which
thay renamed the Inner Circle. Shaw
took the title of Black King and Frost
bacame the new White Queen.
Under Shaw and Frost, the Inner
Circle is now dominated by suparhu-
man mutants. Frost has undertaken
to recruil young mutants and train
them in the use of their powers at har
school so that thay might use those
powers on the Inner Circle's behall.
Most of these mutant students are
mambers of a team called the Hel-
lions, Frost taught the voung mutant
Angelica Jones, alias Firestar, apart

from the Hellions, but Firestar finally L

rebelled against Frost and left the
schiool.

Frast first encountered the team of
mutants callad the X-Men when she
attempted to recruit young mutant
Kitty Pryde for her school and cap-
tured 2 number of X-Men. Since
then, Frost has crossed paths with
the X-Men and their associates, the
Mew Mutants, many limes, often as
their advearsary.

With the recent establishment of a
number of friendships between
members of the Mew Mutants and
the Hellions, the Whits CQueen is
much less of an adversary toward
the Mew Mutants. Sha has assisted
them on at least one occasion, and
ong Mew Mutant, Magma, has
enralled at the Massachusetts Acad-

emy. Other Mutants are currently nol Y

sure whether she is an anemy or not.



STATISTICS

GD (10)
EX (20)
IN {40

AM (50)
EX (20)
GD {10
GD {10)

'U_:ﬂmmbk

Health: 120
Karma: 40
Resources: PR (4}
Fopularity: 0

BACKGROUND

Feal Name: Jackson Arvad
Ceceupation: Former scientist
Legal Status: Citizen of the U.5.
with a criminal record

Identity: Publicly Known

Place of Birth: Scranton, Pannsyl-
vania

Marital Status: Single

Known Relatives: None

EBase of Operations: Mobile

Past Group Affiliations: Farmer
agent of Jonas Harrow

Present Group Affiliation:

KNOWHN POWERS

Density Control - Seff: Will O" The
Wisp has Remarkable control owver
his own Density. He can increase his
densily to give himself Remarkable
body armor ar decrease |1 to make
himsell immune to physical attacks
and allow him to pass through walls
as if he were Phasing. He can solidi-
fy part af his body while leaving ather
parts intangibla.

Flight: At minimum density Will O
The Wisp can {ly al Typical air speed
{6 areasfround). If he moves al any
spead of Feeble or faster, he gives
off so much light that he resembles
an ethereal glowing sphara.
Although he can solidify momentari-
Iy to punch someone, he cannol car-
ry any object while in flight.
Hypnosis: A dazzling light from his
chest allows him o Hypnotiza an
oppanent with Remarkable ability.
The viclim may resist by making a
Psycha FEAT roll against Remark-
able intensity, While undar hypnosis,
the targel will follow simple orders
and answer quastions truthfully, but
will take no action to physically harm
him or harsealf.

Cybermeatic Maniowlation: While in

discorporeal form, Will ' The Wisp
can take over the cybernahc Sys-
tems used by many villains (such as
Killer Shrike). Arvad can use this
ability at Remarkable rank, and musl
make a Red FEAT roll to do 50,
Talents: & former scientist, Arvad
has the Physics, Computers, and
Electronics Skills, as well as Repair/
Tinkering.

Contacls: Former employee of the
Erand Corporation, sometimas ally
of Spider-bMan.

ADDITIONAL NOTES:
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ROLE-PLAYING NOTES

Arvad was originally motivated by
revenge, attempling 1o drive Brand
out of business. He was not particu-
larly heroic and would do almost any-
thing short of killing to accomplish
hisz goal. Dbsessed, he would et
nothing stand in his way. Mow that he
has gained his revange on the Brand
Corporation, Will ' The Wisp is not
sures what to do with his life,

HISTORY

Jackson Arvad was the chief scien-
tist for eleciromagnetic research at
the Brand Corporation, a subsidiary
af the Roxxon Qi Company. His
superior in the Brand bureaucracy,
Jameas Malvin, drova Arvad relent-
lessly to develop projects under
threat of being fired. During & labora-
tory mishap, a gravitic energy surge
shattered the “magno-chambar™ in
whase vicinity Arvad was working.
The accident plunged Arvad’s bady
direcly inta the magno-chamber's
self-sustained electromagnelic field,
and the residual high frequency field
waakened the electromagnelic
attractions between the molecules of
Arvad's body. This caused the mole-
cules of Arvad's body to gradually
dispersa. Melvin held Arvad in the
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magno-chamber long enough to
question him an any usaful scientific
applications the accident might have
had, and then lafl Arvad to die,
Arvad soon discovered, however,
that he possesses a cerfain dagres
of mental control over the dispersion
of his body's molecules. Unfortu-
nately, evary tima he relaxad conirol
avar his molecular cohesion, it was
more difficult for him to resume a
zolid state. Finally he began 1o fear
that hizs body’s molecules would drift
apart and hewaould ba unable to rein-
tegrate them. He contacted criminal
scientist Dr. Jonah Harrow, the man
who gave Hammerhead and the
Kangaroo their superhuman atirib-
utes, in a desperate ttempt to find a
cure for his deterorating condition.
Fretending to help him, Harrow
implanted a tiny receplor in the
Wisp's skill with which he could dis-
rupt the Wisp's mental control over
s molecules by means of a power-
ful mind-numbing signal. Harrow
then forced the Will ©° The Wisp to
carry out certain criminal activities to
furthier Harrow's ends. While com-
mitling theft, the Wisp encountered
the crimefighter Spider-Man who lat-
ar fried to persuade him to resist the
man controlling him. After much
deliberation, the Will O' The Wisp
finally decided to turm against Har-
row rather than 1o jecpardize

another innocent person. Realizing

the Wisp's intent, Harrow a-::tivateg

the device in the Wisp's skull an
dissipated hirm.

Despite his corporeal disinlegra-
tion, Will O' The Wisp's intelligence
remainad intact and he eventually
devised a scheme to reintegrate
himsell. Taking contral of the battle-
suit of the criminal Killer Shrike, the
Wisp coerced him to kidnap scientist
Dr. Marla Madison and take her to
the laboratory where ha was original-
Iy transtarmed. There he was
restored to corporeal form. The Wisp
then destroyed the laboratory and
fled into the night, plotting venge-
ance against James Melvin, the man
respansible for the state he was in.

Will 2 The Wisp eventually got his
cpportunity for revenge against
Melvin, but his betler judgmeant
stopped him from killing his ex-boss.
Turning Melvin over to the author-
ties, the Wisp forced him to expose
some of Brand's illicit activities to the
news media. This exposure, brought
about with the aid of Spider-Man,
caused the shutdown of Brand's
major plant on Lang Island, Will ©°
Tha Wisp departed afler that inci-
dent o contemnplale what to do with
hig powers. His current whercabouts
and activities are unknown.

w



9

J

STATISTICS
PR (4]
GO (10)
g T (6]
E EX (20}
R IN (40)
I T (5]
P T (8]
Health: 4
Karma: 52

Resources: EX {20}
Popularity: =10

BACKGROUMD

Real Name: Unrevealed
Occupation: Professional cnminal,
formerly a professional inventor,
stage magician and escape arlist,
and chess champion

Legal Stalus: Citizen of the LS,
with & criminal record

dentity: Known to the police but not
ta the general public

Place of Birth: Unrevealed

Marital Status: Singla

Known Relatives: None

Base of Operations: Mew York Cily
area. The Wizard mainiains an enor-
mous mansion on Long 1skand

FPast Group Affiliations: Leader of
the Frightful Four (now disbanded),
tarmar ally af Mystario and the Plani-
=1

Present Group Affiliation:

KHNOWMN POWERS Anb-Grawvily
Discs: When thrown, thesse weapons
of the Wizard's own design will
adhere 1o a farget with Monstrous
Strength. Any target struck floats
upward at a rate of 10 leat per round
unless he or she is fastenad to some-
thing solid.

Flight: Anti-Gravity devices within
the Wizard's costume allow him to fly
at Excellant air speed (10 araas!
Foumg).

FPowar Gloves; Tha Wizard's gloveas,
made of Excellent strength material,
provida the villain with the following
abilities:

# Strength raised o Excellent.

* Power Blasts capable of doing
Incredible Energy damage up o 2
areas away.

* A force field of Remarkable rank,

» The creation of a “typhoon
sphere" which can fill 1 area within a
J-arga range. Anyone and everyone

within this sphere lakes Excellent
damage each round thay ara in i,
and must make an Ezcape roll to exit
tha sphara.

Bady Armor The Wizard's metal suit
provides him with Good protection
against physical atiacks, heat and
cold.

Id Machina; This devica, conlained
within the Wizard's helmet, interacts
with external dewices o give him
Excellent conirel over an opponant’s
mind.

Talents: The Wizard has trained
himself in the Thrown Weapans skill,

A world-famous physicist, the Wiz-
ard has the Physics, Computers, and
Electronics talents.

Contacts: The Wizard was the form-
ar leader of the Frightful Four, and
has been a partner of Mysterio and
the Plantman. None of his former
allies ara particularly inclined to help
hirm, butl they would probably lend a
hand if suitably rewarded, with the
exception of the Sandman and
Madusa.
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ADDITIOMAL NOTES:

ROLE-PLAYING MOTES

& genius in physics, the Wizard
quickly became borad and sought
new challenges as a villain, Since
then he has been beaten again and
again by a number of heroes, partic-
ularly the Faniastic Four. The Wizard
has learmed that he is best off relyving
on his own davicas, and now works
solo. He disdains physical confronta-
tion and prefers to allack from sur-
prise andior use cunning traps to
defeat his opponents.

HISTORY

Before his first clash with the Human
Torch, the Wizard was one of the
mast prominent celabnties of his
day, known throughout the world, He
was acclaimed by his fellow scien-
tists for his new theories. Tha Wizard
became quite rich as result of his
graat number of invantions, many al
which were futuristic devices and
furnishings sold only o the wealthy.
The Wizard designed and had built
for himsell a futuristic mansion on
Lang Island which hea filled with his
own inventions. The Wizard also
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used his intellaciual talants to
become a world-famous chess play-
ar. The Wizard had even entered
show business, and would publicly
stage feals of "magic" which he
actually accomplished through
advanced scientific means. It was
becausa of all thasa achisvements
that he became known as the “Wiz-
ard.™

The Wizard came to believe that
there was only one intellectual chal-
lenge left for him, and that was to
defeat the Human Torch. The Wizard
intended to defeal the Torch by
impersonating him and then destroy-
ing the real Torch's hemic reputa-
tion. The Wizard was envicus of the
powears of tha suparhuman advantur-
ers who had recently appeared, and
feared that the public would losa
interest in him, He chose 1o go after
the Torch since he was the most visu-
ally spectacular of the heroas,

a5 parl of his scheme, the Wizard
staged anather of his remarkable
pubdic feats; he uszed a wehicle with
an atomic-powared drill to bora what
he zaid would be the deepest hole
aviar dug inta tha Earth. Tha Wizard
then intentionally triggered a cave-
in, which buried hiz vehicle deep
underground. Unknown to anyone
elsa, the Wizard had placed cxygen
tanks aboard tha vahicla which could
enable him to live for weeks down
there. As the Wizard planned, he
wias rescusd by the Human Tarch. In
seaeming gratitude, the Wizard
invitad the Torch to his mansion.
Therg the Wizard imprisoned the
Terch and donned a costume he had
designad which allawed him to mim-
iz the Torch's abilities. Thus dis-
guisad as the Torch, he publicly
committed a series of crimes, How-
ever, the Human Torch broke fres,
and with the aid of his sister and
teammate in the Fanlastic Four, the

Inwvisible Woman, captured the Wiz-
ard and procured proof for the police

that it was actually the disquised ‘G

Wizard who had committed the
crimes. As a resull, the Wizard was
sentenced o prison.

The Wizard made subsequent
alternpts 1o revenge himself on the
Torch. In an encounter with Paste-
Pot Peta and the Sandman, the Wiz-
ard became inspired to create and
Izad a team that would be a criminal
counterpart to the Fantastic Four
The Sandman and Pasta-Pat Pete,
under his new name of the Trapster,
both joined the leam and the Wizard
recruited Madame Medusa as its
fourth member. The Wizard had
haard rumars of Medusa's exist-
ence, and journeyed to the Mediter-
ranaan island whare sha was said fa
be living like a hermit. After arriving
on the island, the Wizard saw her
fight off a search party of police, and
then offered her parinership with
him. Medusa reluciantly agreed. The
Wizard and hiz three partners
became known as tha Frightful Four.
Mast of the Wizard's criminal activi-
ties since then have bean conducted
as part of the Frighiful Four, They
have most often come inle conflict
with the Fantasiic Four, who have
defeated them repeatedly. After
Madusa's depariure from the organi-
zation, her place was filled by Thun-
dra, the Brute, Eleclro, and Llyra.
Crecasionally the Wizard committed
crimes on his own, and once he
antered a brief parinarship with Mys-
teria,

Since none of Medusa's succes-
zors proved to ba a successiul mem-
ber of the group, and since the
Sandman has now reformed, the
Wizard has disbanded the Frightful
Four. For now, at least, tha Whzard
operates on his own as a profession-
al eriminal.
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STATISTICS

F T (5]
A GD (10)
5 TV (B)
E EX {20]
R FR 4]

| GD {(10)
P GO (10)
Health: 42

Karma: 24

Resources: PR (4)
Popularity: 5

BACKGROUND

Real Name: Rahne Sinclair
Dccupation: Student

Legal Status: Citlizen of the United
Kingdom with no criminal recond, on
student visa to the LLS_; still a minor,
ward of Moira MacTaggart

Identity: Secret

Place of Birth: Somewheare in Ross
and Cromarty, Scolland

Marital Status: Single

Known Relatives: Mong

Base of Qperations: Professor
¥avier's School for Gifted Young-
stars, Salem Center, Wesichestar
County, MY

Past Group Affiliations: Tha Moew
bdutants

Present Group Affiliation:

ENOWM POWERS
Shapechange: Rahne has the ability
io change harsell inlo IwWo olher
forms: a large red walf and a hall-
walf, hall-human [(“wolfoid™) crea-
ture, Rahne can switch belween all
thrae forms in the same round. If an
opponent attemnpts to Grapple with
her and that opponent is not aware of
Aahne’s abilities, they must make an
Agility FEAT roll to keep hold of her if
she shapechanges.

In wolf form, Rahne has the folkow-
ing statistics and abilities:

Fo ol Bl I P

ExX GD GD EX PR RM GD
Health: 60

Bite: Good Edged damage,
Tracking: Remarkable ability in track-
ing and recognizing humans and
animals by their scant.

Movement: Springs at Good ground
speed (4 areasiround) for up o 5
rounds, then must slow back to Typi-
cal ground speed (3 areasiround) or

less for at least 10 rounds before
SPrINGING again

Mlindiink; In wall farm, Bahne cannot
speak or communicate, but has a
crude mindlink with Danielle Moon-
star (Mirage), and can transmil base
information and feelings,
Haightened Sight: Sees into the
ultraviolel and infrared portions of
the spectrum at Remarkable rank.
She can see anything in total dark-
ness that gives off heat (zuch as liv-
ing organisms), With a FEAT roll
Rahne can judge a person’s emo-
tional state and detect any changes

ir thiar sTaTE,

Heighlened Hoaring: Amazing rank.
Anyone attempling 10 surprise her in
woll farm has a =1 G5,

In “wolfoid' form, Bahne has the fol-
lowing statistics and abilities:

F A 5 E H I 2]
GD GO TY BAM PR WX GO
Health: 56

Claws: In wolfoid form Rahne has
claws that do Good Edged damage.
Eite; Typical Edged damage with her
teeth.
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Tracking: Recognizes other crea-
turas by their scent .

Mavament: Same as for woll form.
Mindiink: Rahne's wolfoid form can
speak but still maintainsg  her
mindlink with Danielle Moanstar
(Mirage). Mirage must make a
Payche FEAT roll to understand har
in this state due to Rahne's semi-
animalfsemi-human brain.

Healing, Damages 1o Rahne's wolf or
wolfoid form is healed when she
rafurns 1o human form wunless the
damage was caused by magic or her
Health drops balow 42, In thess
cases, the damage is then ransfer-
red 10 her normal state. Any damage
she suffers in human form is carried
aver o her luping form.

Talents: Rahne has the Student 1al-
ent. She speaks fluent English and
Gaelic,

Contacts Bahne has no family, but is
the ward of Moira MacTaggert. She
is a charter member of tha New
Mutants.
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ADDITIONAL NOTES:!

ROLE-PLAYING MOTES

Raized by a preacher in Scolland,
Rahne was under constant religious
pressure. She is somewhal shy,
axtramaly insacure, guilt-ridden and
has little self-esteem. She has a hard
time believing thal her powars are
nat supernatural in original. She has
an avid interest in fantasy literature,
however and likes io imagine herself
as a fain-tale princess. Of all the
Mew Mutants sha is perhaps the
miost innocent.

HISTORY

Rahne Sinclair, born in Scotiand,
was delivered by Moira MacTaggart,
who is the daughter of the powerful
Scots Lord Kinrass and close friend
and professienal associate of Pro-
fessor Charles Xavier, loundear of the
team of mutant X-Men, An orphan,
Sinclair was raised by the stern min-
ister Heverand Craig, but she was
befriended by MacTaggart, whose
ward she became.

Sinclair's mutant power, which
enables her to transform herself into
a walflike being, emerged at puberty.
DOne night when Sinclair was four-
teen, she flad in wolf form from a
mob led by Reverend Craig, who
believad her to be possessad by the
devil. One member of the mob shot
at Sinclair, inflicling a flesh wound. In
wolf form Sinclair ran past MacTag-
gart, fell, and reverled to human
form befare her eyes. Recognizing
Zinclair, MacTaggart took her undar
her protaction, saving her from the
mob.

MacTaggart brought Sinclair to
Professor Xavier in America. There
Waolfsbane became one of tha first
membears of Xavier's new team of
yvoung superhuman mutanls, the
Mew Mulants, whom he trained in
the use of their mutant powers. Sin-
ciair has remained a member of the
team ever since, and has come 1o
regard her guardian, MacTaggart, as
her surrogate mother,

-
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WOLVERINE

. STATISTICS
F IM {40)
i A i30)
5 G0 (10)
E Al (30)
R TY (8)
I MM (75)
P I {40])
Health: 110

Karma: 121
Resources: EX (20)
Popularity: 0

BACKGROUND

Real Mame: Logan

Dccupation: Adventurar, caplain in
the Canadian armed forces,
4 assigned ta intelligence (retired)
Legal Status: Citizen of Canada,
now permanant rasident in the LS.
mo criminal record

Identity: Secret, known to ceriain
members of the Canadian governn-
ment

Place of Birth: Unknown

Marital Statusg: Single

Known Relatives: None known
Base of Operations: An abandoned
town in the Australian Quiback
FPast Group Affiliatlons: Former
member of the Canadian armed
farcas, former operative of Depart-
meant H, current X-Man

Present Group Affiliation:

KENOWN POWERS

Adamantiom Skelelon: Strips of Ada-
mantium have been bondead o Waol-
varine’s  skeleton, giving  him
Excellent body armor against Blunt
physical altacks and Typical protec-
tion against Edged damage. He can
da Excellent damage with his fists.
An opponant striking a hard part of
Wolverine's body (such as the jaw)
with bara hands would take Typical
Blunt damage. Mothing can cut
throuwgh Wolverine’s bones,

Claws; The three claws mounted on
the back of each hand can be used (o
do up to Monstrous damage on the
Edged Attack column. Unless he
wishes to Kill his human opponent,
Wolvering normally will strike for no
miere than Excellent damags.
Regeneration: Wolverine regains 10
Health points per hour, or 1 every &
minuias. Ha has Unearthly Endur-
ance for FEAT mlls against poison,

gases, drugs (including alcohol), and
dizeasa,

Animal Empathy: Communicates
with mammalian carnivores iwolves,
wild dogs, etc.) at Amazing rank. He
cannatl control their actions, but he
can usually gat them to act in a
frigndly way toward him.
Heightened Senses: Monstrous
senae of smell and Incradible haar-
ing.

