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Ability Benchmarks Table

RANK
FEEBLE FB(2)
1

2

POOR PR(4)

3

4
TYPICAL TY(6)
5

6

GOOD GD(10)

7-8

9-10

EXCELLENT EX(20)
11-12

13-14

15-16

17-18

19-20
REMARKABLE RM(30)
22-25

27-30

INCREDIBLE IN(40)
32-35

37-40

AMAZING 50(AM)

100

(Shift X150)
120-130

140-150

(Shift Y200)
175-200

225-250

275-300

(Shift Z500)
325-350

375-400

425-450

475-500

CLASS 1000
600-700
800-1000

CLASS 3000
1500-2000
2500-3000
CLASS 5000
3500-4000
4500-5000
BEYOND-Level 1
BEYOND-Level 2
BEYOND-Level 3

Ability Range

Completely inept or disabled

Weak; infant

Younger child
Child, elderly, impaired

Average adult
Above average

Well above average
Gifted

Highly gifted
Best in a nation

One of the best in the world

Best ever

Peak of human achievement

Enhanced Human
Low superhuman

Moderate superhuman

High superhuman

Very high superhuman

Realm of the Gods

Cosmic

Titans, Major gods

Skyfather

Minor Omnipotent,
up to galactic effect

Major Omnipotent,
up to universal effect

Universal Power
Multiversal Power

Megaversal Power
Omniversal Power

BELOW AVERAGE

NORMAL
150 Ibs.

175 Ibs.
ATHLETE
200-300 Ibs
400-500 Ibs.
PEAK HUMAN
550-600 Ibs.
650-700 Ibs.
750-800 Ibs.
850-900 Ibs.
950-1000 Ibs.
ENHANCED

SUPERHUMAN
Class 10

Class 25

Class 50

Class 75

Class 90

Class 100

INCALCULABLE

INFINITY



ONMINIVERSE

“Who’s stronger? Superman or the Hulk?”
“Who’s a better fighter? Batman or Captain
America?”

The Omniverse Sourcebook is a compilation of
characters from all the universes, the movies and
TV, Marvel and DC Comics, classic fiction, and even
real life, all quantified and measured. The stats are
based on the MARVEL SUPER HEROES Role-
Playing Game, allowing the characters to actually be
played against each other — Superman can actually
fight the Hulk... or Godzilla, or Darth Vader.

COMBAT

A Blunt Attack is with bare hands, flat of a blade, or other
blunt weapon. Slugfest combat is resolved on the Universal
Table using the attacker's Fighting ability. The result (white,
green, yellow. or red) is then noted on the Effects Table
directly above the Results Table. A character making a blunt
attack may score a hit, slam, or stun. A hero using blunt
attack may always choose to inflict less damage than
maximum. or inflict a lesser color result (yellow instead of
red). Bare hands attacks inflict Strength rank damage. blunt
weapons inflict up to its material strength; if the weapon’s
material strength is higher than the user's Strength, Strength
is increased to the lowest value of the next rank for damage.
» A Miss result inflicts no damage.

« A Hit result inflicts Strength rank damage to the opponent.

» A Slam result inflicts Strength rank damage, and may in
addition Slam the opponent.

* A Stun result inflicts Strength rank damage, and may in
addition Stun his opponent.

An Edged Attack is an attack with claws, teeth, or edged
weapons such as knives, swords, or hatchets. An edged
attack may score a Hit, Stun, or Kill. An edged attack always
inflicts a minimum of the damage listed for that weapon. A
character may inflict damage equal to his Strength or the
material strength of the weapon, whichever is less. Such
damage may not be reduced in effect.

* A Hit result inflicts damage as set for that weapon

» A Stun result inflicts damage as set for that weapon, and
may in addition Stun his opponent.

» A Kill result inflicts damage as set for that weapon, and
may in addition Kill his opponent.

Ranged Attacks are attacks over distance, including
projectile and energy weapons. Ranged attacks are resolved
on the Universal Table using the attacker's Agility. The result
is then checked on the Effects Table. Ranged attacks may
score a Miss, Hit, Bullseye, or Kill result. A Shooting Attack
cannot be reduced by the attacker in effect or damage.

* A Miss result misses the target.

« A Hit result inflicts damage set for the weapon.

* A Bullseye result does damage like a normal Hit. A
Bullseye is used if aiming at a particular part of the target

* A Kill result may kill the opponent.

PRIMARY ABILITIES

FIGHTING

» A measure of raw combat ability

+ Used to determine if a character evades a blunt attack

* Used to determine if a multiple combat attack or other
FEAT involving hand-to-hand combat is successful

AGILITY

» A measure of dexterity and nimbleness

* Used to determine if the character dodges a missile attack

* Used to determine if the character catches an object, holds
onto a ledge, or successfully performs actions that require
quick action or co-ordination

STRENGTH

» A measure of physical muscle power

* Used to determine success and damage in wrestling
combat and success in Grabbing, Escaping, and Blocking
maneuvers

» Used to determine success in destroying materials

» Used to determine if a character can lift a heavy object or
perform other acts that require physical power
ENDURANCE

» A measure of personal toughness and physical resistance
» Used to determine normal moving speed

» Used to determine success in charging attacks

* Used to determine success in avoiding the effects of
disease, poison, and gas

* Used to determine success in matters that require the
character to perform actions over a long period of time, such
as holding one's breath

» Used to resist the effects of Slams, Stuns, and Kill results
directed against the hero

* Used to determine the amount of Health regained by a
wounded individual

REASON

* A measure of intelligence and the capacity for logical
thought

* Used to determine the character's success in building
things

* Used to determine the character's success in

understanding unknown technology and languages
INTUITION

* A measure of wisdom, wits, common sense, and battle
reflexes

» Used to discover clues

* Used to determine who may act first in combat (Initiative)

» Used to detect hidden or potentially dangerous items, as
well as in situations where the character plays a hunch

» Used to resist effects of emotion control powers, spells,
and abilities

PSYCHE

» A measure of mental strength and willpower

* Used to show resistance to mental and will-dominating
attacks

* Used to determine resistance to magical attacks

* Used to determine initial Magical abilities for those
characters who wield magic
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ABOMINATION

STATISTICS:

EX(20)
GD(10)
ShX(150)
UN(100)
GD(10)
EX(20)
TY(6)
Health: 280
Karma: 36
Resources: FB
Popularity: -40
Height: 6’8"
Weight: 980 Ibs.
Eyes: Green
Hair: None

TTAAmMwnP>m

Str: 120

BACKGROUND

Real Name: Emil Blonsky
Occupation: Former Spy,
Former first mate of the starship
Andromeda, former agent of the
Galaxy Master, Criminal

Legal Status: Citizen of Yugoslavia, .

with no criminal record

Identity: Secret

Place of Birth: Zagreb, Yugoslavia
Marital Status: Divorced

Known Relatives: Nadia Blonsky
(ex-wife - deceased)

Base of Operations: Mobile
Present Group Affiliation: None

POWERS:

Body Armor: The Abomination has
Amazing protection from Physical
and energy attacks

Resistances: Unearthly resistance to
cold, heat, fire, and disease. In
extreme temperatures or situations
without oxygen (such as deep
space) the Abomination goes into
a coma like sleep, awakening when
more hospitable conditions return.
Leaping: The Abomination has leg
muscles in a class with the Hulk,
allowing him to leap with CL5000
ability, clearing two miles in a single
bound.

Note: Exposed to even greater
radioactivity than the Hulk, the
Abomination’s original strength was
Shift Y (200), until reduced to current
levels by Dr. Banner.

ROLE-PLAYING NOTES:

The Abomination has been driven
insane by his hatred for the Hulk.
For a time Emil Blonsky made an
attempt to rediscover his humanity,
even to the point of assigning
himself protector of New York City’s
homeless sewer dwellers. But after

the deaths of his charges, combined
with the scorn of his ex-wife, Nadia
—who he abused when he was still a
man — and blaming everyone but
himself — especially the Hulk - the
Abomination abandoned all pretense
and surrendered completely to the
monster he has become.



ABOMINATION

HISTORY:
Emil Blonsky was a KGB spy who
became the Abomination after

receiving a dose of gamma radiation
similar to that which transformed
Bruce Banner into the Hulk. He was
transformed into a massive green-
skinned monster whose physical
power was even greater than that of
the Hulk at his normal adrenaline
levels. While he was able to

maintain his normal intelligence, he
was unable to return to human form.
In recent years, it was revealed that
his hideous new visage had also
served to alienate Blonsky from his
ex-wife, Nadia.

Blonsky blames his condition on
Banner and his alter ego, the Hulk.
The Abomination and the Hulk have
clashed on numerous occasions,
with Blonsky perpetually playing the

role of the aggressor. Although
Blonsky’s greater strength often
gives him the initial edge in their
battles, the Hulk’s strength boosting
rage usually triumphs in the end. But
not always - the Abomination is one
of the few who can lay claim to
victory over the green-skinned
goliath.



STATISTICS:

F RM(30)

A IN(40)

S ShX(150)
E CL1000

R RM(30)

| UN(100)

P Shz(500)
Health: 1220 Str: 120
Karma: 700
Resources: CL1000
Popularity: 0

Height: Varies

Weight: Varies

Eyes: Blue

Hair: Black with gray streaks

BACKGROUND

Real Name: Abraxas

Occupation: Dimensional Destroyer
Legal Status: Inapplicable

Identity: The general populace of
Earth is wunaware of Abraxas’
existence

Place of Birth: Within Eternity
Marital Status: Unknown, possibly
inapplicable

Known Relatives: Eternity (‘father’)
Base of Operations: Mobile
throughout dimensions

Present Group Affiliation: Served
by alternate Earth versions of Nova
(Frankie Raye)

KNOWN POWERS:

Cosmic Energy Manipulation:
Abraxas may manipulate Cosmic
Energies with Class 1000 ability and
effect, and may duplicate any
superhuman power

Matter Manipulation:  Class 1000
ability to manipulate all forms of
matter

Dimensional Travel: Class 3000
(nullified by the existence of
Galactus)

Invulnerability: Shift X resistance to
all forms of attack

Cosmic Awareness: Shift Z
Telepathy: Unearthly

ROLE-PLAYING NOTES:

Abraxas has a great hatred for
Galactus, the one force that keeps
him in check, and will do anything he
can to destroy the Devourer,
allowing him to rampage across the
multiverse, destroying everything.
He portends to aloofness due to his
great power but is vindictively
wrathful against any that stand in his
way.

ABRAXAS



ABRAXAS

HISTORY:

Born within the abstract entity,
Eternity, Abraxas was kept in check
throughout the Multiverse by the
existence of Galactus (see entry for:
Galactus). When Galactus of Earth-
616 reality was transformed into a
star, Abraxas was free to roam the
dimensions, and (through
unspecified means) Kkilling every
version of Galactus he found.
Abraxas sent a decapitated Galactus
skull stored with an alternate earth
Nova hurtling towards Earth. While
Abraxas drew nearer, the walls of
dimensional space began to blur,
rendering Uatu The Watcher
comatose and causing a group of
other-dimensional super humans
called the Law Enforcement Squad
to enter Earth-616 and battle the
Fantastic Four. Joining a group of
cosmic heroes, the Fantastic Four
battled a cadre of Abraxas' followers
on the moon; the Silver Surfer was
killed. Realizing the danger Abraxas
posed, the Fantastic Four went on a

dimension-hopping journey to
recover the Ultimate Nullifier, the
one weapon that could destroy him.
The Invisible Woman found herself
on Earth-1116 (Atlanterra), a world
ruled by Atlantis; Mister Fantastic on
Earth-11113, a world resembling the
1930s where he teamed with the
heroic Five for the Future; and the
Thing on Earth-111, where he met
the Challengers of Doom before
their world was devoured by
Galactus.

While the Fantastic Four were away,
Abraxas stalked Franklin Richards,
who had foreseen his arrival in
dreams. Franklin and his sister,
Valeria, were teleported away by
Roma. During this time, Abraxas
encountered Namorita and
transformed her into a Kymaera
Atlantean state, making her unable
to breathe oxygen and effectively
killing her. Having each learned a
portion of the location of the Nullifier
from alternate world Johnny Storms,
the Fantastic Four enabled the

Earth-616 Human Torch to
remember the location of the
Nullifier. Nova then turned on the
Torch, stealing the Nullifier for
Abraxas, her true master. Abraxas
then appeared to Roma and
appeared to kKill her.

Teleporting Valeria, Franklin,
Roma's aide Saturnyne, and himself
to the location of the Fantastic Four,
Abraxas received the Nullifier from
Nova. She revealed that in her
dimension, Galactus took her as his
herald-but still consumed the Earth.
Nova was joined by a small army of
her alternate selves to protect
Abraxas from the Earth's heroes.
Franklin and Valeria combined their
powers to resurrect the Earth-616
Galactus, who easily retrieved the
Nullifier and handed it to Reed
Richards. Reed nullified the universe
itself. The universe restored itself to
its previous normality, with Abraxas
nowhere to be found. The Silver
Surfer and Namorita were returned
to life.



ADAM WARLOCK

STATISTICS:

IN(40)
IN(40)
IN(40)
AM(50)
IN(40)
RM(30)
IN(40)
Health: 170
Karma: 110
Resources: GD
Popularity: 10
Height: 6’2"
Weight: 240 Ibs.
Eyes: Red

Hair: Golden Blond

TTAAmMmn»m

Str: 40/50

BACKGROUND

Real Name: Adam Warlock
Occupation: Avenger, Savior of the
Universe, Guardian of the Soul Gem
Legal Status: None

Identity: Adam Warlock’s existence
is unknown to the general public of
Earth

Place of Birth: ‘The Beehive,” Shard
Island, Atlantic Ocean

Marital Status: Single

Known Relatives: Her (Paragon,
genetic twin)

Base of Operations:
throughout the Universe
Present Group Affiliation: The
Infinity Watch, Occasional ally of
Thanos, Ally of the Avengers

Mobile

KNOWN POWERS:

Body Armor: Warlock possesses
Good body armor against physical
and energy attacks

Ability Enhancement: Once per day,
Warlock could boost his Strength
and Endurance by +1CS for up to 5
turns. This gives him no increase
Health

Flight: ~ Warlock can fly at the
Monstrous speeds in planetary
atmospheres, or CL1000 in outer
space. With a red Endurance FEAT,
he can obtain CL3000 rank for 2-20
turns

Force Bolts: Amazing
Self-Sustenance:  Warlock  can
survive the rigors of deep space with
CL1000 ability.

Warlock can

Protective Cocoon:
spin a cocoon around himself in

seconds at will. The cocoon
has Incredible Material Strength
and gives him Monstrous self-
healing abilities

Dimensional transfer: Warlock can
transport himself between our
dimension and the dimension of the
soul gem at will

Equipment:

Staff: Warlock’s Staff does Amazing
blunt damage and fires Monstrous
force bolts

Soul Gem: Warlock is the Keeper of
the Soul Infinity Gem (see entry for
the Infinity Gauntlet), allowing him to
wield the following powers:

Karmic Blast: May cause Incredible
damage to targets mind, or act as a
stunning blast. The target is allowed
a Psyche FEAT in order to resist.
Spirit Sense: The wielder can track
other beings by their spirits, or
determine the presence of other
people by their soul.

Internal Limbo: The Soul gem either
contains or is the doorway to a



ADAM WARLOCK

pocket dimension of Class 3000
range. This reality can be sued to
store as many souls as the wielder
likes, for an indefinite period of time.
Soul Absorption: Unearthly. The
Soul gem can literally absorb the
soul of another, storing it within its
internal pocket dimension. While
holding a stolen soul, the wielder
can make use of any talent the
captured soul may have had
De-evolution: ~ Amazing ability to
reverse artificially induced evolution.
Linguistics: Monstrous ability to
understand the spoken languages of
others and communicate with others
in their own tongues as well.

NOTE: At one time, Adam Warlock
possessed the Infinity Gauntlet,
making him Omni-potent within this
reality. At the bidding of the Living
Tribunal, Warlock disassembled the
Gauntlet, fielding out each gem to
separate Guardians, creating the
Infinity Watch

ROLE-PLAYING NOTES:

HISTORY:

Adam Warlock was the creation of a
group of four Earth scientists called
the Enclave - the prototype for a
perfect human, to be used as the
Enclave’s perfect soldier. ‘Him’ — as
he was then known — rejected the
Enclave fleeing into space, where he
met the High Evolutionary. The
Evolutionary gave Him the Soul
Gem, and renamed him ‘Adam
Warlock’. Warlock lived for a time
on the Evolutionary’s ‘Counter-
Earth’, before finally leaving the
artificial planet to wander the
universe — battling the forces of evil
wherever he went.

While traveling through the Hercules
star cluster, Warlock first
encountered the Universal Church of
Truth — a rapidly spreading religious
empire. Warlock discovered that the
Church’s leader, the Magus, was
really himself from an alternate
future. The two thus set upon a war
to cancel out each other’s existence
— as the Magus sought to ensure his
eventual creation, Warlock teamed
with Thanos to prevent the Magus
from becoming. Warlock eventually
absorbed the Magus into the Soul
Gem, and prevented his creation.
The victory was  short-lived,
however, as his ‘ally’, Thanos,

proceeded with his own plan to
gather together the six ‘Soul Gems’
(Infinity Gems), and sacrifice the
stars to Mistress Death. Warlock
was killed in the conflict, nearly
allowing Thanos’ victory. Warlock’s
spirit, however, was taken into the
Soul Gem, and he was briefly
resurrected in a powerful energy
form, transforming Thanos into
stone, saving the universe once
again, albeit at the cost of his life.
Warlock’s spirit existed within the
Soul Gem for many years — along
with Thanos’ ward, the woman-
assassin, Gamora, as well as his old
friend Pip the Troll. His peace was
not to last, however, as Mistress
Death resurrected Thanos as a
thrall. Chaffing in that role, Thanos
instead plotted for the godlike power
of the Infinity Gauntlet, making him
master of all creation.

Adam was alerted to this crisis when
Thanos drew the spirits of Drax and
the Silver Surfer into the Soul Gem.
Helping them escape, Warlock then
resurrected himself, as well as
Gamora and Pip, in order to lead a
universal resistance against Thanos’
omnipotence, successfully wresting
the Infinity Gauntlet from the Titan’s
hands, taking the power for his own.



AIR-WALKER

STATISTICS:

AM(50)/UN(100)
IN(40)
AM(50)/UN(100)
UN(100)
RM(30)/EX(20)
MN(75)/GD(10)
AM(50)/FE(2)
Health: 240/340 Str: 50/95
Karma: 145/32

Resources: RM (30)

TTAAmMwnP>m

Popularity: 0

Height: 6’2"

Weight: 240 Ibs. (650 Ibs.)

Eyes: Black

Hair: Black

BACKGROUND

Real Name: Gabriel Lan
Occupation: Former Captain of
Way-Opener, Former Herald to
Galactus

Legal Status: Former/Deceased

Citizen of Xandar

Identity: The general population of
Earth is unaware of Air-Walker's
existence.

Place of Birth: Planet Xandar
Marital Status: Single

Known Relatives: None

Base of Operations: Mobile
throughout the Cosmos
Present Group Affiliation:

Xandarian Navy, occasional ally of
the Silver Surfer and the other
Heralds of Galactus, former Herald
of Galactus.

KNOWN POWERS:

Power Cosmic: Air-Walker has the
Monstrous ability to absorb cosmic
radiation and convert it into useful
forms, including sustenance and
power

Plasma Generation: Air-Walker can
emit Monstrous intensity blasts of
energy. They have power rank
damage and range. The blasts also
have side-effects that Air-Walker can
tailor to his wishers. These include:
*Incredible intensity Light

*Incredible intensity Heat and Flame
*Incredible intensity Magnetism
*Incredible intensity Electricity
*Remarkable Geo-Force

True Invulnerability:  Air-Walker's
body has Amazing resistance to
physical and energy attacks; he can
boost this to Monstrous rank for 1-10
rounds once per day. He has
CL1000 resistance to extreme heat
and cold

Self-Sustenance: Air-Walker can
convert Cosmic radiation into life-
sustaining energy, thus freeing him
from the need to breathe, drink, or
eat

Energy Sheath: Air-Walker's back
emits a coherent energy field that
resembles a fiery cape or red and
yellow wings. The ‘cape’ has
Typical intensity and Amazing

x_’;“\
-t::r“‘w:? | -

/ o

|
¥

o /

material strength. It acts as a
reservoir of Air-Walker's cosmic
power
True Flight: Air-Walker has CL1000
speed

Dimension Travel: At full speed, he
can enter hyper-space and instantly
appear anywhere in the universe
Life Detection: He has CL1000
range (5 light years)

Telepathy: Air-Walker has Typical
rank Telepathy, enabling him to read
a mind up to 4 areas away. If he
was contacting Galactus, his rank
increases to CL5000

Robotic Body: The Air-Walker
Automation was a mechanical



AIR-WALKER

recreation of the original Air-Walker,

into which Galactus preserved
Gabriel Lan’s consciousness,
memories, and personality. The

Automation had the second set of
FASERIP stats, identical powers, in
addition to Unearthly intensity Self-
Revival, that lets it completely
reassemble and reactivate itself if its
current Endurance is at least 35

EQUIPMENT:

Gabriel possesses ‘The Horn of
Galactus’ — a golden trumpet-like
device than can summon Galactus
across any distance

Talents: Gabriel Lan is a starship
captain, and has the appropriate
skills — Military, Astro-Navigation,
and Starship Maintenance

ROLE-PLAYING NOTES:

Air-Walker was an avid explorer and
valiant fighter. He was also
Galactus’ only friend, providing the
Devourer of Worlds with a fresh
wonder about the universe.

The Automaton had Lan’s mind but
lacks his personality. It felt the base

emotion of anger and sought
revenge against anyone who

offended it

HISTORY:

Gabriel Lan was a distinguished
member of Xandar's Nova Corps
and was later given captaincy of the
explorer-scout Way-Opener. His
mission was to discover and contact
friendly races in Xandar's vicinity.
On the return from his initial seven-
year journey, he encountered
Galactus’  Worldship. Galactus
teleported him on board and offered
him the position of Herald. Lan
accepted the power and the
responsibility.

Air-Walker served Galactus faithfully
for years, until-Walker intercepted an
Ovoid fleet heading to destroy
Galactus. Air-Walker drove off the
Ovoids at the cost of his life.
Galactus’ energies were at a low
point and he would not spare the
energy to revive his friend. Instead,
he constructed a robotic simulation
of Air-Walker’'s body and transferred
Lan’s memories into it. The Air-
Walker automation was eventually
destroyed as well, but Gabriel Lan’s
consciousness was subsequently
transferred into Galactus’ ship’s
computers, where it continues to
serve as Galactus’ mainframe



ALIEN

STATISTICS:

IN(40)
IN(40)
RM(30)
IN(40)
GD(10)
IN(40)
RM(30)
Health: 150 Str: 30
Karma: 80
Resources: NA
Popularity: -75
Height: 7’
Weight: 260 Ibs.
Eyes: None
Hair: None

VT AaAmMm»nrP

BACKGROUND

Real Name: Inapplicable
Occupation: Hive Warrior
Legal Status: Inapplicable
Identity: The Aliens are known and
feared throughout the universe
Place of Birth: Unknown
Marital Status: Inapplicable
Known Relatives: The Hive
Base of Operations: Anywhere
they breed.

Present Group Affiliation:
Hive, servant of the Alien Queen

The

KNOWN POWERS:
Body Armor: The Alien’s
biomechanical exoskeleton provides
Good protection against Physical
and Energy attacks.
Acid Blood: If an Alien suffers
damage sufficient to break its skin,
acid of Amazing strength sprays
everything within 1 area. This attack
may be Evaded like an Excellent
Fighting attack. The acid’s
strength loses potency by —1CS for
every two turns after it is exposed to
air.

Claws: Remarkable Edged damage

Double Jaws: The Alien’s fanged-
tongue functions as a second set of
jaws, allowing two attacks of
Excellent Edged damage per round.

Prehensile Tail: Incredible
Grappling, Amazing Blunt damage,
Incredible Edged damage. The barb
also contains a stinger loaded with
Incredible intensity paralyzing poison

Resistance: The Aliens have
Unearthly resistance to
extreme environments, and may

survive unprotected in space.
Regeneration:  Aliens have Good
Regeneration, giving them the ability
to grow back missing limbs.
Hibernation: Aliens may go dormant
within the Hive, and may lay
immobile for thousands of years.
Secreted Resin:  An Alien may
produce a resin of Excellent
strength, which it uses to
ensnare victims. Aliens also use this
secretion en masse to create a Hive.
Wall Crawling: Aliens can stick to
walls with Incredible ability.

The

Reproduction:
motive of the Alien Warrior-drone is
to service the Alien Queen, tending
to her as she produces eggs in the

primary

thousands, but if an Alien is
separated from the Hive, a Warrior-
drone may create single eggs on its
own, planting Face-Hugger larvae
within the bodies of paralyzed hosts.
An Incredible Endurance FEAT s
required for a single Alien to produce
a single egg. A red result indicates
that the Face-Hugger Larvae will be
a Queen; an alien will not usually
at least two other drones to
guard her. The act of reproduction
is extremely draining for a Warrior-




ALIEN

drone, and after each egg produced
an Alien must make another
Incredible Endurance roll, with

failure indicating that the creature
will die.

Empathy: All Aliens are in empathic
contact with each other at
Remarkable ability. When in contact
with the Queen, this increases to
Unearthly

Telepathy: Aliens have Remarkable
telepathy with each other. With
the Queen, this  ability increases
to Unearthly. Limitation: If an Alien
Warrior-drone is separated from
its Hive, and is not allowed to
reproduce, the creature will die.

ROLE-PLAYING NOTES:
Alien warriors display no individual
personality, and are mindlessly
dedicated to the queen and the hive;
nevertheless, they are instinctively
clever and cunning, demonstrating
the capacity to learn and even
problem-solving intelligence. In
battle or in defense of the queen,
they will attack relentlessly,
regardless of injury or death.

An adult Alien’s behavior varies
depending on the situation. A single
Adult with no other Aliens nearby will
capture hosts one by one and inject
them with a special enzyme that
turns them into Facehugger eggs.
An adult that senses embryonic
Aliens nearby will do the same, while
protecting implanted hosts until the
Chestbursters are born. In either
case, one of the eggs will mutate
into a Queen Facehugger egg (see
Queen entry), thus eventually
establishing a hive. If a hive already
exists, the adult will head toward it to
join the swarm

Once an adult Alien joins with or
builds a hive, its behavior from then
on becomes fairly simple. Its first
priority is to protect the hive. Its
second priority will be to capture
suitable hosts for implantation.

HISTORY:

The Aliens are an extremely vicious
species of interstellar parasite -
possibly non-sentient except for an
exceptionally high-developed level of
instinctual intelligence. The Alien
reproductive cycle begins with an
egg; when an unsuspecting host
animal draws close, the pre-larval
‘Facehugger’ within leaps out,
attaching itself to the victim’s face,
implanting a larva that gestates
within the chest. But while the pre-
larval egg may wait for thousands of
years, the growth cycle is extremely
fast. Within hours, the implanted
larva eats its way from the torso of
the still living host, molting quickly
into the full-.grown adult. Once
grown, the Alien immediately sets
about in search of additional host
victims. In the absence of a queen,
which may lay thousands of eggs,
certain Alien warriors have been
known to turn host animals into eggs
themselves. Aliens spread extremely
quickly and can overrun entire
planets. Certain races are known to
hunt aliens as dangerous sport but
most intelligent interstellar species
give them a wide birth, exterminating
them on sight.

CHESTBURSTER:

An Alien adult begins its life cycle as
an implant in a host. When an
embryo reaches maturity --- usually
24 hours after implantation -- the
Alien tunnels its way out of the host's
body. This ‘Chestburster grows
rapidly, reaching full size (roughly
equivalent to a large human) in a
matter of hours. A Chestburster will
avoid contact with other lifeforms
until reaching maturity, but it will
explore its environment as much as
possible. Thus, by the time it
reaches  adulthood or soon
afterward, it will be completely
familiar with the surrounding area.

CHESTBURSTER

F GD(10)

A EX(20)

S PR(4)

E GD(10)

R TY(6)

| (20)

P RM(30)

Health: 44 Str: 4

Karma: 56

Length: 36”

Weight: 2 Ibs.

KNOWN POWERS

Body Armor: Chestburster larvae
have Typical protection against
Physical and Energy attacks.

Acid Blood: Like all Aliens,

Chestbursters’ blood is a molecular
acid of Amazing intensity.

Double Jaws: The Chestburster's
double-jawed teeth can strike for two
attacks of Poor Edged damage.
Prehensile Tail: The Chestburster’s
tail allows for Typical Grappling, or
Typical blunt damage. The tail is
also equipped with a stinger that
does Typical edged damage, and
injects a paralyzing poison of
Incredible intensity.

Wall Crawling: Incredible.
Chestbursting: The birth of a
Chestburster results an automatic
Kill result that does Remarkable
edged damage

Rapid Growth: Chestbursters

# develop into full-grown adult aliens

in less than two hours



ALIEN

ROLE-PLAYING NOTES:

The Chestburster larvae have never
demonstrated anything other than
animalistic intelligence. Habitually,
the first thing they do upon hatching
is to seek seclusion where in a few
hours they will morph into an adult
Alien.

FACE HUGGERS:

The Facehugger ‘pre-larvae’ is the
first stage of the Alien life-cycle, it's

sole purpose being to implant
Chestburster larvae in a host’s chest
cavity. Facehugger eggs are
produced en masse by the Alien
Queen, who lays thousands of eggs
in the style of a queen termite or ant,
although it has been documented
that individual Alien Warrior Drones
can produce Facehugger eggs as
well. The Alien Warrior that killed
the crew of the Nostromo in the
original ALIEN was in the process of
transforming at least two of its
victims into Facehugger eggs. This
might possibly have something to do
with behavior specific to an Alien
separated from the Hive. In any
case, the Alien species seems
capable of procreating asexually — or
at least via the parasitical
implantation of a host animal

FACE HUGGERS

TY(6)
EX(20)
PR(4)

GD(10)

mw>»m

I hours,

R FB(2)
| PR(4)
P PR(4)
Health: 40
Karma: 10
Length: 36”
Weight: 2 Ibs.

Str: 4

KNOWN POWERS

Body Armor. Typical protection
against Physical and Energy attacks.
Acid Blood: Amazing intensity.
Prehensile Tail: Typical Grappling,
Excellent Leaping
Environmental
Unearthly

Resistance:

2 \&¥ Wall Crawling: Incredible

Face-Hugging: A Facehugger clings
to a victim's face with Remarkable
Grappling. If the Facehugger
remains in place for at least two
a Chestburster larva is
mplanted in the victim’s chest.

{, ROLE-PLAYING NOTES:

Facehuggers demonstrate the least
complex behavior of any of the Alien
stages, simply laying dormant until a
host animal presents itself,
whereupon it attaches itself long
enough to impregnate the host, and
the dies itself. The Alien Queen
seems able to control them — at least
to stimulate them from their eggs.

DIFFERENT ALIENS

Aliens adapt amazingly fast to
different environments, due at least
in part to their characteristic ability to
adapt the form of their hosts. This
adaptation extends to the four-
legged stance of a dog, or the tail of
a whale. Most aliens maintain their
basic stats and abilities, gaining only
whatever abilities are inherent in the
acquisition  of  their  physical
adaptations (as in Flight with the
adaptation of wings), although some
have exhibited entirely new traits
(such as the ability of a drone to lay
Chestburster eggs directly into host
animals with no Facehugger). A
number of human experiments on
Aliens have produced a number of
hybrids as well, some with varying
abilities.

ALIEN/PREDATOR/TERMINATOR-
HYBRID:

A human weapons experiment
combined the DNA of the
Terminators and the Predators with
the Alien, resulting in organic metal
creature of great strength and
ferocity but apparently did not share
the Alien parents’ acid blood — or at
least did not share a resistance to it,
as the entire brood was destroyed in
a confrontation with normal Aliens,
largely by their acid blood.

ALIEN/PREDATOR/TERMINATOR-
HYBRID

F IN(40)

A IN(40)

S IN(40)

E AM(50)

R IN(40)

| TY(6)

P RM(30)

Health: 44 Str: 32
Karma: 56

Height: 7’

Weight: 260 Ibs.

KNOWN POWERS

Claws: Remarkable Edged damage
Environmental Resistance:
Unearthly

Recall: Incredible

Computer Interface: Incredible
Shapechange: Any object of its
general size that it samples by touch
with Incredible ability

Telescopic Vision: Excellent

Voice Manipulation: Incredible

Wall Crawling: Incredible
Invulnerability: Incredible protection
against Physical and Energy attacks.



CROCODILE ALIEN:

In the first Batman/Alien crossover, a
Facehugger impregnated an
American crocodile, producing a
giant offspring, approaching the size
of a full-.grown Alien Queen (with
greatly enlarged, crocodilian jaws,
and a massively thick and elongated
tail

CROCODILE ALIEN

F AM(50)

A RM(30)

S IN(40)

E MN(75)

R GD(10)

| IN(40)

P RM(30)

Health: 44 Str: 35
Karma: 56

Length: 36”

Weight: 2 Ibs.

KNOWN POWERS

Body Armor: The Alien’s

biomechanical exoskeleton provides
Good protection against Physical
and Energy attacks.

Acid Blood: If an Alien suffers
damage sufficient to break its skin,
acid of Amazing strength sprays
everything within 1 area. This attack
may be Evaded like an Excellent
Fighting attack. The acid’s
strength loses potency by —1CS
for every two turns after it is exposed
to air.
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Claws: Incredible Edged damage
Double Jaws: The Alien’s fanged-
tongue functions as a second set of
jaws, allowing two attacks of
Remarkable Edged damage per
round.

Prehensile Tail: Amazing Grappling,
Amazing Blunt damage, Amazing
Edged damage. The barb also
contains a stinger loaded with
Incredible intensity paralyzing poison
Hyper-Swimming: Excellent

Water Freedom

Tracking: Amazing

A

DOG ALIEN:
In Alien 3, the rogue xenomorph was
produced from a Rottwieller, and
adapted a four-legged stance,
although was otherwise a normal
Alien Warrior.

DOG ALIEN:

F IN(40)
A IN(40)
S RM(30)
E IN(40)
R GD(10)
| IN(40)
P RM(30)
Health: 150 Str: 30
Karma: 80
Height: 7’

Weight: 260 Ibs.

KNOWN POWERS

Body Armor: Good protection
against Physical and Energy attacks.
Acid Blood: If an Alien suffers
damage sufficient to break its skin,
acid of Amazing strength sprays
everything within 1 area. This Acid
can be Evaded like an Excellent
Fighting attack. The acid loses —1CS
potency every two turns.

Claws: Remarkable Edged damage
Double Jaws: Aliens’ fanged-tongue
function as a second set of jaws,
allowing two attacks of Excellent
Edged damage per round.
Prehensile Tail: Incredible
Grappling, Amazing Blunt damage,
Incredible Edged damage. The barb
also contains a stinger loaded with
Incredible intensity paralyzing poison
Resistance: Aliens have Unearthly
resistance to extreme environments,
and can survive in open space.
Regeneration:  Aliens have Good
Regeneration and can grow back
missing limbs.

Hibernation: Aliens may go dormant
within the Hive, and may lay
immobile for thousands of years.
Secreted Resin: Aliens may produce
resin of Excellent strength, which it
uses to ensnare victims. Aliens also
use this secretion en masse to
create a Hive.

Wall Crawling: Incredible

ALIEN



ALIEN (PREDATOR HYBRID)

STATISTICS:

IN(40)
IN(40)

IN(40)

IN(40)

GD(10)

IN(40)

RM(30)

Health: 160 Str: 32

Karma: 80

Resources: NA

Popularity: -75 (UN

Predators

Height: 7’

Weight: 300 Ibs.

Eyes: None

Hair: None
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among

BACKGROUND

Real Name: Inapplicable
Occupation: Hive Warrior

Legal Status: Inapplicable

Identity: The Aliens are known and
feared throughout the universe
Place of Birth: Unknown

Marital Status: Inapplicable

Known Relatives: The Hive

Base of Operations: Anywhere
they breed.

Present Group Affiliation: The
Hive, servant of the Alien Queen

KNOWN POWERS:

Body Armor: The Alien’s
biomechanical exoskeleton provides
Excellent protection against Physical
and Energy attacks.

Acid Blood: If an Alien suffers
damage sufficient to break its skin,
acid of Amazing strength sprays
everything within 1 area. This attack
may be evaded like an Excellent
Fighting attack. The acid’s
strength loses potency by —1CS for
every two turns after it is exposed to
air.

Claws: Remarkable Edged damage
Double Jaws: The Alien’s fanged-
tongue functions as a second set of
jaws, allowing two attacks of
Excellent Edged damage per round.
Prehensile Tail: Incredible
Grappling, Amazing Blunt damage,
Incredible Edged damage. The barb
also contains

e

a stinger loaded with Incredible
intensity paralyzing poison
Resistance: The Aliens have
Unearthly resistance to
extreme environments, and may
survive unprotected in space.
Regeneration:  Aliens have Good
Regeneration, giving them the ability
to grow back missing limbs.
Hibernation: Aliens may go dormant
within the Hive, and may lay
immobile for thousands of years.
Secreted Resin:  An Alien may
produce a resin of Excellent
strength, which it uses to
ensnare victims. Aliens also use this
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secretion en masse to create a Hive.
Wall Crawling: Aliens can stick to
walls with Incredible ability.
Reproduction: The primary
motive of the Alien Warrior-drone is
to service the Alien Queen, tending
to her as she produces eggs in the
thousands, but if an Alien is
separated from the Hive, a Warrior-
drone may create single eggs on its
own, planting Face-Hugger larvae
within the bodies of paralyzed hosts.
An Incredible Endurance FEAT is
required for a single Alien to produce
a single egg. A red result indicates
that the Face-Hugger Larvae will be
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ALIEN (PREDATOR HYBRID)

a Queen; an alien will not usually
produce a Queen until it has created
at least two other drones to guard
her. The act of reproduction is
extremely draining for a Warrior-
drone, and after each egg produced,
an Alien must make another
Incredible Endurance roll, with
failure indicating that the creature
will die.

Empathy: All Aliens are in empathic
contact with each other at
Remarkable ability. When in contact
with the Queen, this increases to
Unearthly

Telepathy: Aliens have Remarkable
telepathy with each other; with the
Queen, this Increases to Unearthly

Limitation: If an Alien Warrior-
drone is separated from its Hive, and
is not allowed to reproduce, the
creature will die.

NOTE: All Aliens retain certain
characteristics of their hosts; the
Alien/Predator hybrid is not truly a
‘hybrid’ — it is simply an Alien
Warrior/Drone that retains the more
robust traits of its Predator host.

ROLE-PLAYING NOTES:

HISTORY:

In most cases when an Alien
impregnates a host species, the
impregnated larvae will emerge
taking on characteristics of the host
species - usually physical

characteristics, such as the four-
legged stance of a dog, or the
aquatic form of a crocodile or whale.
Beyond adjustments for such
physical characteristics, however,
the abilities of the Alien itself do not
change. In the case of the Predalien,
however, variations have been
documented to occur. In some
cases, the Predalien will be hostile
to ‘normal’ Aliens — possibly an
inherited trait of the highly
confrontational hierarchy of Predator

society. In another documented
case, the adult Predalien
demonstrated the ability to

impregnate hosts with a bio-

mechanism that seemed to have
morphed with the Alien’s traditional
inner-jaw. Since this Predalien was
a non-Queen, Warrior Drone — and
as Alien evolution seems to occur
almost instantaneously with the
needs of the environment - this
could be a quirk of the demonstrated
ability of a Warrior Drone to
impregnate hosts with Facehugger
eggs in an isolated environment. In
any case, while a Predalien does
seem to be an extremely viable
species on its own, it is actually
destructive to the parent Alien Brood
— while never having been witnessed
in the presence of an Alien Queen,
the Predalien’s behavior towards
other Aliens suggests that the
natural enmity between the two
parent species is reflected in the
offspring, making the Predator a
practically unviable host species



STATISTICS:

AM(50)
RM(30)
IN(40)
MN(75)
EX(20)
IN(40)
IN(40)
Health: 195
Karma: 100
Resources: NA
Popularity: -75
Height: 14’
Weight: 3,500 Ibs.
Eyes: None

Hair: None
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Str: 35

BACKGROUND

Real Name: Inapplicable
Occupation: Hive Matriarch

Legal Status: Inapplicable

Identity: The Aliens are known and
feared throughout the universe
Place of Birth: Unknown

Marital Status: Inapplicable

Known Relatives: The Hive

Base of Operations: Anywhere she
can breed.

Present Group Affiliation:
Hive

The

KNOWN POWERS:

Body Armor: Excellent protection
against Physical and Energy attacks.
Acid Blood: Amazing damage
Claws: Incredible Edged damage
Double Jaws: Two attacks
Remarkable Edged damage.
Prehensile Tail: Amazing Grappling,
Amazing Blunt damage, Amazing
Edged damage.

Wall Crawling: Excellent

Mind Control: Unearthly. The Alien
Queen is in rapport with her hive at
all times and they will act upon her
will without question or hesitation.
Egg Layer: A Queen can produce
hundreds of Facehugger eggs.

of

FACE HUGGERS

TY(6)
EX(20)
PR(4)

GD(10

mw>»m

R FB(2)
[ PR(4)
P PR(4)

Health: 40
Karma: 10

KNOWN POWERS

Life Support: Monstrous, extends to
host

Grappling: ‘Face-hugging,” tail and
finger Remarkable Strength when
face-hugging.

Hyper-leaping: Good

Running: Excellent

Acid Blood: Amazing

ALIEN QUEEN \

ROLE-PLAYING NOTES:
Alien Queen’s only relationship is
with the Hive; their devotion to her is
absolute; despite their primate-level
intelligence, they are purely
animalistic/parasitic organisms who
are completely incompatible with any
other known beings.



ALIEN QUEEN

HISTORY:

The Alien Queen is the mother of the
Hive. All Aliens in psionic range —
which in the case of the Aliens has
proven to be interplanetary — are
completely devoted to her. A Queen
can produce thousands of eggs and

her sole motivation is the
proliferation of the Hive — Alien
Queens have been documented to
make calculated decisions, even to
the point of sacrificing members of
her brood, to further  the
advancement of the species.

An Alien Queen is produced when
its egg is fed with royal jelly. If two
Queens are ever produced, the two
will fight to the death, with the victor
assuming matriarchy over the Hive



ALLIGATOR

STATISTICS:

TY(6)
TY(6)
RM(30)
EX(20)
FB(2)

FB(2)

FB(2)

Health: 62 Str: 25
Karma: 6

Resources: Not Applicable
Popularity: -5

Length: 12’ to 14’

Weight: Over 1000 Ibs.
Eyes: Yellow

Hair: None

TTAAmMwnP>m

BACKGROUND

Real Name: Not Applicable —
Alligator mississippiensis is the
genus-species name of the

American Alligator

Occupation: Apex predator

Legal Status: Inapplicable

Identity: Inapplicable

Place of Birth: Usually swamps in

the American Southwest ROLE-PLAYING NOTES:
Marital Status: Inapplicable

Base of Operations: Usually

Florida and Louisiana

Present Group Affiliation: None,

although gators will often group

together

KNOWN POWERS:

Body Armor: Good protection
against Physical and Energy attacks.
Claws: Typical edged damage
Teeth: Incredible edged damage.
Alligators have exceptionally strong
jaws and any target in an alligator’s
jaws is considered held with
Incredible Grappling ability

Tail: The thick muscular tail may
strike for Incredible blunt damage.
Hyper-Swimming: Excellent

Water Freedom

Tracking: Amazing

Talents:
American Alligators are effective
ambush hunters, and receive +2 to
their Fighting on their first attack if
allowed to stalk a victim for at least 2
rounds.



ALLIGATOR

HISTORY:

While Alligators and Crocodiles are
often confused, their evolutionary
lineage separated before the
extinction of the dinosaurs. There is
also a dramatic difference in
temperament. Alligators are the fat,
lazy cousins of the aggressive
crocodiles, placid and frog-like in

temperament, and far less athletic —
approximately half the leaping ability
or biting force of a comparably sized
croc. Having said that, that still
makes the jaws of the alligator
among the most powerful on earth,
and large ones can be territorial, or
even see humans as prey. The
situation has been made worse in

Florida, where gators were once
endangered, but now, due to over-
compensatory conservation policies,
they have now actually become a
very formidable pest, showing up
regularly in pools and back yards.



STATISTICS:

GD(10)
TY(6)

IN(40)
MN(75)
FB(2)

FB(2)

FB(2)
Health: 131 Str: 40
Karma: 6

Resources: Not Applicable
Popularity: -15
Length: 36’

Weight: Unrevealed
Eyes: Yellow

Hair: None

vTTaamn» >

BACKGROUND

Real Name: Not Applicable -
Alligator mississippiensis is the
genus-species name of the
American Alligator

Occupation: Giant monster

Legal Status: Inapplicable

Identity: Inapplicable

Place of Birth: Unrevealed alligator
farm in Florida

Marital Status: Inapplicable

Base of Operations: Sewers of an
unidentified Missouri city

Present Group Affiliation: None,

KNOWN POWERS:

Body Armor: Remarkable protection
against Physical and Energy attacks.
Claws: Excellent edged damage
Teeth: Amazing edged damage.
Alligators have exceptionally strong
jaws and any target in its jaws is
considered held with Monstrous
Grappling ability

Tail: Incredible blunt damage
Hyper-Swimming: Excellent

Water Freedom

Tracking: Amazing

Talents:
Ambush Hunter: Alligators receive
+2 to Fighting on their first attack if
allowed to stalk a victim for at least 2
rounds.

ROLE-PLAYING NOTES:
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ALLIGATOR (ALLIGATOR)

HISTORY:

In the wake of JAWS, inevitably a
giant alligator showed up in a
Missouri city sewer. The ’'36-foot’
critter (whose jaws are more in line
with a forty-footer), started out as a
hatchling, bought by a little girl
tourist at a Florida Gator Farm, and
after her parents flushed the baby
gator down the toilet, it grew to its
immense size after being exposed to
an experimental growth hormone.
This hormone was illegally tested on

stray cats and dogs, whose bodies
were dumped into the sewers, only
to be fed upon by the growing baby
gator. Unfortunately, the growth
hormone had the side effect of
causing ravenous hunger. A local
homicide detective (a burnt out cop
on the edge) discovered the giant
gator’s presence (after the gator kills
his partner), and with the aid of a hot
herpetologist (who was actually the
little girl that purchased the baby
alligator 15 years before),

finally stops the giant gator (blowing
it up with dynamite), but not before it
kils a big game hunter-for-hire,
several politicians, one annoying
little brother, and just about all the
corrupt money interests behind the
ilegal hormone testing.  Another
giant gator surfaced a few vyears
later, this one mutated with
impenetrable armor, although was
similarly blown up after tallying a
similar cast of victims.



ALLOSAURUS

STATISTICS:

RM(30)
GD(10)
IN(40)
MN(75)
FB(2)

FB(2)

TY(6)
Health: 170 Str: 35
Karma: 10
Resources: Not Applicable
Popularity: -10
Height: 15’ (average)
Length: 30’ (average)
Weight: 2 to 4 tons
Eyes: Yellow

Hair: None

VT AaAmMm»nrP

BACKGROUND

Real Name: Not Applicable -
Allosaurus atrox is the genus-
species name
Occupation: Top Predator,
Occasionally giant rampaging
monster

Legal Status: Inapplicable
Identity: Inapplicable

Place of Birth: North America
Marital Status: Inapplicable
Base of Operations: Prehistoric
North America, although the species
exists in isolated pockets throughout
the world. Mobile

Present Group Affiliation: None.
Occasionally runs in packs.

"‘".‘

KNOWN POWERS:

Body Armor. Good protection
against Physical and Energy attacks.
Claws: Remarkable edged damage = ROLE-PLAYING NOTES:

Teeth: Incredible edged damage. Big-flesh-eating monster that will
Tail: Incredible blunt damage chase you and eat you — not much
Stomp: Amazing blunt damage more than that.

Tracking: Amazing



ALLOSAURUS

HISTORY:

Allosaurus is the generic theropod,
without the specializations that
define the others. It was the first
giant of the advanced Carnosaurs
and its descendants, the
carcharodonts, were the largest
theropods ever. With Allosaurus,
the carnosaurs split off from the
coelurosaurs, the group that
eventually produced the
tyrannosaurids.



STATISTICS:

IN(40)
RM(30)
GD(10)
EX(20)
EX(20)
IN(40)
MN(75)
Health: 100 Str: 8
Karma: 110
Resources: MN
Popularity: -50
Height: 6’1"
Weight: 185 Ibs.
Eyes: Blue

Hair: Brown

VT AaAmMm»nrP

BACKGROUND

Real Name: Anakin Skywalker
Occupation: Jedi Knight

Legal Status: Citizen of Tatooine
with no criminal record

Identity: Publicly known

Place of Birth: Tatooine

Marital Status: Married

Known Relatives: Padme' Amedala
(wife), Simke (mother, deceased)
Base of Operations: The Jedi
Temple

Present Group Affiliation:
Order of Jedi Knights

The

KNOWN POWERS:
The Force: Anakin Skywalker was
considered the most powerful Force-

Manipulator ever known  with
Monstrous Force-Manipulation
powers. He has developed abilities

equivalent to a Jedi Master
(although he has not been granted
this rank by the Jedi Council), and
possesses the standard Jedi powers
at the following rank:

*Telekinesis: Incredible
*Precognition: Amazing

*Leaping: Remarkable

*Fighting Bonus: +1CS to Fighting
with a successful Psyche FEAT
*Strangulation: Remarkable ability to
cut off an opponent's breathing.
*Jedi Mind Trick: Incredible  ability
to influence a target’s thoughts
Cybernetic Arm: Anakin’s right arm
is a cybernetic replacement limb that
gives him Remarkable (27) Strength

ANAKIN SKYWALKER

ROLE-PLAYING NOTES:
laser-

Equipment:

Lightsaber: The trademark
sword of a Jedi Knight strikes for
Amazing energy damage.

TALENTS:
Weapons Specialist:  Lightsaber,
+2C to Fighting. Martial Arts D, Pilot,
Gadgetry



ANAKIN SKYWALKER

HISTORY:

When the Jedi Master, Qui-Gon Jinn
discovered young Anakin Skywalker
living as a slave boy on Tatooine, he
believed the boy had the potential to
be the most powerful Force-user
ever, and perhaps was even the
Chosen One of an ancient Jedi
prophecy, and vowed to train Anakin
in the Jedi arts, and after Qui-Gon’s
death, Anakin was Apprenticed to
Jinn’s former apprentice, Obi-Wan
Kenobi.

Despite his formidable abilities,
however, the Jedi Council remained

cautious of Anakin. The boy was
haunted by his past, and as he grew,
Anakin became headstrong and
temperamental. And Despite the
strict rules of the Jedi Code, he fell
in love with and secretly married
Senator Padmé Amidala.

It was his love for Amidala that
tipped Anakin on the fateful road to
the dark side of the Force — haunted
by visions of her eminent death,
Anakin was willing to go to any
length to protect his wife, who by
now as pregnant, as he was willing
to listen to the wiles of the deadly

Sith Lord, Darth Sidious, who had
engendered Anakin’s confidence in
the guise of Chancellor Palpatine.
Sidious manipulated Anakin, first
into slaying Jedi-Master, Mace
Windu, and swearing allegiance to
the Sith. Upon his conversion to the
dark side, it wound up being his own
hand that killed his beloved Amidala,
sealing his fate, and cementing his
final transformation into Darth Vader.