Berserker; Wolvaring has the ability
to “go berserk” in combat. He pre-
fers not to do so, but il he must he
can enter the siate at will. Whan ber-

serk, Wolvering ignores all Stun
results, and his Psyche is consid-
ered Unearthly for resisting the
effects of Mind Cantrol,

Wolvarine must make a Yellow
Pavche FEAT roll 1o come out of this
state, and may anly do 50 whan no
danger is present. If someans Wol-
varing trusts is present 1o help him,
he only needs a Green FEAT roll.
fnvizibiliby: As with all of the current
#-Man, Walverine cannol ba detacl-
ad by any electrical means, includ-
img mutant sensing devices (such as
Cerebro, or the Sentinels) or cam-
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aras, He iz still visible to the naked
aya, fowawar,

Talents: Wolvering is skilled with
Guns, Thrown Weapons, Sharp
Weapons, and Oriental Weapons,
Hais trained in Marial Ars A, B, and
E, and has the Tumbling ability, He
has had extensive Military and Espi-
anage training. Wolverine has been
frained in Minja skills which allow
him to hide in shadows with Incradi-
ble ability, and allow him to see at
night (but not total darkness) with
Remarkabla ability. Wolverine
speaks fluent Japanese and under-
slands Russian.

Contacts: Wolverine is currently
unable to call upon any contacts, but
past contacts have included the
Canadian Armed Forces Intalligence
Division and Alpha Flight. Mariko
Yashida, head of Japan’s powerful
Clan Yashida, is Walverine's roman-
tic interest and will come 1o his aid,
but knows he prefers 1o handle maost
situations on his own,

ADDITIOMNAL NOTES:

ROLE-PLAYING NOTES

Al one time & brutal, ruthless fighter,
Walverine has mellowed somawhat
aver the years. He has made a defi-
nite effort to subdue the “beast”™ side
of his mind, although ha can call on i
when necessary. Wolverine pos-
ses585 a hgh dagres aof honor,
darivad from the samurai code of
bushide. Despite his many years
with the X-Men, Walverine is still
essentially a loner and if a personal
problem comes up, he will almost
always deal with it himsell rather
then turn to his cormrades for help.
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HISTORY

Walverine's past is shrouded in mys-
tery. There i no known recard of his
birth, and he ages at a slower rale
than that of ordinary human beings,
S0 his age cannot be estimated.
Before Wolverine's skelalon was
laced with Adamaniium, he served in
awar with a group called the Devil's
Brigade, and later worked as a
freelance intelligence operative.

Wolverine's skeleion has been
laced with the artificial, virually inde-
structible melal called Adamantium,
and ha has been given artificial Ada-
mantium claws, When and where this
happened he doas not remember,

When James MacDonald Hudson
and his wite Haather took a delayed
haneymoon in Canada’s Wood Buf-
fale Mational Park, thay were
atiacked by Logan, who had become
savage and animaliztic, and seem-
ingly incapabla of speech, Heather
wounded Logan with gunfire and the
Hudsons brought bim fo their cabin,
Hudson want for medical help for
Logan, and left Heather in the cabin
with the uncanscious “wild man.
When a blizzard prevented Hudson
from returning, Logan regained con-
sciousness and unwillingly extand-
ed his claws, severing his bounds,
and then, again unwittingly, retract-
ed the claws. Heather Hudson
began to shouwl ai Logam, who,
apparently oul o altack her, again
axtended his claws. In harror Logan
saw the claws for whal he claims is
the first time he remembers them.
Believing that someone had implant-
ed the claws in Logan against his
will, Heathar Hudson comforted the
despairing Logan until James Hud-
20N relurnad.

At one time, Heather Hudson sus-
pecied thal James Hudson may
have had something to do with
implanting the Adamantium in
Logan's body and giving him the
claws. However, a recenl batila
between one of Hudson's experi-
mantal subjects, Bedlam, and Alpha
Flight, proved that Hudson was inno
way responsible for Wolverineg's
“creation.”

Logan lived with the Hudsons who
workad with him to help him regain

his sanity, although Logan was still
prey o animalisfic rages at imes.
Bath he and Heather Hudson believe
it was the shock of having Adaman-
fium bonded to his skeleton that
reduced Logan to the animalistic
slate in which she found him.

Logan served as a Canadian
secret agant for a time, bul knowing
of hiz special powers, claws, and
Adamantium-laced skeleton, high
Canadian officials decided to make
Lagan the leader of the group of
superhuman agents that would
become Known as Alpha Flight.
Logan was ariginally given tha code
name of “Waapon X" but he was
also known as Wolvering, because of
his resemblance to the small but
fierce Canadian mammal of that
name. As Weapon X he clashed with
both the Hulk and a Wendiga.

Professor Charles Xavier invited
Wolvering to join the X-Men, and
Lagan, recognizing the hopeless-
ness of his love for Heather Hudson,
accepled Xavier's invitation. Alpha
Flight was ordered to bring him bacgk
by force, but both attempis to cap-
ture him ultimately failed. He has
since voluntarily aidad Alpha Flight
membars in combat,

Logan became engaged to
Shingen Harada's daughter Mariko,
the current leader of the Yashida
clan, but she called oif their wedding
as a rasult of her being pstonically
manipulated by the X-Man's foe
Mastermind. Although Mariko Yashi-
da was freed from Mastarmind's
influence. and although she and
Logan still love each other, she will
not marry him until she believes she
has redeamed herself for calling off
the wedding. Logan ook under his
carg Akiko, & young orphan girl who
has become Mariko's ward. Logan
and Mariko regard her as if she were
their own daughter

Wolverine, as well as the athar X-
Men, is currently believed to have
died in the casting of a mystical spall
o save the warld from Tricksiern In
raality, the X-Men were savaed and
given the chance to act as unseen
“legends.” The X-Men now cperate
secretly out of a desered fown in the
Australian gutback, assisted by an
aboriging known only as Gateway,

.
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STATISTICS

F EX (20
B, R (300
5 LM (100)
E MM [T5)
=i TY (8)

| TY (&)

P TY (6)
Health: 225

Karma: 18

Resources: GD{10)
Popularity: 35

BACKGROUND

Real Name: Siman Williams
Occupation: Former industrialist,
security consullant for Cordeo Incor-
parated, now stuntman, actor
adventurer

Legal Status: Citizen of the U.S5.
with a criminal record

Identity: Publicly known

Flace of Birth: Paterson, MJ
Marital Status: Single

Known Relatives: Sanford (father,
deceased), Martha (mother), Eric
{the Grim Reaper, brother,
deceased), Vision (“brothar™), Wan-
da (“sister-in-law"), Thomas, Wil-
liam "' nephews™)

Base of Operations: West Coast
Avengars Compound, Los Angeles,
CA

Past Group Affiliations: Former ally
of the original Masters of Evil, former
mamber of the East Coast Avengers,
current membear of the West Coast
Ayangers

Present Group Affiliation:

KNOWN POWERS

Body Armor: Wonder Man's super-
hard skin providas him with Amazing
protection against all forms of dam-
age. Mental attacks are resolved
narrrally.

Inviuinerability: Class-1000 Resist-
ance 1o heat and cold

Life Support: Wonder Man does not
require food, water, or air to survive,
and is considered to have Class-
1000 Life Suppor for this reason. He
can survive in deep space for shor
periods with no il effect.

Flight: A jet-pack provides him with
Good air speed (B areas/round).
Wonder Man can hover in place
using this belt, which supports Mon-
strous weight for up to 5 rounds, at

which time it burns out entirely,
Talents: Williams is a performer
trained as a stuntman. He is a medio-
cre aclor and businessman.
Contacts: Wonder Man is a membar
ol the West Coast Avengers, and a
former member of the East Coast
Avengers. Ha is particularly close to
the Vision. He is alsp a well-known
acior in Hallywood.

WONDER MAN

e

ADDITIONAL NOTES:
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ROLE-PLAYING MOTES

Dwring the first few vears after his
“resurrection,” Simon had an inordi-
nate fear of death which often
restricted him from going full out in
cambat. He has since overcome his
fear and can somelimes came
across as agoflistical. He is more a8
fellawer than a leader,

HISTORY

Simon Williams was the younger of
two sons of Sanford Williams, an
industrialist who founded a highly
succassful munitions factory called
Williams Innovations. When his old-
er brother Eric refused to join the
family firm, Siman, the more studi-
ous, less athlatic of the bwa, readily
accepled. Simon inherited full con-
tral cver the business al 22, Under
Simon's inexperienced manage-
ment, Williams Innovations bagan to
ioze 15 compalitive edge. Desper-
ately, Simon sought his brother's aid,
and Eric suggested that he embez-
zle zome money from the company
in grder to invest in some businasss
enterprizes Ernc had gottan waalthy
from, namely the illicit racketeering
run by the criminal Maggia families,
His embezziement and Maggia con-
nection were discoveraed by his com-
pany's baard of directors, and Simon
Williams was brought to trial.

Found guilty and facing a prison
sentence, Williams was released
when Amara the Enchaniress paid
his bail and ensorceled the authori-
ties. Baron Heinrich Z2emo, infriguad
by the newspapers’ assartion that hea
Hamed Anthaony Stark for his down-
fall, had dispatched her o regruit
Williams for the Masters of Evil. Dis-
oriented by the uphaavals in his life,
Simon Williams agreed to go to
Zemo's South American basea. Serv-
ing as a tast subject for Zemo's “ion-
iz ray"” treatment, Williams emerged
with super strength and durabilify,
Zemo then gave him a costume and
dubbed him Wonder Man.

To ensure Wonder Man's coopera-
ticn, Zema told him that a side effect
of the freatment was that it altered
his metabolism so that he would die
within a week unlass he was given
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regular treatments of an unspecified
antidole. Mot wishing to die, Wonder
Man agreed to Zemo’s plan and in a
staged batlle with the Masters of
Evil, he won the confidence of the
Avengers. They accepled Wonder
Man into thair ranks and unsucoess-
fully tried every means b cure hirm.
When Wonder Man led the Avengers
imla an ambush by the Masters of
Evil, he decided that he could not
betray the Avengers’ kindness 1o
him even if it cost him his life.
Deprived of Zemo's life-prolonging
traatment, Wonder Man succumbed
to the mysterious side effect of his
power acquisition. Telling the Aveng-
ars the he was glad that his final act
was a noble one, Wander Man iell
still, displaying no vital signs.

The Avengers ook higs body back
fa the LS, for burial, but his brother
Eric, now known as the criminal
Grim Reaper, retrieved the body to
use in bribing the Vision. The Grim
Reaper tried o convinee the Vision
that his consciousness could be
transferred into Wonder Man's body,
giving the Vision a more human
form. Later, the Reaper claimed that
Wonder Man could not be rasur-
rected and offered to have the
Vision's conscicusness transferred
into Captain America’s body instead.
The Vision pretended o go along
with the Reaper's schemes in order to
help the Avengers apprehend him.

The Grim Reaper, ascaping,
became obsessed with the idea of
reviving his brother. In Mew Orleans,
vaodod priasts turmed Wonder Man
inta @ mindless zombie. The Grim
Reaper had tham insfruct the semi-
living being to accuse the Vision of
“glealing” his mind. He then
shippad the body 1o Avengers Man-
sion. When the crate was openad,
Wonder Man indaed did as bade but
o no real effect. The Svangers sub-
duad Woendar Man and took it with
them o Mew Crleans 1o investigate.
Curiously. as Wander Man bagan
moving sbout again, he began shak-
ing off the effects of all that had been
done to him, The Avengers learmed
his body was fully metamorphosed
from one of flesh and blood 10 one of
an unspecified superhuman flesh-
like zubslance nourishad by ionic
Eneragy,

Lending his aid 1o the Avengers,
Wonder Man was often owver-
whelmed by cowardice in life-
threatening situations. Finally, while
baflling tha naar-amnipatent Korvac,
Waondar Man mastered his fears. He
was eventually re-alested to mem-
bershipin the Avengers and became
close friends with hiz fellow Svang-
2rs the Baast,

Having no inclination to go back
inte business, Wondar Man left the
Avangers determined {o become an
actor, since he fell that during much
of his time with the Avengers he was
only acling at being a hero. Unable
to get decent acting work, he headed
to Los Angeles to exploit his nearly
indestructible body by doing stunt
work for the movies. Ha was highly
successful at this and zoon began
geting acting wark as well, Wonder
Man was invited to join the West
Coast Avengers team. Whila helping
the team in its struggle to establish
its own identity, Wonder Man began
to comea Lo terms with himsealf and his
role as a hero. His turning point
came when heweant on national tele-
vision i announce that he was guilty
of the embezzlement charge
brought against him years ago and
that he was sormy about it. Wondar
Man was gratified whan the public
gave him a vote of confidence for his
candid admizsion. He had also come
to regard the Vision as a surrogate
"twin brother” due to their psycho-
logical similarity. Wonder Man has
become & confident, capable crime-
fighter and staunch member of the
Wast Coast Avengers,
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STATISTICS

j F RAM (30)
h A (30)
s AM (50)
E Ak (30
R TY (B)
I GD10)
P TY (6)
Health: 140
Karma: 22

Resources: Shd (0]
Popularity: 0

BACKGROUND

Real Mame: Woodgod

Occupation: Lawgiver of the Chan-
glings
iLegal Status: Citizen of the commu-
nity of the Changalings

Identity: The general populace of
Earth is unaware of Weoodgod's
anistences

Place of Creation:The Pace farm
just outside Libarty, New Mexico
Marital Status: Single

Known Relatives: David Pace
(“father” deceased), Ellen Pace
("mother,” daceased)

Base of Operations: The commu-
nity of the Changelings in a vallay in
the Colorado Rocky Mountains
Past Group Affiliations: The
Changelings

Present Group Affiliation:

KNOWN POWERS
Goat Body: Woodgod's lower body 1s
that of 2 goat. He can use his hooves
ta kick for Excellant Edged or Blunt
damagsa, and can run al Good
ground speed (5 areas/round) for up
to 5 rounds, before slowing for 10
rounds befare going to Good ground
spead again. He can alsa laap with
Exceallent ability (20°) up or across).
Immunity: Woodgod was immune o
the nerve gas which his "father” has
created, He prasumably has Class-
1000 rasistance to other toxing and
diseasas that would affect humans.
Talents: Woodgod has somehow
masterad tha arl of genetic engineer-
ing lo the point whare his Reason i3
considered Incredible when dealing
with this subject.
Contacts: Woodgod was at ane time
il the leader of the Changelings, but
has since resigned the position. He
iz still respectad by that community

and they tend to follow his lead.

ADDITIONAL NOTES:

wooDGOD

ROLE-PLAYING NOTES

Cwring the first weeks of his "birth,”
Woodgod was emotienally imma-
ture. As he was exposad O now
pxperiences, he slowly developad a
sense of responsibility. He has now
created his own little warld t0 live as
he pleases and instill the values ha
balieves are important ta tha
Changalings he has crealed
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HISTORY

Woodged is a genetically engi-
neerad santient life force who physi-
cally resembles a satyr of classical
Greco-Aoman mythology. Scientists
David and Ellen Pace employad
cloning  techniques fo  create
Woodgod, combining human and
animal genetic matarial.

Woodgod first became conscious
a5 an adull and bis first sight was of
David Pace. Woodged's brain cell
count ripled within the first five min-
utes of his achieving consciousness,
and, by walching the Paces, ha rap-
idly learnad how to speak English.
Within two days Woodgod could
walk and had full physical cooarding-
tion. Although he had the mental
capacity of an adult, Waodgod still
neadad to learn about the world
around him as a child doas, He
regarded the Paces, who named him
Woodgod after the salyrs, as his par-
anls.

The Paces had alzo been working
with nerve gas for the federal gov-
ernment. A year before, the govern-
ment had accidentally spillad nerve
gas naar the nearby town of Liberty,
Mew Mexico, causing sheep 1o dia
and childran to become ill. The
townspeople therefore had grown
sugpicious and resentful of govern-
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mental activity at nearby Tranguility
Base. One of the townspeople saw
Woodgod and spread the word in
Liberty that 2 monster had been cra-
ated at the Pace farm. A group of
lownspeopls stormed the farm and
ang shot Woodged., Then, despite
David Pace’s warning, aone of the
townspeaple smashed a cannister of
lethal nerve gas within tha barm, The
gas killed the Paces, the attacking
townspeople, and all of the peaple of
Liberty.

Woodgod, however, proved to be
immune to tha gas. Recovering from
his wound, Woodgod fell into daspair
and rage on discovering that the
Paces were dead. Stll childlike,
Woodgod sel out to kill human
beings since human beings were
responsible  for his “parents'”
deaths.

Woodgod made his way info the
now-desolata town of Liberly, whose
air was slill full of the narve gas.
Colanal Del Tremens of Tranguility
Base, for whom David Pace devel-
aped the nerve gas, investigated the
mass deaths at Libery, When Tre-
mens and his forces discovered
Waodgod, they attacked the satyr-
like being, who fought back faro-
ciausly. Unable to kill Woodgaod,
Tremens had the town quarantined.,

Subszequently, the Hulk and
Spider-Man turned up in Liberty, and
Tremens unsuocassfully attempted

to kill both them and Woodgod.
Woodgod escaped and eventuall
returned to the Pace farm, and used
the books he found there 1o teach
himself to read. Shortly afterward
Woodgad laft to live in a valley Tree
fram human habitation in the Colo-
rado Rocky Mountains. Woodgod
achieved emotional maturity and
proved so successful in educating
himself that he even maslered the
techniquas of genetic engineering
he found described in David Pace's
notebooks, Using these methods,
Woodgod created sentient hall-
humangid, half-animal beings whom
he called the Changelings. Woodgod
led the community of Changelings
and drafled their laws. At first he still

felt bitterness and hatred loward g

humanity, but he dacided that he and
tha Changslings must temper justice
with mercy lest they all become no
batter than the waorst of humanity.
Woodgod defeated a challenge to
hig leadarship from the murderous
Changeling Leoninus, and then
dave up his pasition of leader, so that
now each Changeling in the commu-
nity will govern himself, It is
Weoodgod's hope that the Change-
lings will live together in paace and
harmany, that someday the Change-
lings' existence can be ravealed to
the outside world and that humanity
will accapt them without fear ar
hatrad.
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STATISTICS

F GD (10}
.} GO (10}
5 G0 (10}
E GD (10}
R GO (10)
I EX (209
P IM (40}
Health: 40

Karma: 70

Resources: TY (&)
Popularity: O

BACKGROUND

Real Name: Brian DeWolil
Coccupation: Policeman, later wigi-
lante, later advaniurer

Legal Status: Citizen of the U.S.
with no criminal record

Identity: Known to New York City
legal and judicial authorities

Place of Birth: Unrevealed, presum-
ably Mew Yaork City

Marital Status: Single

kKnown Relatives: Philip (father],
Celia (maothar), Jean (sister,
deceasad)

Base of Operations: Mew York City
Past Group Affiliations: Membear of
Mew Yark City Police Department,
later pawn of Philip DeWolff, later
ally af Iren Man |

Present Group Affiliation:

KNOWN POWERS

Image Projection; The Wraith could
generate illusions directly into oppo-
nants’ minds with Monstrous intensgi-
ty. As a Powar 5tunt he could make
himself invisible and undetectable
Tedapathy: The Wratth could read an
individual's mind with Amazing
infersily.

Ming Contred: The Wraith could con-
tral the mind of a single individual,
The victim could resist by making a
Psyche FEAT roll against Monstrous
infansity.

Telgkinesis: Through force of will the
Wrailh could levitate objects at
Amazing rank.

Mental Atack; The Wraith could fire
blasts of mental enargy doing Mon-
slrous damage to an apponent up 1o
2 areas away. Body Armor and soma
types of force fields did not prevent
damage.

Talents: DeWelif was a former
pollceman, giving him the Law

Enforcement and Handguns skills
Contacts: DeWalfi was a former
mamber of the Mew York City Police.
He had assisted Iran Man | an one
Qccasion.

ADDITIONAL NOTES:

WRAITH
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ROLE-FLAYING NOTES

Under Philips control, the Wraith
was a ruthless wigilante. When
Brian’s consciousness was restored,
he was raticnal; howeawvar, an his sis-
ter’s death he reveried to irrational
bahavior,

HISTORY

Brian DeWolff was the son of Philip
DeWolff, police commissioner of
Mo York City. He was raised by Phil-
ip after the latter's divorce from
Brian's mother, Celia, when Celia
receivad custody of Brian's sister
Jean. Brian graduated from the New
Yark City police academy with the
highesl gradas in his class and
entared the city's police force. Jean,
toa, entered the police, a fact that
Philip hated, not regarding women
as fit for police work. Brian and Jezan
DeWolll greally loved sach other,

Brian and his partner Tim ware
trapped by criminals near Manhat-
tan's South Street Seapon. Two cars
driven by criminals knocked over the
police car in which Brian and Tim
ware riding, killing Tim, Brian was
then shot, with the bullet lodging in
his spine.

Learning cver the police radio that
Brian's police car was under attack,
Fhilip Da Wolff drove 1o the scene
and found his wounded son. Philip
teok Brian home without informing
anyone; hence, when other palica-
man arrved, they did not know what
had happened 1o Brian. At his homa
Philip discoverad that the shooting
had severad imporant regicns of
Brian's nervous syslem, paralyzing
him and rendering him comatose.
Uinwilling to see his son live in such a
state, Philip summanad two wealthy
rman he knew, banker Karl Bonn and
landlord Max Morster, in the hops
thal they would finance a cure for
Erian. With their help, FPhilip had
Brian secrelly operated upon by a
SUIrgEn.

But Philip fanlasized doing even
mare far Brian, He wanted Brian to
become a vigilante with suparhuman
abilities whe would battle crime with-
aut being restricted by the law him-
sell. DeWollf said, "He will be a
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wraith, dealing justice from beyond
the gravel”

Unknown o DeWalff, Bonn and
Vorster weare themselves criminals
with ambitions, and they had agreed
o help Philip only 30 that they would
have the police commissioner in
their debt. (Ironically, DeWolll was
forced out of his job ag police com-
missioner, apparently by his own
Supariors. )

Jean DeWoalll's first job as a detec-
tive was to investigate the dizappeaar-
ance of her brother over her father's
chjections. After two years, however,
na trace of Brian's whereabouts had
been discovered and the case was
closed; the department presumed
Brian 1o be dead.

During those two years Bonn and
Vorster aided De Wolff in obtaining
advanced scientific equipment with
which Philip intended to restore
Brian's mobility and presumably 1o
endow him with psionic powers.
When Bonn insistad that Brian use
his psionic powers on behalf of him-
self and Vorster, Philip finally real-
ized the mistake he had made.
Furipus, Philip attacked them, but
they pushed him back info an appa-
ratus called the revitalizer. On thus
being struck the revilalizer bathed
both Philp and the comatose Brian
with energy. Bonn and Vorster flad,
assuming Philip io be dead. In fact,
hawever, the revitalizer linked the
minds of Philip and Brian, 5o that
now Philip could contral Brian's
body, make it walk and move normal-
ly, and contral Brian's psionic
powers. Philip gave Brian the cos-
tume and idenlity of tha Wraith and
used him o take revenge on Bonn
and varster.

The Wraith, guided by Philip's
COnsciousness, succeaded in killing
both Bonn and Varsier, But the
Wraith's activities attracted the
attention of Jean DeWoall and the cri-
mefighters lron Man and Spider-
Man, all of whom clashed with the
Wraith. The sarcerer Doctar
Stephen Strange also ran afoul of
the Wraith's psionic powars. Finally,
Fhilip tried ta have the Wraith physi-
cally murder Jean, but Spider-Man
blinded the Wraith with his webbing,
and Iron Man placed an “alpha-
jammer" halmeat on Philip, prevent-

ing him from transmitting talepathic
signals to Brian. Without the link 1a
Philip’s mind, Brian returned to a
stale of catatonic helplessness,

While he and his slill-comatose
son were on ftrial, Philip not only
regainad contral of the Wraith, but
even projected his own mind into the
Wraith's body. Doctor Strange and
Iren Man defeated the Wraith, and
Philip's mind was forced back into
his awn body. Using magic to anabls
his hand lo pass into Brians body
harmlessly, Strange removed the
bullet in Brian’s spine and mystically
healed his injuries, restoring Brian's
own mind o consciousness at last,
The court found Brian innocent of
the Wraith’s crimes bul found Philip
guilly of them and sentenced him to
prizan. Brian and Jean weare jovously
reunited,

Subsequently, Jean and Brian, as
the Wraith, aided ron Man in battling
the mullimillionaire called Midas,
who had temporarily seized contral
of Iron Man’s company, Stark Inter-
national. Later, while Brian was in
California, the criminal known as the
Sin-Eater murderad Jean DeWolff,
Since the Sin-Eater was himsell a
policeman, the grief-stricken Brian
irrationally intended to take venge-
ance for his beloved sister's death an
the entire New Yark City Police
Dapartmant as the Wraith. But on
arriving at a New York City palice sta-
tion in costume to begin his assault,
the Wraith was himself shot dead by
the vigilante Scourge, who was dis-
guised at the tima as a policeman,
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STATISTICS
j‘l‘ith Wrecking Crew Alone

F INFAR (40/50)
A EX (20)

s INFAR (40/50)
E FibAMM (30740)
R TY (6)

I TY (B)

P GD (10
Health: 1307160

Karma: 22

Resources:; TY (&)
Popularity: =20
BACKGROUND

Real Mame: Dirk Garthwaite
Occupation: Professional criminal,
_farmer manual laborer

Legal Status: Citizen of the U.5.
with a criminal record

Identity: Publicly known

Place of Birth: Mew York City
Marital Status: Prasumed single
Known Relatives: None

Base of Operations: MNew York City
area

Past Group Afiliations: Leader of
the Wrecking Crew, mamber of Mas-
ters of Evil IV

Present Group AHiliation:

KNOWN POWERS

Body Armor; The Wrecker's thick
skin provides him with Excellant pro-
tection from physical attacks and
Typical protecticn against energy
attacks.

Hesgigtances: The Wreckar has
. Excellent resistance o fire, cold,
heat, and corrosives. He has
Amazing resistance o foxins and
drugs.

Crowbar, This weapon i mada of
Unearthly Strength material. When
used it adds +1 C5 to the Wrecker's
Strength. He can throw it up o 3
areas away, but it is not enchanted to
return to his hand, When struck by
lightring the bar will transfer some of
Giartheraite’s powars to othars.
Talents: The Wrecker has the Blunt
and Thrown Weapon skills, and the
Leadership talent.

Contacts: The Wrecker leads the
Wracking Crew, and was employed
by Baron Helmut Von Zema as mem-
’ bers of the faurth Masters of Evil,

ADDITIOMAL NOTES:

ROLE-PLAYING MOTES

Although the Wrecker leads the
Wrecking Crew, he s by no means
an intellectual giant, or even parficu-
larly a leader of men. U's just that no
one else is suited to the job. The
Wrecker is a cheap thug with lots of
poowrar, but still thinks like a thug.
More then any other member of the
Craw, the Wrecker is intent on gain-
ing ravenge for the past defeats of
his group by practically every super-
hera in axistenca.
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BULLDOZER
STATISTICS

EX (20)
GD (10)
IN (40}
IN (40)
GO (10)
GD {10)
TY (6)

TTIMmMWET

Health: 110
Karma: 26
Resources: PR (4)
Popularity: -5

BACKGROUND

Real Mame: Henry Camp
Ccoupation: Former sergeant, LS.
Army, now professional erirminal
Legal Statug: Citizen of the LS.
with a criminal record

Identity: Publicly known

Place of Birth: Unrevealad

Marital Status: Single

Known Relatives: None

Base of Operations: Mew Yoark City
area

Past Group Affiliations: Member of
the Wracking Crew, member of Mas-
ters of Evil IV

Present Group Affiliation:

KNOWN POWERS

Body Armor: Bulldozer's thick skin
pravides him with Excellent protec-
tion from physical attacks and Typi-
cal  protection against  enargy
aftacks.

FResistances: Bulldozer has Hemark-
able resislance o haat, fire, cold,
and corrasives,

Halmet: Bulldozer wears a steel hal-
met of Incredible strength material,
With it the Bulldozer will attempl a
head-first charge. When determin-
ing to hit, Bulldozer receives a +1
C5 for each area he passes through.
Damage inflicted is 40 points plus an
additional 2 poinls for each area
through which Bulldazer moves, Tha
helmet acis as 40 points of protec-
tion against any damage that Bull-
dozer might take,

Talents: Bulldozer has the Military
Sl

Contacts: Bulldozer is a member
of the Wrecking Craw and worked
with the fourth Masters of Evil,
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ADDNTIONAL HOTES:

ROLE-PLAYING MOTES

Bulldozer is not particularly thick-
willed, bul he enjove a good fight
and charging in head-first into any
battle. Despite his Lime in the LS.
Army as a drill-sargeant, he is con-
tent to follow and not leac.

PILEDRIVER
STATISTICS

R (309
G0 (10
IN (40
RM (30}
PR (4)
PR [4)
TY (E)

TTIMmMm® =T

Health: 110
Karma: 14
Resources: TY (6]
Popularity: —10

BACKGROUND

Real Mame: Brian Phillip Calusky
Docupation: Former farmband, now
professienal criminal

Legal Status: Citizen of the U5,
wilh a criminal record

Identity: Publicly known

Place of Birth: Unravealad

Marital Status: Single

Known Relatives: None

Basze of Operations: Maw York City
aras

Past Group AHiliations: Membar of
the Wracking Craw, Masiers of Evil
IV

Presant Group Affiliation:

KNOWHN POWERS
Body Armor; Piledriver's thick skin

provides hirm with Excellent protec-
tion from physical attacks and Typi-
cal  protection  against energy
atfacks.

Reszistances: Pilledriver has Excel-
lent resistance to heat, fire, cold, and
COrrasiveas,

Talents: Pilledriver was an amateur
boxer and has Martial Arts B.
Contacts: Piledriver Is a member of
both the Wracking Crew and the
fourth Masters of Evil,

ADDITIONAL NOTES:

ROLE-PLAYING MOTES

Calusky is the most dim-witted mem- 'h

bar of the Wrecking Crew. A “good
ale bov,” Calusky likes nothing beatter
then o wade into combat and slug
anybady he can

THUNDEREBALL
STATISTICS

AM (30)
A (30)
1M {40)

AR (30)
EX {20)
GO 10)
T (8)

T oMU

Health: 130
Karma: 36
Resources: TY [G)
FPopularity: =10

BACKGROUND

Real Mame: Dr. Eliot Franklin
Oecupation: Former scientist, now
prafessional eriminal

Legal Status: Citizen of the U5
with a criminal recard

Identity: Publicly known
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Place of Birth: Unrevealed

arital Status: Divorced
nown Relatives: Mone

Base of Operalions: Mew York City
area

Past Group Affiliations: Member of
the Wrecking Craw, Masters of Evil
IV

Present Group Affiliation:

KHNOWN POWERS

Body Armor; Thundarball's body
armor provides him with Excellent
protection against physical allacks
and Typical prolection against
energy attacks.

Resistances: Thunderall has Excel-
lent resistanca 1o haat, fire, cold, and
COMOSIves,

Yrecking Ball: Thunderball wields a
steel wrecking ball af Amazing
strength material.

Talents: A nuclear scientist turned
villain, Franklin has the Muclear
Physics and Engineering skills. He
has the Blunt Weapons talent.
Contacls: Thunderball is & member
of the Wrecking Crew and the fourth
Masters of Evil

ADDITIONAL MOTES:

ROLE-PLAYING HOTES

Despite his intellectual background,
Franklin seems 1o enjoy the life of
smartest membar of a four-man
demalition team. He is loyal to his
comradss, bul smart enougn to
know when ta run and cut his losses.
However, he would prefer 1o con-
vince his teammatas to join him than
abandan them to their fates,

HISTORY

Dirk Garthwaite was a manual labor-
er emploved by a demalitions com-
pany who was fired for his antisocial
bahaviar and fits of vialanca. Decid-
ing o wrn his talent for mayhem and
destruction o criminal - activity,
Giarthwraite fashioned himself & sim-
ple costume 1o conceal identity. He
then committed a sernes ol cnmas
under the name of the Wrecker, his
trademark being the crowbar with
which he devastated the scena of the
crime, The Wreckar became moare
daring with each theft, and contin-
vally evaded the attemplizs of the
police 1o capture him.

Seoking ansther victim to rob, the
Wreckar happened upan a hotel
room occupied by Loki, the Asgar-
dian god of evil, whose magical
powers had at that fime baen lempo-
rarily removed by the Asgardian
monarch Odin,. Tha Wracker
smashed his way in while Lokiwas in
the midst of summoning his some-
time ally, Karniila the Marn Queen.
Loki hoped that Karnilla would grant
him magical power with which he
could katle his archenemy Thar, the
Asgardian thunder god. The Wreck-
er overpowered Loki, Then, while
trying on Loki's horned helmet, the
Wrecker was mistaken far the god
when Karnilla hastily materilized to
grant Loki's request. Thus it was the
Wrecker whom Karnilla endowed
with magical power. This power gave
the Wrecker superhuman slrength,
which he used to embark upon a bra-
Fen wracking sprea, no longer fear-
ing the authorities,

Tha Wrecker's rampage came o
the attention of Thar, whosa powar
had also been diminished at the time
by Odin's spell. The Wracker batlled
Thor for howrs and finally bested the
partially depowered god. But the
Wrecker was finally ovarcome by the
Destrover, a wvirlually invincible
Asgardian automaton that wasz al
this time animated by the spirit of the
Asgardian goddess Sif.

Escaping from prison, the Wreck-
er once again battled Thor, who now
again possessad his fully godly
powear, and overcame him. Thrown

upon the electrified third rail of a
Mew York City subway frack, the
Wrecker had his superhuman
strangth drained from him by a dis-
charge of enegrgy from Thar's
enchanted hammer, The Wrecker
paid peopla fo keap track ol thea
whereabouts of his crowbar, info
which he believed hiz enchanied
power had fled after beaing driven
from his body. Together with three
athar inmates at Ayvkar's Island
Prizon, lthe Wrecker made a suc-
cessiul jailbreak and managed 1o
locate his crowbar. Willing to share
his powear with his allies, the Wrecker
had the three other convicts join him
ir holding onto the crowbar outside
an slectrical storm. Lightning struck
the crowbar, magically distributing
the enchanted strenglh bestowed
upan the Wrecker among the four of
them. Together the four superhu-
manly strong criminals bacame
known as the Wrecking Crew, who
wera lad by the Wracker himsell.

The Wrecking Crew then ferror-
ized Mew York City by threatening to
destroy buildings unless they were
paid enormous sums of money, and
than carrying outl their threat when
they were not paid. When the
Delenders stopped one scheme, the
members of the Wrecking Craw ware
aach taken to a different prison, One
af the Defenders, the sorcerer Doc-
tor Strange, had mystically banished
the Wracker's crowbar 1o another
dimansion, but i was racovared
sometime later by the Puppet Mas-
tar, wha used his myshcally powared
clay o coerce the Wrecker inta batile
with tha Fantastic Four,

The Wreckar aasily ascapad cus-
tody after hiz defeat by the Fantastic
Four and spant the next few weoks
traveling from one penileniiary to
another, freeing the rest of the
Wrecking Crew. In order to reestab-
lish their credibility as dangerous
criminals, the Crew decided o lake
on the Wrecker's original nemesis
Thor and to defeat him publichy,. But
instead the Crew were deleated al
Avangers Mansion by Captain Amer-
ica and Iron Fist, aided by "Danger
Room" equipment that was being
utilizad in the Avengars’ gymnasium
before being twrned over to the X-
hen.
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Escaping once again, the Crew

began wreaking havoc at New York

City’s Lincoln Center for the Per- "q.‘,
ferming Arts in order to bring Thor to

the scene. But Thor defeated the

Craw, and all but Thunderball were

taken into police custody. Later, the

Wrecker and Crew ware transported

to the world created by the alien

Bevonder o take part in the first of

the so-called “secret wars” After-

wards they joined Baron Helmut

Zemo's Masters of Evil and partici-

pated in his takeover of Avengars

Mansion In batiling the Masters of

Evil Thor used his enchantad ham-

mer to transfer the superhuman

powers of Bulldozer, Piledriver, and

Thunderball inte the Wracker, The

Wracker was defeated along with the

other Masters of Evil. His current -
wheraabouts and activities are

unkmnown.,
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STATISTICS

IM {400
EX (20)
GD (10)
EX (20)
IN (40)

RM (30)
A (50)

TMTIMWB =T

Health: 80

Karma: 120
Resources: AM (30)
Popularity: —45&

BACKGROUMD

Real Name: Unrevealed
Cecupation: Would-be-conquerar
Legal Status: Citizen of tha Peo-
ple's Aepublic of China with no
kmoowrn criminal record

dentity: Secret

Flace of Birth: Somewhera in main-
land China

Marital Status: Married many timeas
Known Relatives: Suwan {(grand-
nigca, deceased)

Base of Operations: Various hidden
bases throughout the world

Past Group Affiliations: None
Present Group Affiliation:

KNOWN POWERS

immortality: The Yellow Claw has
devised a number of chemical elixirs
that have kept him alive and in good
condition for over one hundred
vears. However, he still takez dam-
age normally and can be killed by
being reduced ta Shift-0 Endurance.
Hiuston Projection: Yellow Claw has
the ability 1o project Excellent rank
llusions directly into an opponent’s
mind. The illusion is not visible to any
other persen prasent, and affects
anly one individual at a time.
Mecromancy: Amazing knowledge of
magic dealing with the resurrection
and control of the dead. He has
developed two Paower Stunts with
thiz ability:

» The ability to transfer a spirit into
the body of an unwilling victim. Tha
victim may resist by making a
Psyche FEAT roll against Amazing
intensity.

* The rasurrection of the dead.
Yellow Claw must maks a FEAT roll
at Amazing rank against an intensity
equal to the full Endurance rank of
the individual in question. On a

Green or Yellow result, the victim iz
revived as a mindless zombie; 2 Red
result restores the victim with his
rrind intact,

Body Armar: Light-waight armor
underneath his robes provide him
with Excellent protection against
physical and energy attacks, includ-
ing heat, cold, and corosivas,
Claws: Through secret chemical
processes, the Yellow Claw has
hardened his fingernails o Good
Material Strength. Ha can use his fin-
gernails to inflict Good Edged dam-
age an an opponent

Id Paralyzer: In the past, the Yellow
Claw has emploved a device which
allows him to control any number of
individuals, & target must be within a
radius of 1 araa of the Paralyzer to be
affected, but then may be contralled
fram any range. An opponent may
resist by making a Psyche FEAT roll
against Good intensity, The viclim is
a mindlass zombie who must recelve
direct orders from the Claw fo do
anything.

Murated Animals: The Claw has cra-
ated a number of mutated animals in
the past, including spiders and
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marine life. A= a rule of thumb, these
creatures have the following statis-
lics:

F A S E
TY FR EX A
Health: 70

Talents: The Yellow Claw is a genius
in the figlds of Biochamistry, Ganat-
ics, and Robotics, His Reason is
considered Amazing when dealing
with such malters. He is an expert in
Martial Aris A, D, and E. Long years
of experience have given him the
Ceeult Lore and Resist Domination
skills. He speaks fluent English and
all dialecis of Chinese.

Contacts: Yallow Claw contrals a
vast organization of underlings, and
still has some contacts in the Chi-
nesa government,

ADDITIONAL MOTES:

ROLE-PLAYING MOTES

Maore so than the Mandarin, the Yeal-
e Claw is an Intricate schemer
Dne of his plans might lie in wait for
decades as it matures toward culmi-
nation. Mow that his lfe-exianding
potions areweak and thin, the Yellow
Claw seaks 1o axlend hiz rule
through others.

HISTORY

Although his native China Res under-
Ganea Carnmunist revalution, the Yellow
Claw retains many of the ways of Imperi-
al China. In the 12505, the Yellow Claw
made an agreemant with Communisi
Chinese leaders 1o conquer 1he wesiern
doemocracios an thair behall. In fact, the
‘allow Claw indended 1o conguer tha
warld for hirmseld,
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Howewar, ie Claw was continually
betrayed by his sole living relative, his
grarsdnieca Suwan, who was in love wilh
the Claw's nemesis, Chiness-American
FBI ggent Jameas “Jmmy" Woo. Wilh
Huwan's help, Woo succeaded in thwart-
ing the Clew's schemes. The Yellow
Claw was enraged bul could not bring
himealf 1o kil his only relative. Eventually
the Yellow Claw left the United States 1o
pezrfoct ne mothods for ils subjegation,
Tz ensure that Suwan would no longar
subverl his efforis, the Claw placed har
in unaging suspandad animation in thea
so-called Ylofus vial of dreamless slesp”

In mare recent yoars he Yallow Claw
sant troops whom he had reduced o will-
less slaves o invade the Salve of Lip-
arty. This schema was thwarled,
howeever, by Colonel Micholzs Fury of
SHIELD and Caplain America,

Subsaguenily, Fury clashad repeaied-
Iy wilh e Yellow Claw only to finally
learn that this “Yellow Claw' was aciu-
elly & robot, g2 wars the “Suwan” and
"Wollzmann™  accompanying I
Unknown to Fury, the robois were tha
creations of Dostor Doom. As a result of
his aiding SHIELD against the Claw
robot, Jimmy Woa, the real Claw's long-
fime opponent, becams & membser of
SHIELD.