ANDROMEDA

STATISTICS:

AM(50)
AM(50)
UN(100)
MN(75)
RM(30)
IN(40)
RM(30)
Health: 275 Str: 90/100
Karma: 100
Resources: GD
Popularity: AM
Height: 6’2"
Weight: 160 Ibs.
Eyes: Blue

Hair: Golden Blond

VT AaAmMm»nrP

BACKGROUND

Real Name: Laurel Gand
Occupation: Nun, Legionnaire
Legal Status: Citizen of the planet
Daxam with no criminal record
Identity: Universally known

Place of Birth: The planet Daxam
Marital Status: Single

Known Relatives: Lar Gand (Mon-
El/Valor, ancestor)
Base of Operations:
30th Century Earth
Present Group Affiliation: Legion
of Superheroes, Sisters of the
Eternal Cosmos

Metropolis,

KNOWN POWERS:

Daxamite Physiology: Daxamites are
theorized to be an offshoot of the
Kryptonian race. As such, they
manifest similar powers under a
yellow sun. Andromeda has
Unearthly Solar Absorption and
Storage that allows her to recover
lost Endurance ranks, making it very
difficult to kill her, and gives her the
following powers:

*Power Boost: Andromeda can
direct her energies into her Strength,
Flight, or Speed, raising her Powers
up +1CS for 10-20 rounds, her
Strength from Unearthly (90) to
Unearthly (100), or her Endurance
for 1-10 rounds. After this Boost,
Andromeda’s Endurance is reduced
by -1CS for 1-10 rounds, and
her Invulnerability to Amazing.

*Heat Vision: Amazing

*Invulnerable: Monstrous resistance
to Physical and Energy attacks.
Class 1000 resistance to  Heat,
Cold, Disease, Corrosives, Toxins,
and Radiation

*Flight:  Unearthly  speed in
atmosphere, CL 3000 in space
*Hyper Speed: Amazing

*Hyper Breath: Amazing Cold in 1
area

Superhuman Senses:

Andromeda possesses the following
Sensory powers:

*Enhanced Hearing: Unearthly
*Microscopic Vision: Amazing
*Telescopic Vision: Good

*X-Ray Vision: Unearthly
LIMITATIONS:

Lead Vulnerability: Exposure to Lead
causes the same symptoms as
Kryptonite to Kryptonians, resulting
in excruciating pain and results in

[

loss of all powers at —1CS per
round, also losing 1 rank of Strength
and Endurance (and corresponding
Health), per round until death at
Shift-0 Endurance.

ROLE-PLAYING NOTES:



ANDROMEDA

HISTORY:

Laurel Gand, Andromeda, is a
Daxamite member of the Legion of
Super-Heroes. She was introduced
to the team during their initial draft,
but later had to leave due to her
conflicting relationship with  the
White Triangle.

Laurel Gand spent most of her life in
a White Triangle community, being
indoctrinated in the "horrors" of
interspecies co-operation before the
Triangle's political clout led her to
become the Daxamite representative
in the Legion. Away from Daxam's
red sun, she gained powers similar
to Superman's, but the race-wide
hypersensitivity of Daxamites to lead
that meant even minuscule amounts
could prove fatal even to a powered-
up Daxamite, forcing her to wear a
transuit at all times. This did not
trouble her, since it meant she never
had to actually touch any non-
Daxamites.

Her Triangle-derived beliefs
hampered her effectiveness as a
Legionnaire, thanks to her
reluctance to physically engage with
any enemies, but the real problems
started after she let several Triangle
members go after a mugging, shortly
after which they beat and almost
killed Triad. Angered more for their
defiance of her than for the beating,
when she was ordered away to
prevent the Composite Man gaining

her powers, she flew after them.
Immediately, they tore her transuit
and directly exposed her to lead,
and she barely managed to turn
them over to the Science Police
before crashing through the walls of
Legion HQ. While Brainiac 5 worked
on devising an anti-lead serum, he
confronted her about her beliefs, and
after discovering the serum Vril Dox,
his direct ancestor, had created for
Valor and tailoring it to her genetic
structure to allow it to work properly
on her (much to her surprise, as she
had been taught that all members of
the same race were identical), he
forced her to confront the fact that
he wasn't her inferior before giving
her the serum. While this was
happening, however,  Shrinking
Violet discovered a White Triangle
necklace in her room and connected
it to the group which had assaulted
Triad and destroyed Trom, telling the
rest of the team.

Confined to quarters after an
unsuccessful attempt by Cosmic Boy
to have her removed from the team,
she used her super-senses to see
Ambassador Roxxas gloating, but he
managed to bully her into giving him
the anti-lead serum. Taking it himself
and giving it to four other Daxamites,
they proceeded to cause mass
destruction on  Earth. When
Andromeda  herself  confronted
Roxxas over what he was doing and

had made her do, she was almost
defeated when Violet began
thrashing around in his head, before
coming out and telling Andromeda to
take him down. As she pummeled
him repeatedly, he destroyed the
covering of an "atomic furnace", and
both were thought to have died in
the resulting inferno (causing
Brainiac 5 severe depression). Only
Cosmic Boy was told that she had
survived and voluntarily exiled
herself to Planet Hell.

Later, she was brought out of this
exile by Live Wire after Cosmic Boy
had told him where she was as part
of a way to build up a "Legion
Rescue Squad", and she was awed
by Valor, himself being another
member. However, she declined to
rejoin the Legion after the Squad
had served its purpose, preferring to
head off into deep space.

Although Andromeda was erased
from history along with the Legion
and her entire future because of the
Infinite Crisis, she reappears as a
regular member of the Legion during
Final Crisis: Legion of Three Worlds.
She appears to be an acting

member of the Legion again,
alongside Legionnaires who would
never have  otherwise been

chronologically teammates with her,
such as the second Kid Quantum..



ANN DARROW

STATISTICS:

TY(6)

EX(20)

PR(4)

GD(10)

GD(10)

GD(10)

GD(10)

Health: 40 Str: 4
Karma: 30

Resources: PR

Popularity: PR (AM to Kong)
Height: Unrevealed
Weight: Unrevealed

Eyes: Blond

Hair: Blue

TTAAmMwnP>m

BACKGROUND

Real Name: Ann Darrow
Occupation: Actress, Vaudeville
Performer

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

Place of Birth: Unrevealed

Marital Status: Single

Known Relatives: None

Base of Operations: New York City
Present Group Affiliation: None

KNOWN POWERS:

None

Talents:

Acrobatics, Actress, Dancer,
Performer, Show Business

(Vaudeville), Singer, Tumbling

ROLE-PLAYING NOTES:

Naomi Watts’ Ann was a dreamer,
who longed to act on Broadway, but
loved performing on Vaudeville. She
was determined and ambitious, but
not so much that she would
compromise herself. She was a little
bit temperamental — enough to slap
Kong.




ANN DARROW

HISTORY:

As portrayed by Fay Wray, the ‘girl
with the golden lungs’ — so named
due to her piercing screams — Ann
Darrow was simply a starving out-of-
work depression-era woman, and fell
pretty much into the role of helpless
victim to be rescued by either Kong
or Jack Driscoll. The same could be
said of Jessica Lange’s ‘Dwan’ in
1976, although whereas Fay Wray
was pretty much terrified by Kong,
‘Dwan’ felt sorry for him. In Naomi
Watt’s version, Ann Darrow is a

vaudeville performer — easily on par
with a circus gymnast — as well as
Kong himself. She also develops a
rapport with Kong, and actually
seems to like him better than Jack
Driscoll — although frankly, you can’t
blame her, as the 2005 script turns
Jack Driscoll from the ship’s first
mate, into a soulful-eyed playwright
— a drawback in my opinion,
although | did like the clever little
twist of having an actor on board
‘Bruce Cabot’ who was playing the
first mate in the movie, and goes on

to become the most amusing
character in the remake. In any
case, the character of Ann, is an
interesting study in the development
of women'’s roles over the twentieth
century — from the permissive
seventies bimbo, to the revisionist
2005 Ann who was starving
pointedly because she wouldn’t
exploit herself. Also interesting is
the transformation from Kong’'s
helpless hostage, to his only friend.



ANNIHILUS

STATISTICS:

IN(40)
RM(30)
AM(50)
MN(75)
RM(30)
GD(10)
RM(30)
Health: 195  Str: 50/90
Karma: 70
Resources: MN
Popularity: -30
Height: 5117
Weight: 200 Ibs.
Eyes: Green

TTAAmMwnP>m

Hair: None

BACKGROUND

Real Name: Annihilus

Occupation: Megalomaniac,

conqueror, scavenger
Legal Status: Citizen of Arthros
Identity: Annihilus’ existence is not
known to the general population of
Earth

Place of Birth: Planet of Arthros,
Sector 17A, Negative Zone

Marital Status: Single

Known Relatives: Annihilus is a
series of clonal scions

Base of Operations: Planet of
Arthros, Sector 17A, Negative Zone
Present Group Affiliation:
Sometime ally of Blastaar, has allied
with Thanos

KNOWN POWERS:

Body Armor: Annihilus’ armor gives
him Incredible protection from
physical and energy attacks

Winged Flight. Annihilus can attain
Remarkable speed Flight
Self-Sustenance: He can survive up
to a year without fresh air or food.
Equipment:

Cosmic Control Rod:  Annihilus’
weapon and tool collects cosmic
energy and provides its user with
several useful powers. If he loses
the Rod, Annihilus is -3CS on all
FEATs, he begins to age, and
loses Endurance at the rate of —1CS
each week. The Cosmic Control
Rod grants Annihilus the following
powers:

*Ability Boost Annihilus can use the
Cosmic Control Rod to raise his
Strength  and Endurance to
Unearthly for 1-10 rounds.

*Flight: Unearthly

*Immortality

*Regeneration: Amazing rank

*True Invulnerability: Amazing
*Radiation Emission: Cosmic Ray
blasts of Unearthly intensity

*Kinetic Bolt: Unearthly intensity
*Molding: He can reshape inorganic
matter with Unearthly ability



ANNIHILUS

ROLE-PLAYING NOTES:

Annihilus is driven by his
psychopathic goals and he is
supremely arrogant, believing

himself to be the only existing being
that is worthy of life. He is lustful for
power and is overwhelmingly fearful
of death. Annihilus demands
absolute obedience from his minions
and absolute subordinance, even
from his allies. Annihilus even looks
at beings as powerful as the Mad
Titan, Thanos, and even entities
such as Galactus, himself, as simply
means to accomplishing his nihilistic
ambitions.

HISTORY:
The being called Annihilus was
created in the depths of the

dimension known as the Negative
Zone. He used alien technology to
create the Cosmic Control Rod,
which enabled him to both wield
great power and to essential live
forever — as long as he possessed
the Rod. Annihilus used his power
to conquer many worlds of the
Negative Zone. Upon discovering
the existence of Earth, Annihilus
immediately began making plans to
conquer that world as well. Super
hero groups like the Avengers and
the Fantastic Four, and space-faring
groups like the Guardians of the
Galaxy, have narrowly thwarted
Annihilus’ plans in the past.
Annihilus is driven by his obsession

to avoid death and continues to plan
the domination of all that exists —
believing himself to be the only ‘true’
life form, Annihilus’ ultimate goal is
the extermination of all life in the
universe except for his own.

Annihilus is a danger to anyone
entering the Negative Zone and a
threat to all life in general. Annihilus
has legions of nearly mindless
minions at his beck and call, and he
commands sufficient forces that,
during the Annihilation Wave Cirisis,
he was nearly able to conquer the
entire mainstream Marvel universe —
an offensive that was only averted
by the eleventh-hour actions of the
World Devouring Galactus, who was
himself enslaved and nearly
destroyed during the conflict.



STATISTICS:

MN(75)

IN(40)

ShZz(500)

CL1000

ShY(300)

ShZz(500)

ShY(250)

Health: 1615  Str: 500/1000
Karma: 1050

Resources: MN

Popularity: 0 (-1000 in Pre-Crisis
Universe)

Height: Unrevealed (variable)
Weight: Unrevealed (variable)
Eyes: Yellow

Hair: None

VT AaAmMm»nrP

BACKGROUND

Real Name: Anti-Monitor
Occupation: Destroyer of Universes
Legal Status: Unknown

Identity: The general population of 3

Earth is unaware of the Anti-
Monitor’s existence.

Place of Birth: The Anti-Matter =

Universe

Marital Status: Unknown
Known Relatives: None
Base of Operations:
Matter Universe

Present Group Affiliation: None

The Anti-

KNOWN POWERS:
Energy Manipulation:  The Anti-
Monitor has the ability to channel

and manipulate vast amounts of |

cosmic power, with Shift Z(500)
ability, and line of sight range. He
may release blasts of up to Shift Z
(500) Intensity.

Energy Form: Without his
Containment Suit, the Anti-
Monitor's energy is discorpeal, held
together only by his will; to avoid
dissipating, the Anti-Monitor must
make a Psyche FEAT each round
until he can regain his Containment
Suit (See Equipment). If attacked in
this state, the Anti-Monitor takes full
damage and must make a Psyche
FEAT roll to avoid dispersal.

Growth: Shift Z Growth

Sealed Systems: Class 1000 Ability
to survive in any environment

EQUIPMENT:

Anti-Matter Machinery: The Anti-
Monitor destroyed the
multiverse  with machines that

release an ever-expanding wave of
Anti-Matter that destroys any
positive matter it contacts, down to
the molecular level at Class 1000
ability. The energies are then
absorbed into  the Monitor’'s
Containment Suit (See Below)

Containment Suit: In addition to

providing  Shift
from both Physical

Z(500) protection
and Energy
attacks, the Anti-Monitor's Armor
has Energy Absorption abilities of
Shift Z intensity. These energies
fuel his powers and at the
culmination of Crisis on Infinite
Earths, the Anti-Monitor's had
absorbed enough energy to receive
a +1CS to all physical stats and
raising his Energy powers to
Class1000



ANTI-MONITOR

ROLE-PLAYING NOTES:

The monster known as the Anti-
Monitor exists only to consume and
control, and all its plans and actions
are directed toward those twin
purposes. It is cold, utterly ruthless,
and calculating on a detached level
beyond mortal understanding.

The Anti-Monitor has no allies, only
tools. In the past, it has used the
Qwardians, the Sinestro Corps,
Superboy-Prime, the Cyborg
Superman, and Psycho-Pirate in that
role.

The Anti-Monitor is essentially the
enemy of not just every hero in the
multiverse, but every single living
thing, as its goal is ultimately to
consume all creation. The Green
Lanterns and their masters, as well
as Superman, rank highly in its mind
for the defeats they've helped it
suffer.

HISTORY:

When  the Overmonitor  first
encountered the multiverse, it sent in
a probe in its image in order to
explore this new phenomenon. The
incoming probe was affected by the
aftershocks of the primal upheaval
caused by Krona’s experiment, and
split into two beings: the Monitor,
who saw physical birth on Oa in the
positive matter universe, and the
Anti-Monitor, who manifested on
Qward.

A living representation of the dark
side of the probe entity, the Anti-
Monitor quickly subjugated Qward

and the rest of the Anti-Matter
universe. Eventually it became
aware of its counterpart.

Fundamental opposites, once they
became aware of one another, they
immediately began fighting with their
godlike abilities (without ever leaving
their respective locations). After
countless eons of stalemate, a
telling strike-and-counterstrike
resulted in both entering a state of
dormancy that lasted billions of
years.

When the scientist later known as
Pariah attempted to repeat Krona's
experiment, in addition to destroying
his own planet and universe, his
actions also awakened the Anti-
Monitor from dormancy. Instead of
directly renewing its fight with its
counterpart, the Anti-Monitor instead
renewed its control over the Qward
and began creating Shadow Demon
soldiers from the Thunderers under
his command.

Once its base was firm, the Anti-

Monitor released a wave of anti-
matter that began to engulf one
positive-matter universe after
another, beginning the events of the
first crisis. This campaign of
destruction was finally stopped by
the combined might of reality’s
greatest heroes from across multiple
universes, but only at terrible cost,
including the lives of many heroes
and countless worlds before a new
universe was created as a result.
The Anti-Monitor itself  was
apparently destroyed by Kal-L, the
first Superman.

When Alexander Luthor plotted to
return the universe to its pre-Crisis
state, he used parts of the Anti-
Monitor’s containment suit in his
plans. The restructuring of the
multiverse that followed resurrected
the Anti-Monitor on Qward, from
where it helped instigate the
Sinestro Corps War before finally
falling to the successive might of
Earth’s heroes, the combined force
of the Guardians of the Universe,
and finally, to a direct attack from
Superboy-Prime.

The Anti-Monitor's shattered body
ended up on the planet Ryut in
Sector 666 where Nekron captured
and killed the weakened Anti-
Monitor to use it as a battery for
Nekron’'s Black Lantern Corps.
When the White Light Entity
resurrected the Anti-Monitor as part
of the final battle against Nekron, the
Lord of the Unliving transported the
monster back to Qward rather than
face a reinvigorated enemy with
power to rival Nekron’s own.



AQUAMAN

STATISTICS:

IN(40)
RM(30)
IN(40)
AM(50)
EX(20)
RM(30)
RM(30)
Health: 160 Str: 40
Karma: 80
Resources: RM
Popularity: 20 (75 in Atlantis)
Height: 6’1"

Weight: 325 Ibs.

Eyes: Aqua Blue

Hair: Blond

VT AaAmMm»nrP

BACKGROUND

Real Name: Arthur Curry
Occupation: King of Atlantis

Legal Status: King of Atlantis
Identity: Publicly known

Place of Birth: Atlantis

Marital Status: Married

Known Relatives: Mera (ex-wife),
Atlan (father), Atlanna (mother),
Arthur Jr. (son, deceased) Koryak
(son), Tom Curry (Adopted father,

deceased), Orm Marious (Ocean
Master, half-brother)

Base of Operations: Mobile,
Atlantis

Present Group Affiliation: Justice
League of America

KNOWN POWERS:

Animal Control: Aquaman has the
Amazing ability to control all forms of
sea-life

Animal  Summoning:
ability to summon sea-life
Animal Empathy: Excellent
Animal Communication: Aqua-man
has Incredible ability to
communicate with sea-life
Hyper-Swimming: Unearthly

Water Freedom

Resistance: (to cold and pressure)
Amazing rank

Limitations

Aquaman must immerse himself in
water for at least one hour every day
or all his physical abilities and
powers will begin to drop by —1 rank
every hour, with Health being

Incredible

adjusted accordingly.  Sustained
dehydration can potentially kill him.
hour's immersion in water will

restore all lost ranks and health.

Equipment:

Hand of the Water Bearer: *Nullifies
Aquaman’s Dehydration Affliction
*Mental Link with the Lady of the
Lake: Amazing

*Hand Weapons: Aquaman can
change the shape and density of the
hand into weapons that can strike for
Remarkable edged damage

*Healing Touch: Amazing

*Nullify Magic: Allows Aquaman to
negate the effects of magic with
Unearthly ability.

He must be physically touching the
target with his Water Hand to use
this power.

*Scalding Blast: Amazing blast of
scalding water
Cybernetic Hook: At
Aquaman replaced his lost hand with

one time,
a cybernetic hook of Incredible
material strength that did
Remarkable edged damage. The
hook could also be fired with a
Grappling Line of Incredible material
strength.

Talents:
Underwater Combat, Ocean-
ography, Martial Arts B, Resist

Domination, Marine Biology



AQUAMAN

ROLE-PLAYING NOTES:

Aquaman is defined by his dual
nature. He’s not truly a member of
the human race, nor a member of
the Atlantean race, but he takes his
responsibility to protect both worlds
very  seriously. Often, those
responsibilities weigh on him
heavily, but he is a fighter, unwilling
to knuckle under to any pressure,
whether its from a political problem
in Atlantis or a super-villain in the
surface world. Although Aquaman is
a caring man who values his family
and friends, his pride and devotion
to duty can sometimes distance him
from them.

HISTORY:

The son of Queen Atlanna and the
demigod spirit of Atlan, Orin was
rejected by his own people, the
Atlanteans, who feared that his
blond hair and ability to
communicate with sea creatures
marked him with the curse of
Kordax, an ancient Atlantean
monster. Orin was abandoned, and
left to die on Mercy Reef, until a
dolphin named Porm came to his
rescue. Orin lived as a feral child
with his dolphin family until the day
he was discovered by Arthur Curry,
a lighthouse keeper. Arthur took the
boy into his home and taught him to
speak.

Orin took his adoptive father's name
and traveled north. During his
travels, he fell in love with an Inuit
woman named Kako. Unbeknownst
to Arthur, he fathered a child with

Kako. He was kidnapped by
Atlantean soldiers before he learned
of the child’s existence. In the lost
city of Poseidonis, part of the sunken
Atlantean continent, Arthur learned
for the first time that his mother was
of royal blood. It was there that he
befriended Vulko, a fellow prisoner,
who helped him escape captivity.
Upon reaching the surface, he
stumbled upon the Flash (Barry
Allen)  battling the Prankster.
Impressed by Arthur's power, the
Flash invited him to the United
States.

Taking the name Aquaman, Arthur
Curry used his powers to become
protector of the Seven Seas and
friend to the surface world. Aquaman
was a founding member of the
Justice League of America, making
him one of the most famous heroes
in the world.



ARCHANGEL MICHAEL

STATISTICS:

AM(50)
EX(20)
RM(30)
CL1000
ShY(250)
ShZz(500)
CL1000
Health: 1100 Str: 30
Karma: 1750
Resources: CL1000
Popularity: UN
Height: Unrevealed
Weight: Unrevealed

VT AaAmMm»nrP

Eyes: Blue

Hair: Blond

BACKGROUND

Real Name: The Archon Michael
Demiurgos,

Occupation: Archangel

Legal Status: Not Applicable
Identity: Michael is known as an
Archangel from Biblical writings,
although he keeps his presence on
Earth low-profile

Place of Birth: Heaven

Marital Status: Single

Known Relatives:
Lucifer  (brother),
(daughter)

Base of Operations: The Silver City
of Heaven

God (father),
Elaine Belloc

Present Group Affiliation: The
Host of Heaven

KNOWN POWERS:

Omnipotence: Michael is the

second-born son of Heaven the
younger brother of Lucifer, and, as
such, he may use any power with
Beyond Level-1 ability.

Limitations: Despite his near-
omnipotence, Michael is not God
and, as such, is subject to His rules.
Michael's weaknesses is that, while
he Michael was given the Beyond-
Level-1 ‘Demiurgic Power’” and may
create matter from nothing, he
needs his older brother Lucifer to
shape it. Together they created the
DC multiverse. Lucifer also tricked
Michael into using the Demiurgic
Power to create a pocket reality
within the larger DC Universe — a

realm Lucifer ruled as its God.
Michael is also restricted by his very
omnipotence His true Angelic form is
too stupendous for most non-entity-
level beings to behold without being
driven mad, blind, or outright
destroyed (those beings who come
into the presence of Michael’s true
form may consider this Psyche
attack of CL1000 intensity)

In order to operate within Yahweh'’s
universe, Michael must adapt
physical form, and is subject to al
the limitations of the flesh. Unlike
the Endless, Michael is a finite

being, not a conceptual entity, and
can be destroyed n his physical
form. Michael's physical body has
the above listed stats and the
following Powers:

Invulnerability: Without using any of
his other powers, Michael has
Unearthly resistance to all forms of
attack.
Regeneration:
heal any injury
Dimensional Travel: Michael may
traverse dimensions with Unearthly
ability.

Magic Sense: Shift Y ability to

Amazing ability to



ARCHANGEL MICHAEL

sense Magic

Awareness: Shift Y ability to sense
the state of the Universe

Immortality: Michael’s physical body
does not age and does not die
unless killed by metaphysical
means. If he takes sufficient
damage to destroy his physical form,
he may recreate his body within 10
to 20 rounds.

TALENTS:

Michael has all Martial Arts skills,
Weapons (Sword), Strateqist
Talents, as ell as Unearthly

knowledge of the Occult.

ROLE-PLAYING NOTES:

HISTORY:
When  the
Morningstar began his revolt in
heaven, he was hopelessly
outhumbered. He was eventually
defeated by his brother, the
Archangel Michael who used the
Demiurgos (God's power) to destroy
his angelic forces. However, during
the aftermath of the attack, a fallen
angel named Sandalphon thrust his
spear into Michael's back and took
him captive into a pocket reality.
There, Michael was chained to a
pillar while Sandalphon attempted to
create a new generation of warrior
angels. Using Michael's power to
impregnate human women and then
gestating the fetuses inside Michael
himself, he produced thousands of
failures before creating Elaine Belloc
with her 300 viable ova. Just as he
attempted to claim Elaine, however,
Lucifer stepped in.

Easily defeating the cowardly fallen
angel Sandalphon, Lucifer took
Michael - who never bore animosity
towards his brother - and used him
as a means to end the then-ongoing
assault by the Heavenly Host
against his home. Lucifer had
obtained a Letter of Passage outside
of Creation due to an earlier
arrangement with Heaven. The
subsequent doorway had been
intended to be one-way and one-
time only, but Lucifer bound it open
with YHWH, God's own name. To
destroy the door would be to
unmake Creation.

Unable to allow this, the Heavenly
Host had laid siege to Lucifer's home
in his absence. Arriving with the
archangel Michael, the Host was
instantly defeated - if Lucifer were to

archangel  Lucifer

kil Michael there, the Demiurgic
power would wash over Creation,
wiping it clean of all life. The Host
receded. Michael, however,
remained suffering and awaiting the
death promised him by his brother
Lucifer. The injured Michael was
taken through Lucifer's gate into the
Nihilo (nothingness) where Lucifer
thrust a sword into him and released
the Demiurgic power inside him,
creating a new cosmos. Having
acquired the Demiurgic power over
this new Creation, Lucifer
reconstituted the archangel Michael
after the event, but Michael refused
Lucifer's offer to stand at his side.
Nevertheless, Michael is eventually
ejected from heaven for questioning
God's wisdom in ordering the death
of his daughter, Elaine Belloc.
Michael's half human/angel daughter
Elaine Belloc began to play a more
prominent role in his life. Initially
guarded towards her, Michael began
to feel genuine affection and love,
which compounded after Lucifer,
having been near fatally injured by
the Basanos, was regenerated by
the death/sacrifice of Elaine.

When Fenris the Wolf attempted to
destroy the World Tree, Yggdrasil,
and upset the balance of all
Creation, Michael, mortally wounded
in battle with Lucifer (acting against
his own will), told the now-revived
Elaine that he loved her and that she
must now be the holder of the
Demiurgos power before he can be
allowed to die. At his death, the
Michael and Lucifer  shared
forgiveness and Elaine absorbed
Michael's power and she became
the new ruler of Creation



ARES (DC)

STATISTICS:

UN(100)
RM(30)
MN(80)
UN(100)
IN(40)

IN(40)

MN(75)
Health: 310 Str: 80
Karma: 155
Resources: Unearthly
Popularity: -10/-50
Amazons

Height: 6'10”

Weight: 359 Ibs.

Eyes: Red

Hair: Blond (Varies with form)

VT AaAmMm»nrP

among

BACKGROUND

Real Name: Ares, Mars
Occupation: God of War

Legal Status: Citizen of Olympus
Identity: The general population of
Earth believes Ares to be a mythical
figure

Place of Birth: Olympus

Marital Status: Single

Known Relatives: The Olympian
Gods, Hippolyta (daughter), Diana
(Wonder Woman, granddaughter)
Base of Operations: Areopagus,

Olympus

Present Group Affiliation:
Olympian Gods

KNOWN POWERS:

Animate Objects: Ares has the
Monstrous  ability to  animate

inanimate objects
Aura of Fear: Remarkable intensity
Energy Blast: Ares can project

Monstrous bursts of mystical
energy

Control: Remarkable mental
domination

Darkness: Amazing ability to project
darkness

Dimensional Travel: Unearthly
Energy Absorption: Ares can absorb
up to Amazing Strength energy

Fire Control: Amazing ability to
control and project flame

Flight: Ares has Monstrous Flight
Growth: Remarkable

Hypnotism: Amazing

Invulnerability: Monstrous resistance
to physical and energy attacks

Life Sense: Amazing
Mind Blast. Amazing
mental blasts

Mystic Shield: Ares has the Amazing
ability to guard against magical
attacks.

Sealed Systems: Monstrous ability
to survive in any environment

Intensity

Telepathy: Ares has Amazing
telepathic powers
Teleportation:  Unearthly ability to

teleport himself and others.

ROLE-PLAYING NOTES:
Ares literally draws his strength from

human  conflict, misery, and
destruction. As more and more
soldiers are drawn to battle, the
more powerful he becomes. His
ultimate aim is to accumulate
enough power to depose his father
and claim Zeus’ throne for himself.



ARES (DC)

HISTORY:

Since the dawn of mankind, the
irrepressible god of war has worked
from the shadows, fomenting
innumerable conflicts and scheming
against his fellow Olympians.

Ares’ enmity for the Amazons dates
back many thousands of years to the
moment of their creation. Artemis,
Ares’ sister, petitioned Zeus for the
right to create a race of women
dedicated to peace and harmony to
guide mankind and foster loyalty to
the gods. Disgusted by Artemis’
plan, Ares counter-proposed to lead
an army down to Earth to conquer its
peoples and force them to worship
the Olympians. Once he lost this
debate, the bitter war god began a
covert campaign to sabotage
Artemis’ endeavor. He eventually
persuaded his half-brother Heracles
to make war on the Amazons. It was
this conflict that set in motion the
chain of events that led Hippolyta
and her sisters to turn their backs on
the affairs of men and exile
themselves to the paradise of
Themyscira.

Although Ares spent the last few
millennia spreading discord and
engineering conflicts between great
nations, he has been forced to work
through intermediaries, exercising
his influence with discretion. In
particular, Ares loathes Princess
Diana of the Amazons, dispatched
as ambassador to “Man’s World” to
foil his schemes.

Wonder Woman used her magic
lasso to help Ares understand how
easily unchecked warfare between
modern armies could lead to the
destruction of all mankind. Subse-
quently, this would lead to the
demise of Ares and his fellow
Olympians as well. In an attempt to
preserve both himself and his
continued enjoyment of power, Ares
has lowered the scale of his
endeavors, but not tempered their
viciousness.

The modern era has led to more
shifts in Ares’ power, resources, and
status than all of the prior millennia
combined. His “closest” children,
Phobos, Deimos, and Harmonia
have all perished in various conflicts

(though this hasn’t stopped him
from continuing to use others in his
scheming, such as Lycus, who Ares
has sent to cause Wonder Girl
problems). Acting under the mortal
guise of a crime lord, Ares had a
child with the immortal witch, Circe.
Finally, Ares managed to add the
mantle of God of Death to his
purview after his uncle Hades was
overthrown. Despite his apparent
death in battle against Wonder
Woman, Ares is a god that actually
possesses a degree of control over
the powers of death and the Greek
afterlife. Just how permanent the
mortal concept of “death” is when
dealing with gods is uncertain, and
even that concern assumes his
physical death wasn’t an elaborate
ruse or a means to a further magical
development.



ARGENTINOSAURUS

STATISTICS:

EX(20)
PR(4)
AM(50)
UN(100)
FB(2)
FB(2)
FB(2)
Health: 174
Karma: 6
Resources: Not Applicable
Popularity: -10
Height: Up to 70°
Length: Up to 100’
Weight: Up to 100 tons
Eyes: Brown
Hair: None
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Str: 45

BACKGROUND
Real Name: Not Applicable -
Argentinosaurus huinculensis is the
genus-species name

Occupation: Herd animal,
occasionally giant rampaging
monster

Legal Status: Inapplicable

Identity: Inapplicable

Place of Birth: North America or
Africa

Marital Status: Inapplicable

Base of Operations: Prehistoric
South America, although the species
exists in isolated pockets throughout
the world.

Present Group Affiliation: a herd
beast

L W

KNOWN POWERS:
Body Armor: The massive size and
thick skin of Argentinosaurus
provides Remarkable protection
against Physical and Energy attacks
Stomp: The giant Argentinosaurus
may stomp for as much as Unearthly
(100) blunt damage

Tail: An Argentinosaurus’ tail does
Unearthly blunt damage

ROLE-PLAYING NOTES:

Mostly concerned with foraging.
Adults are too big to pay much
attention to human-sized animals,
although they can become territorial
if bothered.



ARGENTINOSAURUS

HISTORY:

Argentinosaurus was among the
largest, credited with weights of over
100 tons — and it has gained popular
support as the largest known
dinosaur, with the general
assumption that if it wasn’t, than the

largest would likely be a related
titanosaur of some form. But
ironically, it might be the slender
Diplodocid line that produced not
only the longest, but also the
remains suggest that Amphicoelias
heaviest species ever. Fragmentary

altus might have attained 200 feet,
and 150 tons in weight — rivaling the
sheer size of a blue whale — possibly
the largest animal that has ever
existed.



ARMAGEDDON

STATISTICS:

MN(75)
IN(40)
ShX(150)
UN(100)
EX(20)
EX(20)
AM(50)
Health: 365  Str: 120
Karma: 90
Resources: MN
Popularity: -50/50 in
Trojan Empire
Height: 9’

Weight: 1,100 Ibs
Eyes: Reddish-Pink
Hair: White

TTAAmMwnP>m

BACKGROUND

Real Name: Arm’chedon
Occupation: Monarch of The
Troyjan Empire

Legal Status: Troyjan citizen
Identity: The general population of
Earth is unaware of Armageddon’s
existence.

Place of Birth: Planet Troyjan
Marital Status: Widowed

Known Relatives: Trauma (son,
deceased)

Base of Operations: Troyjan
Throne World

Present Group Affiliation: Troyjan
Monarch

KNOWN POWERS:

Cosmic Energy Manipulation:
Armageddon has the ability to
channel and manipulate vast
amounts of cosmic power, with Strategist, Leadership.

Unearthly ability, and line of sight

range. He may release blasts of up ROLE-PLAYING NOTES:

to Unearthly Intensity. Armageddon has long-standing
Body Armor. Monstrous protection enmity with the Pantheon who killed
against Physical and Energy one of his sons, and for the Hulk,
damage. who killed the other

Cybernetic Arm: Armageddon’s

right arm is a cybernetic attachment

that can convert into a Blaster

Nozzle which channels his cosmic

energy powers. The arm also sports

blades that can strike for Monstrous

edged damage.

Talents: Martial Arts B, Weaponry,

Wrestling, Melee Weapons, Military



ARMAGEDDON

HISTORY:

‘Arm’chedon’ was just a teenager
when his father died in a space
battle, leaving him to assume the
throne of the Troyjan Empire. The
monarchy was on the verge of
collapse, but Armageddon was a
warrior-born. He led his troops to
countless victories over worlds
across the galaxy. Armageddon was
so busy expanding his kingdom, he
did not even notice when his wife
died in childbirth after delivering twin
sons. Even the boys' education was
left to his trusted friend and advisor,
Lord Vittio. Armageddon's sons
would not be noticed again by him
until a mission to Earth left one of
them dead and the other in love with
his twin's murderer.

Trauma, the son that survived,
wanted to marry his brother's Killer,
Atalanta of the Pantheon, which
made Armageddon think his son
was a fool. However, he hesitantly
gave Trauma permission to do as he

wished. Trauma kidnapped Atalanta
and brought her back to his home
world, and even Armageddon was
impressed by the physical
appearance of the woman. Despite
his first thoughts on the subject,
Armageddon was willing to stand by
his son's decision even when the
Hulk, Silver Surfer and the
Starjammers stood in front of him
demanding Atalanta's release. To
show just how serious he was,
Armageddon fired cosmic blasts at
both Hulk and the Surfer, holding
them at bay. Only after Hulk
convinced Trauma to meet him in
personal combat did Armageddon
reluctantly release his hold on the
Green Goliath. Immediately after the
Hulk was freed, the Pantheon
member Cassiopeia, liberated the
Silver Surfer. The Surfer attacked
Armageddon, but the sudden
scream of agony from Trauma
stopped everyone in their tracks.
The Hulk

had knocked Trauma onto a piece of
his own broken armor, and it pierced
his heart. As he was dying, Trauma
asked his father to give Atalanta,
and her friends, safe passage home,
and Armageddon granted his son's
last wish. Armageddon didn't know
how much he truly cared for his son
until he was gone.

A while later, Armageddon invaded
Freehold, the former home of the
Leader, and he discovered a
machine to reanimate the dead. He
intended to use the Hulk's power to
activate the machine and bring
Trauma back to life. The Hulk
agreed, but once strapped into the
machine, the Hulk forced too much
of his energy into the machine which
caused an overload followed by an
explosion. Trauma's body was
incinerated in the blast, and even as
Armageddon  applauded  Hulk's
deception, he still insisted the Hulk
would one day die by his hand



STATISTICS:

AM(50)
AM(50)
IN(40)
AM(50)
TY(6)
EX(20)
RM(30)
Health: 190  Str: 37
Karma: 56
Resources: 20
Popularity: 75
Height: 6’
Weight: 140 Ibs.
Eyes: Green
Hair: Red
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BACKGROUND

Real Name: Artemis

Occupation: Warrior

Legal Status: Citizen of Themyscira
Identity: Known to the general
public

Place of Birth: Bana-Mighdal, Egypt
Marital Status: Freed from forced
marriage

Known Relatives: Dalkriig Hath (ex-
husband)

Base of Operations: Themyscira,
Gateway City, California

Present Group Affiliation:
Amazons, former member of the
Justice League of America, former
member of the Hellenders

KNOWN POWERS:

Amazonian Physique: As an
Amazon, Artemis is gifted with
enhanced physical abilities, reflected
in the stats above

Immortality: Artemis does not age,
although she is not
invulnerable and may be killed by
physical damage.

Talents: Acrobatics, Martial Arts B,

E, Weaponry, Animal Training,
Ancient Languages, Greek
Mythology, Horseman-ship,
Marksmanship, Swordsmanship,
Weapons Specialist (Bow),
Leadership

Equipment:

Bow: Artemis'  weapon  of
choice is her Bow, made of

Remarkable material which fires

arrows of Excellent damage. She is
a Weapon’s Specialist with the bow
for +2CS to hit

Sword: Artemis’ sword is made of
Incredible material and she can
strike for +1CS edged damage
Khnife: Remarkable  material,
Excellent edged damage



ARTEMIS

ROLE-PLAYING NOTES:

Artemis is a warrior and directs her
fury into combat, but sometimes her
temper gets away from her.

HISTORY:

Artemis was born to the Bana-
Migdhall tribe of Amazons. Even as
a very young woman she protested
her tribe’s plan to go to war with the
Amazons of Themyscira, a plan
made under the influence of the
sorceress Circe. After years of exile
in a demon dimension as a result of
Circe’s machinations, the Amazons
were returned home. Having seen a
vision of Wonder Woman’s death,
Hippolyta declared a new contest for
the role, and rigged it so Artemis

would win. Artemis served as
Wonder Woman and Themyscira’s
emissary until a conflict with the
White Magician resulted in her
death, as Hippolyta had foreseen.
Artemis fought her way out of hell to
return to the world of the living,
where she eventually became an
ally of Princess Diana, and mentor
and teacher to Cassie Sandsmark
(Wonder Girl). She remains a high-
ranking and influential Amazon and
one of their greatest warriors.



STATISTICS:

TY(6)
PR(4)
GD(10)
RM(30)
IN(40)
GD(10)
GD(10)
Health: 50

Karma: 60
Resources: GD
Popularity: 4
Height: 3’

Weight: Unrevealed
Eyes: Red-Sensors
Hair: None

VT AaAmMm»nrP

Str:

BACKGROUND

Real Name: R2-D2

Occupation: Astro-mech Droid
Legal Status: No legal status,
although Artoo has been targeted for
confiscation by the Galactic Empire
Identity: Publicly known

Place of Creation: Naboo

Marital Status: Inapplicable

Known Relatives: Industrial
Automation R2 series droids
Base of Operations: Mobile

throughout the Galaxy

Present Group Affiliation: Rebel
Alliance, Life-time Partner of See
Threepio.

KNOWN POWERS:

Artoo Detoo technically doesn’t have
any powers, but his robotic form give
him the following abilities:
*Invulnerability: Artoo’s metal body
provides him Excellent protection
from Blunt or Energy attacks.
*Retractable Arm: Typical Strength
*Arc Welder: Good intensity Laser.
Can be used for propulsion in low
gravity

*Circular Saw: May cut through
Excellent material, for Poor damage
*Fire Extinguisher: Typical
*Holographic Projector: Typical
*Recall: Incredible

*Computer Interface: Artoo can
interface with any computer system
with Amazing ability

*Enhanced Vision: Artoo’s sensors
have the equivalent of Remarkable.

Sight and Hearing, through all light
spectrums

NOTE: In the past Artoo has had
various attachments added and
removed, including those that
enabled flight.

Talents:

Astrogation, Languages, Computer
Programming/Repair, Pilot

ARTOO DETOO




ARTOO DETOO

ROLE-PLAYING NOTES:

Brave and feisty by nature, Artoo
has been a long-standing ally to the

Jedi Knights, and
companion to C-3PO

a

long-time

HISTORY:

R2-D2 (Artoo Detoo) is a meter-high,
cylindrical robot whose face is a
mass of computer lights surrounding
a single radar eye. A sophisticated
computer repair and information
retrieval robot, Artoo can only speak
in a series of electronic sounds



STATISTICS:

MN(75)
AM(50)
MN(80)
UN(100)
IN(40)
AM(50)
MN(75)
Health: 305 Str: 80
Karma: 155
Resources: AM
Popularity: 0
Height: 10’
Weight: 800 Ibs.
Eyes: Red

Hair: None
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BACKGROUND

Real Name: Asmodel

Occupation: King Angel of the Bull
Host

Legal Status: Not Applicable
Identity: Asmodel is not known to
the general population of Earth
Place of Birth: Heaven
Marital Status: Single
Known Relatives: None
Base of Operations:
Formerly Heaven
Present Group Affiliation: Bull
Host of Heaven, Former ally of
Neron

Unknown,

KNOWN POWERS:

Sorcery: As the King Angel of the
Bull Host, Asmodel has Amazing
rank magical powers

Scouring Light of Heaven: Asmodel
may produce a blinding Flash of
Amazing intensity Light. It is
ineffective against those who are
pure of heart with a positive Karma
of Amazing or higher

Regeneration: Incredible

Body Armor: Monstrous protection
from physical and energy attacks
Flight: Incredible winged Flight
Sealed Systems: Amazing

Sonic Blast: Incredible

Equipment:

Flaming Spear: Asmodel's Flaming
Spear is made of Unearthly material,
causing Incredible edged damage
and Unearthly flame damage to
anything it touches

ROLE-PLAYING NOTES:

Asmodel has followed the footsteps
of that ‘other’ rebellious Angel —
Lucifer — in an attempt to overthrow
Heaven — and has likewise wound
up in Hell.

ASMODEL



ASMODEL

HISTORY:

Asmodel was Lord Harrier
of the Bull Host, the most militant
group  of the hosts, and a king-
angel of the Pax Dei, the Army of
Heaven. His particular command
was the Cherubim Alpha Battalion,
the most feared of the Army’s
divisions. Great power and prestige
were given to Asmodel, and he was
ranked among the highest of the
angels. It wasn’t enough. Asmodel
was tired of being a servant of God
and tired of the peace God
maintained - he wanted war
conquest, and rulership. Another
angel had rebelled once, eons
before — Lucifer. Now Asmodel
sought to succeed where Lucifer had
failed. His plan was to attack from
two fronts, both within and without.
To do this, he enlisted the aid of the
demon lord, Neron. But a guardian
angel named Zauriel got wind of
Asmodel’s plan. Asmodel tried to
subdue the angel on Earth. The
attack failed and Asmodel was
forced to return to Heaven.

Asmodel later returned to Earth,
alone and hidden in a ‘form of boy’
flesh-suit, to destroy Zauriel. Killing
the mortal woman Zauriel loved
instead, Asmodel returned to
Heaven and led the attack against it.
The combined forces of the Bull
Host and Neron’s demons forced
their way into the Throne Room
itself, only to discover one simple
truth — God truly is All-Powerful.
Asmodel was stripped of his powers
and his rank, and Neron carried his
soul off to Hell, for Asmodel to
endure unspeakable tortures for all
eternity.

Recently, Asmodel was freed from
his torments by Etrigan the Demon.
Together they devised a plot
wherein Asmodel would bond with
the hostless Spectre, thereby
gaining all the tremendous power of
the Spirit of Wrath. Succeeding in
their plan, Asmodel quenched the
fires of Hell and brought Hell to
Earth — literally. After struggling with
Neron for dominance of the
Spectre’s power, both demon and

angel were cast out, and the Spectre
bonded with a new human host, the
former Green Lantern, Hal Jordan.
With the fires of Hell reignited, Neron
and all of his ilk, were forced to
return to their eternal imprisonment.
Hell, however, was deemed not
secure enough for Asmodel, so a
new structure (the first in millennia)
was built in Heaven to imprison the
former king-angel. Now Asmodel
sits, perhaps for all eternity, locked
in his heavenly prison, biding his
time until he can gain revenge on
those he believes wronged him.
Asmodel has an excellent eye for
strategy, but he is arrogant -
Asmodel truly believes no one can
possibly defeat him, in though or in
deed, and this makes him blind to
his weaknesses. His strategies are
brutal and blatant, almost
contemptuous of subltry. He cares
nothing for others and will sacrifice
anyone and everything to help
further his own goals.



STATISTICS:

GD(10)/EX(20)
EX(20)
TY(6)
GD(10)
EX(20)
GD(10)
EX(20)
Health: 46/56 Str: 6
Karma: 50
Resources: GD
Popularity: TY
Height: Unrevealed
Weight: Unrevealed

TTAAmMwnP>m

Eyes: Blue

Hair: Black

BACKGROUND

Real Name: Aspen Matthews
Occupation: Marine  Biologist,

former Olympic Swimmer

Legal Status: American citizen with
no criminal record

Identity: Secret

Place of Birth: Unknown

Marital Status: Single

Known Relatives: None

Base of Operations: Mobile,
formerly San Diego, California

Present Group Affiliation: The
Blue, Cannon Hawke former
member of Killian's Blue splinter
group, former member of USA
Olympic Swimming Team

KNOWN POWERS:

Water-Control:  Aspen has the

Remarkable ability to control and
shape water. She most often uses
this ability to form simple shapes,
although she has developed a
‘Tsunami Attack’ that can send a
wave of power-rank force over any
opponent within 1 area.
Transmutation: Aspen can transform
her body into water with Remarkable
ability. In her water state, she gains
Excellent protection against physical
attacks, Good protection from
energy attacks, and no longer needs
to breathe

Coral Bonding: Aspen also has the
ability to bond coral to her body.
Bonding herself with coral gives her
the equivalent of Excellent Body

Armor. She can also gain +1CS to
damage in blunt attacks, or use coral
extensions as bladed weapons for
Good edged damage
Hyper-Swimming: Excellent Water-
Speed.

Water Freedom: Aspen can breath
under water.

Talents: Marine Biology, Swimming;
Later in her career, Aspen gained
Martial Arts B, E, Weaponry, also
earning +1CS to her Fighting score.
She also became a scholar of ‘The
Blue’

ROLE-PLAYING NOTES:
Caught between two worlds, Aspen
has spent her life looking for her
place in the world. She has always
had a deep affinity for the ocean,
and perhaps has found her true
calling with the Blue, transforming
from a non-descript academic into a
true warrior.

ASPEN MATHEWS




ASPEN MATHEWS

HISTORY:
Aspen Matthews is caught between
two worlds. During her early

adolescence, she could remember
nothing from her early childhood. In
her earliest memories she is on the
cruise ship Paradise, thought to
have been lost for ten years. She
was adopted by Captain Matthews,
a US Navy captain, and soon
developed a passion for water,
running to the nearest beach every
day to enjoy her favorite recreations
of swimming and surfing. She
actively pursued this passion and
showing tremendous aptitude
eventually joined the US Olympic
Swimming Team. She trained hard
and was chosen to compete in the
Olympic Games. However she was
eliminated as she tested positive for
performance-enhancing drugs
despite never having taken any. This
effectively ended Aspen's
professional swimming career, so
she chose to study marine biology.
Aspen has recently begun to
remember bits of her early
childhood, including a memory with
her mother talking to a member of
the mysterious race known as the
Black

Aspen continued to study marine
biology, graduating as a marine
biologist. Eventually, she was invited
of the DMD was to study a strange
to participate in a deep underwater
research station called Deep Marine
Discovery (DMD). The primary goal
alien ship that seemed to have a
symbiotic relationship with the
surrounding water. Aspen also

learns that the DMD was holding a
strange alien man named Killian,
who had voluntarily surrendered
himself. However Aspen did not
have much time to study him, as the
DMD was suddenly torpedoed by
mistake. Killian freed himself, and
attempted to abduct  Aspen.
However, a strange figure
intervened and saved Aspen.

After the event at the DMD, from
which she was one of the few
survivors, Aspen's life began to grow
much more complicated. Admiral
Maylander discovered that while her
anatomy was somewhat similar is
not human. Aspen also encountered
Chance Calloway, a naval fighter
pilot and shooter of the torpedo.
Although she scorned him at first,
they developed a mutual degree of
respect. Later Aspen was abducted
and seduced by Killian who told her
that she was one of the Blue, a race
of underwater people led by Biranha
and living in hiding from Humanity.
Aspen was also an Elite Blue,
meaning she could not only breathe
underwater, but also manipulate it to
her will. She was persuaded to help
set up a number of battle stations in
a plan to conquer the human race.
The Dbattle stations eventually
activated the Blue Sun, a weapon-
satellite capable of sending a
massive energy beam. The beam
was used to penetrate the ocean
floor.

Eventually, the enigmatic Cannon
Hawke rescued Aspen away from
Killian and his dissidents, who were
molding her into their weapon of

hatred. He enlightened Aspen of the
largely peaceful Blue culture, and
the need of stopping Killian's plans.
With the help of Cannon and
Chance, she did thwart Killian's plan,
and in the process tapped into her
deeper powers, which were far more
powerful than anyone could have
imagined.

Although Aspen did experience
some well-deserved down time after
the events surrounding the Blue
Sun, she was soon abducted by yet
another enigmatic race of
underwater people, the Black. They
took her to the bottom of the ocean,
where she meets her biological
father, Ragher, himself a Black. This
explained her extraordinary ability to
manipulate water. Ragher tried to
sway Aspen towards the Black point
of view and to use her in their own
plans for Humanity. However, tired
of being manipulated, Aspen
rejected his efforts and left the
Black. Choosing her own way she
returned to the surface.

Upon Aspen's return, she discovered
that Humanity had learned of the
Blue's existence, and the two were
on the verge of war. Unsure what to
do, she tracked down Chance
Calloway, and they outsmarted the
US government. The two also
realized that they had feelings
towards each other. Currently,
Aspen intends to join Cannon
Hawke and the rest of the Blue.



STATISTICS:

AM(50)

IN(40)
EX(20)/RM(30)
RM(30)/IN(40)
IN(40)

IN(40)

IN(40)

Health: 140/160 Str: 18/25
Karma: 120

Resources: EX

Popularity: -10

Height: 6’8"

Weight: 350 Ibs./425 Ibs. on Venom
Eyes: Brown

Hair: Black
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BACKGROUND

Real Name: Unknown

Occupation: Criminal

Legal Status: Citizen of Santa
Prisca with a criminal record
Identity: Secret

Place of Birth: Pena Dura Prison in
the country of Santa Prisca

Marital Status: Single

Known Relatives: None

Base of Operations: Mobile,
Formerly Gotham City
Present Group Affiliation:

Underworld of Gotham, Occasional
ally of Ra’s al Ghul

KNOWN POWERS:

Recall: Monstrous Recall

NOTE: Bane formerly had Enhanced
Strength from constant injection of
the super-steroid known as Venom.
During this period, Bane had the
greater weight, higher Health and
physical stats reflected above, and
his EX(18) Strength was raised to
RM(25)

Talents:

Martial Arts A, B, D, Worestling
Detective, Military Strategist
Equipment:

Venom Injectors: Bane’s Venom
Injectors give him a +1CS (no more
than +5 points) to Strength for 10 to
20 turns, after which another
injection is needed. Venom has
Amazing Addiction

ROLE-PLAYING NOTES:

Bane is incredibly intelligent and
well-educated. He is also a master
of reading people’s emotions. In
recent years, he has become far
less manipulative, earning his place
as a respected leader among his
current teammates in the Secret Six.
He can be a sardonic
conversationalist and acts as a
Socratic teacher to his allies. Bane
currently serves as the leader of the
Secret Six, although it is a position
he has

grown into grudgingly. He has his

teammates’ respect, and they
recognize his intelligence, empathy,
and experience (and reluctance to
assume the mantle) as the makings
of a natural leader.