The real Yellow Clzw finzally re-
armanged. Firgt hi severad his fies with
ihe People's Republic of China. Using
aocult means, the Claw transferred the
Spirit of Princess Fanlo-tarmen of andcient
Egypt. 8 woman who had a drive for con-
quest, into the body of Suwan, theraby
causing a fusing of their parsonalifies
The Claw knew thal not even his elixirs
could keep him alive Torgver, and he
believed that Suwan, who had revieed
wiih the princess's spirit in her, was now
suited to baing his heirn. The Claw
clashed wilh Captain Americs, Fury, and
the Falcon, Finally, he seized contred of
the SHIELD helicarrier, the organiza-
tion's dlying headquarers, only 1o be
shod by Suwan in revange for having
kept her in suspended enimation. Mow
Suwan intended 1o use the Claw's
resources fo conquer the world harself,
While Ceptain America, the Falcon, and
SHIELD agonts ballled and delealed tha
Claw’s minions on ihe helicarrier, the
Claw himsell uttered a spell thal caused
the life forces animaling Suwsn 1o leaws
her body and emder his. As a2 result,
Suwan crumbled inlo dusl and 1he Yel-
lowe Claw ragainsd his full health. The
Claw then escaped,

Manths later, the Yallow Claw was con-
tacted by the enigmatic Black Lama,
who stated thal he would besiow the
maans of achisving world conguesi
upan the would-be world conqueror who

provad himsalf the most powarlul of his
pears by killing the gihers In combat,
Daciding ba compate for this prize, the
“ellow Clew captured ihe palace of his
Fonglimee rival, the Mandarin, and suc-
caedad in bringing abowt the Mandarin's
physicel death (he had transferred his
spnit ta another Body), The Yellow Claw
did not win the Black Lama's compst-
tion, for Iron Man accidentally caused
the dastruction of the Mandarin's palace,
forcing the Claw to fles.

Frockaimirg thal he intendad 10 bring
peaca fo the entire warld and aliminate
the threat of war by teking contral of the
planel himsell, the Yelow Claw allempl-
ad to dastroy Mew York City as s dizplay
of his power by crealing 8 massive Jidal
wivs. This lima the Claw was opposed
by Fury, SHIELD, end Richard Rider in
his guise of Nova. SHIELD ended (he
thrat of the tidal wae Bbefarg it hit Maw
‘fork City, and Move caused the Claw's
skycrall to explode. Tha Claw, howaver,
somehow escapad the explosion. Earli-
er, Voltzmenn had fallen from the sky-
craft, seemingly to his death, bul his
body has never been recovensd.

Sl seeking &n heir, 1he Claw infended
to father sons on a numbser of women
who had been judged to have superior
genetic frails. When these sons reachaed
manhood, they would fight each othar to
the death 1o be the sale surviving heir,
whio would rule cavar & miw race of man-
kind created by his father He would
ingure that by releasing a sternlizing
vapor over the world. The Vision caused
the Clew's spacecrafl which was 1o
spread he slerlibeinducing gases o
crash. The Yellow Claw was inside the
plunging spacecrall. He escaped, how-
evar, and bagan o scheme anew, To
detest hiz lateat plan, the combined
lorces of the Fantastic Four, Gaplain
America, Spider-Man, the East Coast
Avenqers, and Frog-Man, The Claw was
Toreed fo ratreat befara this overabalm-
ing onaleught, and is sl at large.
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4+ STATISTICS

'ﬂF TY [B)
&, G010}
5 T (8}
E EX (200
A GO (10)
l TY (6)
P S0
Health: 42
Karma; 26

Rezources: TY (5]
Popularity: 0

BACKGROUND

Real Mame: Rita DeMara
Occupation: Professional criminal
Legal Status: Citizen of the LL3.
with & criminal record

Identity: Publicly known

Place of Birth: Unrevealed

Marital Status: Unrevealed

Known Relatives: None

Base of Operations: Mew Yark City
area

Past Group Affiliations: Masters of
Ewil IV

Present Group Affiliation:

& KNOWHN POWERS
Shrinking: Yellowjacket is able to
shrink at Incredible rank with the aid
of her helmet.
ingact Communication: The cyber-
netic halmet that Yellowjacket stole
fram Henry Pym aliows its ownar 1o
command insecls al Remarkabla
rank, 11 is unknown whethar har own
helmet has thiz ability.
Protected Vision: Yellow|ackel wears
goagles that provide her with Excel-
lent protection against light-basad
attacks.
Flight: Anti-gravity devices in the Yel-
lowjacket costume allow DeMara to
fiy at Good air speed (8 areas/raund)
at any height.
Disruptar Sting: Disruplor blasters
built into the costume allow Yallow-
jacket to fire disruptar beams which
da Bemarkable Energy damage al
gither 1 area range (when shrunk) or
J-area range {at full siza).
Talents: Yellowjackel has the Elgc-
tronics, Enginaaring., and Repair!
Tinkering skills.
Contacts:  Yellowjackel was a
mamber af the fourth kasters of Evil.

ADDITIONAL HNOTES:

ROLE-PLAYING NOTES
Yellowjacket is nol particularly
brave. She stole the original Yallow-
jacket costume 1o make her career
as a thief easier, not o engage in
pitched battle. If confronted with
suparior force, she will either surren-
der or flee.
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HISTORY

Little is vet known about the back-
ground of the costumed criminal
calling hersell Yallowjacket, a name
previously used by Dr. Henry Pym
whan he was a costumed adventur-
er. The new Yellowjacket is Rita
DeMara, who was previously a
smal-tima criminal with some minor
convictions, and who apparantly has
a good degree of skill with technolo-
gy, Including computers. Using tech-
nelogical resources apparently of
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her own Inventicon, DeMara stole the
ariginal ‘ellowjacket uniform from
Avengers Mansion, and modified it
for her own use.

DeMara a5 Yellowjacket clashed
with Pym's ex-wife, Janet van Dyne,
the Wasp, who easily captured the
new Yellowjacket when Debara
bacame hysterical upan using her
helmet's cybernetic slze-control
davicas to shrink harsalf to tiny size.
Atthat time DeMara could not adjust
payvchologically to being so small,
although she has learned 10 do so
sinca then.

Debara was sent 1o prison, but

was freed by the Gray Gargoyle and
Screaming Mimi on bahalf of Baranu
Halmut Zemo. They also brought her
gither her original helmet and cos-
tume or duplicates. Yallowjacket
becama a member of Zemo’s new
Masters of Evil and participated in
their takeover of Avengers Mansion .
Howaver, the Avangers finally
defeated Zemo and the Masters of
Evil, and Yellowjacket was sent back
to prison. Recently she has sided
with the Avengers, she iz headed
toward the side of good.




STATISTICS
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EX (20)
ShY (200)
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PR (4)
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Health: 420
Karma: 24
Resources: Inapplicable
Popularity: —10

BACKGROUND
Real Hame: Ymir
Cccupation: Inapplicable
Laegal Status: Inapplicable
/4 Identity: The general population of

J Earth believes Ymir to ba a mytho-
lagical being
Place of Birth: Nifllahaim
Marital Status: Inapplicable
Known Relatives: Utgard-loki, Loki,
and the race of Frost Giants (descen-
dants)
Base of Operations: Niffiehaim
Past Group Affiliations: Mone
Present Group Affiliation:

” KNOWHN POWERS
Grawth, Ymir is big. He has Class-
1000 Growth, giving him a stature of
1000 feet in height and a corras-
ponding +& C3 1o ba hit.
Defenzes: ¥mir's icy hide acts as
Shift-X Body Armor. Maraowver, Y'mir
is absolutely immune to cold-based
attacks, Ha has Class- 1000 resist-

y ance to Toxing, Mantal Attacks of all
types, and Disease. Ymir also pos-
sesses Life Support at Shift-Z rank,
and the powers of Regeneration and
Immaeriality.
lce Generation: Through magical
means, Ymir can radiate waves of
cold, as if he had lca Generation at
Unearthiy rank. As his imagination is
limited, ¥Ymir has only bothered to
davalop power stunts that allow him
to radiate ice Instead of cold, and
gntrap his opponants.
Weapon: ¥mir wields a greatice club
(Amazing Matarial Strength), with
which he gains +1 CS5, both To Hit
and for damage. While only charac-
ters with Unearthly strangth or better

y, can even lift the club, Ymir can throw
it (with Incredible skill), striking tar-
gats up 1o 4 areas away, but he must

therealter manually retrieve the
cluk,

Talernts: Mone

Contacts: Mone, Although Ymir is
the ancestar of the races of Frost
and lce Giants, and has lad them
against Asgard in the past, he has lit-
tle interest in them, and would never
saak their aid.

ADDITIONAL NOTES:
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ROLE-PLAYING NOTES

¥mir is one of the oldest beings in
the Nine Worlds, and he has never
learned any degree of cunning.
Although capable of speech, he iz as
savage and brutal as the fierce Mil-
fletvaim winters.

HISTORY

Ymir iz the oldest and most powerful
of the Frost Giants, an atherdimen-
sional race of enormous humanoid
creatures. The huge size, durability,
and colossal sirength of the Frost
Giants have made them formidable
toes to the gads of Asgard over the
millenmnia.

Ymir is tha praganitor of the entire
race of Frost Giants, although he dif-
fars considerably in appearance
from many of his current descen-
daniz, such as Utgard-Laki. Ymir
and many of the first members of his
race were also known as lee Giants.
Lika the other lce Giants, Ymir is
coverad with snow and ice, and con-
slantly generalas infense coldness
from his body, The later generations
of ¥mir's race, do not generate cold
and are thergfore known simply as
Frost Giants, Monetheless the great
size of tha Frost Giants is dependent
on cold temperatures, and mambers
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of tha latar generations of Frost
Giants, unable to create coldness
from their own bodies, will shrink in
gize if exposed to sufficient heat.
Continued exposurs 1o such haat will
malt such a Frost Giant entirely.

Except for the fire demon Surtur,
Y¥mir is the oldest known being in the
"Mine Worlds" of the Asgardian cos-
mology. It is said that millannia ago
warm air from the otherdimensicnal
realm of fire, Muspelheim, crossed a
dimensignal barrier into the location
of the magical Well of Life. Tons of
lce from Milllehaim, tha otherdimen-
siagnal realm of ice and cold, formed
the Well of Life. It is said that in ims
tha warm air from Muspelheim
caused these tons of ice over the
Wall to transtorm inta the living, sen-
fient Frost Giant Ymir. Another being
appeared from the ice, the enchant-
ad cow Audumia, Audumia fed off
the ice tsell, and Ymir subsisted on
the milk Audumiz produced.

Ymir went o live in Milflehaim,
wihich he papulatad with the race of
lce Giants, (The more recent genera-
tions of Frost Giants live in the realm
of Jalunheim.} The voung god Odin
and his brothers Vili and Ve fought a
war with the lce Giants and slew
Ymir. According to Asgardian leg-
and, Odin, Vili, and Ve created the
Earth and sky from Ymir's corpse,
but this part of the stary is clearly
untrue,

Ymir, howewar, succeeded in
reganarating himself, and led the lce
Giants in war against Asgard at
same latar time. Odin created a
chasm containing an interdimean-
sional nexus through which Ymir's
army plunged into Muspelhaim,
where the native demons took the
Giants  prisoners, Odin then
enfrapped Ymir himself within a cir-
cle of flame within & volcanic area. It
iz not known how  long Ymir
remained thare.

In racent timas 8 member of the
mystical cult called the Sons of
Satannish vsed the so-called Spell
of Fire and lee to bring both Ymir and
Surtur to Earth, whare they bagan
wraaking hawvoc, Earth's sorcerar
Supreme Doctor Stephen Stranges
used tha Crystal of Conquast, which
contained part of the mystical power
of the demon knawn as Salannish
and Mephisto, to transport Surtur
and ¥'mir magically inte each othar’s
presence at the very instant they
were lashing cul with their weapans.,
¥rir and Surtur thus struck each
other's weapons, crealing a mystical
“implosion” in which each being
tamporarily cancelled oul the
powers of the other, and sach was
returnad to his home dimension,
Suriur to Muspelheim and Yrmir fo
Mitflehaim.

Ymirs current whereabouts and
activitias are unknown,

-

-




STATISTICS

’ F [N [40)
A GO(10)
5 ExX (20)
E R (30)
R FR (4]
1 EX (20}
P T (5]
Health: 100
Karma: 30
Resourcas: Mone
Popularity: 0
BACKGROUMD =

Real Mame: Zabu

Occupation: Pet

Legal Status: Mot applicable

Identity: Zabu's existence as a true

prehistoric sabar-tooth IS not given

credence by the general populace of

Earth

Place of Birth: Somewhere in the

Savage Land

Marital Status: Singla

Known Relatives: Mone

Base of Operations: The Savage

Land

Past Group Affiliations: Partner of
! ka-Zar and Shanna tha She-Devil

Present Group Afiliation:

KNOWN POWERS

Fangs & Claws: Remarkable Edged
damagsa

Running; Good land speed (4 areas/
round) for up to 5 rounds before he
mwst slow far at least 10 rounds to
recover

Heightened Senses; Zabu is capable
of following a scent with Amazing
ability. His hearing, at Remarkable
rank, is keen encugh o sense a foot-
step in a 3-area radius. Although
Zabu does not possess trug infravis-
ion, he possesses night sight suffi-
cient to allow him fo take no
penalties in normal darkness,
Talents: although Zabu is not truly
intelligent, ha is capable of following
simple commands. In a wildarnass-
type environment Zabu can survive
indefinitely.

Contacts: Zabu is the frusted
comrade of Ka-Zar and Shanna the
She-Devil. His true existence |s
known to the X-Men, Spider-Man,
the Fantastic Four, and lron Man,

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Althaugh Zabu can be friendly and
aven playful when the mood takes
him, he is still one af natura's killing
machines. When angered andfor
threatenad, he will attack until he or
his opponents are dead,

HISTORY

Zabu is the last known living
saber-tooth tiger and is the compan-
ion and ally of Ka-Zar, the adventurer
wha was once based in the Savage
Land, where £abu was bom.

Except for those living in the Sav-
age Land, saber-tooth tigers became
extinct during the Pleistocens peri-
od, the timea during which the Earth
experienced its last so-called lce
Ages. Saber-tooth tigers were
named after their rasemblance o
medern day tigers [although the
saber-tooths of the Savage Land, at
lgast, were not stripad), and the
ynusually long pair of saber-like
tecth that each crealure possesses.
Saber-tooth tigers could also opan
their mouths far wider than other
mambears of the cat family can. The
saber-tooth’s graat physical strangth
and agility and their long, sharp
teath made them the most formida-
ble carnivores of their ime, capable

231



of killing animals as large as masto-
dons and giant ground sloths.

Zabu bears a great resemblance
to the best known of the extinct
saber-looth tigers, those of the
genius Smiloden, to which Zabu
himzself may belong. Zabu, however,
seams morg massive and powerfully
built than the known examplas of
Smilodon found in North America.
Like these, however, Zabu has a very
short tail, although some zccounts
have erroneousky protraved him as
having a tail as long as that of a mod-
ern figer.

Saber-tooth ligers, as well as
many other forms of prehistoric life,
even including dincsaurs, survivad
inta recent fimes within the Savage
Land, & hidden jungle in Antarlica
whose ropical climate was main-
tained by the heat of Antarctic volca-
noes, it was in the Savage Land that
Zabu was born. While Zabu was still
& cub, his mother and siblings weare
killed by human natives of the Sav-
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age Land. Subsaquently £abu was
adopted by a family of walves, but he
flzd from them aftar ha killed the eld-
ast wolf cubin a struggle for suprem-
AcY.

Zabu wandered the Savage Land
on hizs own, teaching himself how to
survive as ha grew to adulthood, A
vear after his birth Zabu first encoun-
tered the female who bacame his
mata. Maza-Gor, leader of a tribe of
primitive tribe of cavemen living in
the Savage Land, had been leading
hiz people in exterminating sabar-
tooth tigers, nearly rendering them
gxtinct in the Savage Land. Maa-Gor
and his men killed Zabu's mate,
Enragad, Zabu iracked them down
and found them aboul o attack the
young boy Kevin Plunder, who had
come 1o the Savage Land with his
axplorer father. Zabu suddenly leapt
on Maa-Gor from behind, giving
Kevin Plunder a chanca to shoot
Maz-Gor in the shoulder with his
father's gun.

Zabu and Kevin became compan-
iong, They wenl 1o dweall in the Place
of Mists, a region where Maa-Gor's
tribe rafused to set fool. Thera Kevin
grew to manhood, protected from all
dangers by Zabu, It is said that Zabu
did not age during the years he was
exposed to tha strange gases within
the Place of Mists. Maa-Gor's people
refarred to Kevin as “Ka-Zar,’ which
means "'son of the tiger” Zabu
remained Ka-Zar's companion when
Ka-Zar became an adult,

Along with Ka-Zar and his wife
Shanna O'Hara Plunder, Zabu
ascapad the destruction of the Sav-
age Land al the hands of the alien
Terminus. After traveling to Califor-
nia, the Plunders and Zabu returnad
o the Savage Land when il was
restored by the combined ellarts of
the High Evalutionary and Garakk,
the Pelrified Man. Their current
activities ane unknown.



STATISTICS
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| UM (10:0)
=] Shx (150)
Health: 425

Karma: 230

Resources: LIM (100)
Popularity: 40

BACKGROUND

Real Hame: Zeus

Occupation: Supreme Manarch of

Clympus

Legal Status: Citizen of Olympus
~Jmentity: Publicly known, but

believed to be & mythical character

Place of Birth: Mount Lycaem,

Arcadia

Marital Status: Married

Known Relatives: Ouranos (grand-

father, deceased), Gaea (grand-

mother), Cronus (father), Rhea

{mother), Hera (wile/sister), Vesta

{sister), Persephone (sister-in-law),
‘_”.ﬁ.pnila. Ares, Artemis, Athena,

Dionysus, Hebe, Helen of Troy,

Hephaestus, Hercules, Hermes,

Venus, and athars (children)

Base of Operations: Olympus

Past Group Affiliations: Gods of

Qlympus

Present Group Affiliation:

KNOWHN POWERS

J’Eﬂd}' Armor: Incredible body armar
provides protection against both
physical and energy attacks.
immortality; £eus is a true immortal
and does not die if reduced to O
Health or Shift-0 Endurance. Unlike
other gods of Qlvmpus, this power
applies to Zaus no matter what plana
of existence he is on at the time of
the attack. Moreover, his i5 the
authority to strip this power from ath-
ar mambers of the panthaon.
Resistances: Zaus does not age and
anjoys the power af Hegeneration.
He has Class-1000 resistance to dis-
Ba3E,
Godly Power: Zeus commands great
gnergies in his role as leader of tha
Greek pantheon. He has been
known to usa this energy as follows:

# Electrical Generalicn or Energy

Generation at Unearthiy rank,

» The granting to maortal baings or
objects, of supernatural powers or
abilities. Zeus cannot enhance any
parson of object by more than 100
paints of atiributes or powers.

# Interdimensicnal teleportaticn of
Shift-X rank.

« Shape Changa of Unearthly
rank,

» Precognition. Although Zeus is
capable of seeing milleannia into the
future, ha is curiously unable o saa
more specifically than major events
and genaral trends,

Talents: Zeus has a myslic back-
ground, and the Leadership talent.
Cantacts: Zeus is the suprame ruler
of the Qlympian Gods. Moreover, ha
has forged pacts with the leaders of
miogt other RBuling Deities, as well as
the Eternals.
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ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Whal can you say? Zeus embadies all
the attributes of rulership: arrcgance,
wisdom, authorly, dignity, and 5o
lorth. Zews is not quick to anger, but
his wrath iz the most terible of al
COhiympians once it is called forih,

HISTORY

£eus is the voungest san of Cronus,
ruler of the superhuman extradimen-
sional race of Titans, and his wifa,
the Titaness Rhea. Cronus and
Rhea were the offspring of the sky
god Curanos and the primaval Earth
goddess Gaea. (Duranos  and
Zronus are not o be confusad with
the Eternals Uranus and Chronos,
the latter of whom s also known as
Kronos.) Cronus overthrew his
father's rule by fatally wounding bim.
The dying Quranus prophesied that
Cranus would likewise be over-
thrown by ene of his own children, As
a rasult, upon the birth of @ach of his
awn children, Cronus had the infant
imprisoned in Tartarus, the most dis-
mal section of lhe exiradimansional
undarwoarld known as Hades,

Appalled, Cronus's wile Ahea con-
cedled her sixth pregnancy from him
and sacrelly gave birth o Zeus on
Mount Lycaaum in Arcadia, an area
of the land now known as Greece.
Rhea gave the infant Zaus to the
salekeeping of Gaea who hid the
baby on the isle of Crele, whare ha
was lended by various minor god-
desses.

Reaching adulthood, Zeus set
about taking revenge on Cronus. He
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freed his siblings from Tarlarug, along
with three one-eyed giants called
Cyclopes and the three hundred-
handed giantz called Hekaton-
chigres, all six of whom Cronus had
imprizoned there for fear they would
help overthrow him. The grateful
Cvclopes laught Zeus how o wield
hiz energy-manipulating powers in
batile. After winning a ten-year war
with the Titans, he imprisonad maost
of the mala Titans in Tararus and
aestablished himsell in the small
“pocket” dimension of Olympus as
suprems ruler of the Clymplans.

In ancient timas Zeus and his fel-
low Olympians successfully defeal-
ed challenges 1o their rule by the
giants Otis and Ephialtes, by a small
army of superhuman giants, and
most dangeroushy, by the monster
Typhosus, father of Typhon, the
Titan who has menaced the Olympi-
ans in racent times,

After the end of the Hyborian Age,
the Olympian gods sought worship-
pars on Earth. Neptune becames the
patron god of the water-breathing
Atlanteans, Seeking worshippers in
Greece, Fous learned that Greece’s
Pount Cympus, the location of the
main  interdimensional  nexus
betwean the Olympian dimension
and Earth, lay near Oympia, tha
principal city of tha Eternals, Owver
the years many ardinary human
beings came ta think of many Eter-
nals not &5 the god’s representalives
but as the gods themsalves. This led
e a growing resentment which
recently erupted inle a brief war
However, today the Eternals and the
QDiympian gods are again al peace
wilh each olhar

Worship of the Olvmpian gods
spread from Greece o Rome and
throughout the Roman Empire. The
gaods intervened frequently in human
matters af first, a5 in the Trojan War,
but did zo less as lime passed. Whan
Christianity finally replaced the wor-
ship of the QOlympian gods in the
Roman Empira, Zeus decided that
the fime had come for the Clympians
to break most of their fies with Earth,
Meptune, however, was allowed to
watch over his Allantean worship-
pers.

Since the worship of the Olympian
gods had died out, Zeus forbade his

brother Plute, ruler of Hades, the

Clymplan undareorld, to collect any’il

mare of the souls of the dead from
Earth. Plute cbeved the edict resent-
fully. Zeus, noting Pluto's increas-
ingly ominous rebelliousness,
warned him against atiempting to
aovarthrow him, Monetheless Pluto
has recenlly allempiad unsuccess-
fully to overthrow Zeus, as has
Zaus's own son, the war god Ares,

A millannium ago Zeus's son Her-
cules lad a band of warriors he had
transported through time  from
ancient Greece to baltle Morsamen
who were under the protection of the
Azgardian gad Thor, This conflict led
to war between the Asgardians and
Olympians. Zeus secretly met with
Cdin, ruler of the Asgardians, and
the two gods not anly put an end to
the war, but also formed an allianca
to defend Earth from danger posed
by the alien Celestials. Odin and
Zeus met with the heads of tha athar
racas of gads who were or had been
worshipped by Earth morials lo dis-
cuss Lthe Celastials’ possible threat
ta Earth, and then Odin, Zeus, and
the Hindu god Brahma went to con-
front the Third Host of the Celestials
on behalf of all of Earth's gods. How-
ever, Odin and Zeus were forced 10
pledge not o interfere when tha
Celestials threatenad to seal off the
imardimensional passageways con-
necting the gods' dimensions with
Earth. As a result of this pledge, the
Clympian gods had to lessan their
contact with Earth, although Zeus’s
affspring Hercules and Vanus have
spent periads living among Earh
human beings in recent vears. The
Celestials' Fourth Host recently
decidad to spare Earth from destrue-
tion and has left the planet.

Today Zeus remains the ruler of
the Olympian gods and af Olympus
itzell, as wall as a staunch ally of the
Asgardians,

An alternale future of the 241h cen-
tury has been glimpsed in which
Zeus and the other Olympian gods,
axcept for Hercules, leave Clympus
for another plane of existence. Her-
cules remains behind 1o father a new
race of gods. Whether or not tha
Dlymplans gods will come to such an
end in what becomes the “main-
stream” future is as yel unknown,
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BACKGROUMND

odiac is the name of twe criminal
arganizalions, one composed of
human beings and the othar of senti-
ent androids. Each of the twelve
leaders of the human Zodiac and
each of the members of the robolic
fodiac is named and costumed after
a sign of the Zodiac.

The original human Zodias was
founded by Cornalius Van Lunt, a
Mew York-area businessman who
started his carger in legitimate real
estate dealings but branched oul
inta various criminal endeavors, An
ardent beligver in asirology, van Lunt
amassed a fortune under the guid-
ance of his personal astrologer, Van
Lunt invested that fortune in the for-
miation and outlitting of a nationwide
erimimal network, Hand-picking the
original eleven other Zodiac mem-
bers, van Lunt long concealed his
true identity from them bensath his
zodiacal persona Taurus. Van Lunt
was originally the only mamber of
Zodiac wha knew the true identities
of all the other leaders. Each of the
twelve leaders of Zodiac was born
under the sign of the zodiac after
whom he or she was named, and
was based in a different American
Gity.

Meone of the twelve leaders of Zodi-
ac possess superhuman powers, but
mast of tham employ technology 1o
give themselves special capabilities.
Generally, the Zodiac leaders each
operale independently in the city
that iz his or har base of oparations,
but they assambla for matlers of col-
lactive importance, Whenever thera
is & vacancy in Zodiac’s leadership,
either by death or expulsion, the
remaining mambers accept applica-
tions for membership from eriminals
who mesal cerlain qualifications,
chief among which is having been
born under the zodiacal sign of the
vacancy. Traditionaily, all of the Zodi-
ac leaders are male except for Virgo.
Following his horoscope, van Lunt
has relinquished control over the
group, and Zodiac currently has a
rotating system of leadership. Hence
leadarship changes from month to
month accarding 1o the prevailing
aslralogical sign, Each Zodiac lead-
ar commands higsor her own group of
henchmen based in his or her base

city.

The human Zodiac's ullimale goal
iz that of world econcmic and palili-
cal domination. Zodiac intends to
rule humanity just as its leaders
believe the astrological zodiac gowv-
ermns humanity's fate,

The first recorded activity of a
Zodiac member was the unsuccoss-
ful attempt of the ariginal Scorpio fo
assassinate Mick Fury, the Public
Director of ZHIELD, Scorpio wisldad
an ankh-shaped extradimensional
power object called the Zodiac Key,
which could fire energy bolts and
teleport people and objects aven
frem ane dimension into anather,

The origin of the Zodiac Key is
unclear. The cult called the Brother-
hood, who live in an otherdimen-
sional world and cnce possessed tha
Keay, claim thatl it was carved from
stone and is A conduit for the power
of their god, whose name, iranslated
inte English, is Ankh. Tha Brother-
hood believes that the Key's pawear is
somahow depandent on the exist-
ence of intense conflict balwean
forcas of good and evil, in which nei-
ther side enfirely and parmanently
deleats the other. When tha Key's
power began ta decling, the Brother-
hood sent it te Earth, believing that
the struggle between good and evil
wag more intense there than in their
cwn warld, Apparently, the Key
responds to the mental commands
of its wiglder. The Key's energy level
has shown no signs of decline on
Earth, and the limits of its pawar on
Earth are unknawn.

The second Scorpio was Jacob
Fury, Mick Fury's brother He foo
came into possession of the Zodiac
Key and usad it 1o iy 12 kill his broth-
er. The attempt endad in failure, and
Mick Fury confiscated the Zodiac
Key fram his brother. Scorpio
dropped out of sight to convalescea
from his waunds. & shorl time later,
Mick Fury feigned his own death at
tha hands of a member of the sub-
versive organization HYDRA, and
agsumed the role of the second
Scorpia in order to inflitrate Zodiac,
whose members were unaware of
Jacob Fury's apparent demise. At
this time Zodiac was led by Aries,
whose term of leadership under the
rules by which Zodiac then operated,

was much longar than a single
maonth. In the guise of Scorpio, Fury
caplured the Avengers and sum-
maoned the rest of Zodiac 1o Aveng-
ars Manzion, planning o free the
Avengers and have them halp: him
capture the other eleven members.
Lnfortunataly, the plan failed,
although neither Fury nor the Avang-
ers warg seriously harmed, and
Zodiac escaped, with Aries laking
possession of the Zodiac Key,

Sometime latar, Ares, leading a
small army, succeeded in capturing
Manhalian Izland and sealing it off
irom the rest of the world with a forea
figld. This ransom attempt was
thwarted by the Avengers and Dara-
devil. Aries died in an explosion
which apparantly destroyed the Key.

The Key was rediscovered, how-
ever, and Mick Fury, Daredevil, Iron
Man, Aquarius, Capricarn, and Sag-
ittarius all found themselves trans-
ported with the Kay to tha dimension
from which it ocriginated. The six
Earthman weare returned to Earth,
but the Brotherhood retained ihe
Hey.

Yan Lunt, as Taurus, becames the
new leader of Zodiac and recruited a
new Aries and a naw Scorpio. Taurus
embarked upon a scheme to display
Zodiac’s power with a "Star-Blazer”
device, powered by some mannar of
“stellar anergy,’ 1o kill all the people
living in Manhattan born under the
sign of Geminl. The Awvengers
destroyed the Siar-Blazar. An inter-
nal power struggle then occurred in
which six af tha Zodiac leaders tum-
ed against Taurus, who induced tha
the rebellious leaders and the
Avengers into & death frap. But thay
survived, and the Avengers suc-
ceeded in defeating and caplunng
Taurus, the Zodiac leaders loyal to
him, and the dissident Zodiac lead-
ers. The charges brought against the
Zodiac leadars by the Avengers pul
them behind bars, but most of them
have had their sentences commuted
and returned to thair home bases. It
was al this point that van Lunt, who
has bean Zodiac's financier from the
beginning, instituted the system of
monthly rotating leadership.

Shorily after the capture of the
Zodiac leaders by the Avengers,
Darren Bentley, the original Aquari-
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ug, learned that he was dying and
made a deal with the deman called
Slifer that enabled Bentley to take on
the appearance and atiributes of any
af the ether twelve Zodiac members,
Agquarius was opposed by Johnny
Blaze, the Ghost Rider, however, and
dizd when the demon Slifer claimed
hiz life and soul as paymeani.

The second, android Zodiac was
created by Jack Fury, the original
Scorpie, whom the rast of the Zadiag
arganization believed dead. Jake
Fury rediscoverad the Zodiac Hey,
which the Brotherhood apparently
had again sent 1o Earth, and usead it
as an anargy sourca for his "Thealer
of Genegtics)” In this laboratory he
created elevan Lifa Madal Decoys to
serve as mambers of his own Zodiac
organization. (Life Model Decovs are
androids created by advanced tech-
niques developed by SHIELD zcien-
tists to simulate human life.) The
Capricarn and Pisces androids, how-
aever, died from imperfections saon
after their activation, and the Virgo
android proved impossible to acti-
vate. When the Defendars and the
Moon Knight defeated the other
£odiac androids, Jake Fury commit-
ted suicide. The Gamini, Libra, Tau-
rus, and Sagittariuz androids
pscaped, but the others weare taken
into custody by SHIELD and were
presumably destroved.
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The human Zodiac organization
was greatly weakenad in power by
the caplure and imprisonment of its
leaders, even though most of tham
200N regained thair freedom. Van
Lunt, ag Taurus, planned o compate
in certain criminal activititias with
ane or possiby more of the Mew York
City-based "families" of the criminal
organization called the Maggia.
Leamning of wan Lunt's intentions,
the Magaia somehaow acquired the
services of the android Taurus and
sent b to wraak destruction at van
Lunt’s: new base of operations.
LInable to defend himseif against the
android, van Lunt contacted an
associate who hired James Rhodes,
the second Iran Man, to defend van
Lunt’s property. Although Rhodes
managed to defeat the android,
thareby saving hig life, van Lunt
regarded Iron Man ag a threat to
Zadiae's future plans. Deducing lron
Man's identity, wan Lunt conlacted
Aries and Aguarius and assigned
them to attempt to assassinate
Rhodes. They lailed, however, and
werg captured, Anthony Stark, the
ariginal Iron Man, then alarted
SHIELD to Fodizc's renewsad crimi-
nal activity, It iz not known what
SHIELD did about this infarmation,
The current activitites and where-
abouts of the rest of the human Zadi-
ac are unknown at present,

Under circumstances vel o ba
revealed, a full contingent of twelve
Zodiac androids were created and
activated some lime later. While
soma of them resemble some of the
android Zodiac members created by
Jake Fury, others do not. It is not
kncwn at present who created them,
what lechnology was used, or what
connaction if any the new androids
have to either the original human
Zodiac or the ariginal android Zodi-
BC.
The existence of tha new android
Zodiac first came to light in recent
manths when tha mutant Quicksilver
racruited them as his allies in a
scheme 1o revenge himsalf upon his
fallow membears of Avengers for vari-
ous imagined wrongs. However, the
Avengers delfeatad all of the mem-
bers of the android Zodiac, most of
whom are now in tha custody af the
federal government. Aries and Tau-
rus, however, apparenily escaped.

Each of the new android Zodiac
membars has a personality that is
governed by the traits associated
with the zodiacal sign after which he
orshe was named. Within thasa limi-
tations, each of the Zodiac androids
i5 apparently capable of Indepen-
dent thought. Moreover, many, and
perhaps all, have superhuman abili-
figs.

“




AQUARIUS

@ET!LTIETIBE

T (6)
EX (20)
TY (5)
GD (10}
T (6)
GD (10}
TY ()

T IOIM =T

g
Health; 42

F.arma: 22
Resources: G0 (10}
Popularity; O

BACKGROUND
Real Name: I: Darren Bantly, |1: Zachary
Dirbk

Occupation: Professional criminal
Legal Status: United states citizan wilh
& criminal racdrd

Identity: Publicly revaaled

Place of Birth: I: Mew York City, Il Unre-
vealad

Marital Status: Singls

Known Relatives: None

Base of Operations: Zan Francigoo,
Calilernia

Past Group Affiliations: Human Zodiac
Present Group Affiliation:

KNOWN FOWERS:

Egwer Mimicry: The first Agquarius has
the power 1o adopl the forms and powers
of hig fellow Zodiac meambers,

Veator Guns: The sscond Aquariug wiodars
housings on his wrisis that allowed him
1o project streams of water. These
sireams deliver Typical damage on
those they strike.

Talenis; Nong

Contacte: Each of tha man who wore the
nama ¢ Agquariugs was a member of Van
Lunt's Zodiac cartal.

ADDITIONAL NOTES:

ROLE-PLAYIMG NOTES

The original Aquarius was one of the
most cunning and manipulative mem-
bars of the Zodiac. Little is known of his

ZODIAC, HUMAN

repiacement’s porsonalily.

Comments: The originel Aguarivs was
granted the supernatural ability 1o take
on the forms and abilities of his Tellow
Zodiac leaders by the demon Slifer, who
subsaguantiy killed him.

Real Mame of Replacemant: Zachany
Craob

ARIES

STATISTICS

T (6)
TY (6
TY (6)
EX (20)
TY (6]
GD {10}
AM (20)

T Dmé e

Health: 38

Karma: 36
Resources; G0 (10)
Popularity: —2

BACKGROUND

Real Name: |: Marcus Lassisr, I1; Grover
Raymaond, Il Unrevealad

Oeeupation: Professional criminal
Legal Status: |, Il; Citizen of the united
states with 2 criminal racard, 1112 Unre-
vaaked B
Identity: |, I Known b0 1he authorities,
ill: Secral.

Place of Birth: I: Athens, Georgia, I, 11k
Unrevealsd

Marital Status: Unrevealed

Known Relalives: Momna

Base of Operations: I: Atlanta, Georgla,
I, NIz Chicaga, Minos

Past Group Affiliations: Human Zodiac
Praseni Group Affillatlon:

KMOWN POWERS

Zodiac Key: Tha first Arigs occasionally
wiglded The Zodiac Key

Horns: The Aries costume, worn by all
three men, bears horns of Remarkable
sirengih material, which add +1 G5 1o
tha wearars' attémpis 10 charge.
Talents: Mone

Contacts: Each Aries was a member of
Wan Lunt's Zodiac,

ADDITIONAL NOTES:

ROLE-PLAYING MOTES Marcus Lassi-
ter was an ambitious man who darad 1o
reach bevond his grasp, drunk with the
power of the Zodiac Key, The last bwo
men 1o waar 1he costume of Aries were
brash and asseriive.

Comments: Lassiter was killed in the
course of his ullimately unsuccassiul
attempl ¢ hold Manhatan Island for ran-
som, a scheme he underook indepen-
dently of his fellow Zodiac leadors,
Lazsiter sarved o lengihy term as head of
the entire Zodiac organization up unil
his demise. He wielded the Zodias Key
EE his major weapon,
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Real Name of Successor; Grover Ray-
rmond

Comments: FHaymond's st Known
activity &% a Zodiac leadar was his paric-
ipation in the attempt to kil all Mamhai-
tanites born under fho sign af Gamini
with a Star-Blazer device. Reymond
fought Iron Man I and is currendly in
police cusicdy, In combat he charges his
opponent as a ram would. His cosiume's
harns are constructed af an unknown
hard material, making them formidable
WERQONE,

CANCER
STATISTICS

F EX (20}
A PR (4)
5 T¥ (6)
E GOm
R T (6)

| T (B)
P T [G)
Health: 40

Karma: 18

Resources; GO (10)
Popularity: -3

BACKGROUMND

Feal Mame: Jack Klevano
Qecupation: Professional criminal
Legal Status: Citizen of the Uniled
States wilh & crirminal record

Identity: Known to the authorities
Place of Birth: LInrevealod

Marital Status: Unrevealad

Kmown Relatives: Mone

Base of Qperations: Houston, Texas
Past Group Affiliations: Human Zodiac
Prezent Group Affiliation;

KNOWN FOWERS

Pincars! Candcer wore prosthetic orab-
claws on his hands, which delivered
Excellant damags and allowed him o
grapple al Ramarkable ability. However,
for purposes of manual dexlerily, he was
considersd 1o have Feeble Agility.
Talents: Mone

Contactz: Uniil his deaih, Klovano was a
rvarmber of Van Lunt's Zodiac cartel.

ADDITIOMNAL MOTES;
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ACLE-PLAYING NOTES

Klevano was a cralty fighter and a
shreverd businessman.

Comments: Klevano has beon a mem-
bor of Zodiac since its founding. His cur-
rent whereabouls &nd activiles are
unsnown. Hi waars pincar-like prosthet-
iz davices wilh grest sirengin for grip-
ping an his hands,

CAPRICORN
STATISTICS

T¥ (B}
TY ()
PR [4)
TY [B)
G0
T (&)
™ (&)

TTIOmWmET

Health: 22
Harrma: 22
Resaurces: TY (&)
Popularity: -3

BACKGROUND

Feal Name: Willard Wair

Qocupation: Frofessional criminal
Legal Status: Cifizen of the United
States with a criminal record

Identity: Known by the authaorities
Flace of Birlh: Unrevealed

Marital Status: Unrevealed

Known Relatives: Mong

Base of Operations: Detroit, Michigan
Past Group Affillatlons: Human Zodiac
Present Group Aliliatian;

ENOWN FOWERS

Elastie Horms: Capricorn had obiained a
pair of bionic horma, which he altiged 1o
his costume and which he could Elen-
fgale with Remarkable ability. He often
usad these o grapple opponents or
1o thim aboul,

Talents: Mone

Contacts: Capnoom was a member of
van Lunt's Zodiac canel.