BANE



BANE

HISTORY:

Bane’s father, the mercenary called
King Snake, worked for anti-
Communist revolutionaries in the
Caribbean Republic of Santa Prisca.
King Snake was an unscrupulous
British hired gun and occasional
crime lord who viewed political
conflict as a means to line his
pockets. He fled Santa Prisca when
his allies found themselves on the
losing end of war, and left behind a
pregnant girlfriend who gave birth to
the child the world would come to
know as Bane.

The Santa Priscan government
decided that the child would serve
for the crimes of the father and threw
Bane in Pena Duro prison. The
young Bane looked for opportunity
rather than giving into despair.
Devouring books, receiving an edu-
cation from an imprisoned Jesuit
priest, and honing his athletic skills,
Bane gradually adapted to life in

prison, although it often meant
violent conflict.
Through his intelligence and

physical prowess, Bane eventually
came to rule the prisoners in Pena
Duro. Fearing they no longer
controlled him, the wardens selected
Bane for experimentation, injecting
him with a drug called Venom. The
result of this experimentation was a
radical physical transformation that
bestowed Bane with incredible
strength. Thus began Bane’s lifelong

need to keep a steady supply of the
highly addictive drug in his
bloodstream, lest he suffer intense
and potentially fatal withdrawal.
Bane saw Batman’s fearsome rule of
Gotham City much the same way he
saw his own rule in prison. It was
this perceived similarity that lead to
his desire to study the Dark Knight
firsthand. Bane escaped and
traveled to Gotham City, where he
quickly deduced that Bruce Wayne
and Batman were one and the
same. Deciding to weaken Batman
before mounting his attack, Bane
loosed a veritable army of inmates
from Arkham Asylum, forcing the
Dark Knight to systematically hunt
down each criminal before facing
Bane himself. Bane defeated an
exhausted and worn down Batman,
breaking his spine and leaving the
Caped Crusader paralyzed. Bane
threw Batman’s body into the middle
of a public street, and declared to
the horrified crowd that he was the
one who ‘broke the Bat,’ thus
breaking Batman’s grip of fear over
Gotham’s criminals.

Azrael (Jean-Paul Valley) took over
the mantle of Batman while Bruce
Wayne fought to recover, and
eventually defeated Bane by
severing the tubes that kept him fed
with Venom. Bane suffered severe
withdrawal and eventually kicked his
Blackgate Prison. Upon his release,
Bane fought alongside Batman to

Venom habit while incarcerated in
eliminate a Venom-like drug threat
on the streets of Gotham and left the
city with Batman’s blessing so that
Bane could find his father. He
eventually found, battled and
defeated King Snake. On his journey
Bane met Talia al Ghdl and was
introduced to her father, Ra’s al
Ghal, who recognized Bane's
superior intelligence and physical
ability and decided to name him his
heir. This arrangement was short-
lived as Bane did not share Ra’s’
view of mortals as pawns to be
manipulated. Ra’s disowned Bane
as a result.

Since then, Bane has skirted both
sides of the law, wusing his
intelligence and physical prowess as
a tool for change—for good or ill.
Bane eventually joined the Suicide
Squad, a band of criminals doing the
U.S. government’s dirty work in
foreign  countries. He  helped
engineer a democratic revolution in
his native Santa Prisca, finally
bringing an end to the corrupt
government responsible for his
imprisonment and addiction to
Venom. After Bane discovered the
first democratic elections were
rigged, he turned against the new
government and led his supporters
in a civil war, deciding the stronger
faction should rule rather than a
puppet regime



BATGIRL (BARBARA GORDON)

STATISTICS:

F RM(30)

A RM(30)

S GD(10)

E GD(10)

R RM(30)

| RM(30)

P EX(20)

Health: 80 Str: 7
Karma: 80

Resources: GD
Popularity: GD
Height: 5117
Weight: 126 Ibs.
Eyes: Green
Hair: Red

BACKGROUND

Real Name: Barbara Gordon
Occupation: Police Librarian

Legal Status: American citizen with
no criminal record

Identity: Secret

Place of Birth: New York City, New
York

Marital Status: Single

Known Relatives: James Gordon
(uncle, adopted father)

Base of Operations: Gotham City,
New York

Present Group Affiliation: Justice
League of America, Batman

KNOWN POWERS:
Photographic Memory: Barbara has
Incredible Recall

Talents:

Martial Arts A, B, Detective,
Computer Hacker

Equipment:

Body Armor: Batgirl's armor
provides Excellent resistance to
Physical and Good protection
against Energy attacks. Fire-

resistant.

Batarang: Remarkable material.
Taser: Amazing Electrical jolts

Utility Belt: Barbara carries an eight-
pocket belt with various tools and
weapons:

*Bat-Rope and Grappling Hook:
Remarkable strength
*Bat-Explosives: Remarkable

Explosive damage

*Mace Spray Good intensity
*Rebreather: provides oxygen
two hours.

*Smoke Pellets: Excellent

for

ROLE-PLAYING NOTES:

Barbara Gordon is ambitious,
intelligent, and outgoing. Unlike
Batman and Robin, her motivations
for becoming a superhero have
nothing to do with revenge and don'’t
stem from personal tragedy, and so
her style of crime-fighting is a bit
more lighthearted than theirs.
Barbara is extremely loyal to her
friends and to her family, including
Batman, Dick Grayson, and the
other individuals that have fought
alongside them over the years, as
well as Commissioner Gordon.



BATGIRL (BARBARA GORDON)

HISTORY:

Barbara Gordon was enthralled by
super heroes from an early age.
After the accidental death of her
parents, she was sent to live with
her uncle, James Gordon (who later
adopted her). Barbara, gifted with a
photographic memory and a keen
desire to learn about fighting crime,
hid in her uncle’s room one night
when he held a meeting with
Batman. Barbara, star-struck by the
Dark Knight's presence, devoted
herself to becoming a super hero
like him.

She pushed herself to excel
physically, master the martial arts,
and become an academic prodigy.
Over time, she forgot about her

dream of becoming a super hero
and focused on her scholarly
pursuits. She eventually earned a
doctorate in library science and
became the head reference librarian
at Gotham City Public Library. When
her father invited her to a
policeman’s masquerade ball,
Barbara designed a costume and
devices based on Batman’s, going to
the party as Batgirl and surprising
her father. When she got there,
however, she discovered that Killer
Moth and his thugs had already
crashed the party and taken Bruce
Wayne hostage.

Batgirl intervened, “rescuing”
Wayne. Despite his initial
disapproval, Batman eventually

agreed to train her, and allowed her
to fight alongside himself and Robin.
Barbara continued fighting crime as
Batgirl for years, sometimes with
Batman and Robin, others alongside
other heroes such as Supergirl. Over
time, she found the thrill of being
Batgirl waning. She had all but given
it up when the Joker arrived at her
house one night. The madman shot
her, paralyzing her from the waist
down. Overcoming even this
adversity, Barbara turned tragedy
into triumph, becoming the heroine
known as Oracle and leader of the
Birds of Prey.

Recently, Barbara seems to have
recovered from her paralysis,
resuming her role as Batgirl.



BATGIRL (CASSANDRA CAIN)

STATISTICS:

AM(50)
RM(30)
GD(10)
RM(30)
GD(10)
RM(30)
GD(10)
Health: 120 Str: 7
Karma: 50
Resources: PR
Popularity: 0
Height: 5’5"

Weight: 110 Ibs.
Eyes: Greenish Brown
Hair: Black

VT AaAmMm»nrP

BACKGROUND

Real Name: Cassandra Cain
Occupation: Crime-fighter

Legal Status: American citizen with
no criminal record

Identity: Secret

Place of Birth: Unrevealed

Marital Status: Single

Known Relatives: David Cain
(father), Lady Shiva (possible
mother)

Base of Operations: Gotham City,
New York

Present Group Affiliation: The
Batman

KNOWN POWERS:

Body-Reading: Batgirl  has

Remarkable Body Reading ability.
Simply by looking at someone
moving (simply walking will do), she
can automatically determine a
person’s Fighting, Agility, Martial
Arts, and Weapons abilities. This
ability also allows her to see through
secret identities with Remarkable
ability

Talents: All Martial Arts, Detective,

Acrobatics, Dancing, @ Weapons
Master

Equipment:

Uniform:  Batgirl's Costume is a

lightweight Kevlar composite that is
Fireproof and provides Excellent
protection from physical attacks, and
Good versus energy attacks.

Utility Belt: Cassandra carries the

fl

standard eight-pocket bat utility belt
with various tools and weapons.
The more common devices are:
*Bat-Rope and Grappling Hook:
Remarkable strength

*Bat-Shuriken  Excellent damage
NOTE: Batgirl likely has access to
the full range of Bat-Tools’ although
she has never been seen to use
any.



BATGIRL (CASSANDRA CAIN)

ROLE-PLAYING NOTES:
Cassandra Cain is a very troubled
young woman. While she works with
Batman, Robin, Nightwing, and
Oracle to overcome her violent
childhood, social norms and
customs still present an ongoing
learning experience.

HISTORY:

Designed from conception to be an
assassin without peer, Cassandra
Cain fled from her father's tutelage
after committing her first murder at
age 8. She emerged in Gotham City
and came to the attention of Batman
and his allies, who eventually gained
her trust and allowed her to become
Batgirl.

Cassandra hung up her cape
several times during her career,
sometimes of her own accord, and
others the result of outside
manipulation. Following the apparent
death of Bruce Wayne, she left
Gotham City for parts unknown,
warning her friend and successor
Stephanie Brown not to follow her



BATGIRL (STEPHANIE BROWN)

STATISTICS:

RM(30)
RM(30)
TY(6)
GD(10)
GD(10)
RM(30)
RM(30)
Health: 76
Karma: 60
Resources: GD
Popularity: GD
Height: 5’6"
Weight: 135 Ibs.
Eyes: Blue

Hair: Blond

VT AaAmMm»nrP

Str: 6

BACKGROUND

Real Name: Stephanie Brown
Occupation: Student, Crime-fighter,
former Missionary

Legal Status: American citizen with
no criminal record

Identity: Secret

Place of Birth: Gotham City, New
York

Marital Status: Single

Known Relatives: Arthur Brown
(The Cluemaster, father), Crystal
Brown (mother), unnamed daughter
(given up for adoption)

Base of Operations: Gotham City,
New York

Present Group Affiliation: The
Batman Family, formerly the Birds of
Prey

KNOWN POWERS:
Talents: Martial Arts A, B, Detective,
Computer Hacker

Equipment:

Body Armor: Batgirl's armor
provides Excellent resistance to
Physical and Good protection
against Energy attacks. Fire-

resistant. The suit also monitors
Stephanie's vital signs

Batarang: Remarkable material.
Taser: Amazing Electrical jolts

Utility Belt: Stephanie carries an 8-
pocket belt with various tools and
weapons:

*Bat-Rope and Grappling Hook:
Remarkable strength

* Bat-Explosives: Remarkable

*Mace Spray Good intensity
*Plasti-Cuffs: Excellent
*Smoke Pellets: Excellent
Wireless Relay: Excellent
communication

radio



BATGIRL (STEPHANIE BROWN)

ROLE-PLAYING NOTES:
Stephanie is still relatively new to the
life of a costumed adventurer, and

her inexperience has been a
stumbling block more than once.
She has vyet to develop the

confidence of her older counterparts,
and the skill to balance her life as
Batgirl against her life as a college
student. Stephanie is impulsive,
somewhat stubborn, and talkative

HISTORY:

Stephanie Brown is the daughter of
Arthur Brown, the villain sometimes
known as the Cluemaster. He was in
and out of prison during his
daughter’s childhood, and when he
was released, she took on the
identity of Spoiler in order to stalk
him and “spoil” his crimes. She
retained this identity for a long while
afterwards, teaming with Robin and
eventually Cassandra Cain to fight
crime.

After Cassandra left Gotham,
Stephanie had to prove herself to
the rest of the Batman family. After
she defeated the Scarecrow (with
Oracle’s help), Barbara swore to
watch out for her and assist in her
training. Oracle also gave Stephanie
a new Batgirl costume so she could
officially take her place alongside
Batman and Robin in Gotham City.



STATISTICS:

AM(50)
IN(40)
EX(20)
RM(30)
IN(40)
AM(50)
IN(40)
Health: 140
Karma: 130
Resources: 100
Popularity: 75
Height: 6’2"
Weight: 210 Ibs.
Eyes: Blue
Hair: Black
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Str: 14

BACKGROUND

Real Name: Bruce Wayne
Occupation: Multimillionaire
Socialite

Legal Status: United States Citizen
with no Criminal Record

Identity: Bruce Wayne’s identity as
Batman is not publicly known

Place of Birth: Gotham City

Marital Status: Single

Known Relatives: Thomas and
Martha Wayne (parents, deceased),
Philip (uncle)

Base of Operations: Gotham City
Present Group Affiliation: Justice
League of America

KNOWN POWERS: Through his
years of intensive training, Batman
has Excellent Stealth

Talents:

All Martial Arts Skills,
Acrobatics, Tumbling,
(+3CS to Reason and
Disguise/Actor, Marksman, Resist
Domination, = Weapons  Master,
Weapons Specialist (Bat-weapons),
Computers, forensics, Psychology,
Kit bashing, Pilot (almost anything),
Horsemanship), @ Escape  Artist,
Leadership, Tracking, Medicine,
First Aid, Law, Law-Enforcement,
Criminology, Engineering, Biology,
Chemistry, Physics, Bio-chemistry,
Computer Engineer, Electronics,
Languages (Incredible), Survival
Skills (All Environments)

Wrestling,
Detective
Intuition),

BATMAN

Equipment:

Uniform: The Batman uniform
provides an arsenal of defenses and
offensive  weaponry. Batman
constantly updates his costume’s
specifics, but his primary uniform
consistently contains the following
features:

Body Armor: Batman’s armor
provides Excellent resistance to
Physical and Good protection

against Fire-
resistant.

Cowl: Typical
Physical attacks
*Starlight night vision

*Radio Receiver/Transmitter

*Field of View Display Projector
*Internal GPS System

*Excellent Taser: One use only
before recharging.

Utility Belt: Eight pockets of varying

Energy attacks.

protection from



BATMAN

size. The belt will explode with
Remarkable damage if tampered
with

*Bat Rope: Remarkable strength
*Launching Grappling Hook
*Wall-penetrating Grapple
*Multi-function

Magnifies up to 60 times
*Fingerlight

*Gas Mask
*Nerve-agent Gas Mask
*Rebreather. provides oxygen for
two hours.

Binoculars:

Weapons:

Pellet Grenades:
damage
Concussion Grenades: Remarkable
damage
Explosive
Damage
Room Fogger: Fills entire room with
Remarkable intensity fog for 10
rounds.

Batarang: Remarkable material.
Knockout Gas: Remarkable intensity
Bat-Shuriken:  Excellent  Edged
damage

Tear Gas: Excellent intensity

Taser: Amazing electrical jolts
Subsonic Bat-call:  Attracts bats
within a 10-mile radius

Remarkable

Bungee-cord: Good

DARK KNIGHT ARMOR:

Batman has on occasion — usually
when faced with high-level meta-
human opponents — utilized powered
armor, which enhances his Strength,
and provides a variety of specialized
weapons designed to combat
specific powers. Most versions of
the Dark Knight armor give Batman
the following minimum abilities:

F AM(50)
A IN(40)
S EX(50
E RM(75)
Powers:

Armor: Amazing Body Armor

Flight. Some versions of the Armor
(not all) have Incredible Flight
Missiles: The armor usually has an
arsenal of missiles that do up to
Incredible damage.

ROLE-PLAYING NOTES:

Batman is a man defined by the vow
he made over his parents’ graves to
avenge their deaths. He is dedicated
to his self-appointed mission to the
point of obsession. Although he
maintains Bruce Wayne’s lifestyle as
a wealthy playboy to cover for his
nocturnal activities, Batman’s sole
interest is in protecting Gotham City
and the world. Grim and intense
typically describe his all-business
attitude when dealing with most
people, although his true friends get
an occasional glimpse at Batman'’s
dry sense of humor and
compassionate side.

HISTORY:

Young Bruce Wayne had it all: the
only son of respected physician
Thomas Wayne, and heir to the
Wayne family fortune. But Gotham
City is full of tragic stories, and
young Bruce’s is one of them. While
on their way back from a family
outing to a movie, the Waynes took
a shortcut through seedy “Crime
Alley.” There a petty thief named Joe
Chill attempted to rob them. When
Thomas Wayne protested, Chill
murdered Bruce’s parents before his
eyes. Over his parents’ graves,
Bruce Wayne shouted an oath into a
raging storm that he would avenge
their deaths, becoming the scourge
of all criminals. Raised and cared for
by the Wayne family’s loyal butler,
Alfred Pennyworth, Bruce became
obsessed with his chosen mission.
As a young man, he left Gotham and
traveled the world, seeking out the
best teachers in all the various
disciplines he would need in his
mission, from martial arts to
criminology and escapology. By the
time he returned home, years later,
the young heir to the Wayne fortune
and business empire was ready to
begin.

Bruce was still left with a dilemma.
He possessed considerable skills
and resources, but lacked a final,
vital, element in his war on crime.
Gotham’s criminals were not afraid
of one man, no matter how capable.
He was brooding on the matter one
night in the study of Wayne Manor,
when a bat flew into the window and
startled him. It was then that Bruce
realized the missing element was
fear. “Criminals are a cowardly and
superstitious lot,” he reasoned, and
so he adopted the costumed identity
and cowl of the Batman.



BATMAN (AZRAEL)

STATISTICS:

RM(30)

RM(30)

GD(10)

EX(20)

EX(20)

IN(40)

IN(40)

Health: 90 Str: 10
Karma: 100

Resources: GD/UN as Batman
Popularity: 0/75 as Batman
Height: 6’2"

Weight: 210 Ibs.

Eyes: Blue

Hair: Blond

VT AaAmMm»nrP

BACKGROUND

Real Name: John Paul Valley
Occupation: Crimefighter, former
Assassin

Legal Status: United States Citizen
with no Criminal Record

Identity: Secret

Place of Birth: Unrevealed

Marital Status: Single

Known Relatives: None

Base of Operations: Gotham City,
Ossaville

Present Group Affiliation: The
Order of St. Dumas

KNOWN POWERS:

‘The System’: John Paul Valley was
conditioned from birth to be the
assassin known as Azrael. When
activated by a green Psyche FEAT,
John Paul receives a +1CS to his
Fighting and Agility scores.
Equipment:

Armor: In both his Batman and
Azrael identities, John Paul wore an
armored battlesuit that had
Remarkable protection from physical
and fire attacks, claws which do
Excellent edged damage and a
Flame Thrower of Remarkable
intensity

As Batman, John Paul had access to
all of Bruce Wayne’s technology and
resources

Talents: Acrobatics, All Martial Arts,
Chemistry, Computers, Engineering,
Gadgetry, Thief, St.. Dumas Lore

ROLE-PLAYING NOTES:

Secretly subjected to a lifetime of
physical and psychological
conditioning known as “the System,”
Valley suffered from a split
personality as a result; one
personality was Valley, the other
Azrael. When John-Paul temporarily
took over the role of Batman, this
caused him to become violent, and
even psychotic.



BATMAN (AZRAEL)

HISTORY:

John-Paul Valley was a talented
man, a graduate student in the field
of computer science, a natural
detective, and trained by the Sacred
Order of Saint Dumas to be their
assassin and enforcer. Secretly
subjected to a lifetime of physical
and  psychological  conditioning
known as “the System,” Valley
suffered from a split personality, one

personality was Valley, the other
Azrael - an avenging assassin for
the Order of St. Dumas.

Batman managed to pull John-Paul
back from the psychological edge,
training him as a crimefighter instead
of an assassin, and bringing him on
board the ‘Bat-Family’. Then, when
Batman's back was broken, by the
villain, Bane, John-Paul took over As
Batman. The conflict between being

Batman and his programming,
however, proved to be too much and
Azrael was shattered mentally,
allowing a man to be killed during his
activities as Batman. When the
original Batman finally recovered, he
had to forcibly remove John-Paul
from the role of Batman. Over time,
he recovered, haunted by his past
and unsure of himself.



BATMAN (SUPER-BAT)

STATISTICS:

ShX(150)
UN(100)
ShX(150)
ShX(150)
IN(40)
AM(50)
IN(40)
Health: 900
Karma: 130
Resources: 100
Popularity: 75
Height: 6’2"
Weight: 210 Ibs.
Eyes: Blue
Hair: Black
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Str: 125/375

BACKGROUND

Real Name: Bruce Wayne
Occupation: Multimillionaire
Socialite

Legal Status: United States Citizen
with no Criminal Record

Identity: Bruce Wayne’s identity as
Batman is not known to the general
public

Place of Birth: Gotham City, New
York

Marital Status: Single

Known Relatives: Thomas and
Martha Wayne (parents,
deceased), Philip (uncle)

Base of Operations: Gotham City
Present Group Affiliation: Justice
League of America

KNOWN POWERS:

Kryptonian  Physiology: As the
‘Super-Bat’ Batman has Shift Z Solar
Absorption and Storage that allows
him to recover lost Endurance ranks,
even after death, making it virtually
impossible to kil him. This
physiology also gives the
following powers:

*Power Boost: Batman can direct his
energies into his Strength, Flight,
Speed, or Heat Vision, raising them
up as high as +3CS (Shift Z [350]
Strength) for 10-20 rounds. (After
Boost, Batman’s Endurance is
reduced by -2CS for 1-10
rounds, and his Invulnerability to
Monstrous.

*Heat Vision Unearthly

him

Invulnerability:  The  Super-Bat’
Batman has Unearthly resistance to
Physical and Energy attacks, with
Class 1000 resistance to Heat, Cold,
Disease, Corrosives, Toxins, and
Radiation

*Flight: Unearthly speed in
atmosphere, CL 3000 in space
*Hyper Speed: Amazing.
perform multiple combat actions
*Hyper Breath: Amazing Cold in 1
area

Superhuman Senses: As the Super-
Bat’ Batman possesses the following
Sensory powers:

May

*Enhanced Hearing: Unearthly
*Microscopic Vision: Amazing
*Telescopic Vision: Good
*X-Ray Vision: Unearthly
NOTE: If he is exposed
intense solar energy such as might
be the case if he were to fly directly
into the sun, his physical abilities are
all raised to their maximum levels,
and all his powers are increased by
+3CS. This increase lasts as long
as he remains exposed to the
increased intensity energy, or up to
three days afterwards. If he
continues using his powers, this

to



BATMAN (SUPER-BAT)

duration is shortened by one day per

instance. His ‘Sun-Dipped’ stats
are:

F ShY(200)

A ShX(150)

S ShZ(375)

E ShZ(500)

R IN(40)

I MN(75)

P IN(40)
Health: 1200 Str: 375
Karma: 155
LIMITATIONS:

Kryptonite: Exposure to Kryptonite
causes excruciating pain and results
in loss of all powers at —1CS per
round. He also loses 1 rank of
Strength and Endurance (and
corresponding Health), per round
until death at Shift-0 Endurance.
Solar-Depravation: If Batman is cut
off from the radiation of a yellow sun,
he begins to lose causing him to
lose Powers and Ability scores at a
rate of —1CS for every three days. If
he is using his abilites at full
strength, the rate of loss may
increase. If his abilities are allowed
to completely bottom out, all of his
powers, except Energy Absorption,
are reduced to 0, and FASE stats
are reduced to their normal human
levels (see primary entry for
Batman)

At this level, Batman is more or less
human; however, his  Solar
Absorption abilities remain, and
upon exposure to solar radiation
from a yellow sun, his abilities
immediately return to their normal
levels

Magic: As the Super-Bat, Batman
has the Kryptonian vulnerability
to magic. Against attacks of a

truly magical nature (including
most Mystic-linked Powers),
Batman’s powers are

automatically considered to be at
his lowest solar-depravation
levels. He is also unable to use his
Powers or abilities to affect
constructs of a magical nature (He
cannot smash a magical wall, or use
his great strength to break
enchanted chains).

Talents: All Martial Arts Skills,
Wrestling, Acrobatics, Tumbling,
Detective (+3CS to Reason and

Intuition), Disguise/Actor, Marksman,

Resist Domination, Weapons
Master, Weapons Specialist (all Bat-
weapons), Computers, forensics,
Psychology, Kit bashing, Pilot (from
helicopters to jet fighters,
Horsemanship), Escape  Artist,
Leadership, Tracking, Medicine,
First Aid, Law, Law-Enforcement,
Criminology, Engineering, Biology,
Chemistry, Physics, Bio-chemistry,
Computer Engineer, Electronics,
Languages (Incredible), Survival

Skills (All Environments)

Equipment:

As the Super-Bat, Batman has
dispensed with most of his usual
equipment, although he still has
access to all of his normal
equipment and resources if he so
chooses. (See primary entry for
Batman)

HISTORY:
On more than one occasion, Batman
has acquired the powers of

Superman, which, combined with his
own remarkable skills and abilities,
makes the ‘Super-Bat’ one of the
most formidable characters possible.
In most cases, Batman is reluctant
to wield the power of a Kryptonian,
due to the temptation to rely upon
the power, forsaking discipline. In
other cases, the power has come at
the cost of his mental edge, causing
him to become a totalitarian
enforcer, opposed by the rest of the
Justice League (who he was able to
walk through, by the way). NOTE:
In one alternate universe, Superman
was adopted by the Waynes instead
of the Kents, growing into a super-
powered avenger calling himself
Batman.



BEAR (GRIZZLY BEAR)

STATISTICS:

GD(10)
TY(6)
RM(30)
RM(30)
FB(2)
PR(4))
FB(2)
Health: 76
Karma: 8
Resources: Not Applicable
Popularity: -10

Height: Up to 10°

Weight: Up to 1200 Ibs
Eyes: Brown

Hair: Brown

TTAAmMwnP>m

Str: 26

BACKGROUND

Real Name: Not Applicable — Ursus
arctos horribilis is the genus-
species-subspecies name of the
Grizzly Bear

Occupation: Apex predator

Legal Status: Inapplicable

Identity: Inapplicable

Place of Birth: Usually somewhere
in North America

Marital Status: Inapplicable

Base of Operations: Widespread
across North America

Present Group Affiliation: None

KNOWN POWERS:

Body Armor: A Grizzly’s thick hide
gives it the equivalent of Typical
Body Armor

Teeth: and Claws: A Bear's Teeth
and Claws do Remarkable Edged
damage

Running: Bears can run at Typical
land speed (2 areas/round)
Tracking: Remarkable

Talents:

Bear Hug: Bears are fond of
mauling, gaining +1CS to success
for any Grappling attack

Hibernation: Bears can seasonally
go into a dormant state, without
eating for several months, during the
winter, surviving off of large reserves
of body fat.

KODIAK BEAR:

The listed stats would be nearly
identical for the Kodiak Bear (Ursus
arctos  middendorffi), with the
exception that the biggest
specimens of the Kodiak Bear scale
even larger, at up to 1600 Ibs.

ROLE-PLAYING NOTES:



BEAR (GRIZZLY BEAR)

HISTORY:

Bears are mammals of the family
Ursidae, and are classified as
caniforms, or doglike carnivorans,
with the pinnipeds being their closest
living relatives. They are
widespread, appearing in a wide
variety of habitats, and are found on
the continents of North America,
South America, Europe, and Asia.
Bears have large bodies with stocky
legs, long snouts, shaggy hair,
plantigrade paws with five
nonretractile claws, with stubby tails.
While polar bears are mostly
carnivorous and giant pandas feed
on bamboo, most species are
omnivorous, with varied diets.

With the exception of mating pairs
and mothers with cubs, bears are
solitary animals. They are generally
diurnal, but may be active during the
night or twilight particularly around
humans. Bears have an excellent
sense of smell and, despite their
heavy build and awkward gait, can
run quickly, and are adept climbers
and swimmers. Bears use shelters,
such as caves and burrows, as their
dens and most species hibernate
during the winter for up to 100 days.

Bears can be a threat to humans,
both because of their size, and
occasional predatory habits.
Mothers with cubs are extremely
dangerous, as can be rogue males.

It is said that once a bear discovers
how easy humans are to Kkill, their
opportunistic natures will make them
man-eaters for life.

The most dangerous are the big
brown bears, like Grizzlies and
Kodiak bears (subspecies of each
other) and most particularly the
Polar Bear — the only pure carnivore
of the bruin family and the only bear
that will deliberately hunt humans,
even if it has never seen one before



BEAR (KILLER GRIZZLY)

STATISTICS:

EX(20)
TY(6)
RM(30)
IN(40)
FB(2)
PR(4))
FB(2)
Health: 96
Karma: 8
Resources: Not Applicable
Popularity: -20

Height: 18’

Weight: Unrevealed

Eyes: Brown

Hair: Brown

TTAAmMwnP>m

Str: 30

BACKGROUND

Real Name: Not Applicable — Ursus
arctos horribilis is the genus-
species-subspecies name of the
Grizzly Bear

Occupation: Rogue predator

Legal Status: Inapplicable

Identity: Inapplicable

Place of Birth: Georgia wilderness
Marital Status: Inapplicable
Base of Operations:
wilderness

Present Group Affiliation: None

Georgia

KNOWN POWERS:

Body Armor: The Grizzly’s thick hide
gives it Good Body Armor

Teeth: and Claws: Incredible Edged
damage

Running: Bears can run at Typical
land speed (2 areas/ round)
Tracking: Remarkable

Talents:

Bear Hug: Bears are fond of
mauling, gaining +1CS to success
for any Grappling attack

Hibernation: Bears can seasonally
go into a dormant state, without
eating for several months, during the
winter, surviving off of large reserves
of body fat.

ROLE-PLAYING NOTES:
Man-Eater: The Killer Grizzly has
tasted human flesh, and become a
man-eater.




BEAR (KILLER GRIZZLY)

HISTORY:
Right in there among the giant
sharks, alligators, and mutant

piranha that menaced humanity, in
the post-JAWS-era, there was, of
course, a giant, rogue killer Grizzly
Bear. In a plot transplanted almost
intact from JAWS to a Georgia state-

park — and actually re-named
CLAWS by some distributors — an
enormous  18-foot  Grizzly is

discovered preying on campers —
and just like JAWS, starting with a
hot blond (see the JAWS-mimic
poster), as well as managing to nab
a little kid. Despite having to buck

pressure from the political and
money-interests governing the park,
the head ranger engages the giant
bruin in a similar, JAWS-like battle,
which likewise ends with the
monster bear being blown to
smithereens.



STATISTICS:

AM(50)
GD(10)
UN(100)
UN(100)
FB(2)
FB(2)
FB(2)
Health: 260
Karma: 6
Resources: N/A
Popularity: -5
Height: Unrevealed
Length: Unrevealed
Weight: Unrevealed
Eyes: Yellow

Hair: None

VT AaAmMm»nrP

Str: 90

BACKGROUND

Real Name: Not Applicable —
Rhedosaurus rex is the genus
name

Occupation: Top
rampaging monster

Legal Status: Inapplicable
Identity: Publicly known
Place of Birth: Unrevealed,
although the Rhedosaurus was
discovered in suspended animation
high in the arctic north

Marital Status: Inapplicable

Base of Operations: New York City
Present Group Affiliation: None

Predator,

KNOWN POWERS:

Body Armor: Monstrous protection
against Physical attacks and
Amazing versus Energy attacks.
Teeth: Shift X edged damage. The
Rhedosaurus was either a relative of
the tyrannosaur clan or else
demonstrated parallel evolution. In
either case, the Beast demonstrates
an exceptionally strong set of jaws
Any Kill result will result in the target
suffering a —1CS to their Endurance
roll. Also, any target held in its jaws
is considered held with Shift X
Grappling ability

Tail: Shift X blunt damage

Stomp: Unearthly blunt damage with
one leg, or a ‘Double Stomp’ with
both legs for Shift X damage
Movement: Remarkable land speed
Hyper-swimming: Remarkable

BEAST FROM 20,000 FATHOMS

Hibernation: The Rhedosaurus may ROLE-PLAYING NOTES:

go into Suspended Animation with a
successful Psyche FEAT

Growth: Shift X Growth. The Beast
is —3CS to hit and +3CS to be hit
unless battling similar-sized
opponents. Against smaller targets
the Rhedosaurus may inflict up to
Shift X blunt damage

Infected Blood: The Rhedosaurus is
a carrier of a prehistoric  plague,
deadly to modern humans.
Whenever the creature’s blood is
drawn, all those within five areas are
considered exposed to
Remarkable intensity contagion and
illness

Tracking: Amazing Tracking.



BEAST FROM 20,000 FATHOMS

HISTORY:

Atomic testing awakened the Beast
From 20,000 Fathoms, ushering in a
new era of rampaging giant beasts,
awakened or created by radiation. A
giant ‘Rhedosaurus’ — a T. rex’ head
on the body of a Dimetrodon — the
beast is first spotted in the arctic,

and then (ala Godzilla) begins
effective nighttime assault on a
attacking boats as it makes its way
down the coast to New York.
Announcing its presence with an
lonely lighthouse (after the Ray
Bradbury story on which the film was
based), the monster soon attacks

the mainland. Worse, it turns out to
carry a prehistoric plague, which it
releases in its blood, ruling out
munitions. The beast is eventually
killed with a radioactive isotope fired
out of a bazooka by soldier riding
kamikaze on a giant roller coaster



BETA RAY BILL

STATISTICS:

UN(100)/EX(20)
RM(30)/EX(20)
UN(100)/EX(20)
UN(100)/RM(30)

GD(10)

EX(20)

AM(50)

Health: 330/90  Str: 100/20
Karma: 80

Resources: MN(75)

Popularity: 20 (100 among his
people)

Height: 6'77(6'4")

Weight: 480 Ibs. (230 Ibs.)

Eyes: White (no visible pupils or
irises)

Hair: None

VT AaAmMm»nrP

BACKGROUND

Real Name: Beta Ray Bill
Occupation: Warrior

Legal Status: Former Citizen of
New Korbin, honorary citizen of
Asgard

Identity: Secret
Place of Birth:
‘Burning Galaxy’
Marital Status: Single

Known Relatives: None

Base of Operations: Beta Ray Bill

Planet Korbin,

usually accompanies his race’s
space fleet
Present Group Affiliation:

Formerly Star Masters, ‘Thor Corps’,
ally of Thor and Asgard

KNOWN POWERS:

Beta Ray Bill gained powers from
the enchantment Odin Placed on
Mijolnir, Thor's hammer. His powers
are equal to Thor’s in every respect,
and he is even garbed in a variation

of Thor's costume. Bill gained
identical powers  when Odin
presented him with his own

enchanted hammer, ‘Stormbreaker’
Invulnerability: Amazing protection
against Physical attacks, heat, cold,
toxins, corrosives, disease, and
radiation. Excellent resistance to
Energy attacks

Equipment:

Stormbreaker: (Unique Weapon):
Beta Ray Bill's Hammer,

Stormbreaker, is equal to  Thor's
Hammer, Mijolnir. It enables Beta
Ray Bill to transform from his ‘Thor’
form to his original form by stamping
the hammer twice. The hammer then
becomes a wooden cane.
Stormbreaker also allows Beta Ray
Bill to fly, traverse dimensional
barriers, control weather, and project
energy bolts.

The hammer Stormbreaker, is made
of Uru metal (CL1000 material), and
automatically returns to his hands
when he hurls it. The hammer can
only be lifted by a worthy being.

Beta Ray Bill's Fighting rank is Shift

X when using the hammer. The
Hammer does +1CS blunt damage
and he can do the following Power
Stunts while using Stormbreaker:
*Dimension Travel: Unearthly rank
power to travel between Earth and
Asgard.

*Dimensional Rift: By focusing all of
Stormbreaker's energy, Beta Ray
Bill can create a rift in the fabric of
the universe, breaking the barriers
between dimensions. Anyone or
anything caught nearby will be
forced into the rift by a Shift Z



BETA RAY BILL

backlash. Beta Ray Bill can
determine which dimension the
victims arrive in. This power costs
Beta Ray Bill all his remaining
Karma points

*Flight: Amazing air speed
*Deflection: Remarkable protection
against Physical, energy, and
magical attacks; Bill does this by
spinning the hammer in front of him

*Weather Control: Unearthly control,
including  Monstrous  bolts  of
Lightening

*Air  Control: Winds of up to

Monstrous intensity

*Worthiness: Only a pure and noble
person can pick up Stormbreaker
and use it. This person must have
at least Excellent Strength, positive
popularity and at least 100 Karma
*Power Absorption/Reflection:
Stormbreaker can absorb energy
and visual psychic attacks up to
CL1000 intensity. Beta Ray Bill
must then release the energy from
the hammer the next round. He can
release it in any direction he wants
and can send the energy back to its
source at Excellent Agility

*Light Emission: Blinding light of
Incredible intensity

*Magic Detection: Can sense
Asgardian  magic with  Good
intensity.

Space Fleet Location: Beta Ray Bill
has a sensor implant in his cyborg
body that enables him to locate his
people’s space fleet across
interstellar distances.

Space Ship (Scuttlebutt):

Beta Ray Bill has a sentient
spaceship, Skuttlebutt. The ship is
intelligent and friendly, with an
apparently  female personality.

Skuttlebutt is also heavily armored
(Remarkable Armor) and well-armed
(capable of firing Incredible energy
beams), and is capable of faster
than light speed in hyperspace. The
ship also has self-repair facilities
(Excellent Regeneration). The ship
has the following characteristics:

F A S E R | P
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ROLE-PLAYING NOTES:

Beta Ray Bill is as strong, noble, and
majestic as Thor. He believes the
strong must protect the weak,
honorably and faithfully. He s
completely devoted to the protection
of his people, and was devastated
when they were destroyed by
Galactus. He is willing to go to great
lengths to accomplish his goals, and
capable of enduring torments
beyond measure. He holds a
grudge against Galactus.

HISTORY:

Beta Ray Bill is a member of an
extraterrestrial race of semi-
humanoid beings which lived in a

peaceful empire in a distance
galaxy, known as the ‘Burning
Galaxy’. When the demon Surtur

caused the core of the galaxy to
explode in order to release the
energy he needed to reforge his
‘Sword of Doom’, the galactic
cataclysm destroyed most of the
empire and the survivors fled in a
fleet of ten thousand starships to find
new homes in another galaxy.

Te leaders of the empire chose Beta

Ray Bill as their champion. After a
series of grueling athletic,
psychological, and genetic tests,

Beta Ray Bill was converted to a
super-cyborg and given the sentient
starship, Skuttlebutt.

Almost immediately after the fleet
left the devastated empire, BIll
discovered that it was being chased
by a horde of Surtur's demons,
coming from the galactic core. Beta

Ray Bill and Skuttlebutt managed to
hold of the demons, but they
followed him and the fleet over
intergalactic distance.

When the fleet entered the Milky
Way galaxy and was detected by a
SHIELD hyperspacial probe,
SHIELD commander Nick Fury
dispatched Thor to investigate.
When Thor breached the hull of his
ship, he and Beta Ray Bill fought
and Thor was separated from his
hammer. When Bill picked up the
hammer himself, he proved worthy,
and he was transformed into a giant
with the powers of Thor.

Summoning them both back to
Asgard, Odin decided that the
possession of Mijolnir should be
decided in combat — which Beta Ray
Bill won. Bill, however, felt guilty
about depriving Thor of the weapon
he was meant to bear, so Odin
fashioned another hammer of the
same material, with the same
enchantments as Mjolnir -
‘Stormbreaker’ — for Bill to call his
own. Since then, Beta Ray Bill has
fought side-by-side with Asgard
versus Surtur and numerous other
menaces.

Recently, ultimate tragedy struck
when the World Devourer, Galactus,
destroyed the planet upon which
Bill's people had settled, leaving Bill,
whose mission was to protect his
people, without purpose. Galactus,
however, out of respect, recreated a
Korbanite female, giving Bill purpose
once more



STATISTICS:

PR(4)

TY(6)
PR(4)/RM(30)
TY(6)/RM(30)
TY(6)

TY(6)
TY(6)
Health: 20/70 Str: 4/25

Karma: 18

Resources: TY(6)

Popularity: 30

Height: 5’ 6”

Weight: 110 Ibs.

Eyes: Blue

Hair: Brown (dyed Blond for a time)

VT AaAmMm»nrP

BACKGROUND

Real Name: Betty Ross Talbot
Banner

Occupation: Unemployed, Former
Spy/Field Agent of the Team,
Author, Librarian, Crisis Volunteer,
Nun-in-Training

Legal Status: U.S. citizen with no
criminal record

Identity: Publicly known, although
the general public is unaware of her
various super-powered identity
Place of Birth: Unspecified City in
California

Marital Status: Married

Known Relatives: Robert Bruce
Banner (Hulk, husband), General
Thaddeus Ross (father), Karen Lee
Ross (mother, deceased) Glenn
Talbot (ex-husband, deceased)
Base of Operations: Mobile,
formerly Reno, Nevada

Present Group Affiliation: former
agent of the Team, double agent
within Home Base, formerly the
religious sisterhood

KNOWN POWERS:
Although Betty normally does not
possess any superhuman powers,

she has occasionally been
augmented or empowered by
various outside sources. After her
resurrection, in her ‘Mr. Blue’

identity, she had the second set of
stats listed above. As the gamma-
powered Harpy, she had green skin,
hawk-like legs with talons, and wings

that granted her Remarkable Flight, ROLE-PLAYING NOTES:

along with +4CS to all FASE stats,
and an Amazing Strength energy
blast. She has also recently been
transformed into a female
counterpart to the Red Hulk (see
entry for ‘She-Rulk’)

Talents:

Betty has Marksmanship talents,
and is educated as a Nun. Her
years of association with the Hulk
have also given her a strong
sense of grace under pressure and a
cool head in high stress situations.
She does not rattle easily and few
things will surprise her. As ‘Mr.
Blue’, she demonstrated Computer
and Espionage talents.

BETTY ROSS



BETTY ROSS

HISTORY:

Betty Ross is the daughter of
General Thunderbolt Ross, and met
Bruce Banner shortly before he first
transformed into the Hulk. Over the
years, she has been friend, lover,
and even an enemy — once marrying
Bruce’s rival for her heart, Colonel
Glenn Talbot. She has suffered
nervous breakdowns, transformed
into gamma-irradiated monsters,
become a nun, and has even come
back from the dead. But she has
stood by both Bruce and the Hulk’s
side, form the beginning, and they
were finally married — a relationship
that has been predictably rocky.



STATISTICS:

BEYOND-1
BEYOND-1
BEYOND-1
BEYOND-1
BEYOND-1
BEYOND-1
BEYOND-1
Health: Unlimited Str: BY-1
Karma: Unlimited
Resources: Unlimited
Popularity: 0

Height: 6’2" (Varies)
Weight: 240 Ibs. (Varies)
Eyes: Blue (Varies)
Hair: Black (Varies)

TTAAmMmn»m

BACKGROUND

Real Name: Inapplicable
Occupation: God of his own
Universe.

Legal Status: None

Identity: Earth’s general populace is
unaware of the Beyonder's existence
Place of Birth: Dimension of the
Beyonders

Marital Status: Inapplicable
Known Relatives: the Beyonders
Base of Operations: The Universe
Present Group Affiliation: None

KNOWN POWERS:

Reality Manipulation: Beyond-level
1. The Beyonder has the ability to
restructure reality into whatever
shape and nature it desires.
According to Reed Richards, the
Beyonder's powers only had one
weakness; the Beyonder could not

create a paradox in time. If he
attempted to do so, he would
destroy the universe, with

presumably himself included. This
restriction was only a theory and
was never tested

L \
\\\
ROLE-PLAYING NOTES:

The Beyonder was perpetually
curious during his initial existence in
this reality. Once he had a question,
he would try anything from simply
asking to destroying a galaxy to find
an answer. Being new to life, he
seemed unaware of any of the
consequences to his actions and
often went overboard in pursuit of
answers

BEYONDER




BEYONDER

HISTORY:
The entity known as the Beyonder
first encountered the Marvel

Universe when the accident that
gave the Molecule Man his powers
opened up a portal into the
‘Dimension of the Beyonders’ -
mysterious omnipotent beings from
whose realm a Cosmic Cube draws
its power (see Beyonders below).
Having thought itself the only being
in existence, the Beyonder began to
study Earth’s dimension, and in all
these strange new beings, he saw
one similar trait: desire.

To study desire more closely, the
Beyonder used his infinite power to
force a large number of heroes and

villains to fight. Creating the
makeshift planet of Battleworld, he
sent the heroes and villains there,
and told the two sides — who frankly
never needed a reason to fight
before — to ‘slay your enemies, and
all you desire shall be yours.” This
began a long painful battle known as
the Secret Wars. The heroes
eventually prevailed (after Dr. Doom
nearly destroyed them all by
usurping the Beyonder’s power), But
the Beyonder was baffled by their
desires — they wanted simple, kind
things, often with no benefit to
themselves. Further, they did not
slay their enemies. The Beyonder
granted their wishes, nonetheless,

and sent them home, retiring to
ponder what he’d learned.

Soon after, he returned to Earth in
the guise of a human, wishing to
learn all he could about humanity.
Over the course of this journey, he
attempted to become a hero, killed
Death itself, founded a religion, and
finally tried to become human -
which lead to his eventual downfall,
as a strike force of metahumans
attacked his transformation machine.
Rather than die, the Beyonder's
energy left the Marvel Universe, and
went on to create a new reality.



BEYONDER (KOSMOS)

STATISTICS:

F MN(75)

A MN(75)

S MN(75)

E UN(100)

R CL1000

| CL1000

P CL1000
Health: 325 Str: 60
Karma: 3000
Resources: CL1000
Popularity: 0

Height: Variable
Weight: Variable
Eyes: Variable
Hair: Variable

BACKGROUND

Alias: Kosmos

Occupation: Explorer, Philosopher,
Student

Legal Status: None

Identity: Earth’s general populace is
unaware of the Maker's existence
Place of Birth: Dimension of the
Beyonders

Marital Status: Inapplicable
Known Relatives: the Beyonders
Base of Operations: The Universe
Present Group Affiliation: Former
student of Kubik

KNOWN POWERS:

Reality Manipulation: The Beyonder
in its Kosmos/Maker incarnation has
the Class 1000 ability to restructure
a section of Reality.

lllusion Generation: In its
Kosmos/Maker incarnation, the

Beyonder possesses CL3000 ROLE-PLAYING NOTES:

lllusion Powers. With this power,
Kosmos/Maker may appear to use
any power at Beyond rank.

In its Maker
Beyonder is
confused rages.

incarnation,

insane,

prone

the
to



BEYONDER (KOSMOS)

HISTORY:

The limitless might of the Beyonder
created problems within the 616
realities, and a number of strictures
imposed to narrow the scope of the
Beyonder's power. Assuming not
just physical, but mortal form,
severely curtailed the Beyonder’s
power — down to Class 1000 (30
ranks) - although he/it didn’t realize it
at the time - and eventually allowed
his defeat at the hands of Kubik.
Cube beings, like Kubik, of far less
raw power than the Beyonder, are
created with built-in, self-imposed
restrictions that the Beyonder

lacked, and a large part of Kubik’'s
‘education’ of the Beyonder in its
‘Kosmos’ incarnation, was to employ
these sanctions, psychologically
establishing limits on its power.

The Kosmos personality eventually
began to break down, threatening to
release the full power of the
Beyonder back upon the universe,
and as a last-ditch defense-
mechanism, it transformed itself
once again into mortal form, trapping
the Beyonder's vast power in
manageable form, where it was
imprisoned in the high-security
cosmic prison known as the Kyln



STATISTICS:

BEYOND-1
BEYOND-1
BEYOND-1
BEYOND-1
BEYOND-1
BEYOND-1
BEYOND-1
Health: Unlimited Str: BY-1
Karma: Unlimited
Resources: Unlimited
Popularity: 0

Height: Unrevealed
Weight: Unrevealed
Eyes: White (Varies)
Hair: None (Varies)
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BACKGROUND

Real Name: Inapplicable
Occupation: Unrevealed

Legal Status: None

Identity: Earth’s general populace is
unaware of the  Beyonders’
existence

Place of Birth: Dimension of the
Beyonders

Marital Status: Inapplicable
Known Relatives: Unrevealed
Base of Operations: Dimension of
the Beyonders

Present Group Affiliation:
Unrevealed

KNOWN POWERS:

Reality Manipulation: Beyond-level
1. The Beyonders have the ability to
restructure reality into whatever
shape and nature they desire,
although they seemed limited in their
ability to manipulate time.

ROLE-PLAYING NOTES:

The Beyonders were curious as a
cat, totally callous, and utterly
amoral, willing to destroy the entire
Marvel Multiverse on a whim.

BEYONDERS

s, b




BEYONDERS

HISTORY:
After long being known only from
seemingly isolated experiments

across the dimensional barriers —
including the creation of Cosmic
Cubes, the true Beyonders were
finally revealed as a race of
omnipotent gray-skinned aliens, who
were involved in a long-term plan
destroy the entire multiverse itself.
The ‘accident’ that opened the
wormhole that created the Molecule
Man (and attracted the attention of
the original ‘child’ Beyonder), was
actually a plot to turn him into a
cosmic bomb that would
simultaneously destroy every reality
in the multiverse.

Dr Doom, however, discovered the
scheme and began killing Molecule
Men across the multiverse,
detonating the ‘bomb’ and
destroying these universes before
the Beyonders could, disrupting their
plans. Unfortunately, the surviving
universes began to collapse into
each other, and the multiverse
began to break apart.

Taking more direct methods, the
Beyonders attacked the cosmic
Celestials of each  universe
simultaneously, and killed them all,
before turning their attention to each
reality’s abstracts, kiling Eternity,
Master Order, Lord Chaos and the
In-Betweener.

Upon the death of all the abstracts
across all the realities, the
multiverse itself, in the form of the
Living  Tribunal, attacked the
Beyonders. The entire race of
Beyonders, three per universe,
engaged the Tribunal and killed it in

each and every reality, leaving
shards of the Tribunal in each
universe.

The Beyonders, however, were

themselves slain by Dr Doom, who
used an army of exploding Molecule
Men against them, stealing their
power himself, launching into the
reality-altering events of the Secret
Wars, that restructured Marvel
reality forever



STATISTICS:

AM(50)
IN(40)
MN(75)
AM(50)
EX(20)
RM(30)
IN(40)
Health: 215
Karma: 90
Resources: 100
Popularity: 75
Height: 6’2"
Weight: 200 Ibs.
Eyes: Blue
Hair: Black
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Str: 70

BACKGROUND

Real Name: Barda Free
Occupation: Housewife, Warrior of
New Genesis, Former leader of the
Female Furies

Legal Status: Naturalized citizen of
New Genesis

Identity: Publicly known on New
Genesis, on Earth, secret

Place of Birth: Apokolips

Marital Status: Married

Known Relatives: Scott Free (Mr.
Miracle, husband)

Base of Operations: New Genesis
Present Group Affiliation: Justice
League of America, Warriors of New
Genesis, formerly the Female Furies

Equipment:

Battle Armor: Barda’s Battle Armor
provides Amazing protection from
physical and energy attacks. When
not on the armor phases to another
dimension and will appear on her
person with a green Psyche FEAT.
Without armor, Barda’s dense flesh
gives her Remarkable protection.
Mega-Rod: The Mega Rod is a
multi-faceted weapon of Apokolips
technology and provides its wielder
with the following abilities:

*Energy Blast: Incredible

*Flight: Remarkable

*Gravity Increase: Amazing

Talents: Barda has Martial Arts C,
D, and E, Weapons Master talent,
and is also a skilled military leader.

ROLE-PLAYING NOTES:

Big Barda was born, raised, and
trained an Apokalyptian warrior.
Originally handpicked for Darkseid’s
shock troops, Barda knows that
helping those in need, rather than
squashing them by force, is much
more fulfilling. Loyal to her friends,
she will drop everything to come to
their aid.