ADDNTIOMNAL MOTES:

ROLE-PLAYING NOTES

For all his unusual hakits, such as paint-
ing himsalf grean for eflect, 2nd despiis
hiz rather baroque povwern, Capricom was
aeve of [he most stable and rational mem-
bers of the Zodiac.

Camments; Weir has been a member of
Zodiac since its founding. His current
wherabouls and activities are unknown.
Throwgh unknown means e can CRUSE
hiz costume’s horng 1o exiend, wrap
{varmselves abau opponents, and throw
e opponents about,

GEMINI
STATISTICS

GO (10)
TY (B
G010
G0 (10
T (5}
T (&)
GO {10

TTIOIM@ =T

Health: 36

Karma: 22
Resaurces: GO (10}
Popularity: —2

BACKGROUND

Aeal Hame: Joshua Link

Oocupation: Professional criminal
Legal Status: Citizen of the LS. wilh a
criminal recond

Idantity: Known to the auiharilies
Place of Birth: Boslon, MA

Marital Status: Unrevealed

Enown Relatives: Daméan Link Drofher)
Basze ol Operations: Boston, MA

Past Group Affiliations: Human Zodiac
Present Group Affillation:

ENOWHN POWERS

Adindd Controd! Thiough unknown means,
Gamini could take control of his twin
brother's mind and body, Damian Link's
slatistics ane avarags for a2 police officer.
Should Damian heve baen taken beyond
the rangs of Gaminis powers, Gemini's
Strangth rafing would have dropped to
Typical, with the resulting Health loss.
Talents: Germini has Martial Aris A& 2nd E.
Contacts: Gemini was a member af van
Luni’s Zodiac caral,

ADDITIONAL NOTES:

-

“
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ROLE-PLAYING HOTES
lﬁu;mini wias a quiet membar of tho orga-
ization, enslaving his win brother’s
rrind a5 a pawn whenever it might prove
usaful.

Comments: Link has baen a meamber o
Zodiac since Hs leunding. Cue 1o an
edectrical 2ccident, Link bacame psion-
cally linked with his bwin brother Darnian,
a policeman. Hence, Joshua Link can
fake mentzl controd of Damian Link's
minds and body, and can add Damian's
physical strength to that of his own Body.
The currént wheresbouts and activities
af tha Link brothars ane unknosm.

LEO

:’ET.&TIS'HGE

GO (10)
GD (10)
TY (B)
GO (10)
TY (8)
TY (6)
Y (6)

mMTIMmiin T

Health: 3&
Karma: 18

_ Resources: EX (20)
Fopularity: -8

BACKGROUND
Feal Name: Danigl Radlond
Cecupation: Professional criminal
Legal Status: Citizen of the .S, wilth a
criminal record
Identity; Known to the authorities
Place of Birth: Unrevealed
Marital Status: Unrevealed
Known Relatives: Mons

'l Base of Operations: Los Angeles, Gali-
fornia
Past Group Affiliations: Human Zodiac
Preseni Group Afiliation:

KNOWHN FOWERS

Claws: Leo's costume was designed with
dangerous clew aftachments, made of
Excelient materials, which did Bemark-
able Edged damags.

Gogdy Armor: Leo's body suil provided
Poor protection against physical attacks,
Talents: Leo was irgined in the use of his
claws, and received a +1 G5 ta Hit when
employing them. He zlzo practiced Mar-
tial Arts E.

Contacts: Leo ks a membear of van Lunt's
Zodiac cartel.

¢

ADDITIOMAL MOTES:

ROLE-PLAYING NOTES

Leo was perhaps 1he most viciows miam-
bar of the Zodiag, revelling in whatever
chance he had to use his claws against
human fhesh,

Caomments: Radiord has baen a moem-
ber of Zodiac since it founding. His cur-
renl whereabouts and aclivilies are
unknown, Racdlord uses the claws on his
costume’s "paws’” 45 weapons,

LIBRA
STATISTICS

F A {30)
B EX {20}
5 TY (6)
E TY 8
R GO0
1 EX (20}
P Y (8)
Health; &2

Karma: 34

Resources: TY (&)
Popularity; =3

BACKGROUND

Aeal Hame: Gustiy Brand
Qecupation: Formar mercanary soldier,
later professonal caminal

Legal Status: Citizen of the LS. wilh &
criminal reornd

identity: Public

Place of Birth: Unrevealsd

Marital Status: Widowed

Known Relatives: Lua (wife, deceased),
ponsier Khrull (brother-in-law), Manlis
(daughiber, deceased)

Basze of Operations: Honolulu, Hawali
Past Group Atfillations: Human Zodias:
Fresent Group Affiliation:

KHOWN POWERS

Maone.

Talants; Libra is skilled in Martial Arts A, B,
&nd E, as wall as Acrobatics and Tumbling.
Although he i blind, he can dscemn a lea-
ture aboul his enviranment by making an

Intuiticn FEAT roll [gresn resulis suffice for
large features of the emdirsnment, for
megmpse that there is a desk in front of him,
while red results are necessany for sublle
fegluras, such as the numbsar of pens in
thie pen-holder on the dask)

Contacts: Libra was & member of the
Lodiac erime canel, and could prasumably
contact the priests of Pama If necessary,

ADDITIOMAL NOTES:

ROLE-PLAYIMG NOTES
Likara, irue 1o his =ign, was an ageani o
balance and cooperation in the Zodiac.

Comments: Brandl has been 8 membar
of Zodiac since ils founding. & merce-
nary soldier who fought in Indaching,
Brandt married Lua, the sister of the
crimimal  I2ader Monsieur  Khrull,
Cpposed b their marriage, Khrull had
Brandts® home sel alire, Lua was Killed
but Brandt blinded, escapad wilh his
infamt daughier. The Kree Priests of
Fama, who had 8 templa in Indochinag,
trained Brandt bow o move about unaid-
ed despite his blindness, as well as
feaching the martial arls. Theay also
faughl Brandl's daughler, who took the
name Mantis. As Libea, Brand! sees his
role in Zodiac as that of the “the bal-
ance,” nol taking sides in disputes.
Brandi's current whereabouts and aciivi-
figs ane unEnown.

PISCES
STATISTICS

T¥ (B)
T [6)
TY (6)
GO
T (6)
TY (6)
PR (&)

TMTIML =T

Health: 24

Karma: 16
Resources: GO (10]
Popularity: —4

BACKGROUND

Real Mame: MNoah Perricons
Occupation: Prolessional criminal
Legal Status: Citizen of ihe LS, with g
criminal racord

Identity: Known to the aulhoriiies
Plaee of Blrth: Pensacola, Flarida
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Marital Status: Single

Known Relatives: Mong

Base of Operations: Miami, Florida
Past Group Afflllations: member of ha
Human Zodiac

Present Group Afflllatlon:

KNOWN POWERS:

Warer Adaptation: Pisces was an accom-
plishiad fighter underwater {+1 C5) and
a fast awimmer {3 areasfround], He
could nod, howevar, do more than hold
hiz breath below the surfacs,

Talents: Mono

Contacts; Pisces was a member of the
Zodiac carel,

ADDITIOMAL NOTES:

AOLE-PLAYING MOTES

Linless he was near a body of waler, Pis-
ces kapt to himself. He asserted himssl
it the cartal, and fought opponents, only
when he felt thare was no oiher option,
Underwater, howeern, he felt supramely
confident.

Comments: Parricons has been a mem-
ber of Zodiac since its founding. It s no
known whether he has superhurman
powers, bul he s a skilled undanwster
combatant. Perricong's curren! wherg-
abouts and activities are unknown.

SAGITTARIUS
STATISTICS

TY (6)
GO (10)
G010y
T (6)
TY (&)
TY {5
TY (8]

M IOminkET

Health: 32

Earema; 18
Resources: GO (10}
Popularity: =1

BACKGROUND
Real Name: Harlan Vargas
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Occupation: Professional criminal
Legal Status: Citizen of the LS, with a
crirnimal recond

Identity: Known to the authosities
Plage of Birfth: Washington, DUC.
Marital Status: Unrevealed

Known Relatives: NMong

Base of Operations: Washington DLC,
Past Group Atllllations: member of he
Human Jodias

Present Group Affiliation:

ENOWHN POWERS:

Mons.

Talents; Sagittarios was a Weapons
Master, and proficient in Martial Ars D
and E,

Contacts: Sagittzrivs was a member of
the Zodiac carel,

ADDITIOMAL NOTES:

ROLE-PLAYING NOTES

Sagittarius embodies the Jack-ol-all-
Trades aspect of his sign, making him-
@Il an expert at many forms of
weaponry, rather than just bows,

Commants: Verges hes bean & member
of Zodias since s founding, His currant

whereabouts and activities are
unknown.
SCORPID

Sea aniry under Android Zodiac

Comments: The original Scorpio was
cne of the ariginal twelve leaders of Zodi-
ac. He wieldoed the Zodiac Key as his
principal waapon. The first Scorplo died
in an explosion aller clashing with
SHIELD Public Director Mick Fury.

FReal name of successor: Jacob
“Jaka™ Fury

Comments: Jake Fury iook possession
af the Zodiac Key upon witnesaing the
origingl Scorpio's death. Fury then
becams the new Scorpion, and attempd-
=d wnsuccessfully o kil his brothar
SHIELD Public Diresicr Mick Fury. Sub-
saguantly regaining possesaion of 1ha
Ry, Jake Fury, acting independently of

thi rest of the Zodisc, created ihe onigi-
nal android Zodiac mambers, Whan th
androids  weare  defeated by th
Defenders and Moon Knight, Jake Fury
cormitled suicide,

Feal name of successor:
LaFaing

Comments: LaPolnt’s first Known activi-
Iy as a Joding leader was his particips-
fien in the attempt to kil all
Manhattanites born under the sign of
Gemini with a Star-Blazer device,
LaPoint’s current whereabouls and
activities are unknown,

Jacques

TAURUS
STATISTICS

F GO {10}
A TY (8] ‘
5 GO {10}
E EX [20)
R T ()

I T (6]
P R (30)
Health: <6

Karma: 42

Resources: EX (20)
Popularity: —11

BACKGROUND

RAeal Mame: Cornalius Van Lunt
Deeupation: Professional eriminal mas-
tarmind

Legal Status: Citizen of the UE. with &
criminal record

Identity: Known 1o e authorities

Place of Birth; Unrevealsd

Marital Status: Unrevealed

Known Relatives: Mone

Base of Cperations: Mew York Ciry
Past Group Affillations: Ieader of the ‘-
Human Zodiag

Present Group Affiliation:

-

KENOWHN POWERS

Hornz! Taurus's helmel had shock
absorbors and horns made out of Excel-
lant material. When he charged, he add-
ed +105 1o Hil and for Damage. The
horns could do blunt or edged damage at
Taurus' discretion.

Slar-Blarer Gun, Taurus carried the Star-
Blazar, a gun which fired minute
amounis of lugion enargy, the anergy
thal powers the stars. The gun could do
Amazing damage 1o a range of 2 areas,
He ance designed a much langer varsion
of the Ster-Blazer, bul thal weapon was
destroyad bofoare il could be used.
Talents: Taurus was a master Dusinaess. ‘
men &nd also possessed the Leadership
lalani. In combai, he sxhibited Marial
Aris A and Firearms skill,




Z0DIAC, HUMAMN

Contacts: In addition w0 his prodi-

minus business contacts, van Lunt

$

as tha leader of the Zodias crime
cartel

ADDITIONAL NOTES:

ROLE-PLAYING MOTES

Cornaelius van Lunl was a master
schemer and lactician, ruthless in
his quest for pawer and glory. Were it
nod for a few ill-advised misadven-
turas, the Zodiac cartel would have
remained uncapturad and possibly
alive until this day. Van Lunt is an
expert astrologer, and believed in it
to some extent.

Camments: Cornelivs Van Lumt
founded Zodiac, chose its elaven
other leaders, and succeeded the
original Aries as its overall leader.
Van Lunt, a multimillionaire busgi-

nessman, has been Zodiac’s finan-
cer from tha beginning. As far as is
knicawn, van Lunt is curranily at large.
In combat he charges his opponent
as a bull would. His costuma’s horns
are constructed of an unknown hard
material making them formidable
waapons, Van Lunt controls Zodiac’s
"Star-Blazer' energy weapons.

VIRGO
STATISTICS

PR (4}
T (8)
PR (4)
TY (8)
GO (10)
GO (10)
T

TTIMmMBET

Health: 20

Karmi; 26
Resources: GO {10}
Popularity: =2

BACKGROUMD

Real Hame: Elaine McLaughlin
Cecupation: Professional criminal
Legal Stalus: Citizen of the ULS. with a
criminal record

Identity: Known to the authoritios
Place of Birth: Unrevealed

Marital Status: Single

Known Relatives: Mone

Baze of Operations: Denver, 0O

Past Group Affiliations: member of the
Human Lodiac
Fresent Group Affiliation:

KHOWN POWERS

Mone

Talents: Virgo was a shrewd business-
woman and poliician. She was experi-
anced in the use of Handguns.
Contacts: Wirgo was a membsr of the
Zodlac crime cartal.

ADDITIOMNAL MOTES:

ROLE-PLAYING NOTES

“Wirgo was & quiet but intelbgont woman,
capable of siriking =&t the precisa
moment 1o close a deal or skewar & rival
crirninal.

Comments: McLaughlin, the only
fermale Zodiac leeder in the group's his-
tory hes been a member of Zodiac since
its lounding. Her curment whereakbouts
and activities e URKROWn.
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AQUARIUS
STATISTICS

TY (B)
EX (20)
TY {E)
GD (10)
GD {10)
TY (8)
TY (6)

TTImMm®nET

Health: 42
Karma: 22
Resources: FB (2]
Popularity: -2

KNOWN POWERS

Body Armor: Aquarius, like all Life
Modal Decoys (or LMDs), has Good
protection against physical attacks.
His costume also provides him with
Remarkable protection against elec-
trical attacks.

Eilaciro-Blastar; Aguarius wields a
weapan that fires blasts of electrified
water. Aquarius’s waapon is capable
af firing 20 shots up to 2 areas away,
which do Ramarkable alactrical
Energy damage.

Talents: Aguarius receives a +1 05
when using his Elactro-Blaster.
Contacts: Aquarius is the only LMD
1o have sarved with all thres android
incarnations of the Zodiac [other
than Scorpia) in the same body.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Aquarius is a rugged individualist,
but as a member of the Zodiac acls
mare as a team player, often working
with another member to gang up on
an opponant,
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ARIES |

STATISTICS

GD (10)
TY {E)
GD {10)
IN {40)
TY (6]
T (6]
TY (&)

mTTIoImin =M

Health: 66
Karma: 18
Resources: FB (2)
Popularity: O

KNOWN POWERS

Haody Armar; Aries, like all LMDs, has
Good protecltion against physical
aftacks.

Hormsg: Aries wears a pair of horns
that, when combined with a charging
attack, allow him 1o receivea +1C5
on the Charging column. The horns
are made of Remarkable strength
material.

Talents: None

Contacts: Ares was a member of
the first android Zodiac created by
Zcorpio and the Zodiac Kay.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES
The original Aries LMD was a simple
brute. He enjoyed attacking with sur-
prize whenever possible.

ARIES I
STATISTICS

GD (10)
GD {10}
EX (20)
AM (30)
TY (6)
TY ()
TY (6)

T~ Imn e

Health: 70
Karma: 18
Resources: FB (2]
Popularity: —1

KNOWMN POWERS

Hoady Armor; Aries, like all LMDs, has
Good protection against physical
atizcks.

Life Support: Aries Il doss not
breathe, making him immune to gas
attacks and able o survive indefi-
nitely underwater.

Horns: Aries wears a pair of horns
that, when combined with a charging
attack, allow him o receive a +1 CS
on the Charging column. The horns
are made of Remarkable strength
material.

Talents: Nona

Contacts: Ares || was a mamber of
the Zodiac that allied themselves
with Cluicksilver,

-
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ADDITIONAL NOTES:

L

ROLE-PLAYING NOTES

Aries Il was a bitter LMD, who saw
hiz artificial existence as a curse. He
strongly distrusted any and all
humans

ARIES I
STATISTICS

F GD (10
A GD(10)
5 EX (20)
E A (30)
R TY {B)

I TY (6)
P TY (6)
Health: 70

Karma: 12

Resources: FB (2}
Fopularity: —3

KNOWN POWERS

Body Armor; Aries “wears” armor of
Remarkable material that provides
him with Remarkable protection
against physical and heat atlacks
and Good protection against energy
and cold, and carrasives.

Horns: Aries wears a pair of horns
that, when combined with a charging
attack, allow him o receivea +1 05
an the Charging column. The horns
are made of the same Remarkable
strangth material as his suit. The
horns are also rigged to shool a blast
of fire up to 1 area away which does
Excellent Energy damage.

Talents: None

Contacts: Aries Il was a member of
the Zodiac under Scorpio when the
group fought the West Coast Aveng-
ers.

ADDITIONAL NOTES:

ROLE-PLAYING MOTES

A fire sign, Aries is forthright and
headstrong. If Scorpic were nof
present, he would probably vie for
the leadership of the Zodiac with ofh-
ar similarly inclined members.

CANCERI
STATISTICS

EX (20
T (E)
AM (50)
IN (40)
FR(4)
PR (4)
T (&)

T I muw T

Health: 116
Karma: 14
Resources: FB (2]
Popularity: —1

KNOWN POWERS

Body Armor: Cancer | was designed
with & “battle-suit"’ that provides him
with Amazing proteclion against
physical attacks and [ncredible pro-
tection against all other forms of
damagea. Once in each combat, Can-
cer can activate an "'air-bag’’ device
an his suit, which prevents Unearthly
damage from one blunt or blunt-
throwing altack. The headpiece pro-
vides him with Remarkable
protection against blinding attacks.
Shouldar Cannons: Retraclable can-
nong in Cancer's shoulder armor can
da Incredible Force damage up to 2
areas away.

Talents: Mone

Contacts: Cancer | was one of tha
ariginal android Zodiac members,

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Cancer | prefers to pick oul the
toughest-laoking opponent and beat
on him or har until ong of the two is
uneansaious or daad.

CANCERI
STATISTICS

F TY (6)
A T (B}
s EX (20)
E EX (20)
R TY (B
| PR (4)
P TY (6
Health: 52

Karma: 16
Resources: FB (2]
Fopularity: -2

KNOWHN POWERS

Eody Armor; Cancer s reinforced
bady provides him with Remarkable
Armor.

Lile Supporl: Cancer does not
breathe and can survive indefinitaly
underwater. He Is immune to all
breath-based gas attacks.

Ciaws: Cancer |I's claw attachmenis
are made of Remarkable strength
material and are capable of doing
Excellent Edgad damagea.

Steam Sprayers: Cancer llis capable
of spraying out blasts of steam. He
can fill any area within a 1-area
range, causing Typical heat damage
to everyone in that area and forzing
opponants to lake a =2 C5 o any
phyzical FEATs that they attempt
due to blindness.

Talents: None
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Contacts: Cancer Il was a member
of the android Zodiac that assisted
Quicksilver against the Avengers.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Cancer is fascinated by aliens, espe-
cially those who come from the
moon. He is a mediocre fighter at
best, preterring to rely on his steam
blasts rather than his claws.

CANCER I

STATISTICS

F =0 (10)
A TY {6)
S EX (20}
E AM (30)
R TY (8)

[ TY (6)
P TY (&)
Health: 66

Karma: 18
Resources: FB (2)
Popularity: —3

KNOWN POWERS
Body Armoar: Cancer
Ramarkabla body armar,
Life Support: Cancer Il does not
nead to breathe, and can survive
indefinitely underwater. He is
immune o gas attacks.

Claws: Cancer Il uses claws of
Remarkable material which can do
Excellent Edged damage.

Talents: Mona

Contacts: Cancer was a member of
the third android Zodiac,

I wears
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ADDITIONAL NOTES:

ROLE-PLAYING MOTES

Az the representative of a waler sign,
Cancer lends to back up the other
water signs, Fisces and Scorpio. As
such, he is a willing follower of Scor-
pic.

CAPRICORN I

STATISTICS

F EX (20)
A EX (20)
L GD (10)
E EX (20)
R TY {6)

I G (10
P TY {6)
Health: 70

Karma: 22
Resources: FB (2]
Popularity: —1

KNOWN POWERS

Body Armor; Capricorn 11, like all
LMDs, has Good protection against
physical attacks,

Life Support: Capricorn Il doas not
breatha and can survive undarwaier
or at high altitudes with no penally,
He is immune to gas altacks.
Climbing: Capricorn has Remark-
able climbing ability.