BIG BARDA



BIG BARDA

HISTORY:

Big Barda was born two hundred
and fifty years ago on the planet
Apokolips. As a young girl, she was
selected and groomed as a warrior
and soldier for Darkseid’s army.
Sent to Granny Goodness’ Home for
Orphaned Youth, Barda was trained
in the ways of warfare and personal
combat. Barda’s impressive and
devastating flair for combat caught
the attention of Granny Goodness
herself, who decided that Barda
should lead the Female Furies:
Darkseid’s personal honor guard.
She first met Scott Free, the son of
Highfather of New Genesis and also

a student in one of Granny
Goodness’ schools, while performing
her duties as a Female Fury. Barda
discovered that Scott was working
with rebels against Darkseid and fell
in love with him. When Darkseid
punished the rebels, Scott decided
to escape Apokolips. Barda risked
everything to ensure his success,
but at the last minute chose not to
follow him to Earth. Eventually,
Barda turned her back on Granny
Goodness and the Furies and went
to Earth to be with Scott, now an
escape artist named Mister Miracle.

Barda tried desperately to fit in on
Earth. Her naiveté about the ways

and customs of Earth life didn’t stop
her from relishing relishing her role
as wife and homemaker. She
traveled with Scott on his tour of the
world as a daredevil, and even
served stints in both the Justice
League and the Birds of Prey. She
amply demonstrated her abilities as
a front-line combatant, and trained
both super heroes and ordinary
citizens in the art of self-defense and
combat.



BINARY
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STATISTICS:

IN(40)
IN(40)
UN(100)
ShZz(500)
EX(20)
RM(30)
MN(75)
Health: 680 Str: 90
Karma: 125
Resources: EX
Popularity: 0
Height: 5’117
Weight: 120 Ibs.
Eyes: Blue

Hair: Blond
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BACKGROUND

Real Name: Carol Danvers
Occupation: Cosmic Rebel, Former
NASA  Security Chief, Former
magazine editor, former freelance
writer, former military intelligence
agent

Legal Status: Citizen of the United
States with no Criminal Record
Identity: Secret

Place of Birth: Boston,
Massachusetts

Marital Status: Single

Known Relatives: Joseph and
Marie (parents), Steve (brother,
deceased), Joseph Jr. (brother)
Base of Operations: Cape

Canaveral, New York City

Present Group Affiliation: the
Starjammers, Ally of the X-Men,
former member of Avengers, CIA,
and USAF

KNOWN POWERS:

Transformation: Carol can transform
herself into her Binary form at will.
In this form, her personality,
memories, etc. do not alter, only her
appearance. Her skin turns deep
red and her hair turns to cold flame.
She cannot stay in this form
indefinitely, but the length of time
has yet to be determined. The
length of time would depend upon
her expenditure of power (if she
were to be used as sort of a living
battery, her powers could be
depleted in a matter of hours.

o L1
e [

Flight: Binary can convert her
cosmic energy to enable her to fly at
an Air Speed of CL3000. Because
of an energy release when she does
this, Binary may not fly faster than
six areas per round when in a
planetary atmosphere, as she could
ignite  the landscape or any
organisms that live there.
She has Monstrous Agility in flight.
Her Strength is not lessened when
flying.

Focused Energy Release: Binary
can do many things by altering the
focus of her cosmic energy release.

She can emit and hear light, and the
rest of the electro-magnetic
spectrum as well as gravity.
Whenever she wishes to focus her
cosmic energy and utilize it, she
must make a Psyche FEAT roll. She
may fire Monstrous intensity beams
of heat, gravity/pressure, micro-
wave, etc. up to 8 areas. In addition,
she may perform any of the following
Power Stunts:

*Blasts (of identical energy forms as
above) with a six-area radius which
does Shift Y (200) damage.

*Light Burst: (Intense light waves)



BINARY

that can blind everyone in a 6-area
radius for 1-10 rounds if they do not
make an Endurance FEAT roll vs.
Unearthly

*Repower: Any type of battery that
is charged with electro-magnetic
energy. This ranges from hi-tech
weapons to starship batteries. The
amount of time required is up to the
Judge

Invulnerability: Binary has Amazing
Protection from Physical and Energy
attacks

Cosmic Perception: While she is in
her Binary form, Carol has a CL1000
Psyche for the purposes of
perception on a universal scale.
This means that, as Binary, she has
heightened perceptions concerning
the flux of energy used the space
around her. If on a planet, she can
detect the use of any energy,
dimensional apertures, star-gates,
etc. In space, she can detect
warping starships, suns going
nova, space battles using massive
energy weapons beyond sight, etc.
This does not mean that she knows
how the specific energy is used, but
she can tell its level and its general
purpose (dimensional travel, high
intensity weapon, etc.)

Alter Ego: In her human form, Carol
Danvers has the following stats:

F A S E R | P
RMEX TY GD EX RM RM
Health: 76
Karma: 80

Resources: TY
Popularity: 0

ROLE-PLAYING NOTES:

Carol is a recovering alcoholic and
she often seems uncertain of
herself, hiding her flaws and frailties
from her teammates. She covers
this insecurity with showiness in
battle. She sometimes talks to
herself to bolster her courage.

HISTORY:

Carol’s cosmic stint as Binary earns
her a mark as one of the most
powerful non-entity beings in space,
comparable to the Silver Surfer. In
addition to Herald-level strength, she
also could survive in open space,
and fire potent blasts of energy.
There was a finite amount of time in
which she could stay in her Binary
form, usually directly related to her
energy expenditure, although it was
never precisely determined at what
point she burned out. She could
also release all of her energy at
once in the form of a star-blast, after
which she would revert back to her
human form. During her tenure as
Binary, Carol had her human-level
stats



STATISTICS:

F UN(100)
A PR(4)

S ShY(250)
E ShZz(500)
R PR(4)

| PR(4)

P PR(4)
Health: 820 Str: 250
Karma: 12
Resources: N/A
Popularity: -5

Height: 394’ (279’ in larval stage)
Length: Unrevealed

Weight: 220,000 tons (110,000 tons
in larval stage

Eyes: Yellow

Hair: None

BACKGROUND

Real Name: Biollante

Occupation: Giant monster

Legal Status: Inapplicable

Identity: Publicly known

Place of Birth: A lab in the Middle
Eastern republic of Aradia

Marital Status: Inapplicable

Known Relatives: Godzilla (genetic
parent), Erika Shira-gami (genetic
parent), Rose DNA (genetic parent),
Space-Godzilla (genetic offspring)
Base of Operations: Japanese
Islands

Present Group Affiliation: None

KNOWN POWERS:

Body Armor: Shift Y resistance to
Physical and Energy attacks
Radioactive Sap: Biollante’s sap is
a corrosive radioactive acid that can
spray up to 5 areas for Unearthly
damage

Growth: Shift Z. Biollante is +4CS to
be hit and —4CS to hit unless facing
similar-sized opponents. Against
smaller targets, it may cause Shift Z
damage when attacking

Tendrils: Biollante has four grasping
tendrils that grant it +1CS to all
Grappling attacks for every tendril
used, up to +3CS. Targets suffer
immediate  suffocation  damage
against Shift Y (250) intensity.

Two separate tendril attacks are
allowed each round. A yellow

Fighting FEAT will allow for three
attacks, and a red Fighting FEAT
would allow Biollante to attack an
opponent with all four tendrils at

once. All Multiple attacks are
resolved on a single roll.
Biollante’s  tendrils are also

equipped with a Venus-fly-trap-type
jaws that  strike for Shift X (150)
edged damage

Teeth: Shift Y(250) Edged damage
Stomp: Biollante’s giant feet can
cause Shift Y Blunt damage. Both
feet together cause Shift Z damage.
Serial Immortality: When Biollante
dies, its spores are released into the
atmosphere, pollinating with energy
from space, and can then be

released back into the soil, growing
infto a new— and possibly different
and more powerful — form.
Regeneration: Incredible ability to
heal damage.

Talents: Biollante can be
considered to have an instinctive
form of the Grappling skill

ROLE-PLAYING NOTES:



BIOLLANTE

HISTORY:

Biollante was the first of the ‘Heisei-
era’ Kaiju that rose in the wake of
Godzilla ‘84’s reemergence - a
monstrous, tendriled plant, Biollante
is a DNA mix of Godzilla, a rose, and
a human woman, engineered via
biotechnology. In a bizarre attempt
to salvage the life essence of his
beloved daughter, Erika, geneticist
Dr. Shiragami combined Erika’s
DNA with that of her favorite roses,
to guarantee her immortality, added
the eternally self-reproducing DNA
of Godzilla. The result is a towering
monster plant that, at first, blooms
infto a giant rose but, after being
attacked with Godzilla’s radioactive

ray, mutates to an even larger from,
replacing its flower petals with fang-
lined jaws, fearsome tendrils, and
bristling dorsal spines, shifting its
genetic dominance from the gentle
human, Erika, to the bestial King of
Monsters.

Although essentially immobile, under
duress, Biollante can uproot itself,
and travel overland, using its roots
as legs. Its whiplashing tendrils with
their sharp thorns proved capable of
piercing Godzilla’s thick hide, and
may serve as constricting tentacles.
Biollante can also spit a stream of
corrosive radioactive sap. If
destroyed, it may go to seed,
mutating into a new form.

Biollante’s battle with Godzilla ended
after the King of Monsters destroyed
the plant monster, dissolving into a
shower of spores, which in turn
activated a virus that had been

injected into Godzilla’'s system,
causing the Monster King to weaken
and retreat into the ocean.

Biollante’s spores were released into
space, freeing the trapped soul of
Erika. There is speculation that
these spores were responsible for
the creation of the star-spanning
monster, ‘Space-Godzilla’



BIZARRO #1

STATISTICS:

F MN(75)

A MN(75)

S ShX(150)

E ShX(150)

R PR(4)

| PR(4)

P IN(40)

Health: 450 Str: 120/350
Karma: 48

Resources: FB
Popularity: -10
Height: 6’3"
Weight: 225 Ibs.
Eyes: Yellow
Hair: Black

BACKGROUND

Real Name: Bizarro #1

Occupation: Superhero/Villain -
hard to tell, actually

Legal Status: Inapplicable

Identity: Known to the general
public

Place of Creation: ‘Joker-world’
Marital Status: Married

Known Relatives: Bizarro Lois
Lane (wife), Bizarro-duplicates,
Joker (Creator), (possibly some

genetic kinship with Superman)
Base of Operations: Mobile
Present Group Affiliation: None

KNOWN POWERS:
Bizarro-Kryptonian Physiology:
Unlike the Bizarro-Clones, Bizarro
#1 is a creation of 5" Dimensional
science, with powers that mimic and
parody those of a true Kryptonian.
Like Superman, Bizarro #1's abilities
stem largely from his Shift Z Solar
Absorption and Storage powers
that allow him to recover lost
Endurance ranks, even after death,
making it virtually impossible to Kkill
him.  Bizarro’s Solar Absorption,
however, is keyed to the energy of a
Blue Sun (like the one that ‘Bizarro
World’ orbits), also gives him the
following powers:

*Power Boost: Bizarro #1 can direct
his energies into his Strength, Flight,
or Speed, raising them immediately
as high as +2CS (Strength Shift Z
350) for 10-20 rounds. (After

this Boost, Bizarro #1’s Endurance is
reduced by —2CS for 1-10 rounds,
and his Invulnerability to Monstrous.
*Freeze Vision: Monstrous
*Invulnerable: Unearthly resistance
to Physical and Energy attacks.
Class 1000 resistance to Heat, Cold,

Disease, Corrosives, Toxins, and
Radiation.
*Flight: Unearthly  speed in

atmosphere, CL 3000 in space
*Hyper Speed: Amazing

*Flame Breath: Amazing Flame
damage in 1 area
*Enhanced  Hearing:
Hearing

*Telescopic Vision: Bizarro #1 has
Good Telescopic  Vision that
apparently functions normally
*X-Ray Vision: Bizarro has Unearthly
X-Ray Vision but it only works on
lead.

Unearthly

Bizarro #1 can

*Shrinking Vision:
project a Monstrous Shrinking Ray.
The effect lasts only as long as

Bizarro remains focused on the
object.

*Bizarro Vision’ — Under the light of
a Blue Sun, Bizarro #1 has the
Unearthly ability to create duplicates
of both objects and beings. He has
used this ability to populate ‘Bizarro
World’ with Bizarro-versions of Earth
characters and landmarks.

*Magic Immunity:  Bizarro #1 is

completely invulnerable to the
effects of Magic up the Class 1000-
level of a 5" Dimensional Imp.
Limitations:

Blue-Kryptonite: When Bizarro #1
comes within 1 area (40 feet) of Blue
Kryptonite he is wracked with
excruciating pain, and begins to lose



BIZARRO #1

—-1CS of Endurance every two
rounds until dying. Under the
influence of Blue Kryptonite, it is
extremely difficult for Bizarro to even
stand

Yellow Sun Radiation: Drawing his
power from a Blue Sun, Bizarro
suffers under a Yellow Sun. After
prolonged exposure — at least 4
hours — Bizarro suffers a —1CS to all
his Abilities and Powers.

Solar Depravation: When separated
from the energy of a Blue Sun,
Bizarro will eventually weaken,
dropping all Abilities and Powers by
—1CS. This can take several days
unless he is directly exposed to a
Yellow Sun.

ROLE-PLAYING NOTES:

Bizarro’s childlike mentality leaves
him vulnerable to manipulation by
less scrupulous individuals. He is
easily confused, and his responses
are unpredictable. He may be a
tremendous threat one day, and an
unexpected blessing the next.

HISTORY:
Bizarro #1 was created by the Joker

while he possessed the near-
omnipotent  abilities of Mister
Mxyzptlk. Even after Mxyzptlk

reclaimed his power and reversed
most of what the Joker had done, he
allowed Bizarro to remain.

Superman feels responsible for the
childlike Bizarro, and tries to help
him adjust to a life he barely
comprehends. The results have
been mixed, to say the least. In his
brief existence, Bizarro has tried to
aid others in his own inimitable style,
but has also committed horrific
crimes. The most notorious of his
deeds was inadvertently beating the
original Human Bomb to death,
distracted by the fireworks caused
by his blows.

Whatever his deeds, Bizarro is just
as much sinned against as sinning.
The Secret Society manipulated him
into his most heinous acts, and Lex
Luthor held him prisoner for an
extended period of time. General
Zod did likewise, and brutally
tortured Bizarro simply because he
reminded Zod of Superman.

Bizarro finally found purpose when
he developed the ability to create
others just like himself, and he set
about populating the cube-shaped
world he dubbed Bizarro World. With
some coaching from the Man of
Steel, Bizarro has become his
world’s greatest champion, and
settled into a very happy, very odd
marriage with Bizarro Lois Lane.



BIZARRO (LEXCORP CLONE)

STATISTICS:

MN(75)
MN(75)
ShX(150)
UN(100)
PR(4)
EX(20)
IN(40)
Health: 400
Karma: 64
Resources: FB
Popularity: -10
Height: 6’3"
Weight: 225 Ibs.
Eyes: Yellow
Hair: Black
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Str: 120/300

BACKGROUND

Real Name: Bizarro

Occupation: None

Legal Status: Inapplicable

Identity: Known to the general
public

Place of Creation: Metropolis, New
York

Marital Status: Single

Known Relatives: Imperfect clone
of Superman

Base of Operations: Mobile
Present Group Affiliation: None

KNOWN POWERS:

Kryptonian  Physiology:  Bizarro’s
cloned physiology duplicates that of
Superman, although with many
bizarre imperfections. Like
Superman, Bizarro draws his power
from the sun, giving him Shift Z
Solar Absorption and Storage that
allow him to recover lost Endurance
ranks, even after death, making it
virtually impossible to  kill  him.
This physiology also gives him the
following powers:

*Power Boost: Bizarro can direct his
energies into his Strength, Flight, or
Speed, raising them up as high as
+2CS for 10-20 rounds. (After Boost,
Bizarro’s Endurance is reduced by —
2CS for 1-10 rounds, and his
Invulnerability to Monstrous.

*Heat Vision: Monstrous
*Invulnerable: Unearthly resistance
to Physical and Energy attacks.
Class 1000

resistance to Heat, Cold, Disease,
Corrosives, Toxins, and Radiation.
*Flight: Unearthly  speed in
atmosphere, CL 3000 in space
*Hyper Speed: Amazing

*Flame Breath: Amazing Flame in 1
area

*Enhanced Hearing: Unearthly
*Microscopic Vision: Amazing
*Telescopic Vision: Good

*X-Ray Vision: Unearthly

NOTE: Due to the imperfection in his
genetic matrix, Bizarro’s cells are
more crystallized than organic,
accounting for his chalky, rock-like
appearance. Energy attacks of
sufficient intensity to injure him can
fuse his tissue solid, and attacks of

sufficient force to kill him will cause
his body to crumble to dust. For this

reason, a Bizarro-clone can be
permanently killed much more easily
than can Superman. Bizarro does
not, however, share Superman’s
vulnerability to Kryptonite.

ROLE-PLAYING NOTES:

A curious aspect of the Bizarro
clones, is that the longer they are
allowed to remain on their own, the
more developed their personalities
become modeled after Superman.
For this reason, Bizarro clones tend
to seek out Lois Lane and protect
her from any peril, real or perceived,
including the real Superman



BIZARRO (LEXCORP CLONE)

HISTORY:

The LexCorp Bizarro-clone was yet
another scheme by Lex Luthor to
discredit or destroy Superman. The
imperfect duplicate was created by
bonding a fragment of Superman’s
DNA to an unstable bio-matrix. The
bio-matrix ~was  supposed to
compensate for the difference

between human and Kryptonian
DNA but, although the clone
appeared perfect at first, it quickly
deteriorated as the bio-matrix
rejected the Kryptonian DNA. The
clone’s cells begin to crystallize,
giving it a white chalky appearance.
Before the duplicate could be
destroyed, it escaped into the streets

of Metropolis, causing destruction
until finally engaged and destroyed
by Superman. Further, Bizarro
clones have been created by Luthor,
none noticeably better than the
original version, but he and other
villains have been known to take
advantage of their dull wits and high
power-levels for use as minions.



BLACK ADAM

STATISTICS:

UN(100)
MN(75)
ShX(150)
ShX(150)
GD(10)
AM(50)
RM(30)
Health: 475 Str: 120
Karma: 90
Resources: GD
Popularity: -40
Height: 6’

Weight: 198 Ibs.
Eyes: Brown
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Hair: Black

BACKGROUND

Real Name: Theodore (Theo)
Adam, Teth Adam

Occupation: Ruler of Khandaq,
Former Super-hero, Former

Mercenary, Former Super-villain, (as
Teth Adam, former Pharaoh)

Legal Status: Above the Law (as
ruler of Khandaq), (As Theo Adam),
Citizen of the United States with a
criminal record

Identity: Theodore Adam’s identity |

as Black Adam is not known to the
general public

Place of Birth: Fawcett City (Teth
Adam, ancient Egypt)

Marital Status: Married

Known Relatives: Isis (Wife), Teth
Adam is Theodore Adam’s ancestor,
although Theodore possesses all of
Teth Adam’s memories

Base of Operations: Khandaq
Present Group Affiliation: Former
member of the Justice Society of
America, Former member of the
Injustice Society, Former sometime
ally of Doctor Sivana, former Agent
of the Wizard Shazam.

KNOWN POWERS:

Magic Lightning: Unearthly Energy
damage, transforms Theodore Adam
into Black Adam and back
Invulnerability:  Black Adam has
Unearthly resistance to Physical and
Energy attacks. Class 1000
resistance to Heat, Cold, Disease,
Corrosives, Toxins, and Radiation

—_—

—

Flight: Unearthly  speed in
atmosphere, CL 3000 in space
Hyper Speed: Black Adam can run
at Amazing speeds.

Cosmic Awareness: Black Adam has
Excellent under-standing of the
divine interactions with the
mortal world

Wisdom of Zehuti: Monstrous recall
of information and facts beyond his
normal knowledge.

Talents:
Egyptian history and lore, Egyptian
mythology, Egyptian magic

= & i

ROLE-PLAYING NOTES:

Black Adam is defined by power and
tragedy. Chosen as a champion, he
proved unable to save those he
loved. He is a believer in harsh
justice and the idea that might
makes right. His arrogance makes
him wunable to acknowledge his
mistakes, and his temper makes him
vengeful and quick to anger.

Black Adam is devoted to those he
considers his friends and family, and
they are the only ones who can
sometimes cool his fury.



BLACK ADAM

HISTORY:

In the ancient Middle Eastern nation
of Kahndaq, around the 13th century
B.C.E., the hero known as the
Champion chose Teth-Adam as his
successor. By speaking the magic
word “Shazam” he was transformed
into the Mighty Adam, with powers
granted by the gods: Shu (stamina),
Heru (speed), Amon (strength),
Zehuti (wisdom), Aton (power), and
Mehen (courage).

For centuries, the Mighty Adam used
his powers as a force for good,
eventually serving as champion to
the Pharaoh Ramses Il and the
Egyptian prince Khufu. When the

villain Ahk-ton, a servant of Vandal
Savage, conquered Adam’s
homeland of Kahndaq and murdered
the hero’s wife and children, he went
mad and killed his foe. He then
swore to reclaim Kahndaq by any
means necessary. Upon learning of
this, the Champion—now known as
the wizard Shazam—stripped Adam
of his powers, placing them in a
mystic scarab. Restored to his true,
mortal age, the former hero turned
into a mummified cadaver. Shazam
had both the scarab and the body of
“‘Khem-Adam” (Black Adam)
entombed.

Thousands of years later, Theo

Adam, assistant in an archeological
dig led by C.C. and Marilyn Batson,
discovered the tomb of Khem-Adam.
Overcome with desire for the ancient
scarab, Theo Adam murdered the
Batsons and stole it. The wizard
Shazam recruited the Batsons’
orphaned son Billy as his new
Champion, Captain Marvel. Upon
seeing Captain Marvel's costume
and resemblance to C.C. Batson,
Theo Adam realized he was a
reincarnation of Teth-Adam. Holding
the scarab and speaking the name
“SHAZAM”, he was transformed...
into Black Adam!



BLACK CANARY

STATISTICS:

IN(40)
RM(30)
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Health: 100
Karma: 60
Resources: EX
Popularity: 30
Height: 5’4"
Weight: 124 Ibs.

Eyes: Blue-gray

Hair: Black (dyed blond)

Str: 7

BACKGROUND

Real Name: Dinah Laurel Lance
Occupation: Agent, Former florist,
Crimefighter

Legal Status: American citizen with
no criminal record

Identity: Publicly known

Place of Birth: Gotham City, New
York

Marital Status: Married

Known Relatives: Oliver Queen
(Green Arrow, husband), Dinah
Drake Lance (Black Canary |,
mother, deceased), Larry Lance
(father, deceased), Richard Drake
(grandfather, deceased)

Base of Operations: Gotham City
Present Group Affiliation: Birds of
Prey, Partner of Green Arrow,
Justice League of America

KNOWN POWERS:
Sonic Cry: Black Canary may emit a
sonic cry of Incredible intensity.

Talents: Acrobatics, Martial Arts A
and B, Tumbling, Detective,
Vehicles, Thief, Medicine

ROLE-PLAYING NOTES:

Black Canary is a force to be
reckoned with as an opponent, or as
an ally. She is fiercely devoted to the
people and causes she cares about,
particularly her extended family, but
she also likes a good fight simply for

its own sake. Although willing to help
others, she is independently-minded
and has a difficult time accepting
help  herself. Sometimes her
competitive streak gets the better of
her, but she is an excellent strategic
and tactical thinker.



BLACK CANARY

HISTORY:

Dinah Laurel Lance is the daughter
of Gotham City police officer Larry
Lance and Dinah Drake Lance, the
first Black Canary and a member of
the Justice Society of America.
Raised around her mother’'s former
Justice Society of  America
colleagues, the younger Dinah
wished to follow in her footsteps and
become a crime fighter, even though
her mother forbade it, believing the
life of a costumed vigilante too
dangerous.

Her daughter possessed an added
edge, however: a metagene-
provided ultrasonic scream she
dubbed her “canary cry.”

Dinah sought out training with a
number of experienced heroes,
including her mother’s old teammate
Wildcat, who taught her hand-to-
hand combat. She adopted the
identity of the Black Canary,
operating in Gotham City while
maintaining a civilian  identity
working in her mother’s florist shop.

Black Canary was an early member
of the Justice League of America,
where she first met Green Arrow
(Oliver Queen). Although she initially
disliked Queen, they eventually
became romantically involved. After
leaving the JLA, they moved to
Seattle, where Dinah opened a shop
called “Sherwood Florist” on the
ground floor of the building where
the couple lived. Their relationship
eventually soured due to Queen’s
history of womanizing.

During a failed drug bust, Dinah was
tortured, resulting in the loss of her
canary cry. She regained her power
from exposure to one of Ra’s al
Ghiil's Lazarus Pits. Renewed, she
worked with Oracle to recruit an
entire team of female operatives
known as the Birds of Prey.
Following Green Arrow’s return from
death, he and Black Canary
cautiously renewed their
relationship, and she rejoined the
Justice League of America, serving
for a time as the team’s chairwoman

due to leadership skills she de-
veloped with the Birds of Prey.

Black Canary is a force to be
reckoned with as an opponent, or as
an ally. She is fiercely devoted to the
people and causes she cares about,
particularly her extended family, but
she also likes a good fight simply for
its own sake. Although willing to help
others, she is independently-minded
and has a difficult time accepting
help  herself. Sometimes  her
competitive streak gets the better of
her, but she is an excellent strategic
and tactical thinker.

After Green Arrow’s death, Dinah
was adrift and began working with
the mysterious Oracle. The job gave
her new direction and her growing
friendship with Oracle offered her
support. It was some time before
Dinah learned her partner was
actually Barbara Gordon, the first
Batgirl, crippled by the Joker, but still
fighting the good fight using her
technological skills - one area where
Dinah does not excel



STATISTICS:

F RM(20)
A RM(30)
S TY(6)
E EX(20)
R GD(10)
| GD(10)
P EX(20)
Health: 76 Str: 6
Karma: 40
Resources: TY
Popularity: 2
Height: 510”

Weight: 120 Ibs.
Eyes: Green
Hair: Platinum blond

BACKGROUND

Real Name: Felicia Hardy
Occupation: Adventurer, Cat
Burglar

Legal Status: American citizen with
a criminal record, granted legal
amnesty

Identity: Known to Authorities

Place of Birth: Queens, New York
Marital Status: Single

Known Relatives: Walter Hardy .«
(father, deceased), Lydia Hardy

(mother)

Base of Operations: New York
City

Present Group Affiliation:

Occasional partner of Spider-Man,
former ally of the Foreigner

KNOWN POWERS:

Luck Manipulation: The Black Cat
unconsciously created a probability-
altering field around her, causing
bad luck to befall al who attack her.
This luck often manifested itself in
spectacular ways: guns explode in
an assailant's hands, an attacker
falls through a loose floorboard, etc.
The limitation of Felicia’s unluck was Talents: Martial Arts A, E, ball of glue. She can throw the ball

that her associates suffered the Acrobatics, Tumbling, Thief, three areas or use a launcher with a
effects of bad luck with a weekly Tightrope Walking 10-area range. The cable is made
Psyche FEAT roll. Equipment: of Excellent material, and the Black

Infravision: Felicia has the Excellent Tightrope: Felicia often carries a Cat uses it as a swing line or a
ability to see in Darkness length of thin cable which endsina  tightrope.



BLACK CAT

ROLE-PLAYING NOTES:

The Black Cat is clever, independent
and confident. She is loyal to her
friends and lovers, and can be quite
fierce in their defense. She is an
adrenaline junkie and loves the life
of a costumed adventurer, whether
as a their or a hero — something that
caused problems in her relationship
with Spider-Man when she found
herself bored and disappointed by
the web-slingers mild-mannered
alter-ego, Peter Parker.

Although flirtatious, fickle, and vain,
and despite having been on the
wrong side of the law more than
once, Felicia knows the difference
between right and wrong and does
what'’s right when it really counts

HISTORY:

The daughter of an infamous cat-
burglar, Felicia Hardy set out to
continue the family business,
training her strength, agility and
durability to Olympic levels. She
studied martial arts, receiving black
belts in both karate and judo. And
she mastered burglary skills like lock
picking and safecracking.

The Black Cat fooled opponents into
believing she caused them bad luck.
In reality, she prepared the scenes
of her crimes so accidents would
happen to those who came after her.
She convinced Spider-Man of her
ability, and they actually ended up
joining forces — fighting crime
together and even falling in love.
Unfortunately, when he revealed his
secret identity to her she was
shocked and disappointed at the
mundane Peter Parker.
Complicating matters, when he
realized that Felicia had no super-
powers, he felt that fighting crime
was too dangerous for her. After an
encounter with criminals where
Felicia was injured, Spider-Man tried
to end their partnership, while

attempting to preserve their romantic
relationship. Angry and hurt, Felicia
set out to gain super-powers of her
own. She unknowingly went to work
for the Kingpin, and in return, his
scientists activated her latent genetic
abilities, giving her the bad luck
power she previously pretended to
have. Unfortunately, this was an
ambient ability of which she had no
control, and after realizing her
powers would bring bad luck to
Spider-Man, possibly getting him
killed, she planned to end their affair
to save his life. But to add insult to
injury, Spider-Man broke up with her
first, because of her lack of morality
and her disdain for his life as Peter
Parker.

The Black Cat has remained a
background figure in Spider-Man’s
life — clashing more than once with
his current wife, Mary Jane — and
although she has failed to rekindle
their romance, she has remained a
staunch ally of the web-slinger and
has since remained on the right side
of the law, mostly leaving her
criminal past behind her.



BLACK PANTHER

STATISTICS:

AM(50)
IN(40)
EX(20)
RM(30)
RM(30)
RM(30)
EX(10)
Health: 140  Str: 14
Karma: 70
Resources: Amazing
Popularity: 66
Height: 6’

Weight: 200s.

Eyes: Brown

Hair: Black

VT AaAmMm»nrP

BACKGROUND

Real Name: T'Challa

Occupation: King of Wakanda,
Scientist

Legal Status: Citizen of Wakanda
with no Criminal Record

Identity: Publicly known

Place of Birth: Wakanda, Northern
Africa

Marital Status: Married

Known Relatives: Ororo Monroe
(Storm, wife), T'Chaka (father,
deceased), NYami (mother,
deceased), Khanaata, Joshua ltobo,
Ishanti, Zuni (cousins), Jakarra (half-
brother)

Base of Operations: Wakanda
Present Group Affiliation: Reserve
member of the Avengers, associate
of the Fantastic Four, Defenders

KNOWN POWERS:

Infravision: The Black Panther has
Excellent Infravision and can see
well on moonless nights, but he
cannot see in absolute darkness

Tracking: The Black Panther’s
keenly honed senses give him
Amazing Tracking ability.

Talents: All Martial Arts Skills,
Wrestling, Acrobatics, Tumbling,
Physics, Electronics.

Equipment:

Wakandan technology is highly

advanced, including such devices as
the Falcon’s wings and Captain

In Wakanda itself, it
is nearly impossible to see this high
technology, as it is carefully hidden

America’s van.

in the natural setting of the
Wakandan jungle. Its technology
is possible because Wakanda is
the world’s only supplier of a unique
metal, Vibranium. Wakanda is
guarded by lasers camouflaged in
the scenery (-4CS to spot,
Remarkable Material Strength
material which causes all sonic
attacks directly against it to take a —
5CS penalty). Black Panther
typically carries the following:

Sacred Costume of the Wakandan
Panther Cult: Black Panther’s
costume is a Vibranium
microwebbing that is not only

bulletproof but  provides Kinetic
Absorption of Excellent intensity.
The  costume  also provides
Remarkable Blending

Vibrancies Boots: The Black
Panther's boots are fitted with
Vibranium soles, allowing them to
absorb impact of up to an 8-story
drop. They also possess Good
intensity Wall-Crawling, allowing the
Black Panther to literally run up the
side of a building.

Vibrancies Claws: The Black
Panther's claws may rend up to
Unearthly-strength materials,
inflicting Excellent edged damage
Energy Daggers: Black Panther's
Energy Daggers are virtual blades
that can be fired, thrown up to 5



BLACK PANTHER

areas or handled like an actual knife,
and are Capable of causing
Amazing Energy or Edged damage.
Targets hit are marked by the
energies, and can be seen by his
costume lenses and tracked using
global positioning and
communications  devices  caked
Kimoyo Cards that can home in on

the unique energy signature
Panther's Energy Dagger "marks"
his prey with.

Night Lenses: Black Panther's mask
is equipped with eye-lenses that
augment his already superhumanly
enhanced natural senses, providing
Incredible ranked Infravision. These
lenses also allow tracking of those
hit by Energy Daggers

Image Inducer: The Black Panther's
Image Inducer casts illusions of
Remarkable rank, allowing him to
appear in or out of costume.

ROLE-PLAYING NOTES:

The Black Panther is a fiercely proud
warrior and rule of his people, and
yet is still a civilized, honorable man.
He is caught in a conflict between
the tribal traditions of his ancestors,
and the customs of the technological
world, a technology that he has
encouraged the Wakandans to
adopt. He respects people who are
strong and honorable.

HISTORY:

T’Challa is the son of T’Chaka, king
of the African nation of Wakanda.
When his father was slain by
Ulysses Klaw, a lawless American
ivory hunter who sought to possess
Wakanda’'s Vibranium mine, the
young T’Challa swore vengeance.
The young boy succeeded in
Thwarting Klaw’s raid. He was then
sent off to be educated at the finest
schools in Europe and America.
T'Challa returned to his homeland,
bearing a degree in Physics, to
assume the mantle of leadership.
He was given two tests: to triumph
against six of Wakanda's greatest
warriors in unarmed combat and to
obtain the secret heart-shaped herb
that grants great physical strength
and heightened senses T’Challa
passed the tests and donned the
ceremonial garb of the Black
Panther, the totem of the Wakandan
people. As the Black Panther,
T’Challa has both protected his land
from the outside invaders and led his

small nation to greater
industrialization and wealth. After
meeting Captain  America, the

Panther was offered membership in
the Avengers. Taking a leave of
absence from his royal duties, he
served with the Avengers for a
lengthy interval, acquainting himself
with  American methods of crime
fighting. Inevitably, he resumed the
active kingship of the Wakandans
and, taking Storm of the X-Men as
his Queen, he returned to his native
land where he has ruled ever since.



BLACK WIDOW

STATISTICS:

IN(40)
RM(30)
TY(6)
EX(20)
EX(20)
IN(40)
EX(20)
Health: 96
Karma: 80
Resources: GD
Popularity: 30
Height: 577
Weight: 131 Ibs.
Eyes: Blue

Hair: Red-Auburn

VT AaAmMm»nrP

Str: 6

BACKGROUND

Real Name: Natalia Alianova
Romanova (Natasha Romanoff)
Occupation: Adventurer,
Intelligence Agent, former ballerina
Legal Status: Former Citizen of the
USSR who defected to the United
States, under extended Visa
provided by SHIELD. She has a
criminal record in the United States
for her espionage activities for other

nations, but she was granted
amnesty through SHIELD’s
intervention.

Identity: Publicly known

Place of Birth: Stalingrad, USSR
Marital Status: Widowed

Known Relatives: Alexi Shostakov
(Red Guardian, husband, deceased)
Base of Operations: New York
City, although often mobile

Present Group Affiliation: The
Avengers, former member of
SHIELD, frequent partner of
Daredevil

KNOWN POWERS:

None, Natasha relies solely on her
weapons and training

Weapons:

Widow’s Bite: The Black Widow
wears bracelets that include a
number of weapons and devices:
*Electro-blaster: Excellent Energy
attack, 4 areas

*Gas Launcher: Excellent intensity
tear-gas, range 4 areas, gas fills 1
area

*Cable Launcher: Length 3 areas,
Incredible strength material, with
grappling hook

*Two-Way Radio: Can be tuned to a
classified SHIELD frequency
*Wall-Crawling: The Widow’s gloves
and boots are covered with
microscopic suction cups that let her
wall-crawl with Remarkable ability
Explosive Belt: The Belt is covered
with  explosive-filled disks that
function as grenades. Each disk
explodes for Remarkable damage.
This belt was a standard part of the
Widow’s costume, but she rarely
wears it now.

Talents:
Martial Arts A, B, and E, Weapon’s

with  Widow’s
Espionage,

Bite,
Military,

Specialist
Detective/
Languages

ROLE-PLAYING NOTES:

Natasha is professional and tough
on the outside, but she has an
emotional nature that she tries to
hide. She has carried on romances
with Hawkeye and Daredevil, and
she has even served as leader of
the mighty Avengers.  Still, she
seems to work best alone.



BLACK WIDOW

HISTORY:

Natasha Romanova (Natalia
Alianova Romanova) grew up in the
Soviet regime, becoming a scholar,
athlete, and ballerina of note while
still in school. Even before she
reached adulthood, she was
recruited by the KGB as a
professional spy.

While on a mission for that
organization, she infiltrated Stark
Industries to assassinate a Russian
defector working there. Iron Man
stopped her, and they tangled
several more times early in her

career. During this period she found
Hawkeye (thought to be a criminal at
the time), and began using him in
her operations.

Hawkeye fell completely in love
with Natasha, and soon she
found herself returning his feelings.
But Hawkeye couldn’t stand being a
criminal, and he eventually gave up
working with Natasha to become an
Avenger.

Soon after, Natasha was captured
by the Chinese and brainwashed
into spying for them. After one
mission, she broke free of the

conditioning and defected to the
U.S., revealing her identity to the

public. Natasha worked
occasionally  with her lover
Daredevil, and as a S.H.LE.L.D.

agent before joining the Champions,
a short-lived L.A.- based super-
team. Afterwards, she made a
name for herself with the Avengers.

Though her  membership is
intermittent, believing herself to be a

better spy than superhero, she
remains friends with all the
Avengers.



STATISTICS:

RM(30)
IN(40)
IN(40)
UN(100)
AM(50)
IN(40)
AM(50)
Health: 210 Str: 35
Karma: 140
Resources: UN
Popularity: -20
Height: Variable
Weight: Variable
Eyes: Red

Hair: Coal-black

VT AaAmMm»nrP

BACKGROUND

Real Name: Angelica Blaze
Occupation: Sovereign Lord of Hell
Legal Status: Lord of Hell

Identity: Secret

Place of Birth: Unrevealed

Marital Status: Single

Known Relatives: Shazam (father),
Satanus (brother)

Base of Operations: Hell

Present Group Affiliation:

Lords of Hell

KNOWN POWERS:
Immortality: Unearthly. As a
demon, Blaze can be killed but she

does not age. Her mortal form has 4

Excellent Regeneration

Sorcery: As one of the sovereign
Lords of Hell, Blaze wields magical
energies of Unearthly intensity.
Some of her common stunts are:
*Dimensional Travel: Incredible
*Chameleon: Blaze can look like
whoever she wants at Monstrous
ability

*Flame Control/Projection: Up to
Monstrous distance and damage.
Weakness: Outside her own realm,
Blaze’s Sorcery drops to Amazing

ROLE-PLAYING NOTES:

Blaze is deceit personified. Her true
intentions are always masked, she
always has an agenda, and no
matter the face she presents, actual
generosity, kindness, and altruism
are alien to her nature.

BLAZE



BLAZE

HISTORY:

Blaze first appeared in modern times
working under the alias of nightclub
owner Angelica Blaze in Metropolis.
She is the daughter of the wizard
Shazam and an unrevealed demon-
ess, and is the sister of Lord
Satanus. Her quest for souls to steal
brought her into conflict with
Superman and she has returned to
bring misery to his friends and loved
ones repeatedly. Recently, she and
her brother worked together to seize
control of Hell in a terrible civil war.

She betrayed him at the last second
to take the infernal throne for herself.
Blaze first appeared in modern times
working under the alias of nightclub
owner Angelica Blaze in Metropolis.
She is the daughter of the wizard
Shazam and an unrevealed demon-
ess, and is the sister of Lord
Satanus. Her quest for souls to steal
brought her into conflict with
Superman and she has returned to
bring misery to his friends and loved
ones repeatedly. Recently, she and
her brother worked together to seize

control of Hell in a terrible civil war.
Blaze is a major demon and now
Domina, meaning she has a number
of infernal powers, such as granting
wishes she later twists against their
recipients, pulling hellfire from the

underworld, summoning powerful
minions She is superhumanly
durable, possessed of inhuman

senses and a physical form she can
change on a whim. Any additional
power or minions she has as
Domina are left to GM definition and
may even push her into PLX class.



STATISTICS:

GD(10)
PR(4)
AM(50)
UN(100)
FB(2)
FB(2)
FB(2)
Health: 164
Karma: 6
Resources: Not Applicable
Popularity: -10

Height: 50’ (average)
Length: 80’ (average)
Weight: 30 to 40 tons
Eyes: Brown

Hair: None

VT AaAmMm»nrP

Str: 43

BACKGROUND

Real Name: Not Applicable -
Brachiosaurus brancai is the genus-
species name

Occupation: Herd animal,
occasionally giant rampaging
monster

Legal Status: Inapplicable

Identity: Inapplicable

Place of Birth: North America or
Africa

Marital Status: Inapplicable

Base of Operations: Prehistoric
North America and Africa, although

the species exists in isolated
pockets throughout the world.
Mobile

Present Group Affiliation: a herd
beast

KNOWN POWERS:

Body Armor: The massive size and
thick skin of sauropods’ provide
Excellent protection against Physical
and Energy attacks

Stomp: The giant Brachiosaurus
may stomp for Unearthly blunt
damage

Tail: A Brachiosaurus’
Unearthly blunt damage

tail does

ROLE-PLAYING NOTES:
Mostly concerned with

foraging.
Adults are too big to pay much
attention to human-sized animals,
although they can become territorial
if bothered.

BRACHIOSAURUS



BRACHIOSAURUS

HISTORY:

The two primary varieties of
sauropod were the slender, long-
necked, long-tailed Diplodocids, and
the heavier-bodied, short-tailed and
more-upright Brachiosaurids — which
eventually developed into the truly
gigantic Titanosaurs.

Diplodocus was traditionally
considered the longest of dinosaurs
— at 90-plus feet — but at twelve tons,
it was far-outweighed by the
massive Brachiosaurus, at up to 40
tons.



STATISTICS:

F GD(10)

A PR4)

S AM(50)

E UN(100)

R FB(2)

| FB(2)

P FB(2)
Health: 189 Str: 42
Karma: 6

Resources: Not Applicable
Popularity: -10

Height: 30’ (average)
Length: 70’ (average)
Weight: 25 to 30 tons
Eyes: Brown

Hair: None

BACKGROUND
Real Name: Not Applicable -
Brontosaurus (Apatosaurus) louisae
is the genus-species name

Occupation: Herd animal,
occasionally giant rampaging
monster

Legal Status: Inapplicable

Identity: Inapplicable

Place of Birth: North America or
Africa

Marital Status: Inapplicable

Base of Operations: Prehistoric
North America, although the species
exists in isolated pockets throughout
the world. Mobile

Present Group Affiliation: a herd
beast

KNOWN POWERS:

Body Armor: The massive size and
thick skin of sauropods’ provide
Excellent protection against Physical
and Energy attacks

Stomp: The giant Brontosaurus may
stomp for Monstrous blunt damage
Tail: A Brontosaurus’ tail does
Unearthly blunt damage

ROLE-PLAYING NOTES:

Mostly concerned with foraging.
Adults are too big to pay much
attention to human-sized animals,
although they can become territorial
if bothered.

BRONTOSAURUS



BRONTOSAURUS

HISTORY:

One of the most famous dinosaurs in
the world, the name ‘Brontosaurus’
has, in modern times fallen into
disuse as the rules of nomenclature
favor the name ‘Apatosaurus’. When
the species was discovered,
confusion over similar specimens
resulted in more than one generic
name being assigned to the species,
and the older name is the one
favored. It's unfortunate for several
reasons, not the least being the fact
that it renders one of the first, best-

known species illegitimate — besides
the fact that ‘Brontosaurus’- the
‘Thunder Lizard’ — is simply a better
name than  ‘Apatosaurus’ — the
‘Deceptive Lizard.” Considering that
the rules of nomenclature are in
place to honor the individual who
identified the species, and the fact
that Professor Charles Marsh coined
both names, it would more greatly
honor the man, rather than the rule,
by favoring the more famous name.

Brontosaurus is one of the stockiest
versions of the elongated Diplodocid

sauropod form, and the name
became synonymous with colossal
size — for the better part of a century
it was only rivaled in size by the
heavier Brachiosaurus and the
longer Diplodocus. It is possible that
the giant Diplodocid, Amphicoelias
altus, at nearly 200 feet represents a
branch of the stockier branch of
elongated sauropods, in which case,
Brontosaurus relatives still represent
the very largest of Dinosaurs



BROTHERS

STATISTICS:

BEYOND-2
BEYOND-2
BEYOND-2
BEYOND-2
BEYOND-2
BEYOND-2
BEYOND-2
Health: Unlimited Str: BY-2
Karma: Unlimited
Resources: Unlimited
Popularity: Unlimited
Height: Unrevealed
Weight: Unrevealed
Eyes: Unrevealed
Hair: None

TTAAmMwnP>m

BACKGROUND
Real Name:
inapplicable
Occupation: Manifestation of the
Marvel and DC universes

Legal Status: Not Applicable
Identity: The existence of the
Brothers are not known to the
general populations of either the
Marvel or DC Earth

Place of Birth: Created by the
Living Tribunal in conjunction with
the Spectre

Marital Status: Not applicable
Known Relatives: The Living
Tribunal and the Spectre (‘parents’)
Base of Operations: The DC and
Marvel realities respectively

Present Group Affiliation:
Unknown

Unknown, perhaps

KNOWN POWERS:

Omnipotence: The Brothers can use
any of the Powers listed in the
Marvel Universe books they see fit
at Beyond Level 2 ability. Their
humanoid forms are manifestations;
their true forms cannot be perceived
by mortals.

NOTE: The Brothers were created
by the Living Tribunal, adjudicator of
the Marvel Multi-verse, with the aid
of the Spectre of the DC-Multiverse,
to be the guardians of each entity’s
own Megaverse (a collection of
related multi-verses). As such, the
two Brothers exceed even the Living
Tribunal in power, superceded by

only the One Above All/The
Presence (‘God’), at Beyond-level 3
(Omniversal-level, encompassing all,
megaverses, multiverses, universes
and dimensions). In game terms,
this is represented by a -1CS
penalty to all, Powers and Abilities
when facing the One Above All/The
Presence.

-

Ty, =

ROLE-PLAYING NOTES:




BROTHERS

HISTORY:

The Brothers were a pair of cosmic
entities that represented the physical
embodiments of both the DC
Universe and the Marvel Universe.
Because of the incompatible natures
of the DC and Marvel realities, the
Brothers were created by the Living
Tribunal, adjudicator of the Marvel
Multiverse, with the aid of the
Spectre of the DC-Multiverse, to be
the guardians of each entity's own
Megaverse and, as such, each
Brother wields the entirety of the

sum total of power of their respective
realities. It has been shown that the
two Brothers dwarf even the Living.
Tribunal in power, and are only
superceded by only by the
Omniversal-level power of Marvel's
One Above All and/or DC’s ‘The
Presence (‘God’)

When the Brothers remembered
each other's existence, they pitted
combatants from their respective
realities together. The winner would
then destroy the loser (and its own
respective multiverse), to prevent

this from happening, the Living
Tribunal and the Spectre joined
forces and combined the two
universes together, creating the
Amalgam universe. This universe
had its own unique history, which
was a combination of both
multiverses.

With the help of the hero named
Access, the Living Tribunal and the
Spectre managed to separate the
two realities once more and the
Amalgam Universe has ceased to
exist.



BUCK ROGERS

STATISTICS:

RM(30)
EX(20)
GD(10)
EX(20)
EX(20)
EX(20)
EX(20)
Health: 70 Str: 9
Karma: 40
Resources: IN
Popularity: EX
Height: 6’
Weight: 190 Ibs.
Eyes: Brown
Hair: Brown

TTAAmMwnP>m

BACKGROUND

Real Name: Captain William ‘Buck’
Rogers

Occupation: Former Astronaut,
Fighter pilot

Legal Status: Citizen of New
Chicago, former Citizen of the
United States with no criminal record
(all records lost)

Identity: Publicly known

Place of Birth: Chicago, lllinois, 20"
Century Earth

Marital Status: Single

Known Relatives: None

Base of Operations: New Chicago,
25" Century Earth

Present Group Affiliation: Earth
Defense Directorate

KNOWN POWERS:

Buck Rogers has no Super-human
powers, relying solely on his skills
and training

Talents: Martial Arts A, B, Pilot,
Marksmanship, Military Strategist,
Weapons: Buck’s energy pistol
does Incredible intensity Energy
damage

ROLE-PLAYING NOTES:

Good-natured, adventurous, and
likeable, Buck is wry-humored and
brave, popular with the ladies, and
inspires loyalty in friends. He is
optimistic, fair-minded, and die-hard.
All around good-guy.



BUCK ROGERS

HISTORY:

In the year 1987 astronaut and
fighter pilot, Captain William ‘Buck’
Rogers pilots an experimental space
craft that becomes lost in deep
space, where a freak combination of
gases puts Rogers into a state of
suspended animation for five
hundred years. In the 25" Century,
Buck’s shuttle is discovered by the
flagship of Princess Ardala, of the
warlike interstellar empire  of
Draconia. Intending to use the
unsuspecting Rogers as part of a
scheme to infiltrate the modern
Earth’s defensive shields, the
Draconians revive him and direct his
ship alone back towards Earth.

25" Century Earth is an ecologically
desolate war-damaged planet, for
whom interstellar tensions are high —

particularly  with  the  powerful
Draconian Empire, and when
Roger's ship appears in Earth’s

orbit, Colonel Wilma Deering nearly
shoots him down. Although highly
suspicious of Buck's claims, she
allows him to follow her fighter ship
through Earth’s protective force
shielding — unknowing that Ardala
has slipped a tracking device aboard
Buck’s ship.

In ‘New Chicago’ - the Earth’s only
surviving city - Buck is befriended by
the robots, Dr. Theopolis, and his
‘ambuquad’, Twiki. However, he is
still looked upon with suspicion by
the Earth’'s Defense Directorate
leader, Dr. Elias Huer and Colonel
Deering — despite  Deering’s
reluctant attraction to Rogers.
Princess Ardala and the Draconians

arrive shortly, thereafter — ostensibly
upon a diplomatic mission — but
when the Draconian tracking device
is discovered on Buck’s ship, Rogers
is accused of treason and sentenced
to be executed.

In an effort to save the Earth, as well
as clear his name, Buck plays upon
the attraction of the sultry and lustful
Princess Ardala to infiltrate the
Draconian mothership and sabotage
the Draconian invasion. In
cooperation with Wilma Deering and
the Earth’s Defense directorate,
Earth’s forces defeat the Draconians
and send Ardala into retreat. Buck
is cleared and joins the Earth
Defense Directorate as a fighter pilot
as he learns to assimilate to life in
the 25" Century.



BUFFY THE VAMPIRE SLAYER

STATISTICS:

RM(30)
RM(30)
EX(20)
IN(40)
EX(20)
RM(30)
RM(30)
Health: 120 Str: 20
Karma: 80
Resources: TY
Popularity: PR
Height: 52"

Weight: Kept strictest secret
Eyes: Blue

Hair: Blonde

VT AaAmMm»nrP

BACKGROUND

Real Name: Buffy Ann Summers
Occupation: Vampire-Slayer, fast-
food worker, shop retailer, student,
construction worker, counselor
Legal Status: Citizen of the United
States with no Criminal Record
Identity: Secret
Place of Birth:
California

Marital Status: Single

Known Relatives: Joyce Summers
(mother, deceased), Hank Summers
(father), Dawn Summers (sister)
Base of Operations: Sunnydale,
California

Group Affiliation: The Slayers

Los Angeles,

KNOWN POWERS:

The Chosen One: Once in every
generation a young woman inherits
the power of the Chosen One,
becoming the world’s guardian
against the forces of darkness,
and against vampires in particular.
The Slayer is gifted with enhanced
physical abilities, reflected in the
stats above, along with the following
powers:

*Psychic Link: Buffy has a psychic
link to all other Slayers, past and
present and may commune with
them telepathically at Typical
intensity
*Precognition:
prophetic dreams
supernatural events
Remarkable intensity. These

Buffy receives vivid
concerning
with

dreams come unbidden and she has
no control over them.

*Vampire Sense: Buffy can sense
the presence of and identify a
vampire at Remarkable intensity.
This requires a successful Psyche
FEAT

*Weapons Mastery: As a Slayer,
Buffy is gifted with the ability to gain
proficiency with any bladed weapon,
with minimal training. She may
acquire any individual skill with less
than a day’s training, and may
become a Weapon’s Specialist with
a Red Psyche FEAT.

*Awareness: Buffy has an acute
Awareness of her surroundings,

sufficient for her to defeat multiple
invisible opponents. In game terms,
Buffy is allowed a Psyche FEAT roll
in the case of being blindsided and
suffers no penalties in cases of low
visibility.

Talents:
Martial Arts A, B, Weapons
(Crossbow, All Bladed or Wooden

Weapons)
Equipment:
Crossbow: Buffy’'s  hand-held
crossbow fires wooden bolts

(stakes) for up to Good Edged
damage



BUFFY THE VAMPIRE SLAYER

Stakes: As a Slayer, Buffy is never
without at least a dozen wooden
stakes that do Good Edged damage.
Knives: Buffy usually carries an
assortment of knives that cut for
Good Edged damage.

ROLE-PLAYING NOTES:

Buffy was a popular cheerleader in
the ‘80’s ‘Valley-Girl’ vein. She was
extremely reluctant to embrace the
life of a slayer, although her sense of
responsibility wouldn’t let her shirk
her duty. The job, of course,
eventually began to get to her,
leaving her more cynical and grim.

HISTORY:

Buffy Anne Summers was a Slayer
who was activated in the late 20th
century. Born in 1981, she was
called to be the Slayer in 1996 at the
age of fifteen. She was originally
based in Los Angeles, but, due to an
incident involving a gang of
vampires at Hemery High School
there, she moved to Sunnydale with
her mother. There, she acted as
guardian of the Hellmouth for seven
years before the town's destruction
in 2003. Initially a reluctant hero who
constantly wished for nothing more
than a normal life, Buffy eventually
grew to embrace her destiny. Buffy
is unique as a Slayer in many ways;
she refuses to sacrifice her ordinary
life for her supernatural destiny,
often operates as part of a team with
her friends the "Scooby Gang," and
has maintained several romantic
relationships, two of which were with
notorious vampires Angel and Spike.
Buffy is one of the longest-lived
Slayers, and has returned from
death not once, but twice, an act that
disrupted the magic surrounding the
traditional Slayer line. During their
war with the First Evil, Buffy enacted
a plan to activate every Potential
Slayer in the world, abolishing the
traditional line of "Chosen Ones,"
before  dedicating  herself to
gathering and training the Slayers
she was responsible for creating.

A few years after the destruction of
Sunnydale, Buffy, along with Angel,
was involved in an ancient prophecy
that would bring about the sentient
"Twilight" dimension, destroying the
Earth in the process. When Angel,
possessed by Twilight, murdered her
beloved Watcher and father figure,
Rupert Giles, Buffy, enraged and
grief-stricken, destroyed the Seed of
Wonder, thus bringing about the end
of magic on Earth. Now considered
a pariah amongst the remaining
Slayers, Buffy has since established
herself in San Francisco, where she
continues her Slayer duties



BULLSEYE

STATISTICS:

IN(40)
RM(30)
GD(10)
EX(20)
GD(10)
PR(4)
TY(6)
Health: 100
Karma: 20
Resources: EX
Popularity: -10
Height: 6’
Weight:
Adamantium
(after implants)
Eyes: Blue
Hair: Blond

VT AaAmMm»nrP

Str: 9

175 Ibs.
implants),

(before
200 Ibs.

BACKGROUND

Real Name: Lester
unrevealed)
Occupation: Assassin, Professional
Criminal, ex-mercenary

Legal Status: United States Citizen
with a Criminal Record

Identity: Secret

Place of Birth: Unrevealed

Marital Status: Single

Known Relatives: Unnamed father
(deceased) and mother

Base of Operations: New York City

(last name

Present Group Affiliation:
Formerly aligned with Eric
Slaughter's and the Kingpin's

criminal organizations, as well as the
Kingpin's former agents

KNOWN POWERS:

Adamantium Skeleton: +1CS to
damage in blunt, charging or any
attack that uses his body. He is
invulnerable to any attack designed
to break his bones, although he
still suffers bruising or other internal
damage.

Talents: Bullseye is +2CS to attack
with any thrown missile attack. His
maximum range for throwing a
baseball-sized mass is 100
Bullseye is able to use virtually any
throwable object as a deadly
weapon, including hairbrushes,
vases, and even playing cards.

include

talents
Military, Marksmanship, Explosives,
Martial Arts D, with +1CS to hit with
guns, knives, whips, sais, shurikens,

Bullseye’s other

nun-chuks, and

explosives

grenades,

ROLE-PLAYING NOTES:

Bullseye is a lethal egomaniac who
delights in kiling as a means of
bolstering his self-image. He has a
monomaniacal obsession to defeat
Daredevil. Bullseye’s secondary
goal is simply to get rich and famous
— acting as a costumed assassin is
simply a means to this end.



BULLSEYE

HISTORY:
A mercenary of mystery, nothing is
really known about the man called

Bullseye. Before his mercenary
career, it's been suggested that
Bullseye tried his formidable

throwing skills to become a Major
League baseball player. According
to Bullseye himself, he grew bored
and annoyed while pitching a no-
hitter, so, for the last pitch of the
game, he threw the ball at the batter,
killing him. Bullseye found his true
calling as a special operative of the
United States National Security
Agency and, from there, a freelance
assassin - a perfect career for
someone who got so much pleasure
from killing his enemies, and it was
during this period that he created his
signature modus operandi of using
thrown weapons to kill his
opponents. His early endeavors
included time in Africa and

Nicaragua, coming into conflict with
the Punisher, and working alongside
fellow mercenary, Deadpool.
Bullseye first came to notoriety with
a series of murders in New York
City, publicizing his antics in the
Daily Bugle and coming into conflict
with Daredevil (See entry for:
Daredevil). Bullseye was then hired
to murder lawyer, Matt Murdock,
Daredevil's secret identity, but was
defeated. Bullseye swore
vengeance, fighting Daredevil at any
opportunity.

Later, when following an assignment
to kill the Kingpin (See entry for:
Kingpin). , Bullseye simply received
a better offer from the Kingpin and
agreed to work with him, instead.
However, the always-unstable
Bullseye was eventually driven
insane by a brain tumor. His
murderous rampage was ended by
Daredevil, who delivered him to a

hospital to have the tumor removed.
But when he later escaped from
prison, he sought revenge, not only
on Daredevil, but Elektra (See entry
for: Elektra). , who had taken his
place as the Kingpin’s top assassin,
and he killed her with nothing more
than a playing card and her own sai.
However, the Kingpin refused to
rehire Bullseye until he killed
Daredevil. During the subsequent
battle, Daredevil, furious over the
death of his lover, Elektra, knocked
Bullseye off a building, shattering his
spine. Bullseye was saved,
however, by the Kingpin, who laced
his skeleton with indestructible
Adamantium, Bullseye, now
recovered, and deadlier than ever
returned to New York to pursue his
mercenary career and reclaim his
place as the Kingpin's foremost
assassin.



STATISTICS:

AM(50)
IN(40)
EX(20)
RM(30)
EX(20)
EX(20)
IN(40)
Health: 140
Karma: 80
Resources: TY
Popularity: 100
Height: 6’2"
Weight: 240 Ibs.
Eyes: Blue
Hair: Blond

VT AaAmMm»nrP

Str: 16

BACKGROUND

Real Name: Steve Rogers
Occupation: Freelance
crimefighter, S.H.I.E.L.D. agent
Legal Status: United States Citizen
with no Criminal Record
Identity: Steve Roger’s identity as
Captain America was revealed
publicly in ‘Civil War’

Place of Birth: New York City;
Marital Status: Single

Known Relatives: Joseph
Sarah Rogers (parents, decea
Base of Operations: New Yor|
Present Group Affiliation:
Avengers, S.H.I.LE.L.D.

KNOWN POWERS: i
The Super  Soldier  Fori
transformed Captain America i
the perfect genetic specimen
Homo sapiens. His powers are

superhuman; he relies on hi
perfectly honed skills, and his
equipment
Equipment:

Shield: Captain America’s shield is
made from an  Adamantium/
Vibranium alloy that was accidentally
created by American metallurgist
Myron MacLain in World War Il
This is a CL3000 material, immune
to harm from any force save magic
and psionics. Captain America uses
this weapon as a shield, though he
is still subject to the effects of Stuns
and Slams while using it.

artist,

N

Captain America may throw his
shield up to 3 areas away, causing
Remarkable damage. One of Cap’s
established Power stunts is to
bounce the shield off a number of
hard surfaces and have it return the
next round.

Armor. Chain mail vest provides
Good protection against Edged
attacks

Talents: All Martial Arts, Wrestling,
Acrobatics, Leadership, artist, and
military skills, Weapons Specialist
(Shield, +2CS in all FEATS)

ROLE-PLAYING NOTES:
Cap is the mold from which heroes
are cast. He is a moral and ethical

paragon who serves as an
inspiration to virtually every other
sincere superhero on Earth. More
than a personal inspiration though,
Cap is an icon — his identity was
crated to be a national symbol for
every American during the troubling
WWII era. Today, when the nation
is faced with even more insidious
foes, Captain America remains an
unwavering believer in truth, liberty
and justice for all.



HISTORY:

Steve Rogers tried to enlist in the
Army during WWII but was rejected
due to poor health. His sincere
desire to aid the war effort caught
the eye of officials involved in a
secret government  experiment
called Operation: Rebirth. He leapt
at the chance to participate and was
injected with an experimental Super-
Soldier  Serum. Steve was
transformed into the pinnacle of
human perfection, with the greatest
strength and agility a human could
possibly attain.

After extensive physical and tactical
training, Steve was given the

costume of Captain America and
sent out to battle Axis agents such
as the Red Skull and Baron Zemo.
Whether fighting alone or alongside
the All Winners Squad and the
Invaders, his exploits served as an
inspiration for Allied troops. During
the final days of the war, Cap and
his sidekick, Bucky, tried to stop
Baron Zemo’s robot-controlled,
bomb-loaded plane. Bucky died
when the plane exploded and that
same explosion threw Cap into the
icy waters of the Arctic. The Super-
Soldier Serum combined with the
extreme cold to place Steve in a
state of suspended animation.

He remained frozen until being
discovered years later by the newly
formed Avengers team. Once freed
from the ice, Captain America joined
the Avengers and has been the
cornerstone of the team for many

years.
Captain America is the ultimate
solder and the perfect fighting

machine, but his most important role
is as an icon in the Marvel Universe;
a symbol of what heroes can be, and
a guardian of the ideals they should
strive to uphold. Even in today’s
world of turmoil, no one doubts the
convictions of Captain America.



STATISTICS:

RM(30)
RM(30)
MN(75)
UN(100)
GD(10)
EX(20)
EX(20)
Health: 235 Str: 75
Karma: 50
Resources: GD
Popularity: GD
Height: 6'4”
Weight: 200 Ibs.
Eyes: Silver

Hair: Silver

VT AaAmMm»nrP

BACKGROUND

Real Name: Nathaniel Adam
Occupation: United States Air
Force Major

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

Place of Birth: Unrevealed

Marital Status: Married

Known Relatives: Bette Sans
Soucci (Plastique, wife), Angela
Adam (ex-wife, deceased), Margaret

Eiling (daughter), Randall Eiling
(son)
Base of Operations: San

Francisco, CA

Present Group Affiliation: Justice
League of America, Justice League
International, Justice League
Europe, Extreme Justice, Last
American Warriors, Atom Project,
U.S. Air Force

KNOWN POWERS:

Quantum Metal Body Armor: In his
superhero form, Captain Atom’s
body is coated in the alien alloy
that is part of his body, giving him
Monstrous protection from physical
and energy attacks

Energy Absorption: Captain Atom
has the Class 1000 ability to absorb
energy of all kinds. However, if he
absorbs higher than Monstrous
energy in a single round, he must
pass a green Power FEAT or be
sent 1 week forward in time. If

he absorbs more than Unearthly
energy, he is automatically sent
hurtling through the ‘Quantum Field’,
transporting him through time equal
to the amount of energy he absorbs.
A Shift X blast will sent him 1-20
days into the future; a Shift Y Blast
will send him 1-20 months; a Shifty Z
blast will send him 1-10 years;
Class 1000 will send him Centuries
or Millennia into the future. (NOTE:
In his future incarnation as the evil

dictator Monarch,

Captain Atom
developed a suit of armor that
allowed him to contain and store all
the energy he absorbed, eventually
amassing sufficient energy to cause

a Class 5000 explosion,
exterminating almost all life in this
entire alternate universe.)

Energy Blasts: Monstrous intensity
Energy Reflection/Deflection:
Amazing ability to reflect energy
back to its source



Flight: Unearthly speed in
atmosphere, CL 1000 in space
Self-Sustenance: Captain Atom is

free of the need to consume air,
water, or food
Alter-Ego: Nathaniel Adam has the
following stats:

F EX(20)

A EX(20)

S GD(10)

E EX(20)

R EX(20)

| EX(20)

P RM(30)

Health: 70 Str: 9
Karma: 70

NOTE: The hero operating under
the name of Nathaniel
Adam/Captain  Atom has been

revealed to be an exact duplicate
created by quantum energy, with the
real Nathaniel Adam having been
trapped in the Quantum Field, and
eventually becoming the tyrannical
dictator Monarch.

Talents: Martial Arts A and B,
Military, Pilot, Scholar (1960’s
history and culture)

ROLE-PLAYING NOTES:

Nathaniel Adam is a man torn from
his own time (the 1960s) and has a
number of beliefs and behaviors
modern  society labels  “old-
fashioned.” He is a loyal soldier who
resents what was done to him by
corrupt and misguided individuals in
the name of his country, yet has little
place outside of the military.

HISTORY:

Nathaniel Adam was a Vietnam-era
soldier in the United States Air Force
that was framed for murder and
treason by Wade Eiling. Sentenced
to die, Adam was given the chance
to participate in a program
experimenting on an alien super-
metal. The program was testing the
durabilty of the metal by
surrounding a test subject in it and
then exploding a nuclear device
underneath the shell. The
experiment caused the metal to fuse
with Adam’s body and the energy
channeled by the covering propelled
him forward in time several decades.
In the intervening time, Adam’s
promised pardon for his participation
had been shelved and buried after
his presumed death, and Eiling had
married Adam’s “widow.”

When Adam eventually reemerged
in the present, he was found by the
government and coerced into the
role of a government-controlled
super hero. Project Atom, the agen-
cy formed around the study of
Nathaniel and the Dilustel metal,
came up with a new alias for Adam,
as well as the heroic persona of
Captain Atom and a fictional
backstory about previous adventures
and enemies which the government
proceeded to use to dupe the
American public. This strained
relationship didn’t last very long. The
government’s efforts to replicate the
science behind Atom’s transforma-
tion had resulted in the creation of
Major Force, a psychotic killer with
powers similar to Captain Atom’s,
and Atom’'s allies in the JLA
eventually helped him clear his
name, freeing him from his coerced
participation. Over time, Captain
Atom went on to establish a positive
reputation in the heroic community
while often liaising between the U.S.

government and said community.

A brief marriage to former-terrorist
Plastique ended in divorce and a
series of time-traveling encounters
with the villainous Monarch showed
Atom how dark he could become.
After a short stint working for the
government again under President
Luthor, Captain Atom was shifted
through dimensions to an alternate
Earth following what he thought was
an explosive act of self-sacrifice.
Atom worked with the heroes of that
Earth to return home, helping them
solve some universe-altering prob-
lems of their own in the process.
Returning to his own Earth, Atom
was badly injured and emitting
harmful radiation. His comatose
body was subsequently hidden in a
secret government facility under
Blidhaven, where his abilities were
exploited against various metahu-
mans. Driven mentally unstable by
this treatment and encased in a new
version of Monarch’s armor to
contain his emissions, Atom
eventually freed himself, apparently
killing Major Force in the process
and obliterating what was left of the
city after Chemo’s attack. He then
began a deranged campaign of
conquest and vengeance throughout
the many alternate Earths
accessible through the Bleed
targeting the beings he blamed for
his problems, the Monitors. This
campaign culminated in the deaths
of a number of super heroes from
various Earths and eventually the
destruction of an entire reality during
a fight between Atom and Superboy-
Prime.

An amnesiac Captain Atom resur-
faced as an asset of yet another
secret government agency (Project
7734) under the control of another
corrupt General, Sam Lane



STATISTICS:

RM(30)
EX(20)
GD(10)
EX(20)
EX(20)
RM(30)
EX(20)
Health: 80
Karma: 120
Resources: IN
Popularity: EX
Height: 6’
Weight: 190 Ibs.
Eyes: Brown
Hair: Brown

TTAAmMwnP>m

Str: 9

BACKGROUND

Real Name: James T. Kirk
Occupation: Captain of the Starship
Enterprise, later promoted to Admiral
Legal Status: Citizen of 23"
Century Earth

Identity: Publicly known

Place of Birth: lllinois

Marital Status: Widowed

Known Relatives: David Marcus
(son, deceased) Mira-manee (wife,
deceased) George Samuel Kirk, Sr.
(Father, deceased), George Samuel
"Sam" Kirk, Jr. (brother, deceased),

Aurelan Kirk (sister-in-law,
deceased), Peter Kirk (nephew),
Base of Operations: Mobile
throughout Starfleet space

Present Group Affiliation:
Starfleet, United Federation of
Planets

KNOWN POWERS:

Captain Kirk has no Super-human
powers, relying solely on his
weapons and his training.

Talents: Leadership, Martial Arts A,
B, Marksmanship, Military Strategist,
Wrestling

Weapons: Captain Kirk’s sidearm is ROLE-PLAYING NOTES:
a regulation Starfleet Phaser, which Captain James T. Kirk literally has a
can be set to Incredible Intensity girl in every port with a certain

Stunning or Amazing Disintegration.

penchant for green chicks — and left
at least one love child, with Doctor
Carol Marcus. There were rumors
that Yeoman Rand chose to leave
her duties on the Enterprise because
of an unexpected pregnancy.



HISTORY:

James Tiberius Kirk is the Captain of
the USS Enterprise, - a perfect
representative of the times - a
confident, old-style hero, big on
regulations as they pertain to ideals,
but ever ready to bend the rules
when they hamper those same
ideals. Although he respects the
Prime Directive of non-interference,
he’s been known to tip the odd
tyrannical dictator or two. A classic,
swaggering womanizer, Kirk is the
quintessential sailor with a girl in
every port — with an affinity for exotic

alien woman - particularly green
chicks. His philandering ways,
however, have never affected him
on the job, either in his
concentration, focus, or the loyalty of
his crew. The total dedication to his
Captain’s duties and responsibility to
those under his command, has given
him a crew that trusts him eminently.
Among his most valued confidants is
the half-Vulcan, Mr. Spock, with
whom he has shared a long, and
often rocky friendship, as the
bombastic Kirk aggravates the logic-
trained Vulcan’s half-human side,

while Spock’s deliberate lack of
emotion grates on the passionate
Kirk. The third corner of the interior
Star Trek ftriangle, is Kirk's other
closest confidant, Doctor Leonard
‘Bones’ McCoy - whose pacifist,
heart-on-his-sleeve nature matches
and opposes the emotionless Spock
The later films explored some of
Kirk's more serious issues —
including a lovechild the with Dr
Carol Marcus — a son named David,
who was tragically killed by Klingons
after only knowing Kirk himself for a
short time



STATISTICS:

MN(75)
MN(75)
ShX(150)
ShX(150)
EX(20)
EX(20)
RM(30)
Health: 450 Str: 120
Karma: 70
Resources: GD
Popularity: AM
Height: 6’2"
Weight: 215 Ibs.
Eyes: Blue

Hair: Black

VT AaAmMm»nrP

BACKGROUND
Real Name: William ‘Billy’ Batson
Occupation:  Adventurer, radio
reporter

Legal Status: Citizen of the United
States with no criminal record
Identity: Billy Batson’s identity as
Captain Marvel is not known to the
general public

Place of Birth: Fawcett City

Marital Status: Single
Known Relatives:
(sister)

Base of Operations: Fawcett City
Present Group Affiliation: The
Justice League of America

Mary Batson

KNOWN POWERS:
Magic Lightning: Unearthly Energy

damage, transforms Billy into
Captain Marvel and back
Invuinerable: Captain Marvel has

Unearthly resistance to Physical and

Energy attacks, and CL1000
resistance to Heat, Cold, and
Radiation

Flight: Unearthly speed in

atmosphere, CL 3000 in space
Hyper Speed: As Captain Marvel,
Billy can run at Amazing speeds.
Cosmic Awareness: Part of his
enchantments provides Captain
Marvel with an Excellent
understanding of the  divine
interactions with the mortal world

Wisdom of Solomon: When drawing
upon the Wisdom of Solomon,
Captain Marvel gains the Monstrous
ability to recall knowledge and facts
that he otherwise shouldn’t or
wouldn’t know

ROLE-PLAYING NOTES:

Although possessing the Wisdom of
Solomon, Captain Marvel is still very
much a boy in the body of a man, so
he tends to have a simpler view of
things. He’s generally cheerful and
really enjoys being a hero, although
sometimes he forgets that he’s not
just Billy Batson, and gets flustered
dealing with things difficult for a kid.




HISTORY:

Orphaned and homeless on the
streets of Fawcett City, young Billy
Batson was drawn by a shadowy
figure into an abandoned subway
station. There he found a strange
train, bringing him to the Rock of
Eternity. Past the statues of the
Seven Deadly Enemies of Man
(alias the Seven Deadly Sins), Billy
came to a stone chair and brazier
which, when lit, summoned the spirit
of the wizard Shazam! The old
wizard offered Billy the opportunity
to do good and become a champion
of justice. “Speak my name,” he told
him and so Billy Batson uttered the
fateful magic word... “SHAZAM!”

and was transformed by a bolt of
lightning, into Captain Marvel, the
World’s Mightiest Mortal!

Captain Marvel quickly confronted
the forces of evil in the world,
including Theo Adam, the man who
murdered  his  parents  when
possessed by the previous wielder
of Shazam’s power, Black Adam.
His other foes include the mad
scientist Doctor Sivana (who calls

Captain Marvel “the Big Red
Cheese”), the diminutive but
dangerous Mister Mind—an

intelligent worm from another planet
—and his Monster Society of Evil,
and the nuclear robot Mister Atom.
Captain Marvel also gained a

number of allies in his fight for
justice. Billy Batson was reunited
with his twin sister, Mary, who
likewise gained the powers of
Shazam and the identity Mary
Marvel. Together they rescued
young Freddy Freeman. In the
process of saving his life, he was
infused with the power of his hero:
by saying the name “Captain Marvel”
he was trans-formed into the young
Captain Marvel, Jr. The “Marvel
Family” also included Billy and
Mary’s Uncle Dudley (who adopted
the costumed, but non-powered,
identity of “Uncle Marvel”) and Talky
Tawny, a humanoid talking tiger



STATISTICS:

ShX(150)
ShX(150)
ShZ(400)
ShZ(400)
GD(10)
EX(20)
RM(30)
Health: 1100 Str: 400
Karma: 60

Resources: GD
Popularity: AM

Height: 6’2"

Weight: 215 Ibs.

Eyes: Blue

Hair: Black

TTAAmMwnP>m

BACKGROUND
Real Name: William ‘Billy’ Batson
Occupation:  Adventurer, radio
reporter

Legal Status: Citizen of the United
States with no criminal record
Identity: Billy Batson’s identity as
Captain Marvel is not known to the
general public

Place of Birth: Fawcett City

Marital Status: Single
Known Relatives:
(sister)

Base of Operations: Fawcett City
Present Group Affiliation: The
Marvel Family

Mary Batson

KNOWN POWERS:
Magic Lightning: Unearthly Energy

damage, transforms Billy into
Captain Marvel and back
Invuinerable: Captain Marvel has

Shift X resistance to Physical and

Energy attacks, and CL1000
resistance to Heat, Cold, and
Radiation

Flight: Unearthly speed in

atmosphere, CL 3000 in space
Hyper Speed: As Captain Marvel,
Billy can run with Unearthly speed
Cosmic Awareness: Part of his
enchantments provides Captain
Marvel with an Excellent under-
standing of the divine inter-actions
with the mortal world

Wisdom of Solomon: When drawing ROLE-PLAYING NOTES:

upon the Wisdom of Solomon,
Captain Marvel gains the Monstrous
ability to recall knowledge and facts
that he otherwise shouldn’t or
wouldn’t know.




HISTORY:

The Pre-Crisis Captain Marvel did
not live on Earth-1, with the rest of
the DC Heroes — rather, he was the
premier hero of Earth-S — guarded
against the likes of Doctor Sivana
and Mr. Mind, by the Marvel Family
alone. Otherwise, the Pre-Crisis
Captain Marvel was very much like
his modern counterpart, albeit,
operating on the higher-end, Pre-
Crisis power-level. As the World’s
Mightiest Mortal, Captain Marvel’s

power was comparable to the near-
indomitable physical strength of the
Pre-Crisis Superman (See entry for:
Superman: Pre-Crisis).

A battle between the two was set up
to finally decide things, when Black
Adam conspired with the Wizard to
pit the two heroes against each
other. Superman defeated his rival,
but as the bulk of the battle occurred
on Earth-1 — Superman’s home -
Captain Marvel was weaker than he
would have been on Earth-S — his

own home universe.

On the other hand, during the Crisis
itself, the Pre-Crisis Supergirl (See
entry for: Supergirl:  Pre-Crisis)
engaged the entire Marvel family on
their home world, suggesting that
the power difference was consistent
in both universes. In any case, Pre-
Crisis Captain Marvel is far more
powerful than his modern
counterpart.



STATISTICS:

AM(50)
AM(50)
UN(100)
UN(150)
EX(20)
EX(20)
RM(30)
Health: 350 Str: 90
Karma: 70
Resources: GD
Popularity: AM
Height: 510”
Weight: 165 Ibs.
Eyes: Blue

Hair: Black

VT AaAmMm»nrP

BACKGROUND

Real Name: Freddy Freeman
Occupation: Adventurer, Student
Legal Status: Citizen of the United
States with no criminal record, still a
minor

Identity: Freddy Freeman’s identity
as Captain Marvel Jr. is not known
to the general public

Place of Birth: Fawcett City

Marital Status: Single

Known Relatives: None

Base of Operations: Fawcett City
Present Group Affiliation: The
Teen Titans, Young Justice

KNOWN POWERS:

Magic Lightning: Speaking Captain
Marvel’'s name transforms Freddy
into Captain Marvel Jr. and back.
The bolt causes Unearthly Energy
damage to anyone else struck by it
Invulnerable: Amazing resistance to
Physical and Energy attacks.
Class 1000 resistance to Heat,
Cold, Disease, Corrosives, Toxins,
and Radiation

Flight: Unearthly speed in
atmosphere, CL 3000 in space
Hyper Speed: As Captain Marvel Jr.,
Freddy can run at Amazing speeds.
Cosmic Awareness: Captain Marvel
Jr’s has Excellent understanding of

the divine interactions with the
mortal world

Wisdom of Solomon: When
drawing upon the Wisdom of

Solomon, Freddy gains the

Monstrous ability to recall knowledge ROLE-PLAYING NOTES:

and facts that he shouldn’t or
wouldn’t know.

NOTE: Freddy Freeman shares the
power of Captain Marvel with Billy
Batson (Captain Marvel), and his
sister Mary Bromfield (Mary Marvel);
for every member of the Marvel
Family whose powers are activated,
each of the others suffers a —-1CS
penalty to their physical abilities and
all powers.



HISTORY:

Freddy Freeman was born in a New
England fishing town, and lived with
his parents David and Rebecca
Freeman and his foster brother, Tim
Karnes. When their parents perished
in a boat accident, Freddy went to
live with his maternal grandfather,
Jacob, while Tim passed through a
series of foster homes. By the time
Freddy was a teenager, he lived in
Fawcett City and attended the
Binder School, the same as Billy
Batson. There, Freddy was a
popular athlete and honors student.
He and his Grampa Jacob were on a
fishing trip on Fawcett Bay when
Captain Marvel confronted the villain

Captain Nazi nearby. When the
defeated Captain Nazi plunged into
the waters of the bay near their boat,
Jacob and Freddy attempted to
assist him, not knowing who he was.
The Nazi villain repaid their efforts
by attacking them, leaving Freddy
seriously injured and his grandfather
in a coma. Captain Marvel brought
them both to a hospital, where he
learned Freddy had a severely
broken leg and damaged spine,

and would likely  never walk
again. He and Mary Marvel took
the injured Freeman to the Rock of
Eternity and persuaded the wizard
Shazam to impart a portion of their
power to him. Regaining conscious-

ness, Freddy saw Captain Marvel
and said his name. Suddenly, a bolt
of magic lightning struck, transform-
ing him into Captain Marvel Junior!
After his grand-father died, the
newest Marvel went after Captain
Nazi for vengeance, and the other
Marvels were forced to intervene to
stop Junior from kiling him. The
Nazi criminal has been Junior’s
nemesis ever since that humiliating
defeat. Although the Power of
Shazam saved Freddy’s life, his
mortal form remained crippled: he
can walk only with the aid of cane or
crutch, his formerly broken leg still
too weak to support him.



STATISTICS:

RM(30)
GD(10)
IN(40)
UN(100)
FB(2)

FB(2)

FB(2)
Health: 180 Str: 40
Karma: 6

Resources: Not Applicable
Popularity: -15
Height: 18’ (average)
Length: 43’ (average)
Weight: 7 to 9 tons
Eyes: Yellow

Hair: None

VT AaAmMm»nrP

BACKGROUND

Real Name: Not Applicable -
Carcharodontosaurus saharicus is
the genus-species name
Occupation: Top Predator,
occasionally giant rampaging
monster

Legal Status: Inapplicable

Identity: Inapplicable

Place of Birth: South America
Marital Status: Inapplicable

Base of Operations: Pre-historic
South America, although the species
exists in isolated pockets throughout
the world. Mobile

Present Group Affiliation: None.
Occasionally runs in packs.

KNOWN POWERS:

Body Armor: Excellent protection
against Physical and Energy attacks.
Teeth: Amazing edged damage.

Tail: Monstrous blunt damage ROLE-PLAYING NOTES:
Stomp: Monstrous blunt damage

Tracking: Incredible




HISTORY:

The Guinness Book of World
Records nominee, as the largest
land predator of all time, the African
Carcharodontosaurus saharicus was
actually edged out of the number
one spot by its closely related South
American cousin, Giganotosaurus
carolini — although there was
undoubtedly some overlap in size
range between the two similar
species — but was nevertheless still
one of the biggest killers of all time —

equal in size or even larger than the

biggest specimens of
Tyrannosaurus rex.
Interestingly, Carcharodontosaurus

shared its environment with
another one of the other contenders
for ‘largest land predator of all time’
the poorly known Spinosaurus
aegyptiacus — which might have
attained the greatest length (if not
weight) of any known theropod.

The presence of two such large
predators is unusual, and it is

suspected that the top predator of
large land game was the huskier
carcharodont, while the more lightly

built spinosaur was a fish-eater, thus
not putting the two into direct
competition.

Carcharodontosaurus was similar to
Giganotosaurus with its ‘shark-like’
bladed teeth, set in a long narrow
jaw, which would have delivered
huge ragged wounds to the
titanosaurs (sauropods) that
comprised the bulk of its prey.



STATISTICS:

IN(40)
IN(40)
AM(50)
AM(50)
GD(10)
RM(30)
TY(6)
Health: 180
Karma: 46
Resources: TY
Popularity: -30
Height: 6’1"
Weight: 190 Ibs.
Eyes: Green
Hair: Red

VT AaAmMm»nrP

Str: 47

BACKGROUND

Real Name: Cletus Kasady
Occupation: Professional Criminal,
Serial Killer

Legal Status: Citizen of the United
States with a criminal record.
Identity: Known to authorities

Place of Birth: Brooklyn, New York
Marital Status: Single
Known Relatives: None
Base of Operations:
New York

Present Group Affiliation: None

Brooklyn,

KNOWN POWERS:

Webbing: Carnage’s living costume
provides him with a renewable
source of material which he can use

as webbing. He can fire Amazing g
strength webbing which clings to |
targets with Incredible rank. Aslong 3
as the webbing is still connected to

Kasady’s costume, he can
manipulate the strands as if they
were part of  his body. Once
separated from Kasady, the webbing
dissolves in 5-50 minutes. The
costume can supply enough
webbing for an attack every third
round (it reabsorbs web-strands
when Kasady is traveling by swing-
lines and hence can travel
indefinitely in such a manner). If the
costume is taxed beyond this limit, it
takes Good damage see below for
the effects of this damage.

Claws: Excellent Edged damage
Object Creation: Carnage can

create weapons from his symbiote’s
which he can hurl for Remarkable
Edged damage.

Spider-Sense Immunity: Kasady's
costume cancels  Spider-man’s
Combat Sense. Not only does this
allow Brock to blindside Spider-Man,
but it penalizes Spider-Man -2CS
on Dodge and Evasion maneuvers.
Skin Armor: although it is not known
how, Kasady’'s costume provides
him with Typical protection against
blunt physical damage.

Elongation: Carnage can stretch his
limbs with Excellent ability.

Symbiote: All of Carnage’s powers
come from the symbiote that Kasady
wears as a costume. The costume

can alter its size and color at
Kasady’s desire, dressing him in any
style he prefers. Characters
adjacent to Carnage may attempt to
target the costume itself at —4CS.
The costume has Remarkable
resistance to both blunt and edged
physical attacks, but none against
energy attacks. It has 25 points of
Health and automatically recovers 6
points of Health each round it is
injured. If it is taken below 0 Health,



the costume is ‘unconscious’ for 1-
10 hours. The costume is
psionically bound to Kasady, but if
he is deprived of it, he has the
following statistics:

F(GD) A(GD) S(GD) E(EX)
Health: 50

Weaknesses: Carnage’s costume is
vulnerable to certain attack forms. It
suffers +3CS of damage when
attacked by sonics, and +1CS when
confronted with fire. If some-one
attempts to psionically sever the
bond between Kasady and the
symbiote, it would prove to be
difficult (Amazing strength bond) but
any damage to the bond is taken by
Kasady

ROLE-PLAYING NOTES:

Cletus Kasady is such a total, over-
the-top psychopath, he doesn’t really
even qualify as a serial-killer, so
much as an out and out, homicidal
maniac, attacking and slaughtering
literally anyone he comes across.
Carnage has occasionally partnered

with other psychopaths on
murderous rampages, but despite
any pretense of camaraderie,

Carnage will happily, even eagerly
turn on any erstwhile ‘teammates’,
killing them just as readily as anyone
else. He has demonstrated few
other  personality traits since
becoming Carnage.

HISTORY:

Carnage was once a serial killer
known as Cletus Kasady, and
became Carnage after merging with
the offspring of the alien symbiote
called Venom during a prison
breakout. The symbiote amplified his
psychotic nature making him even
less mentally stable than he had
been previously, and therefore even
more dangerous. An interesting note
is that, unlike Venom, Carnage is a
singular entity, referring to himself as
"I" instead of "We", because the
symbiote has actually merged into
Kasady's bloodstream. Carnage is
also the "father" of Toxin. A note on
his childhood: Cletus' father killed his
wife (Cletus' mother) because she
tried to kill Cletus. Cletus then
testified in court against him, saying
that he killed her for no reason,
causing his father to be condemned
to die by the electric chair as
punishment.

It is also wunclear on Cletus'
relationship with his mother, as he
seems to have had feelings for her,
causing him to dig up her grave at
the end of his massacre through
New York. He also revealed that he
killed his grandmother when he was
younger, pushing her down a flight
of stairs. Since the alien symbiote
adapts to the host's personality, the
Carnage symbiote is affected by
Kasady's insane mind and lust for
destruction.

Kasady has been separated and re-
attached to the symbiote multiple
times, and the Carnage symbiote
has occasionally attached itself to
other hosts, including the Silver
Surfer, Ben Reilly (the Scarlet-
Spider, a clone of Spider-Man), and
Doctor Octopus. Venom later
attempted to absorb the Carnage
symbiote for good, a period during
which Kasady retained the Carnage
persona by costuming himself in red

paint and continuing his Killing
sprees (albeit as a powerless
human). This was short lived,

however, as Kasady coincidentally
found an exact replica of the
symbiote in the Negative Zone. As to

whether or not the symbiote is a

separate entity, "permanently"”
bonded, or his own blood mutated,
has not been revealed. The

symbiote once chose to leave
Kasady and bond with Ben Reilly.
Kasady, without the symbiote,
rapidly aged and his body quickly
deteriorated. In this state, Kasady
was barely able to function, having a
hard time operating a sink, let alone
being a threat. The symbiote bonded
with him again in time to save his
life, regenerating his health. When
the symbiote abandoned him yet
again, this time to join with the Silver
Surfer (transforming him into the

Carnage Cosmic), Kasady was left
dying from an accelerated form of
stomach cancer (apparently a side-
effect of the symbiosis, also suffered

by Eddie Brock, the  original
Venom). However, when Venom
ate the symbiote, he did not

deteriorate, indicating that perhaps
some fragments of the symbiote
were left behind (enough to sustain
him but not enough to form the
costume). This may be backed up by
the fact that Kasady seemed to
retain at least some enhanced
strength.

Later, Venom and Spider-Man had
to team up to stop Carnage. During
this time, it was revealed that the
symbiote had become a part of
Kasady's blood and was irremovable
from him. Kasady only needed to be
cut for the symbiote to flood out to
become Carnage once again. Unlike
Venom, Carnage had become less
vulnerable to the high-pitched
sounds, which would normally stop
Venom, however he was still
vulnerable to intense heat.

Recently, Carnage was one of many
super-villains trying to escape from
the Raft. He tried to kill couple
helpless civilians who were there to
meet another inmate — the hyper-
powerful being called the Sentry,
who then intervened and flew
Carnage outside of the Earth's
atmosphere, where he ripped him
apart. Kasady was presumably killed
and has not been seen since.



STATISTICS:

F RM(30)
A IN(40)
S GD(10)
E EX(20)
R RM(30)
| IN(40)
P RM(30)
Health: 100 Str: 7
Karma: 100
Resources: EX
Popularity: 2
Height: 577

Weight: 125 Ibs.
Eyes: Green
Hair: Black

BACKGROUND

Real Name: Selina Kyle
Occupation: Professional Criminal,
former prostitute

Legal Status: American citizen with
a criminal record

Identity: Secret

Place of Birth: Gotham City, New
York

Marital Status: Single
Known Relatives:
(sister)

Base of Operations: Gotham City,
New York

Present Group Affiliation: None

Magdalene

KNOWN POWERS:

Talents:

Martial Arts A, B, Acrobatics, Whips,
Escape  Artist, Thief, Animal
Handling, Climbing

Equipment:

Claws: The Claws on Catwoman’s
gloves do Good Edged damage
Cat-Rope: Catwoman’s Cat-Rope is
made of Remarkable strength
material

Whip: Catwoman’s Whip is made of
Excellent strength material, and
does Good slashing damage figured
on the Blunt attack column. It also
provides an Excellent Grappling
attack and allows her to attack
adjacent targets up to 1 area away.
Cat Costume: Catwoman’s costume
combined with her Cat-Burglar skills
provides her with the equivalent of
Typical Blending ability

ROLE-PLAYING NOTES:
Catwoman is much her
namesake - she is sensuous,
flirtatious, and temperamental. She
enjoys the challenge and thrills of
her chosen profession, as well as
playing “cat-and-mouse” with both

like

the police and the heroes trying to
stop her.

Catwoman is territorial and will
ruthlessly defend those she cares
about, while also sharing some of
her ill-gotten gains with those in
need.



HISTORY:
Selina Kyle learned life’'s harshest
lessons early on. Her mother

preferred spending time with her
cats to anyone else, and committed
suicide when Selina was only a
child. Her abusive, alcoholic father
drank himself to death not long
thereafter. Selina was separated
from her sister Magdalene (Maggie)
and placed in the Sprang Hall Ju-
venile Center—a corrupt and
abusive state home for girls—while
Maggie went to an orphanage.

At age 13, Selina discovered Sprang
Hall’'s administrator was embezzling
funds and confronted her.
Attempting to cover up the crime, the
administrator put Selina in a sack
and dropped her in the river to
drown, but she managed to escape.
Breaking into the hall, she stole

documentation of the
embezzlement, which she used to
blackmail the administrator into

erasing all record of “Selina Kyle”
before  stealing her diamond
necklace and disappearing into the
alleys of the East End of Gotham.
There, Selina found refuge with
Mama Fortuna, the elderly leader of
a gang of child thieves. She learned
to sneak and to steal, but tired of the
way “Mama” treated “her children”
and ran away.

Selina became a capable thief and
cat burglar, known in Gotham’s East
End for sharing some of her take
with the desperate and
downtrodden. She learned martial
arts from “the Armless Master” at a
back-alley dojo and studied boxing
with heavyweight champ Ted Grant
(Wildcat). While posing as a

dominatrix to gain information about
potential targets, Selina acquired
and learned to wield a cat-o’-nine-
tails, which she held on to as a
keepsake. It later helped inspire her
career as the costumed
“Catwoman,” using her gymnastic
and fighting skills as a cat burglar in
Gotham City. The police could not
catch her, but Batman was a
different matter.

Sparks flew between Catwoman and
Batman right from the beginning. He
attempted to convince Selina to give
up her life of crime, and she was
tempted (and even tried) on a num-
ber of occasions, but circumstances
and the lure of the excitement and
challenge of her criminal life always
pulled her off the straight-and-
narrow.



STATISTICS:

RM(30)
IN(40)
EX(30)
RM(30)
RM(30)
RM(30)
RM(30)
Health: 130 Str: 25
Karma: 90
Resources: PR
Popularity: GD
Height: 5’8"

Weight: 350 Ibs.

Eyes: Blue

Hair: Brown

VT AaAmMm»nrP

BACKGROUND

Real Name: Merium Cooper
Occupation: Adventurer

Legal Status: American citizen with
no criminal record

Identity: Publicly known

Place of Birth: Marshville

Marital Status: Single

Known Relatives: Francis Reicher
(Grandfather deceased), Lumpy
Cooper (Cousin)

Base of Operations: Marshville,
Oregon (Modern and Cretaceous)
Present Group Affiliation: None

KNOWN POWERS:

Body Armor: Merium's enhanced
physiology gives her Excellent
protection against physical attacks v
and Good protection against energy \|

attacks. % I :
Enhanced Senses: Amazing sense \ 1 !4 )
of Smell, Hearing; Excellent Vision R ;’ |
Tracking: Amazing Ak
Vine  Swinging: Amazing ability to £\

travel through the trees. Merium s

may apply this ability to ropes and e g i)
grappling hooks in an urban {{é 1
environment. ’hﬁ?{é\a
Animal Empathy: Monstrous ability

to communicate with dinosaurs and Equipment: is also free of the pettiness of
giant gorillas Knife: Good Edged damage modern society, and is nakedly open

and honest, as well as being quite
Talents: Wilderness Survival, ROLE-PLAYING NOTES: brave and selfless. She has had a
Knives, Archery, Swimming, Merium is a bit naive which to the Iot of tragedy in her life, but remains

Wrestling, Martial Arts A, Animal ways of civilization, which is natural a cheerful soul, who loves both
Handling (Dinosaurs, particularly T. enough considering she was raised people and animals, particularly
rex) in a prehistoric jungle. Likewise she dinosaurs and giant apes.



HISTORY:

Meriem Cecilbie Cooper was born in
July 1980 to parents Robert Adam
Cooper and Gail Nicole Reicher, in
the town of Marshville, Oregon. After
Robert died of unknown causes, Gail
turned to drugs, which leads her to
fall in with an unsavory group of
men. Eventually wanting to sever
her ties with this group for Meriem's
sake, Gail sought the help of
Meriem's  scientist-inventor AND
time-traveler, grandfather, Francis
Peacock Reicher, affectionately
called ‘Gramp’ who demonstrates
seemingly superhuman abilities, in
rescuing Meriem and taking her
away on a hovercycle from the
future.

At Gramp's laboratory, Meriem
discovers his time machine and a
body-enhancing device that allows a
living being to survive the physically

dangerous process of traveling
through the time stream. It is here
that she first met Klyde, Gramp's 15-
foot-tall lab gorilla who had been
accidentally altered by the body
enhancer. Gramp however, was on
the run from a secret branch of the
government and, after enhancing
Meriem as well, he, Meriem and
Kylde escaped through time back to
the age of dinosaurs.

Gramp was eventually killed by a
Tyrannosaurus leaving Merium to
fend for herself in the prehistoric
jungle. Growing into a buxom 19-
year-old bombshell, Meriem had
lived in the local jungles naked
(minus her hunting weapons),
savage, happy, and free. Dinosaurs
learned to fear her. Meriem
eventually reunited with Klyde, and
returned to the cave where she and

Gramps had settled down. Not
wanting to be a naked savage
anymore, she eventually made a
jungle bikini (with dinosaur teeth
hanging on the strings) out of a
leopard-printed snakeskin blanket.
She also avenged her grandfather
by slaying the T. rex responsible for
killing him, but rescued two
Tyrannosaurus  hatchlings  from
Velociraptors. One of the two, which
she named ‘Harmony’ became
Meriem's companion while its litter-
mate, named ‘Peace’ became her
enemy.

Fluctuations created by Gramps
time-machine eventually created
over-laps in the time-stream,
transporting Meriem and parts of her
prehistoric jungle into modern cities,
and vice-versa. She has also been
recently visited by Gramp’s ghost



BACKGROUND

The Celestials are an enigmatic,
star-faring race of extra-terrestrial
giants who manifest their energies
inside of physical shells, appearing
as immense suits of armor.
Standing two-thousand feet or more,

Celestials are born from the
energies of entire collapsed
galaxies, and wield untold cosmic
power.

Very little is known about the true
nature of the Celestials, although
they are known to have a special
bond with Eternity, and will act upon
his will, but the scope of this
relationship is unrevealed. They
have also participated in many of the
gatherings held by the abstract
beings of the cosmos, often to
receive rulings from the Living
Tribunal, and have been active
combatants in cosmic level conflicts.
What is also known is that, prior to
modern times, the Celestials have
visited the Earth at four different
periods in the Earth’s past, each
time altering the course of history.
The First Celestial Host came to
Earth approximately one million
years ago to perform genetic tests
and experimentation on Earth’s
highest lifeform, the nascent human
being. Testing the versatility of
human genes, the First Host created
two sub-species of humanity, the
Eternals and the Deviants. Their
sole legacy to the mainstream
human race was the implantation of
a dormant DNA complex which
would one day permit benevolent
mutations.

The Second Celestial Host came to
Earth  approximately twenty-five
thousand years ago to inspect the
results of their first visit. Finding the
direction of Deviant technology
counter productive, the Celestials
destroyed the Deviants’ major
stronghold, Lemuria.

Repercussions of that destruction
caused tectonic plate shifting that
eventually contributed to the sinking
of the continent of Atlantis.

The Third Celestial Host arrived on
Earth one thousand years ago to

inspect the progress of the human
race. Their landing site was
arranged by the Eternals working in
conjunction with the Incas of Peru.
The Third Host was met by a
contingent of Earth’s mythological

gods, including Odin of the
Asgardians and Zeus of the
Olympians, who challenged the

Celestials’ right to interfere in Earth’s
affairs. The Earthly gods, however
were no match for the Celestials,
and the outcome of that encounter
was that all of the major races of the

L

gods swore to forego their active
involvement in the destiny of
mankind.

The Fourth Celestial Host arrived in
recent years in order to judge
mankind’s worthiness now that the
dormant DNA complex for
benevolent mutations had become
activated by the worldwide increase
in radiation levels. The Celestials
deemed humanity fit to survive, after
a group of twelve human beings
representing the great
accomplishments were presented



to them as an offering by the Elder
Goddess Gaea. It is not known how
may Celestials there are in
existence. Even the number of
Celestials on Earth in the Fourth
Host is a mystery. Nine were known
by name and function, while others
were glimpsed but not identified.
The Fourth Host was led by the
Celestial known only as The One
Above All, who remained aboard the
orbiting mothership during the entire
say on Earth. The head of the
landing party was Arishem.

However, it is known that the
Celestials have visited many other
worlds in order perform genetic
experimentation. For example, the
Skrulls are known to be a result of
Celestial experimentation. The
Celestials have returned to judge
many of these worlds, and Earth is
apparently the only one of these that
they judged favorably and hence did
not destroy for posing a potential
menace to the universe.

There have only been indications of
the full scope of the Celestials’
power. Each member of the Fourth
Host withstood a full frontal attack by
the collective power of the Eternals
and the Asgardians. Arishem has
been shown to have sufficient power
to permanently seal dimensional
portals to the godly realms.

Another indication of the Celestials’
power is that when the Fourth Host
left Earth, they eradicated all
evidence of their recent and past
presence from the minds and
records of mortal men. Only the
Eternals, Deviants, dimensional
gods of Earth, and a handful of
human beings are now aware of
their existence and remember the
nature of their visits.

ARISHEM

STATISTICS:

F
A
S
E
R
|

P

MN(75)

TY(6)

CL3000
CL3000
CL1000
CL1000
CL1000
Health: 6081 Str: 2500
Karma: 3000
Resources: CL3000
Popularity: N/A

Height: 2000’ (approximately)
Weight: Unrevealed

Eyes: Unrevealed (perhaps
inapplicable)
Hair: Unrevealed (perhaps
inapplicable)

KNOWN POWERS:

Biophysical Control: The Celestials
have the CL1000 ability to alter
genetics and induce mutations,
whether overt or latent

Clairvoyance: CL1000 rank

Energy Control (all forms): CL2000
rank

Energy Emission (all forms): CL2000
Immortality: Celestials cannot be
slain. If reduced to 0O Health or
Endurance, a component can be
removed from their armor that will
force them into suspended
animation. It would take a total
dispersal of atoms to destroy a
Celestial

Internal Limbo: The interior of a
Celestial appears to be a series of
vast chambers recreating weird
locations from throughout space.
These chambers are apparently
larger than the exterior shell of the
Celestial.

Invisibility: ~ (Telepathic): The
Celestials have the CL1000 ability to
make mortals ignore their presence.
In this way, the Celestials can work
undisturbed until their tasks are
done. At this point the Celestial
becomes visible.

Invulnerability: CL3000 rank
protection against physical or energy
attacks.

Self-Duplication: Each Celestial
is able to simultaneously
co-exist in a number of widely

separated locations. Each body
possesses identical powers. This
enables the Celestials to perform
their tasks on several worlds
simultaneously. No two duplicates
ever coexist in the same region.

Telepathy: They possess CL3000
rank Telepathy: this is used solely to
communicate  with their fellow
Celestials. However, some ‘leakage’

occurs, allowing mortals to
discern the Celestial's overall
purpose.

True Flight: CL5000 rank

Internal Defenses: Each Celestial is
inhabited by a variety of defensive
organisms. These function like anti-
bodies to attack invaders.

Fliers:  These green, winged
hectapoids possess the following
powers:

*F(GD) A(GD) S(RM) E(RM)

*Plasma Generation: Remarkable

rank



*Winged Flight: Excellent

Acid Swarm: when these pink and
purple saucers attack in masse, they
possess the following powers:

*F(MN) A(GD) S(UN) E(GD)

*Acid: Excellent rank Replicoids:
These are clones that resemble
anyone the Celestial desires to
imitate.

Specialized Replicoids
created for any purpose; these
are often used as emissaries.
Replicoids have these powers:

F(RM) A(EX) S(EX) E(EX)
Invulnerability: Excellent rank

Talents: Arishem has in his palm
the formula he uses to decide
whether a race will live or die.