Gliging: Wing-vanes underneath
Capricorn’s arms allow him to Glide
at Poor air speed, Using the vanes,
Capricorn can fall from any height
without damage.

Talents: None

Contacts: Capricomn || was a mem-
ber of the second Zodiac and was an
ally of Quicksilver.

ADDITIONAL HOTES:

ROLE-PLAYING NOTES

Capricorn || prafers to use his
powears as a distraction o that his
comrades can down an apponent,
Ha iz amazingly egolistical considar-
ing the relatively minor natura of his
pOWers,

CAPRICORN I

STATISTICS

F EX (20)
A EX (20)
5 EX {20)
E EX (20
R T (8)
I TY (B)
P TY (B}
Health: 80

Karma: 13
Resources: FB (2)
Popularity: —2

KNOWN POWERS

Body Armor; Capricorn [, like all
LMDz, has Good protection against
physical attacks,

Life Supporl: Capricorn Il has no
naed to breaths, is immune o gas
altacks, and can survive underwater
indefinitahy.

Legs: Capricorn l's legs resembla
those of a goat. She can run 4 areas’
round for up to 10 rounds, and can
leap as if she possessed Remark-
able Strength, Zhe can alzo kick for
Remarkable damage.

Talents: None

Contacts: Capricorn Il was a mem-
bar of the third android Zodiac.

-
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_’ ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Capricarn || prefers o hang back in
combat, only fighting when she
must.

GEMINI |
STATISTICS

EX (20)
EX (20)
GO (10)
EX (20)
GD (10)
TY (8)

PR (4)

oTTIMmMmWEm

Health: 70

Karma: 20
Resources: PR (4)
FPopularity:

KNOWN POWERS

Body Armor: Gamini |, like all LMDs,
has Good protection against physi-
cal attacks.

Spiit Body: Gemini has the ability 1o
split into two individuals, identical
except for their coloring and their
masks. One body acts on pure amo-
tion, the other on pura reason.

Spiit Parsonality: Becausa of his dis-
erdered mind, Gemini I's Psyche is
considered Amazing against mind
control attempts.

Talents: None

Contacts: Geminil was a member of
the first android Zodiac animated by
Scorpio, bul he betrayed tham dur-
ing their battle with the Zodiac.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

While split, Gemini | is a study in con-
trasts. His white, smiling form is
ruled by pura emoticn, while his
frowning, dark side is ruled by rea-
son. Only when he combines into a
single form does Gemini have any
hope of resalving this conflict.

GEMINI 11
STATISTICS

F EX (20}
A GD [10)
5 G010y
E EX (20)
R TY [B)

| T (&)
P TY (&)
Health: 60

Karma: 18

Resources: FB (2)
Popularity: —1

KNOWN POWERS

Body Armaor: Gemini 1, like all LMDs,
has Good protection against physi-
cal attacks,

Expansion: Gemini |l can expand,
giving him Poor Growthanda + 1035
to be hit. Gemini gains Remarkable
Strength as a result of this transfor-
mation, which only takes place when
he is in canflicl.

Split Personality: When presented
with a compelling argument, Gamini
Il iz inclined to accapt that opinion.
He must make a Psyche FEAT roll 1o
avoid being ‘‘persuaded’” Dy an
argument and paossibly changing
sides.

Talents: None

Contacts: Gemini Il is a member of
the second Zodiac and allied with

ZOooDlAaCc, ANDROID

Cluicksilver, Like the first Gemint, the
sgcond swilched his mind during
combat, earning him the enmity of
his fellow LMDs,

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Because of his fundamental nature,
Geminl iz considered unwoarthy by
his teammates. To maintain the bal-
ance of all 12 signs of the fodiac,
they must have such a person within
the group, but ha is carefully watch-
[=Tu

GEMINI 1
STATISTICS

F EX {20)
A GD (10)
5 EX (20)
E GD{(10)
R TY (6)

| TY (6)
P TY (B)
Health: 60

Karma: 18

Resources: FB (2)
Popularity: =1

KNOWHN POWERS

Body Armor: Gemini |l has Good
protection against physical attacks.
Team Attack: Gemini [l has the raih-
gr freeform ability to generate any
physical power at Typical rank, pro-
vided that, in the garmemaster’s opin-
ion, using the power aids her
feammates in a more direct manner
then It harms her foas.,

Talents: Nane

Contacts: Gemini |l was a member
of the third group of Zodiac LMDs.
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ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Unlike her predecassars, Gemini [l
is mora mentally stable. Unfortu-
nately, she is not particularly power-
ful, and prefers to leam up with her
fellow air sign Libra.

LEO I
STATISTICS

F AM {30)
A AM (30)
5 EX (20)
E AM (30)
R PR (4)

| GO (10)
P G0 (10
Health: 110
Karma: 24

Resources: FB (2)
Popularity: —4

KNOWN POWERS

Body Armor: Lao has Good protec-
tion against physical attacks.
Claws: Leo's claws ara of Excellent
slrength material, and are capable of
doing Remarkable Edgad damage.
Animal Empathy: Leo has Poor
empathy with lions and tigers,
enough so that they will not attack
him.

Talents: Lec has Martial Arts E and
the Acrobalics talent,

Contacts: Leo was a member, albeit
an extramely rebellious one, of all
three Zodiacs.
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ADDITIONAL MNOTES:

ROLE-PLAYING NOTES

Lao is bloodthirsty, attempting to kill
heraas and civilians alike o achieve
hiz goals. He will oftan fight simply
for the sake of fighting. He is
extremely egotistical and has a hard
time accapling anyone’s leadership.

LEO 1l
STATISTICS

EX (20)
IN (40)
IN {40)
RM (30)
TY (8)
EX (20)
GD (10)

T IMmMurm

Health: 130
Karma: 36
Rezources: FB [2)
Popularity: O

KNOWN POWERS

Eody Armar Leo Il has Good protec-
tion against physical altacks.
Claws: Leo II's hands and feet end in
claws of Good material strength that
inflict Good edged damage. She
may make normal attacks as well,
Lightning Speed: Lea Il can move 3
areasfround, accelerate fo that
speed in ona round, and run without
tiring as if possessing Monstrous
Endurance.

Enhanced Senses! Leo ll possessas
Monstrous level vision, hearing, and
smell. She can track opponents with
Amazing ability usging thasa skills,
but suffers @ =1 C3 on FEAT rolis
against allacks which impact her
SANSAs.

Built-in Radlo: Lea |l has a radio built
inta her wrist that allows her to com-
municate with Zodiac members from
up o 100 miles away.

Talents: Mone

Contacts: Leo |l was created by
Soorpio for the third Zodiac,
although the majority of that group
werg unaware of har role as an infil-
trator. She has all the knowledge aof
the real Tigra and was capable of
remaining undetected by the Wast
Coast Avengers.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Cesigned to mimic Tigra exactly, Leo
Il was the perfect infiltrator until it
was dastroyed,

LIBRA |
STATISTICS

F FE (2]
A G0 (1)
s TY [B)
E EX (20)
R EX (20}
I T (B}
P T {6}
Health: 38

Karma: 32

Resources: FB (2]
Popularity: —2

KNOWN POWERS

Body Armar: Libra | has Good pro-
tecticn against physical attacks.
Ethereal Form: Libra | has the power
te fade inlo an immaterial state. In
this form, he enjoys Shift-X body
armor against all attacks except
thosa of mental and mystical origin.

-
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Ha can also pass through material of

| up to Unearthly strangth. This power

allows him to fly at Poor speed. Az a
power stunt, ha may turm invisible for
limited pericds of time (1-10 rounds)
at Typical rank.

Talents: None

Contacts: Libra | was a member of
thie first two android Zodiac organi-
zations, but he was rarely callad
upon to provide assistance,

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Libra acts as the balance in any
group he finds himself in. He never
engages in combat, sesking rather
ta philosophically guide other char-
acters as basl he can.

LIBRA Il
STATISTICES

F GO (10
A GO 10)
5 GO (10)
E GD{10)
R T (6]

1 T (8)
=] TY (6}
Health: 40

Karma: 18

Resources: FB (2)
Popularity: —1

KNOWN POWERS

Body Armar: Libra |l has Good pro-
tection against physical attacks.
Flight: Libra Il can fly at Poor speeds
(& areas/round).

Talents: Mong
Contacts: Libra Il was a member of

the third android Zodiac under Scor-
pic,

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Librais a team player, willing o sacri-
fice harself against superior oppo-
nents in an effort to help the Zodiac
as a whole.

PISCES Il
STATISTICS

RM (20)
TY (8)
AM (50)
AM (50)
TY (8)
TY (8)
TY (8]

VT IMEe e

Health: 136
Karma: 18
Resources: FB (0]
Paopularity: 0

KNOWN POWERS

Body Armor: Pisces I, his skin
toughenad 10 resist the rigors of the
acean depths, has Remarkable pro-
tection from physical attacks.

Life Support: Pisces |l can sunvive
underwater indefinitaly, and is
immung 10 gasses.

Talents: Mong

Contacts: Pisces || was a member of
the second android Zodiac and an
ally of Quicksilver.

ADDITIONAL NOTES:

ROLE-PLAYING MOTES

Thinking is not Piscas' strang suit.
He acted as muscleman for the sac-
ond Zodiac.

PISCES 1l
STATISTICS

F TY (6)
A GD(10)
5 GD (10}
E EX (20)
R TY (B)

I PR (4)
F TY (8]
Health: 46

Karma: 16

Resources: FE (2)
Popularity: —1

KNOWN POWERS

Body Armor: Pisces ||| has Good pro-
tection against physical attacks.

Life Suppart: Piscas |l is capable of
breathing air or water with equal ease.
Swimming: Pisces can swim at 4
areasfround,

Mist: Pizces can generate a mistinto
any ares within a 1-area range. Any-
ana within the cloud takes a —1 G35
because of limitad sight.
Precagnition: Pisces. Il has been
known te have precognitive dreams
of future events, She has Good rank
ability, although she has no contral
over when it ooours.

Talents: None

Contacts: Pisces Il was a member
of the third Zodiac,
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ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Pisces Il is ong of the more complax
members of the third Zediac. She is
somalimes bald o attack, but at oth-
er times she iz just as quick to
retreat. Her lack of strong offensive
powers keeps her from doing much,
but she tries wholaheartadly 1o help
her comrades.

SAGITTARIUS |

STATISTICS

TY (6)
BM (30)
GD {10)
GO (10)
GD (10)
TY (B)

TY (6)

TTIMN =T

Health: 56
Karma: 22
Resources: PR (4}
Popularity: —4

KENOWHN POWERS

Bady Armor: Sagittarius | has Good
protection against physical altacks.
Arrow Launcher: Sagittarius | wields
a pair of wrist launchers with a range
of 3 areas. He fires either painted
arrows which do Excellent Edged
damage or flaming arrows which do
Remarkable Energy {flame} dam-
age. He carries enaugh arrows for 20
shals of either type,

Talents: Sagiltarius | iz a Weapan
Specialist with his chosen weapon.
Contacts: Sagittarius | was a mam-
ber of all thrae android Zodiacs. He
wirked briefly as a freelance crimi-
mal in Mew York and presumably has
several criminal contacts there.,
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ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Cick with both his arrows and his
wit, Sagittarius is overconfident, put-
ting too much trustin the fact that he
can down an opponent with a single
shot, He is rarely concerned with
dodging an attack and is always sur-
prised when his cpponents are able
o shrug off his altacks.

SAGITTARIUS I

STATISTICS

F G0 (10)
A A (30
S GO (10)
E EX (20)
R TY (8]

I TY (B)
P TY (B)
Health: 70

Karma: 18
Resources: FB [2)
Popularity: 0

KHOWN POWERS

Eody Armor; Sagittarivzs I has Good
protecticn against physical attacks,
Bow & Arrows: The LMD Sagittarius
iz armed with a bow and a quiver
containing 36 shafis, Half of these
arrows are slandard shafis which do
20 points of Blunt damage and half
are broad-blade heads which do 20
pointzs of Edged damage. The bow
has a range of 7 areas.

Difer Arrows: After his infiltration of
the West Coast Avengers, the Sagit-
tarivs LMD was able to get his hands
on Hawkeve's supply of arrows. The
LMD then had his cholce of the
arraws listed on pagae 29 aof the

Judge's Boak,
Built-in Radio: Sagittarius || has at,‘
radio unit built into his wrist that
allows him to communicate with
Zodiac headquarters up to 100 miles
away.

Talents: Sagittarius Il is a Weapons
Specialist with his Bow and a Marks-
man, giving him a. +3 C5 to hit. He
also possess Martial Arts A and E.
Contacts: Sagillariuzs Il was created
by Scorpio to infiltrate the West
Coast Avengers for the third Zediac.
Sagittarius was destroyed before
knowledge of his masguerada
became known o the Zodiac, and
presumably anly Scorpio and Leo I
(disguised as Tigra) knew of his
gxislence.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Unlike Leo I, wha was designed to
mimic Tigra's powers exactly, Sagit-
tarius || had a persanality that was ‘
somewhat different from Hawkeve

and was easily detected by thoss

who knaw him well. He was mostly

cald and detached, but took a fiand-

Ish delight in practicing with Hawk-
eve's special arrows,

SCORPIOD
STATISTICS

R (20}
RM {30}
EX (20)
IN {40)

EX (20)
GD (10}
EX (20)

TTIIMmMmn e
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Health: 120

Karma: 50
Resources: S0 (10)
Popularity: —158

BACKGROUNMND

Real Name: Jacob “Jake'' Fury
Other Aliases: Jacques LaFaint,
Count Julio Scarlothi

Occupation: Professional Criminal
Legal Status: Citizen of the United
States, with no criminal record, but
wanted by SHIELD for various
Crimes.

Identity: Secret

Place of Birth: Mew Yark City
Marital Status: Single

Knawn Relatives: Jack (fathes,
deceased), Mick (brother), Dawn
[sister)

Base- of Operations: Formerly an
abandoned factory in Bellaville, Mew
Jarsey; now mabile

Past Group Affiliations: Jacob Fury
was a member of all three android
incarnations of the Zodiac, and for a
fime was a member of the human
Fodize carlal as well.

Present Group Affiliation:

KNOWN POWERS

LMD Bedy: Scorpio’s spirit lives inan
artificial hody, which provides him
with Excellent protection against all
forms of attack. In the presence of
the Zodiac Key, Scorpio can also
transform his body into water. This
makes him immune to all forms of
attack that would not affect water. He
can move 5 areas per round in this
farm and move through walls, doors,
ete,, which are nol watertight.

Prior to his transiormation into a
LMD {i.a., prior to his defeal by the
Defenders), Fury had the following
Physical atiributes;

F A ] E
GD Go T Go
Health: 36

Soorgion’s Tal! As leader of the lirst
android Zodiac, Scorplo used a
metal “tail’’ which he could swing o
do Excellent Blunl damage. The tail
was made of Excsllent strength
material. Fury received a +1 CS to
his fighting when using this weapon.
Digging: As a member of tha second
android Zodiac, Scorpic could tun-
nel 3 areas per round.

Poison Sprayer: As a member of the
second and leader of the third
android fodiacs, Scorpic wielded a
pair of wrst sprayers which could
spray & neurg-ioxic gas up to one
area away, Anyone affected by the
neurg-toxin has o make a Yellow
Endurance FEAT rall er be slunned
for 1-10 rounds
Zodiac Key: An artifact from another
dimension, the Key is sentiant and
determined to bring about conflict, 11
is made of Unearthly KMaterial
Strength and it has the following
mental statistics:

R I P

=0 EX W

Thie Key has the following powers:

» Flight by itself ar when someaane
is holding on fo it, at Poor air speed
(4 areasiround).

* Force Blasis which can hit one
parson for Incredible damage ar hit
everybody in an area for Remark-
able damage. It can use either of
thase attacks al a range of 2 areas.

* Shield which can provide Mon-
strous protection against any one
form of attack per round that the
wiglder is awara of,

» Tha Key can generate a "slasis
fiald" of Remarkable Strangth. Scor-
pio can alse cause sections of a wall
to extend itself to grab an opponent
In this case the Strength of the Grap-
ple is equal to the Material Strength
of the wall.

» The Key can teleport the wielder
and anyone the wialdar wishes with-
ina 2 area range 10 a distance of up
to 200 miles, It cannot telepaort
through a metal wall,

» Due tn a psychic bond between
the Kay and Scorpio, Scorpic can
never dig, Whean he does so, the Key
rasurrects his spirit in yel anocther
LMD body.

* By absorbing stellar energy from
the constellations of the Zediac, the
Key can create an LMD body. This
LAD will be imbued with a personati-
ty and set ol powers appropriate to a
given sign.

Talents: Scarpio has Martial Ars A,
He has the Robotics talent as it deals
with the creation of LMDs.

Contacts: Scorpio s psychically
bondad with the Zodiac Key, which

has provided him with the maans to
araate all three android incarnations
af the Zodize. Ha has several crimi-
nal connections in the Manhaitan
ared.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

Scorpio’s personality has varied
wildiy aver the years, Before ha real-
ized he was a LMD, he grew despon-
dent as he seemingly aged. Once he
realizad the trua nature of his exist-
ence, he came to love the conflict
which the Key brought about. He still
considers himseld mare “human™
than the LMDs he creates, and will
sacrifice them willirgly.

TAURUS I
STATISTICS

F EX (20)
A EX (20)
5 I (40}
E R (20}
R PR (4)

| TY (6)
P T (85)
Health: 110
Karma: 16

Resources: FB (2)
Popularity: —2

KNOWN POWERS

Skin Armmor; Taurus | possaszes skin
armar al Excellent rank, superior to
that of mast of the LMD zodiac.
Runring: The first Taurus android
was buill for speedy attacks and
affensive maneuvers. In combat, he
can mava 4 areas per reund,
Arm-horms: Taurus | waars an exo-
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skeleton  which  improves  his
strangth (without it, his strength falls
o Excellent). Moreover, it possesses
hydraulic "horns” which extend
from the back of his hands, daing
Incredible BEdged damage. If Taurus |
succeeds in a yvellow Agility FEAT, he
can attack characters in any adja-
cent area, These horns, and the rest
of the exoskeleton, are made of
Remarkable material.

Talents: None

Contacts: Taurus | was a mamber of
the firsl android Jodiac.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES The first
Taurus LMD was, like many of his
teammates, a simple-mindad fighter,
mora anthusiastic and less disci-
plined than, say, Aries or Cancer. Ha
would repaatedly leave one victim in
the middle of a combat o engaga
another.

TAURUS I
STATISTICS

RM {30)
GD (10)
RM {30)
IN (40)
GD (10)
T {6}
TY (8]

oMTIMPEerET

Health: 110
Karma: 22
Resources: FE (2)
Popularity: -5

KNOWHN POWERS

Swin Armare: Tawrus 1, like all mem-
bars of the android Zodiac, has Goad
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skir armor,

Life Support; Taurus 11, 85 a member
of the second android Zodias, does
nol need to breathe, and can remain
underwater indefinitely.

Dansity Manipuwiation; Taurus 1l can-
nat dacrease his mass below nos-
mal, but he can increasa it up to
Amazing rank. Altering his mass
requires wo uninterrupted rounds of
cancaniration.

Harnz: The secand Taurus LMD
waars horns on his head, which raise
his charging damage by +1C5.
Talents: Taurus | bas Martial Arts A,
Caontacts: Taurus || was a member of
the sccond and third LMD Fodiac
taams.

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

The second Taurus is a quiet figure,
willing fo follow orders and happy to
attack anyane the Zodiac leader indi-
oates.

VIRGO Il
STATISTICS

GD (10)
GD {10)
GD {10)
GD (10)
AM (30)
TY (B)

TY (&)

T—IImn=m

Health: 40
Karma: 42
Resources: FB (2)
Popularity: —1

KNOWN POWERS
Bady Armor: Virge I, like all the

members of the andraid Zodiac, has
Good skin armor,

Life Support: Virgo I, as a member of
the sacond Zodiac, does not need to
braathe, and can remain undarwater
indefinitely.

Exatic Equipment: If Wirgo Il knows
which opponent she might be facing
in combat, she will carry sophisti-
cated equipment designed for use
against that particular oppoenent. In
the past, for example, she wislded a
device which could immabilize Iron
Man's armarn There is no indication,
hicwever, that Virgo Il can "kit-bash”
in the fiald,

Talents: Virgo || has the Electronics
and Engingaring talents, recaiving a
+2 05 when rying o build eleciron-
i aquipmant,

Contacts: Virgo |l was a mamber of
the secand and third Zodiacs.