ROLE-PLAYING NOTES:

Arishem is the first Celestial to visit a
planet when the time for judgment
occurs. If he decides against a race,
he summons Exitar to destroy the
race. Arishem has in his palm the
formula he uses to decide whether a
race will live or die. Arishem has led
all Four Celestial Hosts on Earth, as
well as Fourth Host on the planet
called Pangoria (judged unworthy of
life) and a Fifth Host on an unnamed
planet in a distant galaxy. He was
also the leader among the
delegation of Celestials who waged
war on the Watchers in an unknown
galaxy

can be |

DREAMING CELESTIAL

STATISTICS:

F
A
S
E
R
|

P

MN(75)

TY(6)

CL3000
CL3000
CL1000
CL1000
CL1000
Health: 6081  Str: 2600
Karma: 3000
Resources: CL3000
Popularity: N/A

Height: 2000’ (Approximately)
Weight: Unrevealed

Eyes: Unrevealed (perhaps
inapplicable)
Hair: Unrevealed (perhaps
inapplicable)

KNOWN POWERS:

Biophysical Control: CL2000 ability
to alter genetics and induce
mutations, whether overt or latent
Clairvoyance: CL1000 rank

Energy Control (all forms): CL2000
rank

Energy Emission (all forms): CL2000

Immortality: Celestials cannot be
slain. If reduced to 0 Health or
Endurance, a component can be
removed from their armor that will
force them into suspended
animation. It would take a total
dispersal of atoms to destroy a
Celestial

Internal Limbo: The interior of a
Celestial appears to be a series of
vast chambers recreating weird
locations from throughout space.
These chambers are apparently
larger than the exterior shell of the
Celestial.

Invisibility:  (Telepathic): The
Celestials have the CL1000 ability to
make mortals ignore their presence.
In this way, the Celestials can work
undisturbed until their tasks are

done. At this point, the Celestial
becomes visible.

Invulnerability: The Dreaming
Celestial has CL3000 rank

protection against physical or energy
attacks.

Self-Duplication: Each Celestial
is able to simultaneously
co-exist in a number of widely

separated locations. Each body
possesses identical powers. This
enables the Celestials to perform
their tasks on several worlds
simultaneously. No two duplicates
ever coexist in the same region.
Telepathy: They possess CL3000
rank Telepathy: this is used solely
to communicate with their fellow
Celestials. However, some ‘leakage’
occurs, allowing mortals to discern
the Celestial’s overall purpose.

True Flight: CL5000 rank

ROLE-PLAYING NOTES:

A renegade Celestial who, during
the Second Host, committed a crime
"against life itself" (which was in fact
murdering another Celestial) and
was exiled by his brethren. His spirit
was ripped from his body and placed
in a device known as the Vial, which
was sealed under the Diablo
Mountains in California. He slept
there until the Deviant Priestlord
Ghaur discovered the Vial and
drank the essence of the



Dreaming Celestial, giving him the
height and power of a Celestial. The
Dreaming Celestial took advantage
of this opportunity and began
mentally controlling Ghaur in order
to be freed. An intervention by the
Avengers and the Eternals led to the
plan's downfall and the Vial was
sealed once more.

The Dreaming Celestial, while still
trapped in his Diablo Mountain
prison, sensed the rebirth of Ghaur
and caused an Earthquake while
tossing and turning uncontrollably in
his "bed."

After the events of Heroes Reborn,
the Dreaming Celestial found a
loophole out of his prison and into
the Heroes Reborn Universe. There,
he learned the Celestial Ashema
guarded this Pocket Universe and
that the only way out was through
her. However, he found himself
opposed by Dr. Doom, Lancer,
Technarx, and several other heroes.
Eventually The Dreaming Celestial
captured Ashema and escaped to
our Universe, where he was finally
thwarted by Doom and the Fantastic
Four.

He awoke again in an alternate
future (as seen in Fantastic Four
#339-340) and turned the world-
devourer Galactus into a weapon
that would consume the entire
Universe, enabling him to become
the Nucleus and Founder of a new,
darker reality. However, the
Fantastic Four, Thor, Iron Man and
the Shi'ar race were able to avert
this by causing Galactus to consume
the Renegade.

ESON

===,

STATISTICS:

F MN(75)

A TY(6)

S CL3000

E CL3000

R CL1000

| CL1000

P CL1000
Health: 6081  Str: 2500
Karma: 3000

Resources: CL3000
Popularity: N/A

Height: 2000’ (approximately)
Weight: Unrevealed

KNOWN POWERS:

Biophysical Control: The Celestials
have the CL1000 ability to alter
genetics and induce mutations,
whether overt or latent

Clairvoyance: CL1000 rank

Energy Control (all forms): CL2000
rank

Energy Emission (all forms): CL2000
Immortality: Celestials cannot be
slain.  If reduced to 0 Health or
Endurance, a component can be
removed from their armor that will
force them into suspended
animation. It would take a total

dispersal of atoms to destroy a
Celestial

Internal Limbo: The interior of a
Celestial appears to be a series of
vast chambers recreating weird
locations from throughout space.
These chambers are apparently
larger than the exterior shell of the
Celestial.

Invisibility: ~ (Telepathic): The
Celestials have the CL1000 ability to
make mortals ignore their presence.
In this way, the Celestials can work
undisturbed until their tasks are
done. At this point the Celestial
becomes visible.

Invulnerability: CL3000 rank
protection against physical or energy
attacks.

Self-Duplication: Each Celestial is
able to simultaneously coexistin a
number of widely separated
locations. Each body possesses
identical powers. This enables the
Celestials to perform their tasks on
several worlds simultaneously. No
two duplicates ever coexist in the
same region.

Telepathy: They possess CL 3000
rank Telepathy: this is used solely to
communicate with their fellow
Celestials. However, some ‘leakage’
occurs, allowing mortals to discern
the Celestial’s overall purpose.

True Flight: CL5000 rank

Internal Defenses: Each Celestial is
inhabited by a variety of defensive
organisms. These function like
anti-bodies to attack invaders

ROLE-PLAYING NOTES:

Eson is the first Celestial to visit a
planet. He arrives when life there
has yet to evolve into intelligence.



EXITAR

STATISTICS:

MN(75)

TY(6)

CL3000
CL3000
CL1000
CL1000
CL1000
Health: 6081  Str: 3000
Karma: 3000
Resources: CL3000
Popularity: N/A

Height: 20,000’ (approximately)

VT aAaAmMm®nrP

KNOWN POWERS:

Biophysical Control: The Celestials
have the CL1000 ability to alter
genetics and induce mutations,
whether overt or latent

Clairvoyance: CL1000 rank

Energy Control (all forms): CL2000
rank

Energy Emission (all forms): CL2000
Immortality: Celestials cannot be
slain. If reduced to 0O Health or
Endurance, a component can be
removed from their armor that will
force them into suspended
animation. It would take a total

dispersal of atoms to destroy a
Celestial

Force Field: CL3000 rank
Disintegration: CL5000

Lifeform Creation: CL5000

Internal Limbo: The interior of a
Celestial appears to be a series of
vast chambers recreating weird
locations from throughout space.
These chambers are apparently
larger than the Celestial’s outer shell
Invisibility:  (Telepathic): Celestials
have the CL1000 ability to make
mortals ignore their presence. In
this way, the Celestials can work
undisturbed until their tasks are
done. At this point, the Celestial
becomes visible.

Invulnerability: CL3000 protection
against physical or energy attacks.
Self-Duplication: Each Celestial is
able to simultaneously co-exist in a
number of widely separate locations.
Each body possesses identical

“oowers. This enables the Celestials

to perform their tasks on several
worlds at once. No two duplicates
ever coexist in the same region.
Telepathy: They possess CL3000
rank Telepathy: this is used solely to
communicate with their fellow
Celestials. However, some ‘leakage’
occurs, allowing mortals to discern
the Celestial’s overall purpose.

True Flight: CL5000 rank

ROLE-PLAYING NOTES:

Exitar is an enormous Celestial that
appears on a world if Arishem has
condemned it. After a short period to
gather his energies, Exitar acts.
First, he throws a force field around
the planet, then he exterminates the
condemned race. Once that is
accomplished, he cleanses the world
and rebuilds it in order that other life
may flourish there. Obviously,
Exitar's destructive power goes far
beyond the scope of any one planet
(as does all Celestials) and it may be
possible that he performs this
function on a much larger scale.
While Exitar appears to be the most
powerful known Celestial, he simply
acts as any other member of the
Host performing his specific function.

GAMMENON

STATISTICS:

MN(75)

TY(6)

CL3000
CL3000
CL1000
CL1000
CL1000
Health: 6081 Str: 2500
Karma: 3000
Resources: CL3000
Popularity: N/A

Height: 2000’ (approximately)
Weight: Unrevealed

VT AaAmM®nP»m

KNOWN POWERS:

Biophysical Control: The Celestials
have the CL1000 ability to alter
genetics and induce mutations,
whether overt or latent

Clairvoyance: CL1000 rank

Energy Control (all forms): CL2000
rank

Energy Emission (all forms): CL2000
Immortality: Celestials cannot be
slain. If reduced to 0 Health or
Endurance, a component can be



removed from their armor that will
force them into suspended
animation. It would take a total
dispersal of atoms to destroy a
Celestial

Internal Limbo: The interior of a
Celestial appears to be a series of
vast chambers recreating weird
locations from throughout space.
These chambers are apparently
larger than the exterior shell of the
Celestial.

Invisibility:  (Telepathic): Celestials
have the CL1000 ability to make
mortals ignore their presence. In
this way, the Celestials can work
undisturbed until their tasks are
done. At this point the Celestial
becomes visible.

Invulnerability: CL3000 rank
protection against physical or energy
attacks.

Self-Duplication: Each Celestial is
able to simultaneously co-exist in a
number of widely separated
locations. Each body possesses
identical powers. This enables the
Celestials to perform their tasks on
several worlds simultaneously. No
two duplicates ever coexist in the
same region.

Telepathy: They possess CL3000
rank Telepathy: this is used solely to
communicate with their fellow
Celestials. However, some ‘leakage’
occurs, allowing mortals to discern
the Celestial’s overall purpose.
True Flight: CL5000 rank

ROLE-PLAYING NOTES:
Gammenon has the CL1000 ability
to transform targets into ‘lifeseed-
capsules.” He stores these blocks
on the end of his rod. Living
organisms thus transformed remain
in suspended animation until the
capsule is retransformed into those
beings’ original shapes.

HARGEN

STATISTICS:

MN(75)

TY(6)

CL3000
CL3000
CL1000
CL1000
CL1000
Health: 6081  Str: 2500
Karma: 3000
Resources: CL3000
Popularity: N/A

Height: 2000’ (approximately)
Weight: Unrevealed

TTAMWwnP» ™

KNOWN POWERS:

Biophysical Control: The Celestials
have the CL1000 ability to alter
genetics and induce mutations,
whether overt or latent

Clairvoyance: CL1000 rank

Energy Control (all forms): CL2000
rank

Energy Emission (all forms): CL2000
Immortality: Celestials cannot be
slain. If reduced to 0 Health or
Endurance, a component can be
removed from their armor that will
force them into suspended

animation. It would take a total
dispersal of atoms to destroy a
Celestial

Internal Limbo: The interior of a
Celestial appears to be a series of
vast chambers recreating weird
locations from throughout space.
These chambers are apparently
larger than the exterior shell of the
Celestial.

Invisibility:  (Telepathic): Celestials
have the CL1000 ability to make
mortals ignore their presence. In
this way, the Celestials can work
undisturbed until their tasks are
done. At this point the Celestial
becomes visible.

Invulnerability: CL3000 rank
protection against physical or energy
attacks.

Self-Duplication: Each Celestial is
able to simultaneously co-exist in a
number of widely separated
locations. Each body possesses
identical powers. This enables the
Celestials to perform their tasks on
several worlds simultaneously. No
two duplicates ever coexist in the
same region.

Telepathy: They possess CL3000
rank Telepathy: this is used solely to
communicate with  their fellow
Celestials. However, some ‘leakage’
occurs, allowing mortals to discern
the Celestial's overall purpose.
True Flight: CL5000 rank

ROLE-PLAYING NOTES:

Hargen appears along with the rest
of the Celestial Host. Hargen
collects the data that Nezar uses to
determine the probable futures of
the lifeforms under examination.



JEMIAH

STATISTICS:

F MN(75)

A TY(6)

S CL3000

E CL3000

R CL1000

| CL1000

P CL1000
Health: 6081 Str: 2500
Karma: 3000

Resources: CL3000
Popularity: N/A

Height: 2000’ (approximately)
Weight: Unrevealed

KNOWN POWERS:

Biophysical Control: The Celestials
have the CL1000 ability to alter
genetics and induce mutations,
whether overt or latent

Clairvoyance: CL1000 rank

Energy Control (all forms): CL2000
rank

Energy Emission (all forms): CL2000
Immortality: Celestials cannot be
slain. If reduced to 0 Health or
Endurance, a component can be

removed from their armor that will
force them into suspended
animation. It would take a total
dispersal of atoms to destroy a
Celestial

Internal Limbo: The interior of a
Celestial appears to be a series of
vast chambers recreating weird
locations from throughout space.
These chambers are apparently
larger than the exterior shell of the
Celestial.

Invisibility:  (Telepathic): Celestials
have the CL1000 ability to make
mortals ignore their presence. In
this way, the Celestials can work
undisturbed until their tasks are
done. At this point the Celestial
becomes visible.

Invulnerability: CL3000 rank
protection against physical or energy
attacks.

Self-Duplication: Each Celestial is
able to simultaneously co-exist in a
number of widely separated
locations. Each body possesses
identical powers. This enables the
Celestials to perform their tasks on
several worlds simultaneously. No
two duplicates ever coexist in the
same region.

Telepathy: They possess CL3000
rank Telepathy: this is used solely to
communicate  with their fellow
Celestials. However, some ‘leakage’
occurs, allowing mortals to discern
the Celestial's overall purpose.
True Flight: CL5000 rank

ROLE-PLAYING NOTES:
Jemiah possesses the
ability to analyze every
aspect of a sample lifeform.
in concert with Gammenon.

CL3000
possible
He acts

NEZAR
STATISTICS:

F MN(75)
A TY(6)
S CL3000
E CL3000
R CL1000
| CL1000
P CL1000
Health: 6081 Str: 2500
Karma: 3000

Resources: CL3000
Popularity: N/A

Height: 2000’ (approximately)
Weight: Unrevealed

KNOWN POWERS:

Biophysical Control: The Celestials
have the CL1000 ability to alter
genetics and induce mutations,
whether overt or latent

Clairvoyance: CL1000 rank

Energy Control (all forms): CL2000
rank

Energy Emission (all forms): CL2000
Immortality: Celestials cannot be
slain. If reduced to 0 Health or
Endurance, a component can be



removed from their armor that will
force them into suspended
animation. It would take a total
dispersal of atoms to destroy a
Celestial

Internal Limbo: The interior of a
Celestial appears to be a series of
vast chambers recreating weird
locations from throughout space.
These chambers are apparently
larger than the exterior shell of the
Celestial.

Invisibility:  (Telepathic): Celestials
have the CL1000 ability to make
mortals ignore their presence. In
this way, the Celestials can work
undisturbed until their tasks are
done. At this point the Celestial
becomes visible.

Invulnerability: CL3000 rank
protection against physical or energy
attacks.

Self-Duplication: Each Celestial is
able to simultaneously co-exist in a
number of widely separated
locations. Each body possesses
identical powers. This enables the
Celestials to perform their tasks on
several worlds simultaneously. No
two duplicates ever coexist in the
same region.

Telepathy: They possess CL3000
rank Telepathy: this is used solely to
communicate with their fellow
Celestials. However, some ‘leakage’
occurs, allowing mortals to discern
the Celestial’s overall purpose.
True Flight. CL5000 rank

ROLE-PLAYING NOTES:
Nezar uses the data gathered by
Hargen to determine the probable

future of the lifeforms under
examination. He has CL5000
accuracy Nezar appears on a
selected planet along with

Gammenon and Hargen

ONE ABOVE ALL

STATISTICS:

MN(75)

TY(6)

CL3000
CL3000
CL1000
CL1000
CL1000
Health: 6081 Str: 2500
Karma: 3000
Resources: CL3000
Popularity: N/A

Height: 2000’ (approximately)
Weight: Unrevealed

TTAAMWwnP»

Eyes: Unrevealed (perhaps
inapplicable)
Hair: Unrevealed (perhaps
inapplicable)

KNOWN POWERS:

Biophysical Control: The Celestials
have the CL1000 ability to alter
genetics and induce mutations,
whether overt or latent

Clairvoyance: CL1000 rank

Energy Control (all forms): CL2000
rank

Energy Emission (all forms): CL2000
Immortality: Celestials cannot be
slain. If reduced to 0O Health or
Endurance, a component can be
removed from their armor that will
force them into suspended
animation. It would take a total
dispersal of atoms to destroy a
Celestial

Internal Limbo: The interior of a
Celestial appears to be a series of
vast chambers recreating weird
locations from throughout space.
These chambers are apparently
larger than the exterior shell of the
Celestial.

Invisibility: ~ (Telepathic): The
Celestials have the CL1000 ability to
make mortals ignore their presence.
In this way, the Celestials can work
undisturbed until their tasks are
done. At this point the Celestial
becomes visible.

Invulnerability: CL3000 rank
protection against physical or energy
attacks.

Self-Duplication: Each Celestial
is able to simultaneously
co-exist in a number of widely

separated locations. Each body
possesses identical powers. This
enables the Celestials to perform
their tasks on several worlds
simultaneously. No two duplicates
ever coexist in the same region.

Telepathy: They possess CL3000
rank Telepathy: this is used solely to
communicate  with their fellow
Celestials. However, some ‘leakage’

occurs, allowing mortals to
discern the Celestial's overall
purpose.

True Flight: CL5000 rank
ROLE-PLAYING NOTES:

This Celestial acts as the

coordinator for the rest of the Host.
He remains in their base ship while
the rest of the Host roam the planet
below.



STATISTICS:

F
A
S
E
R
I

P

MN(75)

TY(6)

CL3000
CL3000
CL1000
CL1000
CL1000
Health: 6081 Str: 2500
Karma: 3000
Resources: CL3000
Popularity: N/A

Height: 2000’ (approximately)
Weight: Unrevealed

KNOWN POWERS:

Biophysical Control: The Celestials
have the CL1000 ability to alter
genetics and induce mutations,
whether overt or latent

Clairvoyance: CL1000 rank

Energy Control (all forms): CL2000
rank

Energy Emission (all forms): CL2000
Immortality: Celestials cannot be
slain. If reduced to 0 Health or
Endurance, a component can be

removed from their armor that will
force them into suspended
animation. It would take a total
dispersal of atoms to destroy a
Celestial

Internal Limbo: The interior of a
Celestial appears to be a series of
vast chambers recreating weird
locations from throughout space.
These chambers are apparently
larger than the exterior shell of the
Celestial.

Invisibility:  (Telepathic): Celestials
have the CL1000 ability to make
mortals ignore their presence. In
this way, the Celestials can work
undisturbed until their tasks are
done. At this point the Celestial
becomes visible.

Invulnerability: CL3000 rank
protection against physical or energy
attacks.

Self-Duplication: Each Celestial is
able to simultaneously co-exist in a
number of widely separated
locations. Each body possesses
identical powers. This enables the
Celestials to perform their tasks on
several worlds simultaneously. No
two duplicates ever coexist in the
same region.

Telepathy: They possess CL3000
rank Telepathy: this is used solely to
communicate  with their fellow
Celestials. However, some ‘leakage’
occurs, allowing mortals to discern
the Celestial's overall purpose.
True Flight: CL5000 rank

ROLE-PLAYING NOTES:

Oneg appears along with the rest of
the Celestial Host. He explores the
actual planet rather than the
lifeforms there.

TEFRAL

STATISTICS:

MN(75)

TY(6)

CL3000
CL3000
CL1000
CL1000
CL1000
Health: 6081 Str: 2500
Karma: 3000
Resources: CL3000
Popularity: N/A

Height: 2000’ (approximately)
Weight: Unrevealed

VT AaAmM®nP»m

KNOWN POWERS:

Biophysical Control: The Celestials
have the CL1000 ability to alter
genetics and induce mutations,
whether overt or latent

Clairvoyance: CL1000 rank

Energy Control (all forms): CL2000
rank

Energy Emission (all forms): CL2000
Immortality: Celestials cannot be
slain. If reduced to 0 Health or
Endurance, a component can be



removed from their armor that will
force them into suspended
animation. It would take a total
dispersal of atoms to destroy a
Celestial

Internal Limbo: The interior of a
Celestial appears to be a series of
vast chambers recreating weird
locations from throughout space.
These chambers are apparently
larger than the exterior shell of the
Celestial.

Invisibility:  (Telepathic): Celestials
have the CL1000 ability to make
mortals ignore their presence. In
this way, the Celestials can work
undisturbed until their tasks are
done. At this point the Celestial
becomes visible.

Invulnerability: CL3000 rank
protection against physical or energy
attacks.

Self-Duplication: Each Celestial is
able to simultaneously co-exist in a
number of widely separated
locations. Each body possesses
identical powers. This enables the
Celestials to perform their tasks on
several worlds simultaneously. No
two duplicates ever coexist in the
same region.

Telepathy: They possess CL3000
rank Telepathy: this is used solely to
communicate with their fellow
Celestials. However, some ‘leakage’
occurs, allowing mortals to discern
the Celestial’s overall purpose.
True Flight: CL5000 rank

ROLE-PLAYING NOTES:
Tefral appears along with the rest of
the Celestial Host. He studies the
surface features of the planet under
examination, including the structures
built by the dominant race.

ZIRAN

STATISTICS:

F
A
S
E
R
|

P

MN(75)

TY(6)

CL3000
CL3000
CL1000
CL1000
CL1000
Health: 6081 Str: 2500
Karma: 3000
Resources: CL3000
Popularity: N/A

Height: 2000’ (approximately)
Weight: Unrevealed

KNOWN POWERS:

Biophysical Control: The Celestials
have the CL1000 ability to alter
genetics and induce mutations,
whether overt or latent

Clairvoyance: CL1000 rank

Energy Control (all forms): CL2000
rank

Energy Emission (all forms): CL2000
Immortality: Celestials cannot be
slain. If reduced to 0 Health or
Endurance, a component can be

removed from their armor that will
force them into suspended
animation. It would take a total
dispersal of atoms to destroy a
Celestial

Internal Limbo: The interior of a
Celestial appears to be a series of
vast chambers recreating weird
locations from throughout space.
These chambers are apparently
larger than the exterior shell of the
Celestial.

Invisibility:  (Telepathic): Celestials
have the CL1000 ability to make
mortals ignore their presence. In
this way, the Celestials can work
undisturbed until their tasks are
done. At this point the Celestial
becomes visible.

Invulnerability: CL3000 rank
protection against physical or energy
attacks.

Self-Duplication: Each Celestial is
able to simultaneously co-exist in a
number of widely separated
locations. Each body possesses
identical powers. This enables the
Celestials to perform their tasks on
several worlds simultaneously. No
two duplicates ever coexist in the
same region.

Telepathy: They possess CL3000
rank Telepathy: this is used solely to
communicate with their fellow
Celestials. However, some ‘leakage’
occurs, allowing mortals to discern
the Celestial’s overall purpose.
True Flight: CL5000 rank

ROLE-PLAYING NOTES:

Ziran appears along with the rest of
the Celestial Host. He studies the
actions of the chosen race,
especially their reaction the
Celestials presence.

to



STATISTICS:

RM(30)
GD(10)
IN(30)
MN(75)
FB(2)

FB(2)

TY(6)
Health: 170 Str: 30
Karma: 10
Resources: Not Applicable
Popularity: -10
Height: 10’ (average)
Length: 20’ (average)
Weight: 1 ton

Eyes: Yellow

Hair: None

TTAAmMwnP>m

BACKGROUND

Real Name: Not Applicable -
Ceratosaurus nasicornis is the
genus-species name

Occupation: Top Predator,
occasionally giant rampaging
monster

Legal Status: Inapplicable

Identity: Inapplicable

Place of Birth: North America
Marital Status: Inapplicable

Base of Operations: Pre-historic
North America, although the species
exists in isolated pockets throughout
the world. Mobile

Present Group Affiliation: None.
Occasionally runs in packs.

KNOWN POWERS:
Body Armor: Good protection
against Physical and Energy attacks.

Claws: Excellent edged damage ROLE-PLAYING NOTES:

Teeth: Remarkable edged damage.  Big-flesh-eating monster that will
Tail: Incredible blunt damage chase you and eat you — not much
Stomp: Incredible blunt damage more than that.

Tracking: Amazing



HISTORY:

Ceratosaurus was the most primitive
group of large theropods, with thick,
yet flat ribs, and four-fingered hands.
although this species was smaller
than Allosaurus, it has a relatively
large head and big teeth.

This famous dinosaur is known for

its nose horn. The horn was not a
hunting weapon, but some speculate
it was used for inter-species head-
butting.

Ceratosaurs survived all the way to
the end of the Dinosaurs, ruling the
southern continent in the form of
Carnotaurus.

NOTE: Scientist have found
ceratosaur-teeth from an unknown
species measuring six inches long,
throwing another possible contender
in the pot of world's largest meat-
eater. Six inches are as long as the
type-specimen of T. rex.



STATISTICS:

F UN(100)
A MN(75)
S ShX(150)
E ShX(150)
R GD(10)

| EX(20)

P EX(20)
Health: 485 Str: 150/500
Karma: 50
Resources: UN
Popularity: 0
Height: 9'2”

Weight: 2050 Ibs.

Eyes: Silver (no visible pupils or
irises)

Hair: Red

BACKGROUND

Real Name: Tryco Slatterus
Occupation: Warrior

Legal Status: Unknown

Identity: The Champion’s existence
is not known to the general public
Place of Birth: The Ancrindo
Nebula, in the direction of the
Magellanic Clouds

Marital Status: Unknown, presumed
single

Known Relatives: All the bipeds of
the Thundrax, Baccan, and Velabian
solar systems are his offspring.

Base of Operations: Mobile
throughout the universe
Present Group Affiliation: The

Elders of the Universe

KNOWN POWERS:

Immortality: Champion can never die
Telepathy: Amazing rank

True Invulnerability: Amazing rank
Teleportation: CL1000 rank

Strength Boost: When angry, the
Champion will subconsciously draw
upon the ‘Power Primordial,” the
energy released by the Big Bang, to
increase his Strength +1CS per
round up to a maximum of Shift Z.
When Champion formerly
possessed the Power Infinity Gem
he could push his Strength past Shift
Z to CL1000 and higher with a red
Psyche FEAT.

Limitations: The Champion has
strong psychological inhibitions

against killing; thus, although he had
not lost in 50,000 matches he was
defeated when he tried to kill the
Silver Surfer.

TALENTS:
The Champion has all forms of
Martial Arts and Wrestling skills

ROLE-PLAYING NOTES:

The Champion’s obsession is hand-
to-hand combat and his immortal
existence has been dedicated to
pitting his skills against others.

Conversely, as the Champion’s
particular obsession demands fair
and formalized competition, with
established rules, he has strong
inhibitions against killing



HISTORY:

As with all Elders of the universe,
the Champion’s origin is lost in the
earliest history of the cosmos. He is
the survivor of an early intelligent
race that evolved in one of the first
galaxies to form after the Big Bang.
Although his race perished and his
native galaxy died as the ages
passed, the Champion escaped the
fate of his species and fled to other
parts of the universe. As one of the
few survivors of the earliest period of
the universe, the Champion feels a
close kinship with the other Elders.
The Champion has devoted his life
to contests of physical fighting
prowess. His minions scour the
universe in search of opponents.
When they find an opponent worth of
the Champion’s attention, they
summon that opponent to the
Champion’s spaceship for training.
Usually, the Champion holds the
contest on the opponent’s planet —

promoting spectator attendance in
accordance with local custom. To
force opponents to participate, he
often threatens destruction of the
being’s home planet.

The Champion held such a contest
on Earth, where he fought Thor,
Sasquatch, Colossus, Wonder Man,
and the Thing in a boxing contest.
Each hero, with the exception of the
Thing, lasted less than a round.
Despite suffering a severe beating,
the Thing lasted three rounds,
prompting the Champion to spare
the Earth.

The Champion also allied with the
other Elders of the Universe in their
plot to destroy the World Devourer,
Galactus. During this conflict, the
Champion fell to the Silver Surfer's
cosmic energy beams. As a victory
privilege, the Champion revealed the
existence of the Elder’s plan, despite
the fact that his original intention had
been to kill the Surfer in order to

prevent him from learning of the plot.
The conflict with Galactus also
provided the Champion with the
Power Infinity Gem, from which the
Champion began to unconsciously
draw strength until it was stolen by
Thanos of Titan. Belatedly realizing
the Gem’s potential, and now having
become dependant upon it, the
Champion eventually recovered the

Power  Gem, becoming an
unstoppable juggernaut.
Unfortunately, the Champion’s

addiction to the Power Gem had
caused his natural abilites to
deteriorate and he was defeated by
the She-Hulk when he agreed to
fight her without the Gem. As the
conditions of their contest dictated
that the Champion no longer use the
performance-enhancing Power
Gem, the Champion has presumably
resumed traditional training
methods, and has most likely
brought himself back up to top form.



STATISTICS:

EX(20)
GD(10)
RM(30)
IN(40)
GD(10)
TY(6)
GD(10)
Health: 100  Str: 27
Karma: 26
Resources: IN(40)
Popularity: GD (Amazing among
Wookies)

Height: 8

Weight: 450 Ibs

Eyes: Brown

Hair: Brown

TTAAmMwnP>m

BACKGROUND

Real Name: Chewbacca
Occupation:  Adventurer,
Rebel Freedom Fighter
Legal Status: Wanted for treason
by the Galactic Empire

Identity: Publicly known

Place of Birth: Hills of Cimmeria
Marital Status: Married

Known Relatives: None

Base of Operations: Mobile
Present Group Affiliation: Partner
of Han Solo, allies with Luke
Skywalker, Princess Leia and the
Rebel Alliance

Pilot,

KNOWN POWERS:

Chewbacca has no superhuman
powers although Wookies are much
more powerful than human, giving

him the above stats and the
following abilities:
Enhanced Senses: Excellent

Hearing, Scent, and Eyesight
Cold Immunity: Chewie’s thick pelt
gives him Good protection from cold.

Talents: Chewbacca is an
experienced Pilot, and an expert
(+2CS to Reason) on Engine and
Hyper-space repair. Chewbacca
also has Climbing, and Weapons
skills. He understands most space
languages, although his limited to
his own guttural language for
speech.

EQUIPMENT:

Laser Rifle: Chewbacca’s Laser Rifle
does Amazing Energy damage
Laser Bow-Caster: Chewbacca’s
weapon of choice is his Laser Bow-
Caster whose bolts strike for
Incredible Energy damage. Chewie
is +1CS to hit with the Laser Bow-
Caster

ROLE-PLAYING NOTES:



HISTORY:



STATISTICS:

EX(20)
EX(20)
IN(40)
AM(50)
TY(6)
AM(50)
AM(50)
Health: 130 Str: 35
Karma: 106
Resources: Inapplicable
Popularity: -10
Length: 17°6”

Weight: 3510 Ibs.
Color: Autumn red

VT AaAmMm»nrP

BACKGROUND
Real Name: 1958 Model Plymouth
Fury sedan

Occupation: Inapplicable

Legal Status: Inapplicable

Identity: Publicly known

Place of Birth: Detroit, Michigan
Marital Status: Inapplicable

Known Relatives: Inapplicable
Base of Operations: Libertyville,
Pennsylvania

Present Group Affiliation: None

KNOWN POWERS:

Demonic Possession: The demonic
force that possesses Christine draws
its strength from the devotion of

its’her owner. Apparently, a
feminine presence, Christine
possesses only males, and will act
insanely jealous of females. If

Christine makes a successful red
Psyche FEAT against the victim’s
Psyche, the demon begins to slowly
feed upon their Karma score,
leeching a slow-bleed of two points
of Karma from the victim per week.
During this time, the victim will treat
the car as if it was a woman he
loves, aggressively defending her,
even from friends and loved ones.
The victim may attempt their own
red Psyche FEAT to escape the
possession, but once the demon
absorbs all of the victim’s Karma, the
victim is completely possessed, will
act solely as her agent, and will die
before leaving her.

*Regeneration: Christine has

Excellent Regeneration abilities that ROLE-PLAYING NOTES:

apply one lost point of Health for
every tenth of a mile she drives. If
damaged beyond the ability to drive
this ability is reduced to Feeble and
1 point of Health every six months.
This rate can increase if the demon
possesses a new victim.
*Hyper-Speed: Incredible Speed
*Traction: Excellent ability
maintain traction

*Independent Will: Besides driving
herself, Christine will jealously and
violently protect her owner against
any affront or danger. If her owner
is angered or hurt by anyone, it
requires a conscious red Psyche
FEAT on the part of her owner to
prevent Christine from exacting
revenge.

Body Armor: Christine’s metal frame
gives her Good protection from all
Physical attacks.

to



HISTORY:

Christine was a red and white, 1957
Plymouth  Fury, discovered by
perpetual teen-aged loser, Arnie
Cunningham, a mechanical wizard
who falls in love with the old wreck
of a car, and buys it from it’s creepy,
grungy old owner, Despite the
vigorous protests of his controlling
parents, and the concerned advice
of his one and only friend — a
popular football player named,
Dennis — Arnie plunges obsessively
into the restoration of the old
Plymouth. Over the following
weeks, Dennis becomes more and
more concerned as Arnie begins
treating the car more and more like a
person. Moreover, the normally shy
inoffensive Arnie begins to more and
more resemble the personality of the
previous owner — a mean old
bastard named LeBay — who Dennis
discovers had died almost
immediately upon selling Arnie his
car — a man with an unsavory past.
Arnie’s morphing personality sent

several events into motion — first the
deteriorating relationship with his
parents, aggravating a situation with
a group of former bullies, and —
perhaps most  significantly —
attracting the attention and affection
of Leigh Cabot — the prettiest girl in
school — who Dennis also has a
reluctant crush on. But Dennis is
taken out of the equation, after
breaking his leg in a game, and
being bedridden for the next several
weeks.

Throughout it all, the restoration of
Christine continues until, in
seemingly impossible short order,
the old Fury is restored to a near-
showpiece — until the group of
bullies — led by the thuggish Buddy
Repperton — trash the car to junk...
and that’s when people begin dying.
Within weeks of the vandalism,
all three of the hoodlums
involved are killed in vicious,
murderous, hit and runs — leaving
red paint chips in their skin. And
during this same period, Christine is

miraculously restored as good as
new — including the lack of damage
from any possible hit and run. Arnie
is also confirmed by police to have
airtight alibis for the nights of the
crimes, and therefore couldn’'t be
involved — unless Christine was
driving herself. Arnie’s  friend
Dennis, fresh out of the hospital and
hobbled on crutches, suspects the
truth — as does Arnie’s now-ex-
girlfriend, Leigh Cabot — and the two
set about plotting the destruction of
Christine — as well as succumbing to
feelings for each other — an affair
that is soon discovered by Arnie,
instigating a final showdown with
Christine at a secluded local garage,
whereupon Leigh and Dennis
manage to crush Christine to scrap
with a giant sewage disposal truck.
Arnie is also killed — in a car wreck
with is mother, in the book,
struggling with the spirit of LeBay —
dying in Christine’s driver's seat in
the film by John Carpenter.



STATISTICS:

F GD(10)

A GD(10)

S TY(6)

E EX(20)

R RM(30)

| IN(40)

P IN(40)

Health: 40 Str: 5
Karma: 110

Resources: UN

Popularity: -10

Height: 5’6"

Weight: 118 Ibs.

Eyes: Blue

Hair: Red (occasionally purple)

BACKGROUND

Real Name: Circe

Occupation: Sorceress

Legal Status: None

Identity: Publicly known, although
most of the general public believes
her to be a mythological character
Place of Birth: Unrevealed

Marital Status: Single

Known Relatives: Hyperion
(father), Perseis (mother), Lyta
(daughter), unnamed husband
(deceased)

Base of Operations: Mobile

Present Group Affiliation: The
Injustice Gang

KNOWN POWERS:

Magic Manipulation: ~ Circe is a

sorceress with the Unearthly ability
to manipulate magical energies.
She may duplicate any number of
powers but some of her more
common power stunts involve the
beguiling of men (who may resist
with an Amazing Psyche FEAT), and
once the beguilement has been.
Accomplished, transforming them
into animals. Neither of these
abilities works on women

ROLE-PLAYING NOTES:

Circe is obsessed with preventing
Hecate’s prophecy from coming true,
and also with destroying Wonder
Woman (whom she believes is
connected to the prophecy

Perhaps the only person Circe cares
for is her daughter, Lyta



HISTORY:

A devoted priestess of Hecate, Circe
was chosen as the vessel for her
soul when the goddess began to
fade into obscurity and chose to
leave the realm of gods and mortals
behind, although she also left a
cryptic prophecy that she would one
day come to reclaim what she had
given. Now a godlike sorceress,
Circe developed a habit of turning
men into animals or animal hybrids
known as “bestiamorphs.” Circe
hated the Amazons’ philosophy of
peace, and influenced Ariadne to kill
Queen Hippolyta’s sister Antiope
following the split between the
Amazons over vengeance against
Heracles. Circe dwelled for millennia
on the Greek island of Aeaea,
served by an ancestral cult of her
bestiamorphs. When Wonder
Woman visited Greece, Circe
believed Hecate’s prophecy was

coming to pass and the Amazon
would claim the goddess’ soul from
her, robbing her of her
immortality. She attempted to
destroy Wonder Woman to prevent
this, but failed. Since then, Circe has
been a foe of the Amazon Princess.
She has provoked war among the
different pantheons of gods and
forged alliances with others - such
as Diana’s enemy the Cheetah - to
gain revenge. She took the lost
Amazon tribe of Bana Mighdall and
used them to cause strife on
Themyscira. She even cast a spell
on New York City transforming all
male superheroes into bestia-
morphs, but Wonder Woman and an
alliance of super heroines defeated
her. Perhaps her most cunning
scheme was posing for a time as
Diana’s friend Donna Milton, using
magic to conceal her identity,
making her believe she truly was

Donna Milton, thus fooling Wonder
Woman’s Lasso of Truth. She
proved too clever for her own good,
however. Her Donna Milton persona
came to care for Diana as a friend
and was able to use Circe’s powers
to save Wonder Woman from her
enemies before Circe was forced to
abandon the guise and her scheme.
She has continued to empower
Diana’s enemies and seek means of
humbling and destroying Wonder
Woman to ensure Hecate’s
prophecy never comes to pass.
Circe is a powerful sorceress, as her
Magic Array demonstrates. She’s
capable of virtually any other spell
as a power stunt (given some extra
effort) and often employs magical
rituals as well. With her Expertise,
she can routinely come up with
rituals with 18 power points of
effect, more with some time and
effort



STATISTICS:

F AM(50)

A TY(6)

S ShY(200)

E ShY(300)

R FB(2)

| FB(2)

P FB(2)

Health: 560 Str: 200
Karma: 6

Resources: N/A
Popularity: -50

Height: 400’ (estimated)
Length: 1000’ (estimated)
Weight: Unrevealed
Eyes: Yellow

Hair: None

BACKGROUND

Real Name: Unrevealed
Occupation: Giant monster

Legal Status: Inapplicable

Identity: Known to the general
public

Place of Birth: Unrevealed, possibl
extra-terrestrial

Marital Status: Not applicable
Known Relatives: None
Base of Operations:
City, New York

Present Group Affiliation: None

KNOWN POWERS:

Body Armor: The Cloverfield
Monster's  thick hide provides
Unearthly (100) protection from

Physical and Energy attacks.
Growth: Shift Z.  The Cloverfield
Monster is +4CS to be hit and —4CS
to hit unless facing similar-sized
opponents. Against smaller targets it
may cause Shift Z damage when
attacking

Water-Freedom

Claws: Shift Y Edged damage

Teeth: Shift Y Edged damage
Stomp: Shift Y Blunt damage. The
Cloverfield Monster is primarily
quadrupial (like a gorilla), and thus
may stamp with all four limbs. The
creature may stomp with two feet
together and cause Shift Z damage.
Hyper-swimming: Remarkable

Tail: The Cloverfield Monster’s tail
may strike for Shift Z damage.

New York .

Lice:

Parasitical The Cloverfield
monster's scales are crawling with
dog-sized, lice, that are armed with
claws and mandibles that do Typical
Edged damage. When these giant,
parasitical arthropods, bite a victim,
they are actually planting eggs in the
Host's body. The larva burst free
within hours — in the case of human-
sized hosts, the victim explodes from
Remarkable Edged damage from
within, when the larvae hatch. The
Cloverfield Monster’'s size renders it
immune to any damage from its
infestation  with these lice-like
creatures

ROLE-PLAYING NOTES:

It was never specifically explained
but the Cloverfield Monster’s
rampage was suggested to be a
newborn looking for its mother. A
reverse Gorgo, so to speak.



HISTORY: quickly to the size of a skyscraper, Island was sacrificed in an all out air-
In 2008, New York was attacked by the monster attacked the city. The strike, although it is unclear whether
an entirely new giant monster — creature’s rampage was recorded for this attack killed the monster or just
apparently an alien creature that posterity by a video camera found in caused it to retreat. In the wake of
arrived on Earth in the form (or on the wreckage near Central Park. ‘Zilla’, Cloverfield was one of the first
the back of) a meteorite that landed Munitions proved ineffective against American Kaiju

in the Hudson River. Growing the monster and all of Manhattan



STATISTICS:

EX(20)
GD(10)
MN(75)
AM(50)
GD(10)
TY(6)

EX(20)
Health: 155 Str: 70
Karma: 36
Resources: PR
Popularity: 10
Height: 6’6" (7'5")
Weight: 250 Ibs. (500 Ibs.)
Eyes: Blue (Silver)

VT AaAmMm»nrP

Hair: Black

BACKGROUND

Real Name: Piotr (Peter)
Nikolaievitch Rasputin

Occupation:  Adventurer, artist,

student, superintendent, farmer
Legal Status: Citizen of Russia with
no criminal record

Identity: Secret

Place of Birth: Ust-Ordynski
Collective, near Lake Baikal, Siberia,
Russia

Marital Status: Single
Known Relatives:
Alexandra  (parents,
llyana (Magik, sister),
(brother, deceased)

Base of Operations: X-Men
Mansion, Westchester County, NY
Present Group Affiliation: X-Men,
formerly Excalibur, Acolytes

Nikolai and
deceased),
Mikhail

KNOWN POWERS:

Alter Ego: Colossus is a mutant with
the superhuman ability to convert
the tissue of his entire body into an
organic steel-like substance,
granting him superhuman strength
and a high degree of resistance to
bodily harm. This substance,
resembling ‘organic steel,’ is of
unknown composition but appears to
be analogous to both osmium and
carbon steel. He is able to transform
into this armor-like state at will (the
process is virtually instantaneous)
and remain in that form for an as yet
undetermined amount of time. Once
in his armored form, he remains

in it until he consciously wills himself
back to normal. If he is rendered
unconscious, however, he
spontaneously reverts to his normal
form. While in his armored state,
colossus possesses the same
degree of mobility that he does | his
normal form.

The process by which Colossus
transforms himself to armored form
and back again (including his gain of
additional mass from an unknown,
perhaps extra-dimensional source)
remains unknown. Colossus cannot
become partially or selectively
armored: his body is either entirely
converted or not. Even his eyes
become steel-like: his eyeballs can

withstand and deflect the impact of a
.45 caliber bullet.

Colossus is in unusually fine
physical health, permitting the
transition back and forth from his
normal organic flesh state to his
armored form to occur with minimal
stress on his system.

Body Armor: In his armored form,
Colossus is highly resistant to most
forms of bodily harm. His armor is
capable of withstanding Amazing
ballistic penetration, including that of
a 110 millimeter Howitzer shell. He
could survive a collision with a
loaded, one-ton flatbed truck at 100
miles per hour, or an explosion of
450 pounds of TNT.



Colossus can survive Monstrous ROLE-PLAYING NOTES:

extremes of temperature,

ranging As

a

mutant,

Colossus

has

from 70 degrees Fahrenheit above experienced his share of anti-mutant

absolute zero (-390 degrees F) to hatred and bigotry.

approximately 9000 degrees F.
However, it is theorized that above
the latter temperature, his armored
form would begin to melt.

Colossus’ armored form cannot rust
under normal Earth conditions, and it
has Excellent resistance to any type
of corrosive substance (like acid). In
addition, Colossus has Remarkable
resistance to electrical damage or
attacks while in his armored form.
Self-Sustenance: Colossus has
exhibited a minimal or nonexistent
need to breathe while in his armored
state. However, it is believed that
He could not survive for long in a
vacuum.

HISTORY:

When the original X-Men
mysteriously disappeared, Professor
X recruited several mutants find
them. This new team included
Nightcrawler, Storm, Wolverine, and
a young Russian named Peter
Rasputin. Peter had grown up on a
Soviet collective farm and used his
powers to aid the group. Once the
original X-Men had been located,
however, Peter decided to stay in
the United States and serve with
them.

Colossus’ steel body and strength
hide a gentle soul. Despite his
fighting ability, Peter was once the
X-Men most dedicated to Professor
Xavier's peaceful dream of
mutant/human coexistence. His
ideals were shattered by violent
events, including his own death and
resurrection in battle against the
Adversary, the apparent death of his
sister, lllyana Rasputin (the New
Mutant code-named Magik), and the
murder of his parents. He left the X-
Men and joined Magneto and his
Acolytes for a while, turning to
Magneto’'s stance of a more
‘aggressive defense’ for mutantkind.
Colossus eventually left the Acolytes
when they proved to be more
interested in violence and
domination than an accord with
humankind.

Colossus joined Excalibur and has
renewed his dedication to peaceful
solutions with the aid of longtime
friends, Nightcrawler and
Shadowcat. He recently returned to
the X-Men with the two of them.



STATISTICS:

AM(50)
RM(30)
EX(20)
RM(30)
EX(20)
IN(40)
IN(40)
Health: 130
Karma: 100
Resources: GD (AM as King)
Popularity: 20 (50 as King)

VT AaAmMm»nrP

Str: 18

Height: 6’6"

Weight: 240 Ibs

Eyes: Blue

Hair: Black

BACKGROUND

Real Name: Conan

Occupation: King of Aquilonia,

Thief, Adventurer, Mercenary, Pit-
Fighter

Legal Status: King of Aquilonia,
Thief in multiple territories

Identity: Known to the general
public of his era

Place of Birth: Hills of Cimmeria
Marital Status: Married

Known Relatives: Zenobia (wife),
Conn (son)

Base of Operations:
Aquilonia, Hyperboria
Present Group Affiliation: King of
Aquilonia

Cimmeria,

KNOWN POWERS:

Conan has no superhuman powers;
his abilities all derive from skill and
his natural strength and endurance.

Talents: Weapons Specialist
(Sword), all Martial Arts and Thrown
Weapons talents, Axes, Brawling,

Climbing, Wrestling, Archery,
Equestrian, Thievery, Military
Strategist.

EQUIPMENT:

Sword: Conan’s Broadsword is
made of Remarkable Strength
material and does +1CS Edged

damage, up to Remarkable

Battle Ax: Conan’s battle-ax does
Excellent Edged damage, and is
made of Excellent Strength material

Dagger: Conan is rarely without a
dagger, usually of at least Excellent
material Strength, that does Good
Edged damage. Conan may throw
this dagger up to one area.

Chain Mail: Conan will occasionally
wear Chain Mail Armor that provides
Excellent protection from Physical
and Edged attacks, Conan also
sometimes will wear a helmet that
provides Excellent protection to his
head.

ROLE-PLAYING NOTES:
Conan is the archetype of the sword

and sorcery hero — a mightily-
muscled, fearless, adventurous,
rogue, dedicated to immediate

gratification and pleasure, Conan
enjoys battle as much as he enjoys

the pleasures of women and
indulges in both as much as
possible. He is capable of

unequaled acts of heroism, although
his first motive is usually self-



interest. He is loyal to trusted
friends, but his smoldering temper
and dangerous mercenary lifestyle
make these few and far between.
As King Conan, he ruled with the
simple and honest justice of a
barbarian warrior.

HISTORY:

Conan the Barbarian was born into a
clan claiming an area in the
northwest of  Cimmeria. His
grandfather was a member of a
southern tribe who fled from his own
people because of a blood-feud, and
after long wanderings, took refuge
with the people of the north. Conan
himself was born on the battlefield,
during a fight between his tribe and
a horde of raiding Vanir. There is no
record to show when he got his first
sight of civilized people - however, at
the age of 15, he received his
baptism of blood at the siege of the
border city of Venarium, between
Gunderland and Cimmeria. At that
time, though he was far from having
attained his full growth, Conan stood
six feet tall and weighed 180
pounds. After the siege of Venarium,
he returned to his tribe and spent

some months with a band of the
Aesir, fighting with the Vanir and the
Hyperboreans. Captured by the
Hyperboreans, he escaped and
made his way south into the thief-
city of Zamora. At this time, he was
about 17. Green to civilization, and
utterly lawless by nature, he found
the most congenial life that of a
professional thief in Zamora and
later in the small city-states to the
west of that exotic kingdom. Taking
service in one of these nameless
states with the harried Prince Murilo,
he had a taste of fighting as a
profession and, being tired of the
decadent life of a thief, he set out to
explore the rest of the civilized
world, with an eye to making it his
oyster... an ambition that saw fruit
when he eventually seized the
throne of Aquilonia, becoming a king
by his own hand



STATISTICS:

F N/A

A N/A

S N/A

E N/A

R N/A

| N/A

P CL1000
Health: N/A Str: N/A
Karma: 1000
Resources: CL1000
Popularity: 0

Height: About 3” (average)
Weight: About 8 oz.

Eyes: Inapplicable

Hair: Inapplicable

BACKGROUND

Real Name: Cosmic Cube
Occupation: Inapplicable
Legal Status: Inapplicable
Identity: Inapplicable
Place of Creation: Cubic Dimension
Marital Status: Inapplicable
Known Relatives: Beyonders
(Creators), Kosmos, Shaper of
Worlds (Cube Beings, siblings)
Base of Operations: N/A
Present Group Affiliation:
Inapplicable

KNOWN POWERS:
Reality Manipulation: The Cosmic
Cube provides its wielder with the
ability to restructure a section of its
surroundings into whatever shape
and nature they desire. This power
is limited to twice the wielder’s
Psyche score, up to Class 1000

The Cosmic  Cube’s Reality
Manipulation initially affects a single
area but the zone of effect increases
by 1 area per turn.

The maximum area of effect is up to
a solar system. The effect lasts for
two years.

In truth, the restructured area is
actually a pocket dimension that
overlaps the real, unaffected area.
Everything within the immediate
vicinity is transferred to this pocket
dimension and remains there until
the effect ends. As the zone widens,
more beings are transported into this
pocket universe. Beings already

within this region perceive it to be

infinite. If they wander beyond the
Cube’s area of effect, they are
automatically transported to the
parallel dimension that most
resembles the pocket universe.
When the effect ends, all beings
affected by the Cube’s power are
safely transported back to their
home reality, in locations relative to
their previous locations within the
pocket dimension.

By using the Cosmic Cube’s power
directly on themselves, a wielder
may use any power they choose,
similarly limited to twice their Psyche
score up to CL1000 rank. The
effects of these powers only exist
within the current pocket dimension.
Invulnerability: A Cosmic Cube is
formed of Amazing Strength
material. If it should be destroyed,

all of its effects are instantaneously
nullified. At the Judge’s discretion,
there is also a 1 in 10 chance of
CL1000 random effects to the
surrounding reality.

NOTE: Limiting a Cube’ powers to
twice the wielder’s Psyche
represents the self-imposed
restrictions of the pre-sentient Cube
itself. In certain cases, these
restrictions can be superceded; Dr.
Doom used a mechanical device to
suppress the Cube’s restrictions
when he used the Cube to steal the
power of Galactus. (a FEAT roll
against Galactus’ Endurance, which
had dropped to CL1000 due to his
Hunger).

The being known as ‘the Goddess’
once utilized a ‘Universal Will' to
overturn the combined restrictions of
thirty Cosmic Cubes, forming a



‘Cosmic Egg’ capable of CL5000-
level FEATS. Such high-end FEATs
are restricted to a single action and
require a Power/Psyche FEAT
against CL1000 intensity
The Goddess’ evil counterpart, the
‘Magus’ once combined five Cubes
together, raising their abilities up to
CL3000.

ROLE-PLAYING NOTES:

Cosmic Cubes are pre-sentient, with
certain  self-imposed limitations
(subject to the GM’s judgment), as
well as limited by the wielder's own
psyche

HISTORY:

A Cosmic Cube is a vastly powerful
artifact capable of altering reality in
response to the wishes of the being
who wields it. A Cosmic Cube is
created by forming a
‘metasingularity’, or gray hole, that
serves as an opening to the
‘Dimension of the Beyonders’ -
godlike beings who dwell in a
dimension adjacent to the Negative
Zone. When the gray hole is
opened, an unknown ‘X-Element’
seeps from this alternate dimension
into this one, and is stored in a

perfect cube of force, designed
specifically to contain it - Cosmic
Containment Units, or ‘Cosmic

Cubes'.

In truth, these Cubes are actually
eggs that eventually hatch into
cosmic beings capable of
manipulating reality, (See entries for:
Shaper of Worlds and Kubik). Until
it matures, however, a Cosmic Cube
is a weapon of vast potential. The
limits of a Cube’s power are not
clearly defined although they are
theoretically limited only by the
psyche of its wielder. While a
Cube’s maximum range of effect is
generally thought to be roughly
equivalent to a solar system, they
have been used to overcome (or at
least usurp the power of) even
beings as powerful as Galactus and
Eternity.

The true potential of the Cube as a
dangerous weapon was realized
when a Containment Unit was

acquired by Thanos of Titan, as part
of one of his first nihilistic attempts to
destroy the universe in his ongoing
quest to win the heart of Mistress
Death. Thanos utilized the Cube to
‘become’ the universe, manifesting
as a non- physical ‘Wraith-form’ able
to manipulate reality. Recognizing
the Cube as the source of Thanos
power, it was destroyed by Captain
Mar-Vell of the Kree Empire, and the
universe was saved.

Five Cosmic Containment units were
used by Adam Warlock’s evil dark
half, the Magus, in a bid to acquire
the even more powerful Infinity

Gauntlet — an effort ironically
blocked by Thanos himself, now
aligned  with  Adam  Warlock.

Warlock and Thanos also conspired
to save the universe from Warlock’s
‘good’ side — the fanatical being

known as the Goddess, who
assembled thirty Cosmic
Containment units into the near-
omnipotent Cosmic Egg in an

scheme to cause all the stars in the
universe to go supernova, purging
all ‘evil’ as evil was implicit in life.
When the Goddess was defeated, all
thirty units were destroyed.

Cosmic Cubes have certain self-
imposed limitations — described as
pre-sentient — and will not easily be
used for massive reality disruptions
or large scale cosmic destruction -
overcoming these limitations require
supreme will on the part of wielder.



STATISTICS:

F N/A

A N/A

S N/A

E N/A

R N/A

| N/A

P CL4000
Health: N/A Str: N/A
Karma: 4000
Resources: CL4000
Popularity: 0

Height: Unrevealed
Weight: Unrevealed
Eyes: Inapplicable
Hair: Inapplicable

BACKGROUND

Real Name: Cosmic Egg
Occupation: Inapplicable

Legal Status: Inapplicable

Identity: Inapplicable

Place of Creation: The Cosmic Egg
was assembled within the
perimeters of the Marvel Universe;
the component Cosmic Cubes were
created within the Cubic Dimension
Marital Status: Inapplicable

Known Relatives: Inapplicable
Base of Operations: N/A

Present Group Affiliation:
Inapplicable

KNOWN POWERS:

Reality Manipulation: The Cosmic
Egg is a conglomeration of thirty
separate Cosmic Containment Units,
or ‘Cosmic Cubes.’ An extremely
powerful tool, the Cosmic Egg grants
its wielder with the Class 4000 ability
to restructure a section of its
surroundings into whatever shape
and nature they desire. This power
initially affects a single area but the
zone of effect increases by 1 area
per turn. The maximum area of
effect is a sphere encompassing
multiple galaxies. The effect lasts
until the wielder of the Cosmic Egg
wills it away.

In truth, the restructured area is
actually a pocket dimension that
overlaps the true reality. However,
unlike the individual cubes, the
Cosmic Egg’s magnified influence

actually imposes the reality of
this pocket dimension upon the
actual reality, although if the effect of
the Egg is somehow nullified, the
result is much like when the effects
of the individual cubes are canceled
out and all beings affected by The
Cosmic Egg’'s power are safely
transported back to their home
reality, in locations relative to their
previous locations within the pocket
dimension.

By wusing the Cosmic Egg’s
power directly on themself the
wielder is able to use any power it

chooses, even those it did not
previously possess. Such newly
generated powers have CL4000
rank. The effects of such changes
or his power only exist within the
current pocket dimension.

Psychic Power Boost: If the wielder
of the Cosmic Egg is able to unify
the ‘universal will, they may raise
the Egg’s abilities to CL5000 for a
single FEAT. This requires a Red
Psyche FEAT at the wielder's (not
the Egg’s), current Ability rank. This
action costs the wielder all of their
Karma.



ROLE-PLAYING NOTES: HISTORY:

Cosmic Cubes are pre-sentient, with (See entry for: Cosmic Cubes)
certain  self-imposed limitations

(subject to the GM’s judgment), as

well as limited by the wielder's own

psyche



STATISTICS:

IN(40)
EX(20)
TY(6)
EX(20)
RM(30)
IN(40)
IN(40)
Health: 86
Karma: 90
Resources: MN
Popularity: -0
Height: 6’4"
Weight: Unrevealed
Eyes: Blue

Hair: White

VT AaAmMm»nrP

Str: 6

BACKGROUND

Real Name: Count Dooku, Darth
Tyranus (Sith Name)

Occupation: Dark Lord of the Sith,
Apprentice to Darth Sidious, Former
Jedi Knight

Legal Status: Citizen of Serenno,
with a record as a terrorist in the
Galactic Republic

Identity: Publicly known, although
his conversion to the Sith was long
kept secret

Place of Birth: The planet Serenno

Marital Status: Single

Known Relatives: None

Base of Operations: Mobile
throughout the Universe
Present Group Affiliation: The

Sith, Apprentice to Darth Sidious,
Confederacy of Independent
Systems, formerly the Jedi Order

KNOWN POWERS:

The Force: Count Dooku has
Incredible Force Manipulation
abilities and is a High-Level Master
Sith Lord, which gives him the
following abilities:

*Telekinesis: Remarkable
*Precognition: Incredible

*Leaping: Remarkable

*Fighting Bonus: +1CS to Fighting
with a successful Psyche FEAT
*Sith Lightning: Count Dooku may
fire bolts of pure energy from his
hands. These bolts are of Excellent
intensity and strike their targets with
Amazing accuracy

*Strangulation: Remarkable ability to ROLE-PLAYING NOTES:

cut off an opponent's breathing.
*Jedi Mind Trick: Count Dooku
possesses the Excellent intensity

ability to influence a targets
thoughts

EQUIPMENT:

Lightsaber: Count Dooku’s

Lightsaber does Amazing energy
damage.

Talents:
Weapons  Specialist:  Lightsaber
+2CS to Fighting, Martial Arts D



HISTORY:

Following the death of Darth Maul,
Lord Sidious turned to the Jedi
Master, Count Dooku as his new
apprentice. Dooku was a powerful
but disgruntled and ambitious Jedi,
and Sidious was easily able to
recruit him and turn him to the Dark
Side.

Dooku took the tile of ‘Darth
Tyranus’, and shortly after joining
with Sidious, he was informed by
his new Master of the secret clone
army ordered by Jedi Master Sifo-
Dyas on the planet Kamino from the
Jedi Archives. Tyranus also secretly
funded the clone army - a vital part

in Darth Sidious' master plan, as it
would eventually allow the Republic
to repel the Separatists’ armies.
During the battle, on the planet of
Geonosis, Tyranus was confronted
by the Jedi Obi-Wan Kenobi and
Anakin Skywalker, demonstrating
formidable saber-skills by defeating
both Jedi, cutting off Anakin's arm
during the battle. Dooku was,
however forced into retreat by the
intervention of Yoda.

Count Dooku was eventually killed,
however, as part of Darth Sidious’
plan to recruit Anakin Skywalker as
his new Apprentice. Luring
Skywalker and Obi Wan to his ship

with the ‘kidnapping’ of Chancellor
Palpatine -a.k.a. Darth Sidious
himself — Dooku was defeated and
disarmed by the powerful young
Anakin. Dooku, however, was
dumbstruck when Palpatine
prompted Anakin to kill him in cold
blood — which Anakin promptly did,
cutting the Sith Lord’s head off. Cast
callously, and dismissively aside,
Dooku had been reduced to just
another part of Sidious' plan for
pushing Anakin to the Dark Side,
and asserting his own dominance
over the galaxy.



STATISTICS:

EX(20)
GD(10)
RM(30)
IN(40)
FB(2)
PR(4)
FB(2)
Health: 100 Str: 28
Karma: 8
Resources: 0
Popularity: 0
Height: 6’5"
Weight: 300 Ibs.
Eyes: Yellow
Hair: None

VT AaAmMm»nrP

BACKGROUND

Real Name: Inapplicable
Occupation: Inapplicable
Legal Status: Inapplicable
Identity: Unknown to the general
public

Place of Birth: ‘The Black Lagoon,’
an isolated lagoon branching off of
the Amazon River

Marital Status: Inapplicable

Known Relatives: None

Base of Operations: The Black
Lagoon

Present Group Affiliation: None

KNOWN POWERS:

Body Armor: The Gillman’s thick skin
provides Typical Resistance to
Physical and Poor Resistance
Energy attacks

Hyper-Swimming: Excellent

Water Freedom

Water Breathing: Note: the Gillman
may breathe on land for short
periods, but will eventually die if ROLE-PLAYING NOTES:
separated from water — for game

purposes, he loses —1 Endurance

rank for every hour he is separated

from the water.

Claws: The Creature’s claws strike

for Remarkable edged damage

Homing Instinct: The Gillman has

the Amazing ability to find his way

back to his native swamp, even if

separated by hundreds or even

thousands of miles.



HISTORY:

The Creature from the Black
Lagoon, or ‘Gillman’ was discovered
in 1954 by a research crew in the
Amazon. A bizarre humanoid fish,
the Creature reacted to the humans’
presence at first with territorial
aggression, and then with apparent
mating interest to the crew’s one
female member (a hot brunette who
brazenly hops overboard in a white
one-piece, dead in the middle of the
Amazon, for an afternoon swim,
while the Creature ogles her below —
a scene, by the way, that was
mirrored shot for shot in the opening
attack scene in JAWS). After the

scientists attempt to capture the
Creature, the Gillman seals off the
river, and starts Kkiling off the
crewmen one by one, and kidnaps
the woman. The crew rescues her,
shooting the Creature in the
process, apparently killing it.

The Creature turned up alive and
well, however, a few years later, on
a second Amazon mission, this one
succeeding in capturing the Gillman,
bringing him back to the States, and
putting him on display in an aquatic
park. The Creature naturally
escaped (kidnapping another hot
babe - this one a blond), before
once again being shot, and

stumbling into the ocean, once again
being presumed dead.

The Gillman was discovered alive,
however, and was captured
swimming off the coast where he
had been last seen. This time his
captors operated on him, removing
his gills and adding artificial lungs, in
bizarre attempt to turn him into a
man. He again escaped - after
kidnapping yet one more helpless
babe — and escaped to the ocean,
where — since he no longer
possessed gills — he presumably
drowned, as he has not been seen
since.



STATISTICS:

GD(10)
GD(10)
RM(30)
IN(40)
FB(2)
FB(2)
FB(2)
Health: 90
Karma: 6
Resources: Not Applicable
Popularity: -10

Length: 18’ to 20°

Weight: Over a ton

Eyes: Yellow

Hair: None

TTAAmMwnP>m

Str: 28

BACKGROUND

Real Name: Not Applicable —
Crocodylus porosus is the genus-
species name of the Saltwater
Crocodile

Occupation: Apex predator

Legal Status: Inapplicable

Identity: Inapplicable

Place of Birth: Usually river banks
in Southeast Asia and Australia
Marital Status: Inapplicable
Base of Operations:
Southeast Asia and Australia
Present Group Affiliation: None,
although crocs will often group
together

Usually

KNOWN POWERS:

Body Armor: Good protection
against Physical and Energy attacks.
Claws: Typical edged damage
Teeth: Incredible edged damage.
Crocodiles have exceptionally strong
jaws and any target in a crocodile’s
jaws is considered held with
Incredible Grappling ability

Tail: The thick muscular tail may
strike for Incredible blunt damage.
Hyper-Swimming: Excellent

Water Freedom

Tracking: Amazing

Talents:

Crocodiles are ambush hunters, and
receive +2 to Fighting on their first
attack if allowed to stalk a victim for
at least 2 rounds.

NILE CROCODILE:

The listed stats would be nearly
identical for the Nile Crocodile
(Crocodylus niloticus), with the
exception that the Nile Croc does
not venture into ocean water

ROLE-PLAYING NOTES:

Never smile at a crocodile, don’t be
taken in by his welcome grin, he’s
imagining how well you'd fit within
his skin.

Truer words were never spoken.
The crocodile is easily the most
dangerous of large predators, quite
readily taking humans as prey,
probably in the thousands
worldwide, easily outnumbering the
toll taken by sharks, big cats or
bears put together. In areas with
high croc  population, human
fatalities are a way of life. The
crocodile is the one big predator that
if i's big enough, and you're
available enough, it will go for you
every single time.

The story is the same wherever
there are crocs. And anyone familiar
with them, from naturalists to big
game hunters, will tell you the same
thing — you can walk among man-
eating lions, and they may leave you
alone; you can swim around man-
eating sharks and you might be
alright — with crocodiles it's different.
There are rivers where if you try to
swim across, you just won’t make it.



HISTORY:

A crocodile is any species belonging
to the family Crocodylidae
(sometimes classified instead as the
subfamily Crocodylinae). The term
can also be used more loosely to
include all members of the order
Crocodilia - the true crocodiles, the
alligators and caimans (family
Alligatoridae) and the gharials
(family Gavialidae), or even the
Crocodylomorpha, which includes
prehistoric  crocodile  ancestors.
Crocodiles are large aquatic reptiles
that live throughout the tropics in

Africa, Asia, the Americas and
Australia. Crocodiles tend to
congregate in freshwater habitats
like rivers, lakes, wetlands and

sometimes in brackish water. They

feed mostly on vertebrates like fish,
reptiles, and mammals, sometimes
on invertebrates like mollusks and
crustaceans. They are an ancient
lineage, and have changed little
since the time of the dinosaurs. They
are believed to be 200 million years
old whereas dinosaurs became
extinct 65 million years ago;
crocodiles survived great extinction
events.

Crocodilians are very uniform in
appearance and design, dating back
to prehistoric species. Alligators and
Crocodiles, for example, look very
similar, even though their
evolutionary lines split all the way
back in the Cretaceous era, 70
million years ago. As a group,
crocodilians have extremely

powerful jaws, thick tails for
swimming, and plate-armored hide.
They are highly effective ambush
hunters and large species are
extremely dangerous to humans
There are several species of true
crocodiles, some of which are the
largest reptiles on Earth. The
largest is the Saltwater Crocodile
(Crocodylus porosus) which
(besides being among the worst of
the man-eaters) has been confirmed
to exceed 20 feet in length and a ton
in weight. The American Crocodile
(Crocodylus acutus) is also known to
attain 20 feet. The highly dangerous
Nile Crocodile (Crocodylus niloticus)
can exceed 18 feet and possibly
more.



STATISTICS:

RM(30)
RM(30)
ShX(150)
ShZ(500)
MN(75)
UN(100)
ShZ(500)
Health: 710 Str: 150
Karma: 675
Resources: ShX(150)
Popularity: -100
Height: 150’ (Variable)
Weight: 300 Ibs (Variable)
Eye: Red

Hair: None

TTAAmMmn»m

BACKGROUND

Real Name: Cthulhu

Occupation: High Priest of Azathoth
Legal Status: Inapplicable

Identity: Cthulhu’s existence is
disbelieved by most rational citizens
of 21% Century Earth

Place of Birth: Inapplicable

Marital Status: Inapplicable

Known Relatives: Star Spawns of
Cthulhu

Base of Operations: R'lyeh
Present Group Affiliation:
Great Old Ones, Elder God

The

KNOWN POWERS:

Energy and Matter Control: Cthulhu
is one of the Great Old Ones,
ancient colossal beings that ruled
the cosmos for millions of years. As
such, Cthulhu can manipulate mystic
energies at Shift X rank and any
other type of energies at Unearthly
rank. The Great Old Ones were
eventually cast down and banished
by the Elder Gods themselves.
Cthulhu and its Star Spawn arrived
on Earth millions of years ago, ruling
the continent R'lyeh until it was sunk
beneath the seas, trapping Cthulhu
in eternal sleep. Cthulhu’s dreaming,
however, continues to corrupt the
world. When R'lyeh nears the ocean
surface (as it does every few
decades), Cthulhu's  dreaming
psionically invades the subconscious
of the human population, inspiring
Cthulhu cultists and driving many

psychic-sensitive insane. For game
purposes assume that the sleeping

Cthulhu manifests the following
powers:
Aura of Fear: Whenever R’lyeh

nears the ocean surface, Cthulhu’s
presence creates an ‘Aura of Fear
of Excellent intensity. This effect
can be localized or global an may be
resisted with a Psyche FEAT, with
failure indicating that the victim is
operating under a constant state of
fear and read (-2CS to any Psyche
or Intuition FEAT while affected.

Cthulhu
Unearthly protection from physical
and energy attacks.

Invulnerability: has

Tentacles: Cthulhu’s octopus-like
face sprouts 15 tentacles that may
grapple with Amazing strength.
Flight: Winged Flight of Unearthly
speed.

Magic: Cthulhu may manipulate
magical energies to duplicate any
power at Shift X intensity
Immortality: Cthulhu does not age
and cannot die. If reduced to 0
Health and Endurance, he will go



dormant and begin to regenerate,
unless his body is completely
destroyed.

Life Support: Cthulhu does not need
to eat or breath and may survive in
open space.

Regeneration. Amazing intensity
Regeneration that functions even
after death.

Telepathy: Amazing

Water Freedom

Weather Control: Cthulhu has
subtle control over the weather, his
presence creating intense, fog, and
storms with Monstrous ability. It is
unclear whether Cthulhu does this
consciously or not.

ROLE-PLAYING NOTES:

Cthulhu is a powerful, malevolent
entity, dedicated above all to
amassing its own personal powers.
All of Creation is simply means to his
end, and mortals are either souls to
be converted to his cause and
worship or obstacles to be
destroyed. Even his dreaming
consciousness spreads widespread
evil, inspiring nightmares and
subliminal fears — a cycle that peaks
every time the continent of R’lyeh
nears the ocean surface when that
evil spreads, causing riots, and
terrible violence. Cthulhu is such a
monumental evil that simply looking
at him can drive mortal men to
madness.

HISTORY:

Cthulhu is an alien lifeform,
discovered by H. P. Lovecraft,
referred to as a ‘Great Old One/,
ancient colossal beings that ruled
the cosmos for millions of years. The
Great Old Ones were eventually cast
down for their dark magic practices
by the Elder Gods themselves and
banished to various locales across
the universe. Cthulhu and its Star
Spawn arrived on Earth millions of
years ago, and ruled over the
continent of R'lyeh.

After thousands of years battling the
Elder Things - pentagonally-focused
beings who also invaded Earth - the
continent of R'lyeh was sunk
beneath the seas, trapping Cthulhu
in an eternal sleep. Cthulhu’'s
dreaming, however, continues to
corrupt the world. When R'lyeh
nears the ocean surface (as it does
every few decades), Cthulhu's
dreaming psionically invades the
subconscious of the  human
population, inspiring Cthulhu cultists
and driving many psychic-sensitive
insane

Cthulhu has a worldwide cult
centered in Arabia, with followers in
regions as far-flung as Greenland
and Louisiana. There are leaders of
the cult "in the mountains of China"
who are said to be immortal. Cthulhu
is described by some of these
cultists as the "great priest" of "the
Great Old Ones who lived ages
before there were any men, and who
came to the young world out of the
sky."

Cthulhu  descends from Yog-
Sothoth, possibly having been born
on Vhoorl, in the 23rd nebula. He
mated with Idh-yaa on the planet
Xoth. His offspring are Ghatanothoa,
Ythogtha, Zoth-Ommog, and Cthylla.
He also is said to have mated with
the being Nyarlathotep, producing
llyth'la.

NOTE: Cthulhu is often cited for the
extreme descriptions given of its
hideous appearance, its gargantuan
size, and the abject terror that it
evokes. and is often referred to in
science fiction and fantasy circles as
a tongue-in-cheek shorthand for
absolute horror or evil



STATISTICS:

GD(10)
GD(10)
GD(10)
GD(10)
PR(4)
GD(10)
TY(6)
Health: 40
Karma: 26
Resources: N/A
Popularity: 0
Height: 3’ at the shoulder
Length: 6’

Weight: 198 Ibs.

Eyes: Brown

Hair: Mottled White and Brown

TTAAmMwnP>m

Str: 10

BACKGROUND

Real Name: Cujo

Occupation: Family pet

Legal Status: Inapplicable

Identity: Known to the general
public

Place of Birth: Castle Rock, Main
Marital Status: Inapplicable

Known Relatives: None

Base of Operations: Castle Rock,
Main

Present Group
Chamber Family

Affiliation:

KNOWN POWERS:

Teeth: Cujo’s teeth do Good edged
damage. As a St. Bernard, he also
gains +1CS to Grappling attacks
with his jaws. Because he is rabid,
anyone he bites must make a
Remarkable Endurance FEAT or be
infected.

Running: Cujo can run at Typical
landspeed (2 areas/round) for up to
5 rounds before he must slow for at
least 10 rounds to recover
Heightened Scent: Cujo can follow a
scent with Amazing ability. He has
Remarkable rank hearing. While
dogs do not have true Infravision,
Cujo does have sufficient night sight
to see in normal darkness

Rabid: Cujo is rabid, which gives him
a form of Berserker Rage. When
attacking he ignores all Stun results,
and his Psyche is considered
Amazing for purposes of defense

ROLE-PLAYING NOTES:

Cujo was once a big friendly family
pet, until he chased a rabbit into a
hole filled with rabid bats. Once the
disease infected him he became a
bestial, 200 Ib monster attacking
anyone in sight



CuJoO

HISTORY:

Cujo is a big, friendly St. Bernard,
the family pet of a rural mechanic,
who has the misfortune of chasing a
rabbit into a hole inhabited by a
troop of rabies-infected bats. The
two-hundred pound dog is infected,
and winds up killing his owner as the
disease takes hold. Worse, a young
mother with her four-year-old son,

arrives on the property, just as her
car seizes up, breaking down right in
front of the dead mechanic’s
workshop. She and her son are
trapped inside the broken-down car
by the rabid dog, with no one
knowing where they are, and with a
deadly July heat wave beating down
upon them. As her son begins to
succumb to the heat and

dehydration, the young mother faces
off against the rabid St. Bernard with
a broken baseball bat, nearly at the
cost of her life. But although she
succeeds in Kkiling the disease-
maddened dog, even as her
husband arrives on the scene with
police, it is to no avail as her little
boy has already died.



STATISTICS:

AM(50)
MN(75)
ShX(150)
UN(100)
IN(40)
EX(20)
AM(50)
Health: 375  Str: 120
Karma: 110
Resources: GD
Popularity: -50
Height: 6’2" (variable)
Weight: Variable
Eyes: Blue (variable)
Hair: Black (variable)

VT AaAmMm»nrP

BACKGROUND
Real Name:
Henshaw
Occupation: Mass Murderer, Nihilist
Legal Status: United States Citizen
with a Criminal Record

Identity: Publicly known

Place of Birth: Unrevealed

Marital Status: Widowed

Known Relatives: Terri Henshaw
Base of Operations: Mobile
throughout the Terran solar system
Present Group Affiliation: None

Henry  (‘Hank’)

KNOWN POWERS:

The Cyborg is a cybernetic organism
spliced with Superman’s Kryptonian
DNA. This unique mixture gives him
the following powers:

*Invulnerability: Unearthly protection
from physical and energy attacks.
*Energy Blast: Unearthly intensity
Energy Blast

*Bio-Mechanical  Control: The
Cyborg has the Amazing ability to
control computers and animate
machinery of all types, ‘possessing’
such equipment as if it were part of
his body. Henshaw also has the
ability to assimilate their form and
technology to his own body.
*Enhanced Senses: Sight and
hearing are magnified to Amazing
intensity

*Superspeed: Incredible speed
*Mind Probe: Incredible intensity
*Flight: Unearthly  airspeed in
atmosphere, CL1000 in space

\
\

*Self-Sustenance: The Cyborg has
no need to eat or breathe and can
survive in open space

ROLE-PLAYING NOTES:

Hank is paranoid and delusional,
believing that Superman was
responsible for the solar flare that
had so tragically changed his life.
Convinced that Superman had done
this deliberately, he is driven by his
hatred and has sworn to destroy the
Man of Steel.



HISTORY:

On Anti-Earth, young Thomas
Wayne, Jr. saw his Astronaut Hank
Henshaw suffered exposure to a
lethal dose of cosmic radiation
during a routine flight when a solar
flare bathed his shuttle with radiation
and destroyed his body but allowed
his mind to survive and find refuge in
a LexCorp computer mainframe.
Discovering he could control
technology, Hank created a robot
body, and revealed himself to his
wife, but the shock proved too much
for her and she committed suicide.
With his burgeoning electronic status
disrupting Earth’s communications
networks, Hank downloaded his
consciousness into  Superman’s
birthing matrix, which he fashioned
into a spaceship for himself and left
to explore the galaxy.

Exploring various planets, Hank
bonded with a multitude of life-
forms in his travels to learn more
about their cultures and history.
Hank finally arrived on a planet con-
trolled by the alien warlord Mongol,
whom he recruited as part of his
plan of revenge against Superman.
Returning to Earth, Hank learned of
Superman’s death at the hands of
Doomsday. Deciding to destroy the
Man of Steel's reputation, Hank
used genetic material from the
birthing matrix and built himself a
cyborg body. Claiming he was
Superman, Hank installed an
electronic warning device on
Doomsday and imprisoned him in
space.

When Mongul’'s spaceship arrived
above Coast City to begin converting
Earth into a new Warworld, Hank
first prevented the Eradicator from
stopping the destruction of the city
and then convinced the White House
that the Eradicator was responsible.
Hank then launched a nuclear
warhead toward Metropolis, but

Superman, newly revived, stopped
it. Superman defeated the cyborg by
shattering his metallic body, but
Hank’s consciousness fled to a

device he had secreted on
Doomsday.

Escaping his imprisonment,
Doomsday found his way to

Apokolips, where Hank created a
new body for himself and the two
began a rampage on the planet until
Darkseid captured Hank with his
Omega Beams and imprisoned him
in a small metallic orb to be used as
a weapon against Superman, but
eventually released Hank with the
proviso that he would leave
Apokolips and never return.

Hank then joined an intergalactic
tribunal that was bringing Superman
to trial for the crimes of his
Kryptonian  ancestors. Betraying
them, Hank attempted to conquer
their world and convert it into a new
Warworld. When Superman
revealed Hank’s involvement in
Coast City’s destruction, the tribunal
instead found the cyborg guilty of
genocide and banished him beyond
the event horizon of a black hole.
Hank was later discovered, by Hal
Jordan, at the Source Wall. In their
confrontation, Hank was torn apart
by Hal's representations of the
Coast City victims, and Hank’s
consciousness was absorbed into
the Godwave. Surviving as part of
the Godwave, Hank created a world
made up of his memories.
Superman encountered this world
and Hank used those memories to
torment the Kryptonian, but once
again, he was defeated.
Unbeknownst to Superman, Hank
had downloaded his consciousness
into the Man of Steel’'s containment
suit and returned with him to Earth
where he created a new body and
posed as an art teacher with the
intention of starting a new life.

Despite this, Hank’s hatred for
Superman caused him to reveal his
true identity, and his new body was
destroyed in the inevitable conflict.
Having returned once again and in
alliance with the Toyman, Hank
devised a device to destroy
Superman by dispersing the
Kryptonian’s energy across the
galaxy, making it impossible for him
to reform. The device malfunctioned,
causing Superman to split into two
personas, Superman Red and
Superman Blue, with the former
eventually defeating him. Returning
to space, Hank discovered the home
world of the android Manhunters.
Gathering together deceased Green
Lanterns, he used their rings and
Kryptonian technology to upgrade
the Manhunters into Highlords. Hal
Jordan and Arisia combined the
power of their rings with a Highlord
and destroyed Hanks organic
components along with most of the
Manhunters” home world. The
cyborg’s remains were then
imprisoned on Oa. Freed by the
Sinestro Corps, Hank was made a
herald of the Anti-Monitor with the
understanding that he would be
rewarded for his services with his
greatest desire—a final death.
Wielding ten Qwardian power rings,
Hank led his Highlords to Earth and
battled Superman again. This time,
Hank  would have  defeated
Superman if Power Girl and
Supergirl had not come to the Man
of Steel’s aid. In the final encounter
with the Anti-Monitor, Hank was
finally killed. Unfortunately, the
Highlords, lost without their leader,
retieved a fraction of Hank’s
remains and funneled a massive
amount of energy into it, returning
Cyborg Superman to life



STATISTICS:

F EX(20)
A EX(20)
S TY(6)
E EX(20)
R EX(20)
| RM(30)
P EX(20)
Health: 66 Str: 6
Karma: 70
Resources: GD
Popularity: 5
Height: 6’3"

Weight: 195 Ibs.

Eyes: Brown (glow red when powers
are active)

Hair: Brown

BACKGROUND

Real Name: Scott Summers
Occupation: Co-headmaster of
Xavier Institute for Higher Learning,
Adventurer, former student

Legal Status: Citizen of the United
States with no Criminal Record
Identity: Publicly known

Place of Birth: Anchorage, Alaska
Marital Status: Twice widowed
Known Relatives: Jean
Summers (wife, very often
deceased), Christopher (Corsair,
father), Katherine Anne (mother,
deceased), Alex (Havok, brother),
Philip (grandfather), Deborah
(grand-mother,  Madelyn  Pryor-
Summers (wife, deceased), Nathan
Christopher Summers (Cable, son)
Base of Operations: Xavier
Institute for Higher Learning, New
York

Present Group Affiliation: X-

Men, X-Factor

Gray-

KNOWN POWERS:

Optic  Blasts: Cyclops' eyes
constantly emit a ruby-colored beam
of force, which he controls by means
of an adjustable visor or ruby Quartz
glasses.  Without this protection
Scott can cause Excellent damage
at a range of 2 areas, affecting all
targets in both areas. With his visor
on, Scott can control the beam’s
focus, causing up to Amazing
damage at a range of 3 areas, and

can make called shots. He can fire
his optic blasts at ranges longer than
3 areas (up to 10 areas maximum),
but for each area over 3, the
damage is reduced by one rank.
Cyclops can also use his optical
blast as a pressor beam, firing it at
low power to push up to 500 Ibs.
along the ground or to stop it from
faling. When he does this he still
does Typical damage per round to
the object or person in his blast.
Cyclops fires his optical blasts with
Incredible Agility.

Scott also has one particular Power
Stunt:

* By using his talent to visualize
spatial geometry, Cyclops can use

his optic beams to make a multiple
reflection shot. He can strike up to
eight targets in a single round if all of
them are made of a reflective
material (like metal), are within an
area adjacent to him, and if he
makes a successful Incredible Agility
FEAT roll. The damage for this type
of optic blast drops to Incredible
Resistance to Energy: Cyclops is
immune to the effects of both his
own energy blasts (which lets him
shut his eyes), and those of his
brother Havok. Havok’s blasts will,
however, drive him back by sheer
force at Good intensity. If Cyclops'
blasts were to be reflected back at
him, the same effects might apply.



ROLE-PLAYING NOTES:

Scott tends to be married to Jean
Gray whenever she’s alive. He is
close with all the original X-Men, as
well as the White Queen.

Cyclops’ eye beams are always on.
Without his Ruby Sunglasses, he
must shut his eyes or they will emit a
continuous, full-strength beam

HISTORY:

Scott Summers and his younger
brother Alex (Havok) were separated
from their parents when an alien
spacecraft attacked the family’s
private plane. The boys were
pushed out of the plane with a
parachute and fell to the ground
where they were found and taken to
an orphanage. Alex was adopted
but Scott grew up in the orphanage.
The villain known as Sinister has
hinted that he had much to do with
shaping Scott’s early life, although
he has yet to reveal more than a few
details.

After Scott’s mutant power
manifested, he was contacted by
Professor X and became the first X-
Man. Sine then, Cyclops had
devoted his life to Professor Xavier’s
dream. He has served as the leader
of several X-Teams, co-founding the
first X-Factor team, along with the
rest of Xavier's original students.
Cyclops believes it his duty to lead
the X-Men toward the goal of the
true mutant-human peace. He is a
good strategist, tactician, and leader.
Scott eventually married his longtime
love, Jean Gray (Phoenix)... but
that’s a whole other story.



STATISTICS:

RM(30)
GD(10)
IN(40)
MN(75)
TY(6)
TY(6)
TY(6)
Health: 155 Str: 36
Karma: 18
Resources: PR
Popularity: -10
Height: 18’
Weight: Unrevealed
Eye: Black

Hair: None

VT AaAmMm»nrP

BACKGROUND

Real Name: Inapplicable - these
one-eyed giants have no true
language, and thus no names.
Occupation: None

Legal Status: N/A

Identity: Known to sailors

Place of Birth: The Island of
Colossa

Marital Status: N/A

Known Relatives: Colossa had a
population of Cyclops, presumably
all relations of one another.

Base of Operations: The Island of
Colossa

Present Group Affiliation: None

KNOWN POWERS:

Invulnerability: The Cyclops’s thick
muscle gives it Typical protection
against Physical attacks.

Horn: The Cyclops single horn does
Incredible Edged damage

Teeth: A Cyclops may bite for
Remarkable edged damage.

Equipment:

that strikes for
damage.

ROLE-PLAYING NOTES:
Club:  The Cyclops’ weapon of The Cyclops tribe’s only enemy on
choice is a massive wooden club, their native island is the sorcerer,

Amazing blunt Sakurah, who kept a guardian

Dragon to slay any Cyclops who
dared trespass. The Cyclops have
come to know Sinbad as an enemy
as well



HISTORY:

The Cyclops is the signature
Harryhausen monster — his unique
design, with his horned head and
satyr-legs made the Cyclops the
most popular among Colossa’s
denizens. The original Cyclops of
Greek myth were Titan children of
Chronos. A one-eyed giant called

the  Cyclops also  menaced
Odysseus in Homer's The Odyssey
— a shepherd who feeds on
Odysseus’ crew. Harryhausen’s
Cyclops is a brutish, ogre, intelligent
enough to create cages, and collect
treasure, but still a monster with no
apparent language.

NOTE: Fan Trivia: The armature for

the Cyclops was taken from
Harryhausen’s Venusian Ymir from
20,000,000 Miles to Earth



DAREDEVIL

STATISTICS:

IN(40)
IN(40)
GD(10)
EX(20)
EX(20)
MN(75)
GD(10)
Health: 110 Str: 10
Karma: 105
Resources: PR
Popularity: 6
Height: 6’
Weight: 200 Ibs.
Eyes: Blue

Hair: Red

VT AaAmMm»nrP

BACKGROUND
Real Name:
Murdock
Occupation: Lawyer

Legal Status: United States Citizen
with no Criminal Record

Identity: Secret

Place of Birth: New York City
Marital Status: Single

Known Relatives: Jonathan (father,
deceased), Grace (mother,
deceased)

Base of Operations: Hell's Kitchen,
New York City

Present Group Affiliation: Former
partner of the Black Widow

Mathew Michael

KNOWN POWERS:

Enhanced Senses: Daredevil’'s
senses of taste, hearing, and smell
have been enhanced to Monstrous
rank. He can identify substances by
taste, read raised printing on a page,
or track by a specific odor on a
Power rank FEAT roll. Overloading
these senses (excessive noise, for
example) reduces his Intuition by —
1CS and any FEATSs against specific
attacks are at —2CS. Daredevil uses
his enhanced hearing in a Power
stunt to determine if a character is
lying (he listens for an erratic
heartbeat) with Amazing ability.
Radar Sense: In addition to his
enhanced senses, Daredevil has
developed an omni-directional sense
that operates as primitive radar.
He can ‘see’ three- dimensional

images up to 3 areas away,
regardless of light conditions. Rapid
movements and chaotic conditions
reduce this Power and Intuition by —
2CS. Daredevil cannot be
blindsided.

Billy-Club: Daredevil’s Billy Club is
made of Incredible Strength material
that does Excellent Blunt damage.
He can throw it up to 1 area away
and ricochet off multiple targets
or hard surfaces with a Power Stunt
Blindness: Daredevil is blind. As
such he is unaffected by any light-
based visual attacks, illusions, and
hypnosis for this reason

ROLE-PLAYING NOTES:
As Daredevil, he is daring, flippant,
and believes his purpose is to stand

for justice. He guards Manhattan’s
streets, but will never kill. He has
been given the  descriptive

nickname, ‘Hornhead'.

As Matt Murdock, he is more non-
descript — playing the part of a blind
man - and is professionally
dedicated to the law.



DAREDEVIL

HISTORY:

One fateful day, young Matt
Murdock saw a truck about to hit a
blind man. His quick action pulled
the man out of harm’s way, but a
canister of radioactive waste fell out
of the truck and hit him. The
radioactive material blinded him, but
somehow heightened his other
sense of touch, taste, smell, and
Hearing. It also granted him a
unique radar sense. With the aid of
the martial arts sensei, Stick, Matt
learned to use his new abilities as a
fighter and acrobat.

Matt attended Columbia University,
earning a law degree and
friendships that would last a lifetime.
Franklin’ Foggy’ Nelson became a
friend and later law partner; Elektra
Natchios was his first love. Elektra
later became a costumed assassin
whom Daredevil fought several
times. Elektra was eventually killed
by the assassin, Bullseye, one of
Daredevil's most constant and
ruthless foes. She was later revived
by the assassin cult called the Hand.
Aside from Bullseye, the Kingpin of
crime has bee Daredevil’s greatest

adversary. The Kingpin even
discovered Matt's identity as
Daredevil and used the knowledge
to destroy both Daredevil and Matt
Murdock emotionally and financially.
Matt has since regained both his
costumed identity and his standing
in the legal community.



STATISTICS:

RM(30)
EX(20/MN(75)
GD(10)
EX(20)/IN(40)
GD(10)
GD(10)
EX(20)
Health: 80/155
Karma: 40
Resources: EX
Popularity: -10
Height: Unrevealed
Weight: Unrevealed
Eyes: Brown

Hair: Black

TTAAmMmn»m

Str: 9

BACKGROUND

Real Name: Jackie Estacado
Occupation: Mobster, Hitman

Legal Status: Citizen of the United
States suspected in multiple criminal
activities

Identity: Secret

Place of Birth: Unrevealed

Marital Status: Single

Known Relatives: Officer Perzani
(father, deceased)

Base of Operations: New York City
area.

Group Affiliation: None, formerly
the Mafia

KNOWN POWERS:

The Darkness: An ageless power
dating back beyond human history,
the Darkness is one of two primal
forces of the universe, the equal and
opposite of the Angelus, and the two
have been at war since the Creation.
To avert mutual destruction, The
Darkness and The Angelus forged a
truce through consummation
creating the balancing force of
the Witchblade (see entry for
Witchblade). Since then, The
Darkness has always taken a male
human host and the power is passed
father to son, taking his life of the
previous host, the moment his first
male child is conceived. The
Darkness' powers remain dormant
within the new host until they
awaken on the eve of the host's 21st
birthday, giving the wielder vast

powers. The following are some of
the most common manifestations of
the Darkness:
*Body Armor:

The Darkness can
surround its host with a suit of
mystical armor that provides
Amazing protection from physical
attacks as  well as Unearthly
Life Support. The suit is made of ice
so it suffers a —2CS penalty against
fire or heat-based attacks.

*Darkness Manipulation: Unearthly
ability to manifest tentacles or
grasping limbs of Amazing Strength
with Claws that do Incredible
damage.

*Enhanced Abilities: Raises host’s
Agility +4CS and Endurance +2CS
*Prescience: Unearthly ability to
sense when someone is about to die
*Regeneration: Unearthly intensity
Regeneration



DARKNESS

Darkling Imps: The Host of the
Darkness has the Unearthly ability to
create a nearly limitless number of
‘Darklings’ - sentient gremlin-like
manifestations of the Darkness that
act as servants and minions. A
typical Darkling Imp has Amazing
Shapeshifting, Excel- lent claws as
well as the following abilities:

EX(20)
RM(30)
GD(10)
GD(10)
TY(6)
TY(6)
TY(6)
Health: 70
Karma: 18
(Note: a large number of Darklings
can combine into larger creatures.)

TTAmMw»m

Str: 8

LIMITATIONS:

Light: The Darkness does not
function at all in the light and any
creations or constructs of the
Darkness exposed to strong light will
crumble to dust.

Fatal Conception: The moment the
host of the Darkness conceives a
male child he will die and pass the
power on to his son.

TALENTS: Martial Arts
Firearms, Organized Crime

A, B,

ROLE-PLAYING NOTES:

Jackie Estacado is the current
wielder of The Darkness and a
former hitman for the Franchetti
Family mob. He is a very violent and
sexual man who, until gaining the
powers of The Darkness, lived life in
the fast lane, though he lives life on
the wrong side of the law and can Kill
without remorse, he has a strict set
of morals and a fierce loyalty to
those that earn it. Yet, the only thing
keeping him from being purely evil is
his true love Jenny Romano as well
as his love for his daughter Hope
and others.

HISTORY:

The Darkness is an ancient male
soul that passes from one human
host to another each generation. It is
one of the two primal forces of the
universe and the original void that
covered the Earth before God
allowed the Angelus in and
separated Light from Dark.

The Darkness resented God and
became an enemy of Heaven itself
and, later, the Vatican, who have
plotted against and sent the
Magdalena to assassinate the
Darkness ever since the death of
Christ. Despite this, it was the
Darkness who gave humans their
souls. The Darkness has made its
way through history well over the
span of 10,000 years using Human
males as hosts and is passed on via
sexual intercourse with human
women, leaving its old host to die as
it takes its newly conceived vessel,

remaining dormant until awakening
on the eve of the host's 21st
birthday. Jackie Estacado is the
current host and has used his
powers in ways that no other vessel
ever has, making him among the
greatest and most powerful hosts
ever. Adopted and recruited by
mobster, Frankie Franchetti at age
6, he is a former mafia hitman. He
has a twin brother, Capris
Castiglione, and is the son of Danny
Estacado  and an unknown
prostitute. He was born somewhere
in New York City.

Finally repenting the life of a hitman,
Jackie turned Frankie over to the
police and retired, but at the cost of
his girlfriend, Jenny Romano’s life,
as Frankie killed her in retaliation.
Torn with grief, Jackie took Frankie’s
body to an abandoned warehouse,
poured gasoline, and burned himself
to death beside her.

He spent time in Hell until the
Darkness brought him back to life.
Although blackmailed into working
for Frankie's cousin Paulie
Franchetti for some time, Jackie
eventually killed him and took control
of the Franchetti mafia. While
possessed by the Darkness, he
impregnated Sara Pezzini, making
him the father of Hope Pezzini. He
was a drug lord in Sierra Munoz
along with Professor Kirchner until
he was betrayed and nearly killed by
the Darkness itself, and cast into
Hell. Jackie also helped destroy the
Sovereign, but at the cost of
Leonard Kim's life



DARKSEID

STATISTICS:

MN(75)
IN(40)
UN(100)
ShX(150)
MN(75)
UN(100)
UN(100)
Health: 405 Str: 100
Karma: 275
Resources: UN
Popularity: -100
Height: 7’6"
Weight: 515 Ibs.
Eyes: Red

Hair: None

VT AaAmMm»nrP

BACKGROUND

Real Name: Prince Uxas
Occupation: Ruler of Apokolips
Legal Status: Universal Terrorist
Identity: known and feared
throughout the universe

Place of Birth: Apokolips

Marital Status: Widowed, remarried
Known Relatives: Heggra (mother,
deceased), Steppenwolf (uncle), Suli
(wife, deceased), Tiggra (wife),
Orion and Kalibak (sons), Yuga
Khan (father)

Base of Operations: Apokolips
Present Group Affiliation:
Darkseid is the absolute ruler of his
planet

KNOWN POWERS:

Omega  Effect:  Shift  Z(500).
Darkseid’s Omega effect gives him
the following powers:

*Electrical Generation

*Damage Transferal

*Disruption

*Time Travel

*Teleportation

*Regathering

*Omega Beams: Shift Z damage,
disintegration or  teleportation.
Darkseid may also reintegrate
anyone he has disintegrated at any
time in the past

Invulnerability:: Unearthly protection
against Physical and Energy attacks.

Talents:
Leadership, All Science Skills

ROLE-PLAYING NOTES:

Since his ascent to power on
Apokolips, Darkseid has been
obsessed with the  Anti-Life

Equation, a means to extinguish all
free will. It has led him to wars of
conquest and various schemes to
uncover its secrets so he might use
it to spread his power and influence
throughout the cosmos.



DARKSEID

HISTORY:

The greatest threat in the cosmos,
the would-be avatar of Anti-Life, is
Darkseid, unrelenting Lord of
Apokolips. He desires nothing less
than the degradation and destruction
of all that is, and the elimination of
all free will, so the universe can be
remade in his image to worship and
serve him for all time.

Uxas was born on the world of
Apokolips, the second son of Yuga
Khan and Queen Heggra. He
murdered his elder brother Drax to
claim the power of the Omega Effect
for himself, taking on a rock-like gray
appearance and the new name,

Darkseid. Following Yuga Khan’s ill-
fated attempt to unravel the secrets
of the Source, which left him
imprisoned, Darkseid conspired
against his mother. He secretly
married the sorceress Suli, who
gave birth to their son Kalibak,
before Heggra had DeSaad poison
her. The Queen arranged for her son
to marry Tigra, who bore Darkseid’s
other son, Orion. In retribution,
Darkseid had DeSaad poison
Heggra, and claimed the throne of
Apokolips.

Darkseid secretly engineered a war
between  Apokolips and New
Genesis. The conflict ended with a

peace-treaty wherein the ruling gods
each gave their sons to be raised by
the other. Highfather of New
Genesis adopted Orion, while
Darkseid placed Highfather’'s son in
the “care” of Granny Goodness, who
named him “Scott Free.” Orion was
raised to defend the values of New
Genesis against his father's euvil,
while Scott eventually escaped
Granny’s orphanage using the skills
he developed as Mister Miracle. A
prophecy claims Darkseid will meet
his end at Orion’s hands, the two of
them fighting to the finish in the fire-
pits of Armaghetto.



DARTH MAUL

STATISTICS:

AM(50)
IN(40)
RM(30)
RM(30)
EX(20)
RM(30)
IN(40)
Health: 140 Str: 25
Karma: 90
Resources: MN
Popularity: -50
Height: 5’9"
Weight: Unrevealed
Eyes: Red

Hair: None (horned)

VT AaAmMm»nrP

BACKGROUND

Real Name: Khameir Sarin
Occupation: Dark Lord of the Sith,
Apprentice to Darth Sidious

Legal Status: Above the law
Identity: Darth Maul was kept
strategically secret throughout the
majority of his life

Place of Birth: The planet Iridonia
Marital Status: Single

Known Relatives: None

Base of Operations: Mobile
throughout the Universe

Present Group Affiliation: The
Sith, Apprentice to Darth Sidious

KNOWN POWERS:

The Force: Darth Maul has
Incredible Force Manipulation
abilities and is a Master-level Sith
Lord, giving him the following
abilities:

*Telekinesis: Excellent
*Precognition: Remarkable

*[ eaping: Remarkable

*Fighting Bonus: +1CS to
Fighting with a successful Psyche
FEAT

*Strangulation: Excellent ability to
cut off an opponent's breathing.
*Jedi Mind Trick: Excellent ability to
influence a target’s thoughts

EQUIPMENT:

Double-Bladed Lightsaber: The
specialized lightsaber wielded by
Darth Maul sports twin blades that
both do Amazing energy damage.

With a red Fighting Feat, Maul ROLE-PLAYING NOTES:

may score two strikes in a one turn, Darth Maul's primary

relationship

on the same, or closely adjacent was with his mentor, Darth Sidious.

targets

Talents:
Weapons Specialist: Lightsaber +2C
to Fighting, All Martial Arts



DARTH MAUL

HISTORY:

Darth Maul was a weapon forged for
one purpose only — the destruction
of the Jedi. Maul's master, Darth
Sidious, held no sentimental illusions
about his apprentice — he was an
instrument, and upon Maul's death,
Sidious cast him aside like a broken
blade, quickly finding a replacement
with Count Dooku.

Darth Sidious took Maul from his
home planet, Irdonia, as an infant,
before the force-sensitive child was
discovered by the Jedi. Sidious was

a cruel teacher — Maul endured ever
more brutal physical training, with
terrifying psychological
indoctrination.  In particular, Maul
pushed himself to become the best
saber-fighter possible, employing the
dangerous, double-bladed
lightsaber. Maul’s skills grew so that
his heart burned with anticipation
when his master finally ordered him
to hunt down two Jedi — Qui Gon
Jinn, and Obi Wan Kenobi. After a
brief, but savage skirmish on the
planet Tatooine, Maul tracked the

pair down on the planet Naboo.
Demonstrating incredible skill, Maul
easily engaged both Jedi, and slew
Qui-Gon.  However, Maul fatally
underestimated the Master Jedi's
own apprentice, Obi-Wan, who
managed to cut the Sith Lord in half
with a telekinetic saber-strike from
behind. The death of Maul turned
Darth Sidious’ attention to the young
Anakin Skywalker



DARTH VADER

STATISTICS:

IN(40)

RM(30)

RM(30)

IN(40)

EX(20)

IN(40)

AM(50)

Health: 140  Str: 25

Karma: 110

Resources: MN

Popularity: -50

Height: 6’1" (as Anakin Skywalker),
6’7" (as Darth Vader)

Weight: 185 Ibs. (as Anakin), 230
Ibs. (as Darth Vader)

Eyes: Blue (as Anakin Skywalker),
Yellowish-red (as Darth Vader)

Hair: Brown (as Anakin Skywalker),
None (as Darth Vader)

VT AaAmMm»nrP

BACKGROUND

Real Name: Anakin Skywalker
Occupation: Dark Lord of the Sith,
Henchmen for the Emperor of the
Galactic Empire

Legal Status: Above the law
Identity: Darth Vader is known and
feared throughout the universe
Place of Birth: Tatooine

Marital Status: Widowed

Known Relatives: Luke Skywalker
(son), Padme' Amedala (wife,
deceased)

Base of Operations: Mobile
throughout the Universe

Present Group Affiliation: The
Sith, the Galactic Empire

KNOWN POWERS:

The Force: Before the injuries that
transformed him into Darth Vader,
Anakin Skywalker was considered
the most powerful Force-manipulator *Precognition: Amazing from physical and energy attacks.
ever known. However, the physical *Leaping: Remarkable Lightsaber: Amazing energy
damage that resulted in the *Fighting Bonus: +1CS to Fighting damage.

replacement of most of his body with with a successful Psyche FEAT

cybernetic parts greatly reduced his *Strangulation: Remarkable ability Talents:

abilities. Nevertheless, Vader is still to cut off an opponent's breathing. Weapons Specialist: Lightsaber,
a powerful Sith Lord, with the *Jedi Mind Trick: Incredible ability to +2C to Fighting. Martial Arts D, Pilot
Amazing ability to manipulate the influence a target’s thoughts

Force. He is a High-Level Master, Limitations:
which gives him the standard Force- Equipment: Darth Vader is dependant upon his
powers at the following levels: Body Armor: Darth Vader's armor cybernetic armor to  survive.