ADDITIONAL NOTES

ROLE-PLAYING NOTES
Virge Il has found her best battle tag-
tics 1o ba an attempt to remain unno-
ticed in the background until she can
basl amplay har devices,
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F T (5]
A PR (4]
s Rk (300
E I (40)
= Shid (0}
1 Sho (0}
P Shi (1)
Health: 280

Karma: 0

Resources: Shi (0}
Popularity: —10

BACKGROUND

Real Mame: Simon William Garth
Occupation: Former president and
founder of Garwood Industries, a
coffes manulacturer

Legal Status: Citizen of the U.5.,
considerad missing

Identity: Garth's existence as the
Zombie s not known to the genaral
public of Earth

Place of Birth: Birmingham, Ala-
bama

Marital Status: Divorced

Known HRelatives: Donna Garth
Mason (daughier), Bruce Mason
{gon-in-law), Miranda Garth {ex-wifa)
Base of Operations: MNew Crleans
area

Past Group Affiliations: Mong
Present Group Affiliation:

KNOWN POWERS

Invulnerability: The Zombie has
Class-1000 resistance to disease,
gases that rely on breathing for
effect, heat, cold, and extrame pres-
sure, Fombie does not suffer any
effactz from Stun or Kill resulls,
although it can still be Slammed. He
does nol need to breathe and can
surviva indefinitely when submerged
o buried

Regeneraltion: The Zombie has Poor
Regeneration (4 Health/10 turns). To
facilitate this regeneration, Zombia
must consume human or animal
flesh at least once per weak.
Sansary Lack: The Zombig possess-
a5 no sense of sight, hearing, taste,
small, or feel, ILis unaffacted by any
attacks that rely on these senses to
accomplish their effects. The Zom-
bie's lack of brain aclivity makes it
irmmune to any form of mantal attack
as well,

Voodoo Animation: The Zombig is

P

ammated by voodoo. it wears an
amulat thal forces it 1o obey the
orders of anyone holding its counlar-
parl. The amulet has an unlimitad
range.

When confronted by individuals or
situations which Garth had strong
emotional contacts 1o in lile, he is
capabla of responding appropriately,
if in a someawhat limited fashion. In
such cases he can disregard the
commands of the haldar of the con-
frol amulet.

Talents: Mone. |n life Garth had the
Business/Finance talent.

/ -""
K I il
el
Contacts: Zombie was manipulated
by a number of individuals, Garth’s
secrefary in life, Layla, loved him and

usad her voodod powers in his behalf
sevearal times before her death,

ADDITIONAL MOTES:
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ROLE-PLAYING NOTES

A scheming, conniving business-
man in life, Garth was reducad fa
almost complete mindlessness as
tha Zombie. The only time the
undead creature responded fo any
autside stimulus on itz own was
when it encountered paopla from its
first life. When briefly resurrected,
Garth had apparently learnad some
compassion from his vears of suffer-
ing as & mindless zombia, and
altempted 1o make amends for the
actions of his former life.

HISTORY

Simon Garth was a highly succassful
businessman and wall-known public
figure wha was notorious for treating
his employees ruthlessly. Garth's
gardenar, Gyps, vowed to get
revenge upon his emplover for his
years of mistraatment and recent fir-
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ing. HKidnapping Garth, Gyps
slabbed him to death with a garden
shears in the bayous near Mew
Orleans. Gyps was not satisfied by
Garth's relatively quick death, how-
ever, and sa he turmed the corpse
avar 13 a nearby voodoo cult and
forced the voodooienne (voodoo
queen) Layla to turn Garth into a
zombie. Layla. who also happensd
to be Garth's secretary, called upon
Dambaltah, the serpent god who is
the most powarful of the Loa (the
gods of voodoo), and with the aid of
watching talismans, resurrected the
corpse of har former emplover as a
mindless zombia. One of the two
amulais was placed around Garth's
neck; the other was given to Gyps.
Using the amulet, Gyps could con-
trod the Zombie.

Finally, when Gyps tried to forca
Garth to kidnap his own daughter, a
remaining portion of the spirit of the
man he once was enabled the Zom-
bie to resist his master despite the

amulaet, and Ganh killed kim.

For two vears, Siman Garth walke
the earth as a zombie, controlled by a
succession of people who had pos-
session of the mystic amulet. Amang
them were a chemist named Philip
Bliss, a houngan (voodoo priest)
named FPapa Zhorly, and a fireman
named Fred Miller. At the command
al Miller’s friend Dora Katz, Garth
struck Layla, severely injuring her
Layla =till loved Garth, howewver, and
with the aid of a friendly houngan
named Papa Doc, she undertook a
difficult voodoo ritual by which her
ebbing life ossence was mystically
transferred to Garth. Thus as Layla
died, Simon Garth returned to Iife for
a period of 24 hours. In that time,
Garth managed to put all of his affairs -
in order, making up in some way to
various people he had slighted during
his first life. Garth then became a
zombie ance more, but was buried by
Fapa Doc, ending his existence as a
zombia, presumably forewvar,
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STATISTICS

MM (75)
AM (50)
MM (75)
UN {100)
MM (75)
MN (75)
UN {100)
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Health: 300

Karma: 250
Resources: MM (73]
Paopularity: 25

BACKGROUND

Real Mame: furas

Occupation: Leader of the Eternals
an Earth

Legal Status: First Citizen of Qlym-
pia

Identity: Zuras’s identity as an Eter-
nal is publicly known to the populace
of Earth but is disbelisved

Place of Birth: Titanos

Marital Status: Married

Known Relatives: Chronos (father,
decaased), Menter (brother), Thena
{daughter), Eros (nephew), Thanos
inephaw, deceased). Nebula, (great-

grandnisca)

Base of Operations: Olympia,
Graaca

Past Group Affiliatlons: QOlympian
Eternals

Fresent Group Affiliation:

KNOWN POWERS

Cosmic Energy: Zuras controlied the

cosmic power that all Eternals could

use, to an extent greater than most
k’nf his fellows. Like all Etarnals, he

had complate control over his physi-

cal body, such that he was Immerial,

possessed of Class-1000 Resist-

ance to Toxins and Disease, and

capable of Regenerating from injury. ; .

Zuras could praject beams of cosmic aspecially genatics { +2 l.'._':S}. Healse ADDITIOMAL NOTES:

enargy from his eves at Unearthly — possessed the Leadership talant.

Intensity, in the forms of lightning or Contacts: Zuras was the rular of all

heat. He could use his energiestofiy  the Earth's Eternals, and kept in

at Remarkable air speed. He could  touch with those on Titan as well. He

manipulate the forms of other mater ~ Was also on civil terms with the rulers

at Amazing rank. He could use his  of most of Earth's pantheae.

power 1o read the thoughts of those

nearby (Excellent skill) and cast illu-

sions at Amazing intensity. He could

talepart himself or others with Mon-

SINOUS power.
'-,, Talents: Zuras was well-informed on
most branches of Biology (+1 CS),
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ROLE-PLAYING MOTES

Zuras was & careiul and wise leader.
He waz willing to underlake danger-
ous or difficult assignments himself
when appropriate, but knew when it
was haiter to send othars in his
name. His anger was even harder to
raiza than that of Zeus, and it was
tempered with mercy even when it
blozsomad, as balit the character of
a leader who depended on mental
dizcipling 10 exercise his powers.,

HISTORY

Zuras and Lars ware the eldest sons
af Chronos, tha leader af the first
generation of the race now known as
the Eternals. Chranos was working
in hiz laboratery in Tikanos on experi-
ments to discover the secret of
immortality when he grasped a ves-
sl conlaining an unknown “cosmic
farce™ ha had isolated. The vessel
ruptured, causing an explosion
which demolished Titanos., The
explosion  scaltered Chronos's
atoms throughout the universe, but
Chronas's astral form, now passess-
ing godiike intelligence and percep-
tions, ramained on this plane of
reality. The “'cosmic force” released
by the explasion also allared the oth-
er members of Chronos’s race, all of
whom survived. Mow both they and
their dascendants would have virtu-
ally indefinite life spans compared o
thosea of ardinary humans, and could
be killed only by means that would
dispersa a large proportion of their
atoms, Thus the inhabitanis of
Titanos truly became what they are
known as today, Eternals.

Zuras and Alars together initiated
the first craation af tha Uni-Mind, a
collective melding of Eternals’
bodies, shortly therealter. While in
the form of the Uni-Min, the Eternals
determined that Zuras should be
Chronos's successor as the leadar of
their race. To avoid disunity among
tha Eternals, Alars, wha had difter-
ent ideas than Zuras about what the
Etarnals’ goals should be, left and
seflled on Saturn's moon, Titan,
whera he fatherad a race of Titanian
Eternals and became known as their
leader, Manior.
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Zuras directed the constructian of
the new principal city of the Elernals,
Olympia, in a mounlainsus region in
Greeca. Other Eternals settled else-
where, but Zuras remained the lead-
ar of all of Earh's Eternzls. At some
point, Zuras married a female Eter-
nal named Cybela and they had a
daughter, Azura, now known as
Thena. It is not known whethar they
had other children as well,

When the civilization of ancient
Greece began to rise, the Olympian
god Zeus decided 10 make the pres-
enca of the Olympian gods known to
the Greeks so that they would wor-
ship him and tha other gads. The
principal nexus beiween the dimen-
sion of Olympus and Greece [ay atop
Greece’s Mount Clympus, near
Olympia, the capital city of the Eter-
nals. Zeus and his dauvghter Athena
held a meeting with Zuras and
Azura, who had bacome her father’s
principal advisor. Moticing  the
marked physical resemblance
between Zews and Zuras and
betweaan Azura and hersell, Athena
suggested that the Olympian gods
and the Eternals form an alliance in
which the Eternals would act as the
gods representatives on Earth.
Zous, Zuraz, and Azura agreed.
Szura took the name of Thena as a
teken of this agreement. Owver many
yedars, many human beings came 1o
think of the Eternals not as repre-
sentatives of the Olympian gods but
as the gods themselves, This confu-
sion led o a growing resentment by
the gods fowards the Eternals, which
recently erupted into a war, during
which there was a battle batwean
Zuras and Zeus. However, the war
andad lhe very same day that it
bagan, and the Olympian gods and
Etermals are now al peace.

With the arrival af the Fourth Host
of the Celestials, Zuras knew that i
the Fourth Host judged thal humani-
ty did ot live up to the standards it
had zel for tharm, itwould destroy the
Earth. Deciding to prevent such a
fate, Zuras and the Elernals joined
the Asgardian god Odin in his
altempt to drive the Celestials from
Earth. So Zuras and the othar Eter-
nals of Earth merged once again into
tha Uni-Mind, and advanced into the
South American base of the Fourth

Host, whera ihey were joined by the

Destrover. The Celestials Gam;.

menon and Jamiah togather fire

powerful bolts of energy into the Uni-
Mind, causing it toturn back inta the
various individual Eternals, who fell
te Earth, temporarily unconscious.
Hawever, Zuras, whasa conscious-
ness lay at the center of the Uni-
Mind, was immeadiataly Killed by the
force bolt. His corpse fell to the
ground with the other Eternals. The
Celestials judged in Earth’s favor
and lefl Earth.

Thena assumed leadership of
Earth’s Eternals upon the demise of
Zuras, and the Eternals brought his
body back to Olympia where it [ay in
state. However, although Zuras had
physically died, his consciousness
zlill remainaed within his physical
form. Shortly after the Eternals
returned o Olympia, they were cap-
fured by the Devianis who ussad
devices called “brain mines" 1o
place tham all in catatonic-like
states. James Rhodes, who was
then cperating as Iron Man, placed
Thena's body near Zuras’s in an
effort to free her from this state.
Thena and Zuras thereby achieved
mental contact, and Thena revived,
Shorlly thereafter, the Deviants used
a machine to disassociate the atoms
of Zuras body, s0 that Zuras was now
fruly dead at last. Rhades and the
Eternals defeated and caplured the
Dreviants shorlly afterward.

Apparently, howeaver, Zuras can
still manifest himself on the Earthly
plang. His spirit saemingly appearad
when the Eternals Ikaris battled
Thena, who was then unknowingly
under the influence of a Deviant
“Brain mine"” for the right to ba the
Frime Eternzl of Earih,
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STATISTICS

IM {40}
AM (50)
1M (40)
UN (100}
FB (2)
TY (8)
A (50
Health: 230
Karma: 58
Besources: Mone
Popularity: —20

BACKGROUND

Real Mame: £zzax
Occupation: Berserker
Legal Status: Inapplicable

Place of Creation: Consolidated
Edison Muclear Power Plant, MNew
Yark City

Marital Status: Inapplicable
Enown Relatives: Inapplicabla
Base of Operations: Mobile

Past Group Affiliations: An ally of
Graviton

Present Group Affiliation:

'Idantlryr: Inapplicabls

KNOWN POWERS

i Electric Body: £zzax has no physical

form, but is simply a semi-sentient
electromagnstic construct of psionic
gnargy, 40 feet tall [ +3 CS ta be hit).
As such, Zzzax has Unearthly pro-
tection from physical and kinetic
attacks, since it has no =olid body.
Anyene touching ZLzzax autormati-
cally takes Uinearthly electrical dam-
age. Zzzax has also developed the

| following Power Stunts:

= Flight at Amazing air speed (25
areas/round)

= Firing boliz of Monstrous electri-
cal Energy up to 15 areas away.

* Using magnetic force at Mon-
strous intensity within a 15-area
range.

» Traveling through electrical lines
at Unearthly air speed (40 areas/
raund).

* Controlling an individual's body
through psionic means. Zzzax must
hit the target and make two Psyche
FEAT rollz against the infansity of the
target's awn Psyche. Success of the
first FEAT roll indicates possassion,
the second FEAT means that Zzzax
is In control of the body. While pos-
sessing the body, Zzzax is subject o

normal attacks, However, the host
body takes all physical damage, If
tha host body sustaing encugh dam-
age to be rendered dead or uncon-
soious, Zzzax can simply go free.
The host body must make an Endur-
ance FEAT roll 1o aveid incineraticn,
Weakness: As a form of elecinicily,
Zzzax iz vulnerable to the same limi-
tations. It can be alfected by ather
forms of energy and can be ground-
ad normally, in which case he dissi-
pales.

Absorplion: Zzzax loses one Health
point per turn, 1§ must feed on either

glectrical sources (power plants, tur-
bines, etc.) or the electrcal enargy
contained within the brain of human
beings. Zzzax ragains a number of
Health points equal to a viclim's
Peyche. To drain a victim, Zzzax
must make a Fighting FEAT roll and
be able to overcome an opponent's
resistance to Electrical energy dam-
age. Zzzax’s ability to drain energy is
considerad Incredible. Zzzax also
absarbs the personality of the victim,
raising his Reason to a level cne less
than that of the smartest victim. Mo
change in Karma occurs from this,
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In extremely limited cases,
Zrrax's personalily can actually be
overwhelmed by that of a strong-
willed wiclim. To date, this has only
happened ance, when General
“Thunderbolt" Aoss was able 1o
cantrol Zzzax's physical form to
attempt to altack the Hulk.,

Talents: £zzax can gain the scien-
lific zkillz and knowledge of any vie-
tim. It has notalents of its own.
Contacts: None

ADDITIONAL NOTES:

ROLE-PLAYING NOTES

£zzax is not paricularly intelligent
and has been readily defeated on a
number of accasions, Zzzax is driv-
en by a strong sense of self-
preservation and will absorh as
many viclims as possible to prevent
it “daath.”

HISTORY

Zzzax was The product of an acci-
dent that occurred at a Consalidated
Edison nuclear power plant when a
group of heavily armed tferrorists
sttempied to shut down the power for
Mew York City. The explosion that thair
stray gunfire caused started a chain
recaction in the atomic reactor, crealing
a psionically charged electremagnetic
field of humanaoid farm which abserbed
the men's braing, thus acquiring &
human intelligence. As it began fo
think and become awsre of its sur-
roundings, it developed rudimentary
speech and named itsslf £zzax in imi-
tation of the electrostatic “crackla™ it
made whan it movad. As it killed mors
human baings, it grew more intelligant;
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consequently it began a campaign of
murdar and destruction in arder o
increase its intelligence further. It was
blown apart by Hawkeys_

Maonths later, a scientific axpearimeant
was performed by Soul Star Research,
a group of three scientists—
Massachusells Institute of Technalogy
graduates Mark Revel, Stan Landers,
and Alexandria Knox, who developed
a mechaniam that was zll=gedly capa-
ble of collecting and recording the
scatiered elactrical brain wavas of any
human being who had ever axisied.
When firsl used, the machine mada
contact with an unuswatly inlensa fald
of electro-psionic anergy in the upper
stratosphers, which was thie residug of
Zzzax. The collected electrical
impulses formad a field of sufficient
anergy 1o explode the machine’s litand-
um casing, and Zzzax reformed. Stan
Landers was killed by £zzax as the
creature absorbad his electro-psionic
anergy. As & result of this absorption,
Zzzax found itself influenced by Land-
ars’ intenss love for his colleagus
Alaxandria Knox, and abducled her
Once again £zzax battled the Hulk.
Seul Star's Mark Reveal short-circuited
and dissipated Zzrax by shooling a
sufficient length of copper wine
thraugh it from a helicopter and then
flving the healicopter which stll held
one end of the wirg, directly info & thun-
derstorm where it was struck by light-
nimg.

Later, when Stark Infernational con-
structed a laboraiony for O Brucs Ban-
ner {who is alsa the Hulk), the
company made the misiake of pur-
chasing a central power core from tha
now-datunct Soul Star Research,
When the generator was hooked up, a
sudden surge of electromagnetic dis-
charge broughl Zzzax back inlo exist-
ence. After a brief battle, the Hulk, who
at that point retzined Bruce Banner's
intetligence when in his superhumanly
strong form, ran power cebles through
Zzzax which were connecied to a gen-
grator which drew ifs powsr from stal-
lar and quasi-stellar sources. The Hulk
ravarsad the genarator's polarily,
sanding Zzzax oul inbo Space.,

Recenlly Zzzax reappearsd, amerg-
ing from high voltage lines connected
to a California nuclear power plant,
nossibly throwugh the work of Graviton,
who sought Zzzax 2= an ally. On Hawk-
aye's suggestion Wonder Man uproot-
ad a water main, which the latter then
used to firg a torrant of water al Zzzax .

Hawkeye then shot an arrow carrying 4
conducting wire through Zzzax inta the
water upon which Zzzax was standing.
Az aresult Zzzax was grounded and its
fisld was disrupted.

Somehow Zzzax was imprisonad by
SHIELD seon after Hawkeye and Won-
der Man defeated it. SHIELD kept
Zzzax, which was slill in humanoid
form, confined within a large insulated
vacuum fube, and then transferred it
into ancther such tube at Gamma
Basze, Mew Mexico, Thers former Gean-
eral "Thunderbolt"” Ross, who was
obsessed with a dasire to destroy the
Hulk, submitted to a SHIELD expari-
meni te fransfarm him into a suparhu-
man being by infusing some of Zzzax's
“Iiving electricily” into Ross’s body
But the experiment wenl awry, and
Ross’s psionic energy—his. mind, in
effect—was absorbed by Zzzax, and
Zzzayx broke free, Butl, strangely,
Ross's mind, perhaps becauss of the
strength of itz hatred for the Hulk, 1ook
contrel of Zzzax, submerging Zzzax's
awn personglity. Meanwhile, Ross's
ariginal physical body remained alive,
though with no woluntary actions,

Controlled by Ross's thought pat-
ferms, Zzzax tried unsuccassiully to kill
both Bruce Banner and Rick Jones,
who had recently become a Hulk-like
monster himsell. £zzax's own con-
sciousness resurfaced briefly, but lost
i the Ross form for dominance of ifs
physical form. When Banner forced it
to recognize that it inhabited a mon-
ster's form, the Ross persona was hor-
rified. Still confrolled by the Ross
consciousnass, £zzax fled.

Ross's mind evantually returnad to
his own body, bringing some of Zzzax's
electrical abilities with it. Ross's physi-
cal form was revived and Ross used
the elecirical abilities to destroy a
keast known as the Nevermind, appar-
ently destroying himself as wall.
Lzzax's currant whereabouts and
power levals are unknown,

.
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