*Telekinesis: Incredible provides Incredible protection This armor provides him with his



DARTH VADER

mechanical respirator, along with his
boosted levels of Strength. If he
were to remove this armor, he would
be subject to Suffocation damage
every round,

*Note: Vader's armor is sensitive to
high-level charges of electricity, and
would short-circuit if he attempted
the Lightning attacks that a Sith of
his level would normally use in
combat. A Sith of Vader's ability
would normally manifest Incredible
intensity Lightning

ROLE-PLAYING NOTES:
Darth Vader’'s primary association is
as Apprentice to the Emperor,
although he wishes to convert his
son Luke Skywalker to the Dark Side
to overthrow the Emperor

HISTORY:

Even more than Luke Skywalker,
Darth Vader has come to be the face
of the Star Wars saga — retroactively
re-christened the rise, fall, and
redemption of Anakin Skywalker —
and who could forget THAT little
revelation: “No, Luke, / am your
father.” That was as far as they
should have taken it — because that
moment worked — and rather than
the feeble ‘point of view’ excuse, Obi
Wan should have just told Luke he
lied to spare him. In any case, by
the end of both trilogies, Darth Vader
was the primary character upon
which the entire story turned - a
prophesized force-wielder of
unparalleled power, destined to
bring balance, but only at great cost.
And in the end, it is indeed Vader,
not Luke who Kkills the Emperor,
ending the reign of the Sith.

But that all came later — the
transformation into the hero only
after becoming perhaps the most
iconic villain in history. In 1977,
Darth Vader was not Anakin
Skywalker (see entry for Anakin
Skywalker), fallen hero; he was the
most evil villain in the galaxy,
powerful, destroying entire planets.
Hollywood muscle man Dave
Prowse, in the Vader armor, with the
heavy intones of James Earl
Jones(integrated with that creepy
mechanical breathing), combined to
create a charisma that propped him

from simply the henchmen Lucas
originally created him to be — into not
just the best-known, but the primary
character in the series. The
starscapes on posters featured
Vader's ominous dark mask looming
across the horizon of space.

The pure villain held though the first
sequel (and in the wonderful in-
between Star Wars story — the first
follow-up novel, Splinter of the
Mind’s Eye, by Allen Dean Foster)
and no one can forget the climactic
moment when Luke and Darth,
finally faced each other — gettin'
ready to go down (another element
taken from Foster's novel, as was
the swamp-planet Degabah) — with
Luke firing up his lightsaber tense
and ready, while Vader's blade
seems to ignite almost casually, in
sinister, mocking insolence.

Vader's character was not as
damaged as Luke’s by Lucas’
retroactive plot devices; in fact,

besides being elevated to the central
role of final hero, Anakin Skywalker
seems to follow the pattern that
should have been repeated with
Luke - dealing with a love interest
that might be a danger to his future
as a Jedi.

But all that is back-fill, added later. It
was the scary villain that had to be
there first — Darth Vader, not Anakin.
Such a good bad guy they had to
make him the hero.



DASPLETOSAURUS

STATISTICS:

RM(30)
GD(10)
IN(40)
MN(75)
FB(2)

FB(2)

TY(6)
Health: 165 Str: 36
Karma: 10
Resources: Not Applicable
Popularity: -10
Height: 15’ (average)
Length: 30’ (average)
Weight: 3 to 5 tons
Eyes: Yellow

Hair: None

VT AaAmMm»nrP

BACKGROUND

Real Name: Not Applicable -
Daspletosaurus torosus is the
genus-species name

Occupation: Top Predator,
occasionally giant rampaging
monster

Legal Status: Inapplicable

Identity: Inapplicable

Place of Birth: North America
Marital Status: Inapplicable

Base of Operations: Pre-historic
North America, although the species
exists in isolated pockets throughout
the world. Mobile

Present Group Affiliation: None.
Occasionally runs in packs.

KNOWN POWERS:

Body Armor: Excellent protection
against Physical and Energy attacks.
Teeth: Incredible edged damage.
The tyrannosaurs had exception-ally
strong jaws and any Kill result will
result in the target suffering a —1CS
to their Endurance roll. Also, any
target in a Daspletosaurus’ jaws is
considered held with Amazing
Grappling ability

Tail: Amazing blunt damage

Stomp: Amazing blunt damage
Tracking: Amazing

ROLE-PLAYING NOTES:
Daspletosaurus was a smaller
version of T. rex, an apex predator,
designed to take down big,
dangerous prey. A big monster, that
will chase you and eat you.



DASPLETOSAURUS

HISTORY:

Daspletosaurus is considered by
some the first and smallest of the
Tyrannosaurus genus, along with
Tarbosaurus and T. rex itself. In any
case, Daspletosaurus represents the
first of the really ‘heavy-duty’
tyrannosaurs - increasingly powerful,
strong-jawed predators, presumably
adapting specifically to hunting the

heavily armed ceratopsians.
Population  studies show that
Daspletosaurus was as

proportionately fewer to the lighter-
built Gorgosaurus, as ceratopsians
were to hadrosaurs.



DAZZLER

STATISTICS:

TY(6)
EX(20)
TY(6)
GD(10)
GD(10)
TY(6)
TY(6)
Health: 42
Karma: 22
Resources: PR
Popularity: 5
Height: 5’8"
Weight: 115 Ibs.
Eyes: Blue

Hair: Blond

VT AaAmMm»nrP

Str: 5

BACKGROUND

Real Name: Allison Blaire
Occupation: Singer, Adventurer
Legal Status: American citizen with
no criminal record

Identity: Publicly known

Place of Birth: Gardendale, Long
Island, New York

Marital Status: Single

Known Relatives: Carter (father,

deceased), Katherine (a.k.a.
Barbara London, mother), Bella
(grandmother), Lois London
(stepsister)

Base of Operations: Mobile
Present Group Affiliation:
Occasional ally of the X-Men
KNOWN POWERS:

Sound/Light Conversion:  Dazzler

can convert sound into light energy.
The intensity of this ability and the

power stunts associated with it
depend on the level of ambient
sound. The list below offers
guidelines for determining the
power’s intensity. When using her
ability at Monstrous level or
higher, Dazzler must make an
Endurance roll or lose
consciousness for 1-10 rounds:
*Complete Silence:  Sh0
*Humming: PR
*Singing: TY

*Normal Background EX
*Radio, Crowds RM
*Loud music, Traffic IN

*Subway, Explosions AM

MN
*Banshee’s Scream UN
*Black Bolt’s Voice

*Jets, Rockets

ShX
The Power Stunts she can
implement include the following:
*Laser capable of doing damage of
intensity determined by ambient
noise (see above), one area range
*A  Force Field with intensity
determined by ambient noise (see
above), one area range

*'Dazzle’ to confuse and blind for 1-
10 turns. Target must make an
Endurance FEAT against the light's
intensity or attack at —4CS to hit
*Flight: By directing her light blasts
beneath her, Dazzler can ‘fly’ at

Feeble airspeed (2 areas per turn)
*Calm or Hypnotize targets at light's
intensity, one area range. Targets
must make a Psyche FEAT or
become tranquilized for 1-10 turns
*A  ‘Lightshow’ of dancing lights
similar to those used in professional
rock tours.

Talents:

Singer, Dancer, Roller Skating,
Show-Business (NOTE: During her
time with the X-Men, Dazzler
practiced a number of fighting arts,
raising her Fighting score to
Excellent. In the time since, she has
been inactive with her practice)



DAZZLER

EQUIPMENT:
uses two items:
Roller Skates: Dazzler has clip on
roller skates that allow her to skate
at three areas per round

Radio: Provides a sound source for
Excellent use of her powers.

Dazzler regularly

ROLE-PLAYING NOTES:

Alison is an outgoing woman who
has craved the limelight of stardom
since her youth. She loves
performing above al things, and it
was with great reluctance that she
turned her powers to super-heroic
pursuits, despite being repeatedly —
and rather inexplicably — pitted
against some of the most powerful
denizens in the Marvel Universe,
everyone from the Hulk, to Doctor
Doom, to Galactus himself

HISTORY:
Alison Blairs  mutant  ability
manifested itself while she was in

high school, and she first used it to
save a prom from some violent gang
members. She had no interest in
becoming a superhero, and instead,
pursed a career as a singer, using
her light-generating abilities to
augment her act. She rose to the
top of stardom, but when her mutant
heritage became public knowledge,
after the release of the movie,
‘Dazzler’, her life and career fell
apart in the backlash of anti-mutant
bigotry.

With nowhere else to turn, Alison
joined the X-Men, finally adopting
the mantle of hero that she had
resisted for so long. and she stood
with  the X-Men against the
Adversary, and died wit them as
well. She was resurrected by the
goddess, Roma, with no memory of
her involvement with the X-Men.
More recently, the ‘Dazzler’ movie
was re-released and became a huge
success, regaining Allison her place
in the entertainment community.
After she had stayed clear of
mutants and superheroes for an
extended period, her memories of
her time with the X-Men were
restored when she joined the extra
dimensional adventurer, Longshot,
in battle against the rules of his
homeworld. She and Longshot have
since marries.



STATISTICS:

AM(50)
UN(100)

vT-amwpT
=
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Health: 275
Karma: 22
Resources: UN
Popularity: 5
Height: 5’8"
Weight: 115 Ibs.
Eyes: Blue
Hair: Blond

Str: 45

BACKGROUND

Real Name: Allison Blaire
Occupation: Herald of Galactus,
former Singer, Adventurer

Legal Status: American citizen with
no criminal record

Identity: Publicly known

Place of Birth: Gardendale, Long
Island, New York

Marital Status: Single

Known Relatives: Carter (father,

deceased), Katherine (a.k.a.
Barbara London, mother), Bella
(grandmother), Lois London
(stepsister)

Base of Operations: Mobile

throughout the universe
Present Group Affiliation: Herald
to Galactus, former ally of the X-Men

KNOWN POWERS:

Light  Manipulation: Dazzler’s
natural mutant abilities have been
enhanced by Galactus’ Power
Cosmic, allowing her the Unearthly
ability to absorb and transform any
form of energy into light. The Power
Stunts she has traditionally
implemented include the following:
*Laser capable of doing damage of
Unearthly intensity.

*Force Field: Unearthly

*'Dazzle’: Dazzler has the Shift Z
ability to ‘Dazzle’ and confuse and
blind for 1-10 turns. Target must
make an Endurance FEAT against
the light’s intensity or attack at -4CS
to hit

DAZZLER (HERALD OF GALACTUS) ‘

Flight: By directing her light blasts
beneath her, Dazzler can “ly’ at
Class 3000 speeds in space or
Unearthly speed within atmosphere
*Calm or Hypnotize targets at light's
intensity, line of sight range. Targets
must make a Psyche FEAT or
become tranquilized for 1-10 turns
*A ‘Lightshow of dancing lights She
may form lights into holographic
images, for Unearthly rank lllusions.
Power Cosmic: Dazzler has the
standard powers of a Herald granted
by the Power Cosmic. While more
power stunts may be developed, the

typical Herald abilities are as follows:
*Body Armor: Amazing resistance to
Physical attacks, Unearthly against
Energy attacks. She is Invulnerable
to Heat and Cold (C1000 resistance)
and may survive in space for a
virtually unlimited time.

*Perceive any energy source of
Unearthly rank or better, within a
planetary radius if on a planet's
surface, or within a stellar system if
in space.

*Self-Sustenance: As Herald,
Dazzler does not need to eat or
breathe



DAZZLER (HERALD OF GALACTUS)

Talents:
Singer, Dancer, Roller Skating,
Show Business

EQUIPMENT:
uses two items:
Cosmic Roller Skates: Dazzler's
Roller Skates propel her on her own
beam of light to traverse space at
Class 3000 speeds in space of
Unearthly speeds in atmosphere.
Radio: Although she no longer
needs it to amplify her powers,
Dazzler still carries her radio, which
can be heard in space with
Unearthly ability.

Dazzler regularly

ROLE-PLAYING NOTES:
See primary entry.

HISTORY:

Dazzler was only briefly employed
by Galactus in an errand to ferret his
errant Herald, Terrax, out of a Black
Hole, and she was subsequently
stripped of the Power Cosmic. In at
least one alternate reality, however,
Galactus chose to reject Terrax and
take Dazzler on as his Herald — a
task which she proved at least as
worthy of as the Silver Surfer,
becoming, in that reality, a Herald
that accompanied Galactus for eons,
steering Galactus away from
populated planets, and even raising
the spirit of compassion within
Galactus himself.



STATISTICS:

CL5000
CL5000
CL5000
CL5000
CL5000
CL5000
CL5000

Health: 20,000 Str: 5000
Karma: 15,000
Resources: CL5000

VT AaAmMm»nrP

Popularity: 0

Height: Variable (57" as Mistress
Death)

Weight: Variable (139 Ibs. as

Mistress Death)

Eyes: Variable (Black as Mistress
Death

Hair: Variable (Black as Mistress
Death)

BACKGROUND

Real Name: Death

Occupation: Not Applicable

Legal Status: Not Applicable
Identity: Death is not believed to
exist as a self-aware entity by the
general population of the Earth
Place of Birth: The Big Bang
Marital Status: Not applicable

Known Relatives: Galactus,
Eternity (Figurative Siblings, part of
Universal Trinity) Oblivion
(Counterpart)

Base of Operations: Material
planes

Present Group Affiliation:
Unknown

KNOWN POWERS:

Omnipotence: Death can use any of
the Powers listed in the Marvel
Universe books it sees fit at CL5000
ability. It does not usually use
these Powers directly, as it prefers
to operate through other agents or to
wait for its prey to fail and eventually
die. Death may manifest itself as a
humanoid being of either gender, but
is normally presented as a female.
Limitations: At the center of the
universe is a 30-foot man-shaped
“hole” where Eternity was formed.
Any being in this hole is immune to
Death’s touch.

ROLE-PLAYING NOTES:

Death is usually silent and aloof —
although in her Mistress Death
persona she can take on personality
traits consistent with a petulant
female. She tends to act through
proxies, like her counterpart,
Eternity, although she has been
known to more directly interfere with
the workings of the universe more
often than he does. She has a
love/hate relationship with the mad

DEATH (MISTRESS DEATH)

often
to

and has
affections

titan,
exploited
accomplish her own ends.

Thanos,
his



DEATH (MISTRESS DEATH)

HISTORY:

Death has been known to manifest
itself on the physical plane as a
sentient quasi-tangible being. Like
Eternity, Lord Chaos, Master Order
and others, Death is an abstract
being embodied in a concept. In
particular, Death and Eternity are the
highest of these conceptual beings.
Together, they (along with their
alternate faces/counterparts, Infinity
and Oblivion) comprise the mystical
essence of the universe — Eternity
embodies the principle of life and
Death embodies the principle of
mortality. Between the two is the
balancing force of the World
Devourer, Galactus, and the three
compose a form of trinity within the
physical universe.

Death and Eternity have appeared in
human form, although presumably,
they could appear in any guise they
wished. Eternity generally appears
in male form, while Death usually
manifests itself as a female
‘Mistress Death’. And while Death
can take the guise of a living human,
it more often appears to living beings
as a hooded, robed skeleton.

Death’s ultimate goals are unknown.
There may be a master plan guiding
its movements or nothing more than
random chance. She refers to the
universe as a tangled garden she
must ever weed. Virtually all living
creatures in the known universe
must eventually surrender them-
selves to Death. Even Eternals and
Asgardians age and will one day die.

Olympian gods do not age, but can

be killed, as can the ancient
immortals, the Elders of the
Universe. Galactus, the only entity

known to predate the Big Bang,
believes his own death is inevitable.
The relationship between Death and
the so-called gods of the dead in
various pantheons is also very hazy.
Death Gods like Hela, and demonic
Hell Lords like Mephisto, seem to
receive certain undefined powers
from Death, and even rule over
extra-dimensional realms seemingly
inhabited by the souls of deceased
mortals. But whether they are
Death’s pawns or allies cannot be
determined.

Death remains one of the greatest
mysteries of the universe



DEATH STAR

STATISTICS:

MN(75)

FB(2)

ShY(300)

CL1000

N/A

N/A

N/A

Health: 1615 Str: 300
Karma: N/A

Resources: UN

Popularity: -100

Diameter: 50 miles (Original),
100 miles (Second Death Star)
Mass: Unrevealed

Eyes: None

Hair: None

VT AaAmMm»nrP

BACKGROUND

Real Name: Death Star
Occupation: Inapplicable

Legal Status: Inapplicable

Identity: Inapplicable

Place of Creation: Unrevealed
(Original), Endor System (Second
Death Star)

Marital Status: Inapplicable

Known Relatives: Inapplicable
Base of Operations: Mobile
Present Group Affiliation: Creation
of the Galactic Empire

KNOWN POWERS:

Growth: A Death Star space station
is the size of a small moon, and its
Fighting score suffers from CL1000
penalties versus fighter-ship size
targets

Armored Hull: The reinforced hull of
a Death Star grants it Shift Y
protection from all physical and
energy attacks. Specific localized
structures on its surface, such as
towers and loading docs have only
Amazing protection.

Space Flight: A Death Star can
travel hyperspace at CL3000 speeds
Surface Weapons: Nearly the entire
surface of a Death Star is covered
with some form of energy weapons,
ranging from Excellent to Monstrous
intensity.

Primary Weapon: The Death Star's
most feared weapon is its planet-
destroying super-laser — a Shift Z

(500) Energy Blast that requires
three rounds to charge between
blasts.

Tractor Beam: Shift X

Weakness: The original Death Star
had a thermal exhaust port, leading
directly to the main reactor of the
station. Although it was only
two meters wide, that was,
nevertheless, enough to allow a
single torpedo shot to destroy the
entire station. This flaw was
corrected in the design of the
second Death Star, although the
battle station was never fully finished
before it, too, was destroyed




DEATH STAR

HISTORY:

The Death Star is the Empire’s
ultimate weapon, a gigantic moon-
sized space station, capable of
destroying entire planets. After the
first Death Star was destroyed, the
Emperor ordered the construction of
an even larger, more powerful Death
Star, without the fatal ventilator shaft

flaw — unfortunately for the Empire,
this massive station was never
competed; although its weapons
systems were operational, the
exterior structure was never finished,
allowing small fighters, accompanied
by the Millennium Falcon, to be able
to destroy the main reactor directly.



DEATHSTROKE

STATISTICS:

AM(50)
AM(50)
RM(30)
IN(40)
RM(30)
IN(40)
IN(40)
Health: 170
Karma: 110
Resources: AM
Popularity: 0
Height: 6’4"
Weight: 225 Ibs.
Eyes: Blue
Hair: White
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Str: 25

BACKGROUND
Real Name: Slade Wilson
Occupation: Mercenary, Assassin
Legal Status: United States Citizen
with a Criminal Record in several
countries

Identity: Secret

Place of Birth: Unrevealed

Marital Status: Divorced

Known Relatives: Adeline
(estranged wife), Joey and Grant
(sons, deceased)

Base of Operations: Mobile
Present Group Affiliation: Various
Mercenary Organizations

KNOWN POWERS:

Enhanced Abilities: = Death-stroke
had his brain power increased to
90% by experiments performed on
him by the U.S. Army, raising his

abilities to the above levels. If he
should lose these abilities, his
Fighting, Strength, Agility, and

Endurance are reduced by —2CS

Equipment:

Armor: Deathstroke’s armor
Provides Amazing protection
and his visor provides
Telescopic Vision

Power Staff: Deathstroke’s Staff is
made of Remarkable strength
material and fires an Energy Blast of
Incredible Intensity

Sword: Wilson carries two swords of
Incredible material strength and that

Good

do Excellent Edged damage

Pistol: Deathstroke traditionally
carries two pistols that do
Excellent damage

Grenades: Deathstroke keeps a
cache of grenades that do
Remarkable explosive damage for a
range of 1 area

Talents:
All Martial  Arts skills (allows him
to Slam or Stun opponents

with Endurances greater than his
Strength), He is trained in Military
skills detection, espionage

ROLE-PLAYING NOTES:
Deathstroke’s personality is as grim
and mercenary as the work he does.
He conducts himself with calculated
confidence and tends to apply his
tactical mind to relationships as well
as combat, constantly manipulating
everyone around him. As a stone-
cold killer, he shows little emotion or
regret. On rare occasions, he lets
his guard down enough to show
fleeting glimpses of love or remorse
regarding his shattered family, but
swiftly regains his killer's
composure.



DEATHSTROKE

HISTORY:

At 16, Slade Wilson lied about his
age to enter the army, making a
name for himself while serving in
Korea. Becoming a legend in the
army, Wilson was on a tour of duty
in Vietham when he volunteered for
an experimental treatment to
increase soldiers’ resistance to truth
serum. Unfortunately, Wilson
reacted adversely to the process
and he began losing the ability to
walk and talk, becoming debilitated

to the point where he was
discharged and sent home.
However, after being sent back,

Wilson realized that his strength and
reflexes were improving again — but
the effect was unstable. He would
metahuman ability one day and be
virtually catatonic the next.

Eventually the process stabilized
and Wilson’s heightened abilities
remained intact. He wused his
abilities to become the mercenary
known as  Deathstroke: The
Terminator and operated as such
until his youngest son, Joe, was
kidnapped by an adversary known
only as the Jackal. The Jackal
threatened to kill the boy if Wilson
didn’t tell him who he had been hired
for a special mission in the Middle
East. Wilson refused to talk and
attacked the Jackal instead, but not
before his son’s throat was slit,
leaving him mute. Wilson’s wife
would never forgive him for this and
attempted to shoot him, grazing his
temple and rendering his right eye
sightless.

After a successful operation

involving the capture of the Man-Bat,
Deathstroke came into conflict with
Blidhaven’s protector, Nightwing,
Dick Grayson, former partner of the
Batman. Nightwing forced Wilson to
release his captive and has been
varyingly an ally and an enemy of
Wilson over the years.
Deathstroke’s constant contact with
Nightwing and his former allies in the
Teen Titans has occasionally
encouraged Wilson to attempt to
turn over a new leaf — at times even
leading the Titans in battle. But
Slade is first and foremost, a
mercenary, and he continues to walk
both sides of the law, depending on
his paycheck. His continued
operations in Blidhaven have led to
an uneasy truce with Nightwing.



DEINONYCHUS

STATISTICS:

RM(30)

EX(20)

GD(10)

RM(30)

FB(2)

FB(2)

FB(2)

Health: 90 Str: 10
Karma: 6

Resources: Not Applicable
Popularity: -10

Height: 6’ (average)
Length: 12’ (average)
Weight: 180 to 300 Ibs.
Eyes: Yellow

Hair: None
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BACKGROUND

Real Name: Not Applicable -
Deinonychus antirrhopus the genus-
species name

Occupation: Predator, occasionally
rampaging monster

Legal Status: Inapplicable

Identity: Inapplicable

Place of Birth: North America
Marital Status: Inapplicable

Base of Operations: Pre-historic
North America, although the species
exists in isolated pockets throughout
the world. Mobile

Present Group Affiliation: None,
although this species is known to run
in packs.

KNOWN POWERS:

Body Armor: Deinonychus’ thick skin Tracking: Deinonychus’ sharp ROLE-PLAYING NOTES:
provides Typical protection against senses it give it Amazing
Physical and Energy attacks. Tracking ability

Claws: The claws on Deinonychus’

hands may strike for Good Edged

damage.

Teeth: Deinonychus’ bladed teeth

cause Good edged damage.

Sickle-Claw: Deinonychus’ large

sickle-shaped foot claws strike for

Excellent edged damage and any

Kill result causes the target to suffer

—1CS to their Endurance roll

Tail: Excellent blunt damage

Leaping: Deinonychus powerful legs

give them Excellent Leaping ability.

Running: A Deinonychus’ may run at

Excellent speed



DEINONYCHUS

HISTORY:
The sickle-clawed dromaeosaurs
have become famous, as

‘Velociraptor - the name of the
primary villain in Jurassic Park,
although the actual animal Michael
Crichton based the creature on was
given the genus name Deinonychus.
Dinosaur researcher, Gregory Paul,
however, lumped Deinonychus in

with the genus Velociraptor and
Crichton followed this in his book.
Similar to the tyrannosaurids,
dromaeosaurs are very uniform, with
long, large clawed forelimbs, rather
slender, but still strong jaws with
teeth that seem adapted for
grabbing and holding, turning the
killing action over to the powerful
kicking legs with their signature

Sickle-claws on each foot

Deinonychus antirrhopus is the
‘Raptor’ from Jurassic Park. It is a
wolf-sized predator that predates the
other two genus members, implying
that the species grew smaller with

time, perhaps because of
competition  with  the  smaller
tyrannosaurids.



DEINOSUCHUS

STATISTICS:

EX(20)
GD(10)
IN(40)
MN(75)
FB(2)

FB(2)

FB(2)
Health: 145  Str: 40
Karma: 6

Resources: Not Applicable
Popularity: -20
Length: 40’

Weight: 10 tons

Eyes: Yellow

Hair: None
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BACKGROUND

Real Name: Not Applicable —
Deinosuchus is the genus name
Occupation: Apex predator
Legal Status: Inapplicable
Identity: Inapplicable

Place of Birth: Prehistoric North
America

Marital Status: Inapplicable
Base of Operations: Pre-historic
North America, although the species
exists in isolated pockets throughout
the world. Mobile

Present Group Affiliation: None,
although crocodilians  will often
group together

KNOWN POWERS:

Body Armor: Remarkable protection
against Physical and Energy attacks.
Claws: Excellent edged damage
Teeth: Amazing edged damage.
Crocodilians have exceptionally
strong jaws and any target in a
crocodile’s jaws is considered held
with Amazing Grappling ability

Tail: The thick muscular tail may
strike for Amazing blunt damage.
Hyper-Swimming: Excellent

Water Freedom

Tracking: Amazing

Talents:

Crocodilians are expert ambush
hunters, and receive +2 to Fighting
on their first attack if allowed to stalk
a victim for at least 2 rounds.

ROLE-PLAYING NOTES:




DEINOSUCHUS

HISTORY:

Deinosuchus is the cretaceous
analogue to the Salt Water Crocodile
— the crocodilian equivalent of
Megalodon, the giant prehistoric
white shark. Deinosuchus is the
ultimate expression of the
crocodilian big-game hunter.
Although the ‘Terrible Crocodile’ was
technically taxonomically closer to
being a prehistoric alligator, it was
very near the evolutionary split
between the modern true crocs and

gators —since then there has been
75 million years of evolution, and
modern gatoroids have evolved into
a different niche than Deinosuchus —
the Deinosuchus role has been filled
by modern crocodiles, and as form is
fitted to function, Deinosuchus
resembled and likely had the
aggressive  habits of modern
crocodiles, with longer, narrower,
more powerful jaws, rather than the
wide, duck-like bills of modern
gators.



DEMOGORGE

! 1

STATISTICS:

X(150)/Z(500)
AM(50)/UN(100)
AM(50)/X(150)
X(150)/Z(500)
EX(20)

MN(75)
CL1000/CL3000
Health: 400/1250 Str: 50/150
Karma: 1095/3095
Resources: N/A
Popularity: 30

Height: 10’ (Variable)
Weight: 3700 Ibs (Variable)
Eyes: Red

Hair: None
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BACKGROUND
Alias: Atum
Occupation: God
Legal Status: Existence unknown to
populace of Earth

Identity: Known to historians
Place of Birth: Earth

Marital Status: Single
Known Relatives: Gaea
(mother), Demiurge (father)
Base of Operations: The Sun
Past Group Affiliation: Child of
Gaea and the Demiurge

KNOWN POWERS:

Flight: Remarkable (225 mph) in air;
CL5000 (lightspeed) in space

Light Generation: CL1000

Heat Generation: CL1000

Plasma Generation: CL1000
Absorption Power: CL1000 ability to
absorb the powers and Abilities of
each of Atum’s victims. The victim’s
FASERIP scores are added to
Atum’s own ranks. When the first
such act occurs, Atum is ROLE-PLAYING NOTES:
transformed into Demogorge

Alter-Ego:

Upon the use of the Absorption

Power, Atum undergoes a physical

transformation into Demogorge. In

this form, he has wings, gray skin,

and increased power. Initial

transformation takes 3 turns. When

the battle is won, Demogorge cuts

off his excess power and reverts to

his original form. This takes 3 turns

as well.



DEMOGORGE

HISTORY:

Atum’s purpose is the protection of
Gaea; If Atum uses Power
Absorption at Unearthly intensity or
more, he transforms into
Demogorge, gaining the second,
higher set of stats. When the battle
is won, Demogorge | reverts back to
Atum



DESTROYER

STATISTICS:

UN(100)
RM(30)
ShiftZ(500)
CL3000

N/A

N/A

UN(100)
Health: 3650 Str: 400
Karma: 100
Resources: N/A
Popularity: -100
Height: 6’ 6” (Variable)
Weight: 850 Ibs. (Variable)
Eyes: None

Hair: None
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BACKGROUND

Real Name: The Destroyer
Occupation: Destroyer

Legal Status: Inapplicable
Identity: Existence unknown to the
public

Place of Creation: Asgard
Marital Status: Inapplicable
Known Relatives: Inapplicable
Base of Operations: Asgard
Present Group Affiliation: None

KNOWN POWERS:

Dimension Travel: Amazing
Disintegration: The Destroyer’s
most formidable weapon, this Class
1000 power is released in a beam
through its visor with a range of 5
areas. The power can be used
every other turn. Living targets may
attempt a Red Endurance FEAT to
avoid disintegration; if successful,
the target suffers 1000 points of
damage.

Disruption: This Class 1000 blast
can affect any matter, even Uru
metal

Elemental Conversion: Class 1000
Fire Generation: Class 1000

Heat: Class 1000

Hyper-Strength:  The  Destroyer
usually possesses a minimum of
Shift Z Strength. If several lifeforces
animate the Destroyer, in sufficient
numbers or a singular being of
sufficient power (like Odin), the
Destroyer’'s Strength is Class 1000.
Possessed by the combined life

forces of all the Earthly pantheons,
the armor’s strength was Class 3000
Kinetic Blast: Class 1000

Levitation: Amazing rank

Magnetic Generation: Shift Y rank
Matter Control:

*Liquidation of solids

*Solidification of liquids or gases
*Density alteration

Mind Transferal: Monstrous rank; a
being must make a Psyche FEAT of
Monstrous rank to avoid being
drawn in.

Molding: Class 1000

Molecular Conversion: Class 1000
Plasma Generation: Shift Z rank
blasts that also do heat and kinetic
damage

True Invulnerability: Class 3000
resistance to any physical or energy
attack

Weakness: If the  animating
lifeforce’s body is threatened, the
animating force may surrender and
return to it. If that body is slain, the
animating lifeforce dies. In either
case, the Destroyer is rendered
inanimate again



DESTROYER

ROLE-PLAYING NOTES:

HISTORY:

Long ago, the space gods known as
the Celestials conducted genetic
experiments on Earth’s humanity.
The gods that looked after the Earth
knew that with the Celestials
eventual return, there would be a
judgment that would decide the
planet's fate. If humanity was
deemed unworthy, Earth would be
destroyed. The Destroyer was
created, by the command of Odin,
as a weapon to use against the
nearly-omnipotent Celestials. Odin,
Zeus, and all other leading Earth
gods transferred a portion of their
power into the construct, which gave
it incredible strength and energy
manipulating powers. Odin then had
the Destroyer sealed within a
temple, out of reach until the
purpose it was designed for could be
implemented.

For many years, the Destroyer
remained lifeless until a vengeful
Loki destroyed the plateau to reveal
the temple inside, activating the
Destroyer for a number of evil
schemes. Thor finally gave the
Destroyer to Galactus to act as his
herald, but Loki eventually stole it
back to use against Thor in another
sinister plot by first using Balder and
then Thor, himself, to animate the
armor. However, while Thor's
essence animated the Destroyer he
was able to gain control of the
Destroyer through tremendous will
power. Odin has also projected
himself into the armor and has taken
control but without any struggle
making him, Thor and Loki the only

individuals that were able to
suppress the Destroyer’s
consciousness.

Eventually, the Celestials returned to
Earth, ready to pass judgment, and.
Odin transferred all of the
Asgardians (except Thor's) life
essences into himself and then into
the armor causing it to grow to a
tremendous size. Wielding the
Odinsword and  attacked the
Celestials. But despite its
overwhelming power, the Destroyer
could not do any significant damage
to the all-powerful Celestials. .

The Celestials melted the Destroyer
into slag and Arishem, the leader of
the Celestials on Earth, melted the
Odinsword down to nothing. But the
Celestials were then petitioned by
Gaea, with twelve humans that
possessed incredible powers as an
offering to illustrate the potential of
humanity. These ‘Young Gods’ were
taken by the Celestials to be trained
in the use of their powers, and the
Earth was spared.

The life forces of the Asgardians
were saved by Thor and the other
Earth gods, but the slagged remains
of the Destroyer were subsequently
stolen and repaired it through
mysticism, and the armor has been
activated by various individuals over
the years, all becoming dangerous
and destructive.  Recently, Odin
activated the armor to fend off the
World Devourer, Galactus, although
the battle was interrupted and the
Destroyer was never tested against
the Devourer



DEVIL DINOSAUR

STATISTICS:

AM(50)
EX(20)
AM(50)
UN(100)
TY(6)
PR(4)
GD(10)
Health: 220 Str: 42
Karma: 20
Resources: FB
Popularity: -5
Height: 25’

Length: 50’
Weight: Unrevealed
Eyes: Yellow

Hair: None

VT AaAmMm»nrP

BACKGROUND
Real Name: Devil
Dinosaur; Tyrannosaurus
rex is the genus-species name,
referred to as ‘Devil Beasts’ in
their native Valley of the Flame
Occupation: Top Predator,
Adventurer

Legal Status: Inapplicable
Identity: The general populace is
unaware of Devil's existence

Place of Birth: The “Valley of

the Flame” on an alternate
dimensional Earth where dinosaurs
survived until the age of hominids
Marital Status: Inapplicable

Base of Operations: The Savage
Land, formerly the Valley of the
Flame

Present Group Affiliation: Partner
of Moon Boy, occasional partner of
Ka-Zar and Shanna the She-Deuvil

KNOWN POWERS:

Body Armor: Devil Dinosaur’s thick
hide provides Amazing protection
against Physical attacks and
Amazing versus Energy attacks.
Teeth: Devil Dinosaur’s bite causes
Monstrous edged damage. The
tyrannosaurs as a group had
exceptionally strong jaws and any
Kill result will result in the target
suffering a —1CS to their Endurance
roll. Also, any target in Devil’'s jaws
is considered held as if with
Unearthly Grappling.

Tail: Devil Dinosaur's muscular tail
can strike for Unearthly Blunt
damage

Stomp: Devil Dinosaur can stomp
for Monstrous blunt damage with
one leg, or a ‘Double Stomp’ with
both legs for Unearthly damage
Movement: Devil can move at
Remarkable Land Speed or Leap
across 3 areas, but not up

or down more than 1 area in Height
Tracking: Devil's heightened senses

grant him Amazing Tracking.
Growth: At 25 feet tall, Devil
Dinosaur has Unearthly Growth,

giving him +1CS to be hit by Human-
sized opponents.

Against smaller targets, Devil may
strike for Unearthly damage.

NOTE: Devil Dinosaur is theorized
to be either be a mutant, or else was
affected by the highly-toxic chemical
lava fires that burned his skin red
when he was still just a hatchling. It
is also possible the lava fire acted as
the trigger for his mutant gene just
as radioactivity has often acted as a
catalyst for mutants in the modern
age. Whatever the case, Devil
displays intelligence and physical
abilities significantly beyond any
normal member of his species



DEVIL DINOSAUR

ROLE-PLAYING NOTES:

Devil is a T. rex first, albeit a super-
intelligent one. He doesn’t normally
eat hominids unless they upset him
— the Killer Folk he will attack and kill
on sight. He is devoted to Moon
Boy, although he is intelligent
enough to align and cooperate with
other humans and creatures as well.

HISTORY:

Devil Dinosaur is a mutant
Tyrannosaurus rex from a parallel
reality (Earth 78411), closely
associated with the mainstream
Marvel Universe, wherein dinosaurs
and hominids existed side-by-side.
The nature of Devil's mutation is
unknown, although it is known that
the creatures of his Valley were
experimented on by Celestials.
Devil was also exposed as a
hatchling to a chemical bath of lava,
which burned his skin red. In any
case, Devil is far stronger, more
intelligent, and more durable than
any normal T. rex.

Devil's story begin when his mother
was attacked and killed by the
vicious group of hairy hominids
known as the ‘Killer Folk’, who then
turned upon Devil and his fellow
hatchlings. The Killer Folk killed all
of Devil's brothers and sisters, but
found Devil himself a handful;
unable to kill him with their spears,

they forced him into the chemical
rich lava, and left him for dead.
Devil was rescued, however, by
Moon Boy — a member of the ‘Small
Folk’ — another, more peaceful group
of hominids sharing the Valley — who
nursed him back to health.

Devil Dinosaur and Moon Boy
adopted each other after that, and
Devil grew to be the mightiest
creature in the Valley of the Flame.
The close association of Earth
78411 to the mainstream Marvel
Universe, however, caused a lot
of  cross-dimensional instability
between the two realities (including
an instance where Godzilla — shrunk
to T. rex size was transported to the
Valley of the Flame), so that Devil
Dinosaur and Moon Boy eventually
found their way to Marvel Earth,
living for a time incognito in
Manhattan, but eventually settling in
the dinosaur-inhabited Savage Land,
where he has had amicable dealings
with Ka-Zar.



DIRTY HARRY

STATISTICS:

EX(20)
GD(10)
GD(10)
RM(30)
GD(10)
EX(20)
GD(10)
Health: 80
Karma: 120
Resources: GD
Popularity: 6
Height: 6 2”
Weight: 220 Ibs.
Eyes: Blue

Hair: Brown

VT AaAmMm»nrP

Str: 9

BACKGROUND

Real Name: Harry Callahan
Occupation: Police Inspector
(Homicide Detective), former Marine
Legal Status: United States Citizen
with no criminal record

Identity: Publicly known

Place of Birth: New York City
Marital Status: Widowed

Known Relatives: Sylvia Callahan
(wife, deceased)

Base of Operations: San Francisco
Present Group Affiliation: San
Francisco Police Department

KNOWN POWERS:

Dirty Harry has no superhuman
powers; all of his abilities come
through his years of experience and
training.

Talents:

Martial Arts B, E, Wrestling, and is a
Weapons Specialist (+2 to Shooting
Attacks) Detective skills (+2CS to

Reason and Intuition), Resist
Domination, Survival Skills (Urban).
He has Military skills

(Demolition, hand to hand combat,
and Strategy)

NOTE: Harry is well known for his
particularly intimidating manner —
any opponent confronting him must
pass a Typical Psyche FEAT or
suffer a —1CS to initiative for the first
roll of combat

Equipment:
Harry’'s weapon of choice is, of

course, his trademark Smith &
Wesson Model 29 .44-caliber
Magnum revolver which does

Excellent shooting damage Harry
briefly upgraded to the 44 Auto-Mag
until the model was discontinued

ROLE-PLAYING NOTES:
Dirty Harry is the caricature of the

tough-as-nails law-enforcer — the
sort comics like Judge Dredd are
based on. He is hardened, cynical,
and more than willing to break the
rules to serve justice. Conversely,
he is extremely cautious of those
who would abuse their positions
within the law. Harry does have a
heart, although mostly it just makes
him mad — but he will go to great
lengths to protect innocents and
punish those who would hurt them.



DIRTY HARRY

HISTORY:

The most famous and controversial
officer in the San Francisco Police
Department, Detective Inspector
Harold "Dirty Harry" Callahan, is well
known in the city for his mixture of
ruthless and often brutal pursuit of
criminals and sharp detective skills.
After a stint in the Marine Corps,
Callahan joins the SFPD in the
1950s and eventually rises to the
rank of Inspector, becoming involved
in several controversial cases and
losing his wife in an automobile
accident along the way.

Callahan is known as ‘Dirty Harry’
because he’s the guy that does
‘every dirty job that comes along’ -
situations too violent and
unpredictable for conventional police
methods — and that also often prove
fatal to his partners. Nonetheless,
Harry has had undeniable success
in bringing violent criminals to
justice. There was the deranged and
psychotic "Scorpio Killer" (Dirty
Harry), a ring of vigilante police
officers led by a rogue lieutenant

(Magnum  Force), a group of
terrorists who kidnap San
Francisco’s mayor (The Enforcer), a
revenge killer of violent rapists
(Sudden Impact), and a deranged
movie buff (The Dead Pool), and
these are but a few of the villains
who met violent ends after tangling
with Dirty Harry Callahan.
Dirty Harry is, of course, known for
carrying a Smith & Wesson .44
Magnum revolver and enjoys
reminding prospective  would-be
resistors-of-arrest that they are
looking up the barrel of ‘the most
powerful handgun in the world’ and
could blow their heads ‘clean off.’” In
Sudden Impact, Callahan also packs
a customized 44 Magnum
"Automag" — a unique weapon that
proves valuable when Harry is
attacked by three thugs and loses
his regular gun, in the ensuing
struggle — he turns to the Automag
for the climatic shootout, killing an
entire gang of criminals in a closed
amusement park, impaling the last
member on a merry-go-round's

unicorn horn after shooting him off
the tracks of a nearby roller coaster.

At the end of gunfights, Callahan will
often taunt cornered villains — telling
them he may or may not be out of
bullets, and wondering — with the
barrel of the .44 in their face, if they
‘feel lucky.” He does this twice in
Dirty Harry, first with a bank robber,
who lacks the courage to call
Callahan's bluff, only to discover

Harry's gun is empty. In the final
showdown with ‘Scorpio’, Harry
presents the challenge again.

Scorpio takes the dare, reaching for
his own gun, but this time Harry has
one more bullet and blows the
psychopathic nut-job away.

The Dead Pool is the last film in the
series — presenting Harry in his
sixties, still in whipcord shape and
tough as nails - and Callahan’s later-
day cases, and presumed eventual
retirement has never been
chronicled



DOC SAMSON

STATISTICS:

RM(30)
RM(30)
MN(75)
AM(50)
EX(20)
EX(20)
EX(20)
Health: 185 Str: 60
Karma: 60
Resources: GD(10)
Popularity: 5
Height: 6’6"
Weight: 380 Ibs.
Eyes: Blue

Hair: Green
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BACKGROUND

Real Name: Leonard Samson
Occupation: Psychiatrist, U.S. Army
and Air-force Consultant, former
College Professor

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

Place of Birth: Tulsa, Oklahoma
Marital Status: Single

Known Relatives: Ricky Myers
(son)

Base of Operations: Mobile
Present Group Affiliation: Gamma
Base, Hulk-Busters

KNOWN POWERS:

Body Armor: Samson’s gamma-
irradiated skin provides Incredible
protection from physical and energy
attacks. He has no particular
resistance to heat and cold.

Leaping: Doc Samson has Shift-Z
Leaping, allowing him to leap 33
floors (500°’) straight up and 4 areas
across

Limitation: Doc Samson’s Strength is
tied to the length of his hair. His
listed Strength is his maximum level,
and he loses —1CS to all FASE stats
for every three inches he cuts off
until all abilities reach Typical.

Talents:

Doctor of Psychiatry and self-taught
expert on the Hulk and gamma
radiation. Samson has Martial Arts
A, B, C and Medicine talents

ROLE-PLAYING NOTES:



DOC SAMSON

HISTORY:

Doctor Leonard Samson exposed
himself to controlled radiation, to
give himself super-human strength.
His true calling, however, is
psychiatry, and he specializes in
metahuman  patients, with a
particular interest in the MPD case
of the Hulk. He has been
responsible for a number of the
Hulk’'s incarnations, most
predominantly the Professor Hulk,
and most disastrously, the Mindless
Hulk. He also has high-level
associations with S.H.LE.L.D. and
government operations.



DOCTOR DOOM

STATISTICS:

F RM(30)

A EX(20)

S IN(40)

E IN(40)

R AM(50)

| IN(40)

P AM(50)
Health: 130 Str: 39
Karma: 140

Resources: AM

Popularity: 40

Height: 6’2" (6'7” in armor)
Weight: 225 Ibs. (415 Ibs in armor)
Eyes: Brown

Hair: Brown

BACKGROUND

Real Name: Victor Von Doom
Occupation: Monarch

Legal Status: Ruler of Latveria
Identity: Publicly known

Place of Birth: Near Doomstadt,
Latveria

Marital Status: Single

Known Relatives: Cynthia Von
Doom (mother, deceased), Werner
Von Doom (father, deceased)

Base of Operations: Castle Doom,
Latveria

Present Group Affiliation: None

KNOWN POWERS:
Hyper-Invention: Monstrous Reason
when inventing, designing, or
constructing new devices, robots,
weapons, or energy systems.

Mind Transferal:  Amazing rank.
This is an ability taught or provided
him by the Ovoid race, by which

Doom may exchange his
consciousness with another human.
Ritual Magic: Doom has the
following Remarkable spells:
*Dimensional Travel:  Limited to
travel to Mephisto’s realm.
*Summoning: Good ability to
summon and control supernatural
beings

*Sympathetic  Magic  (Voodoo):
Feeble rank

*Magic Energy Blast

Body Armor: The armor possesses
Incredible Material Strength and
Incredible resistance to energy

attacks. The armor responds to Dr.
Doom’s movements and mental
commands. If Dr. Doom is away
from his armor, the armor can
respond to either preprogrammed
instructions or his remote control. It
can only be deactivated by attacks
of Amazing rank

Force Field: This Monstrous
intensity field has a maximum radius
of 8 feet.

Force Bolt: Amazing strength
energy beams may be fired from his
gauntlets and faceplate. The bolts o
the faceplate, if detached can be

used as a propulsion unit to attain
Good airspeed.
Electricity:

Unearthly damage to anyone in

This blast does
contact with the armor. People
within 10 feet of the blast suffer
Incredible damage.

Rocket: Twin atomic jets on his
waist give him Excellent airspeed.
Self-Sustenance: Internal stores
and recycling systems give him the
ability to survive for several weeks in
hostile conditions such as deep
space.



DOCTOR DOOM

ROLE-PLAYING NOTES:

At the core of Doom’s mind is a
strong Oedipal Complex. He wants
to rescue his mother from Mephisto.
To this end, he has learned every
magical or technological trick that
could help him in his quest. Doom is
also an incredible egotist. He
believes he is the greatest, smartest
man in the world or perhaps even in
the galaxy. When someone comes
along who challenges that belief
(such as Reed), Doom swears a
vendetta against that rival.

As a peculiar side-effect of his ego,
Doom possesses a much-vaunted
sense of honor. He considers it
demeaning to break a promise once
he has made it.

However, Doom will happily lie to
potential allies and turn on them
when the time is ripe, should he not
consider them his peers.

HISTORY:

Victor Von Doom was the child of
gypsies living in the Balkan country
of Latveria. His father Werner was a
local healer and his mother Cynthia
was a sorceress. She died when
Mephisto seized her soul and took it
to his realm. Werner died when he
was killed by the King's troops for
failing to cure the dying queen.
Afterwards, Victor was raised by
another gypsy family and fell in love
with their daughter Valeria.

Victor had an incredible thirst for
new knowledge. First, he explored
magic through the books left him by
his mother. Then he traveled to the
US. in search of scientific
knowledge. There he met Reed
Richards when they were students in
Empire State University’s Physics
department. Doom tried to combine
his magical and scientific talents into

a device that would enable him to
communicate with the dead. When
he first used the device, it exploded
and gave him a small scar along his
jaw. Doom was convinced he was
hideously maimed and left the U.S.

He continued his quest for
knowledge in Tibet. He joined an
order of monks to learn their skills
and knowledge. They helped him
build his first armor. Doom insisted
on donning the mask while it was
still red-hot, further scarring his face.

Doom returned to Latveria and
overthrew its  monarch, King
Rudolpho. He established a

scientific citadel where he worked on
weapons for world conquest.

When the FF came into existence,
Doom recognized Reed and felt the
urge to destroy this rival. This began
the long running war that has
plagued the FF ever since



DOCTOR MANHATTAN

STATISTICS:

AM(50)
MN(75)
MN(80)
CL(1000)
ShZz(500
MN(75)
UN(100)
Health: 1205 Str: 80
Karma: 675
Resources: UN
Popularity: MN
Height: Unrevealed
Weight: Unrevealed
Eyes: White

Hair: None
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BACKGROUND

Real Name: Dr. Jon Osterman
Occupation:  Physicist, Former
superhero

Legal Status: United States Citizen
with no Criminal Record

Identity: Publicly known

Place of Birth: Unrevealed

Marital Status: Single

Known Relatives: None

Base of Operations: Mobile
Present Group Affiliation: U.S.
Government, former member of the
Watchmen

KNOWN POWERS:

Energy Manipulation: Dr. Manhattan
can manipulate all forms of energy
with Unearthly ability.

Growth: Unearthly. Dr. Manhattan
can alter his size at will.
Invulnerability: Shift X (150) defense
against all physical attacks

Matter Manipulation: Dr. Manhattan
can manipulate matter at the
molecular level with Class 1000

ability. He commonly uses this
power for the following Power
Stunts:

*Disintegration

*Transmutation

*Teleportation: Dr. Manhattan may
teleport himself or others

*Serial Immortality: If his body is
destroyed Dr. Manhattan can
completely reconstitute himself with
a Green Psyche FEAT
Self-Sustenance:  Dr. Manhattan

has no need to eat or to breath, and
may survive unprotected in open
space

Telekinesis: Unearthly

Microscopic Vision: Unearthly
Precognition: CL3000 ability to see
his own future.

Total Recall: CL3000 ability to recall
every moment of his own life.

Talents:
All Science skills and is a specialist
in Physics.

ROLE-PLAYING NOTES:

With his perception on a cosmic
level, Doctor Manhattan has become
detached and disinterested in Earth
and/or the human race



DOCTOR MANHATTAN

HISTORY:

John Osterman received his PhD
from Princeton University, after
which he got a job as a researcher
at the Gila Flats facility. In August
1959, Osterman was involved in an
accident, which trapped him in a
chamber designed to remove the
intrinsic field of an object. Osterman
was disintegrated and apparently
killed, but somehow reintegrated
himself several months later. He
had been reborn as Doctor
Manhattan, a being with
phenomenal powers whose
presence would change the world
forever.



STATISTICS:

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

VT AaAmMm»nrP

Health: 66
Karma: 180
Resources: GD
Popularity: 0
Height: 6°27%”
Weight: 180 Ibs.
Eyes: Gray
Hair: Black with white at the temples

Str: 5

BACKGROUND

Real Name: Stephen Strange
Occupation:  Surgeon (retired),
occult expert

Legal Status: American citizen with
no criminal record
Identity: Publicly known
Place of Birth:
Pennsylvania

Marital Status: Single
Known Relatives: None
Base of Operations:
Village, New York
Present Group Affiliation:
Defenders, Avengers

Philadelphia,

Greenwich

the

KNOWN POWERS:

Magical Ability: Doctor Strange is
the Sorcerer supreme of the Earth
Dimension. He may use any listed
power as a spell, subject to the
limitation of Personal, Universal, and
Dimensional energy restrictions. He
uses these abilities at Amazing level
unless otherwise noted as Power
stunts. In addition, Dr. Strange
regularly uses the following spells:
*Alteration Appearance (P): a minor
illusion of Amazing intensity that
changes the Doctor's appearance
and that of his companions, usually
hiding their costumes.
*Astral Projection (P):
ability

*Levitation (P): Incredible ability
*Shield (O): Personal Force field of
Monstrous intensity against magic
attacks.

Unearthly
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*Telepathy (P): Unearthly ability
*Conjure (U): A specialized teleport
of Amazing intensity that brings the
item, character or being to the
caster. The being in question may
make a Psyche FEAT to avoid the
conjuration.

*Eldritch Beams/Bolts (U): A force or
energy weapon of Monstrous power
and range

*Dimensional Aperture (D): Creates
an opening into, and permits a
passage to and from another stated
dimension, with Monstrous ability.
Requires a FEAT roll only for
unfriendly or hostile dimensions or
unwilling travelers.

*Spell of Silence (U): Prevents a
subject of the spell from speaking o f

DOCTOR STRANGE

certain matters or subjects. Only
characters of Amazing or greater
Psyche may receive a FEAT roll to
avoid its affect.

Equipment:

Cloak of Levitation: The Cloak
permits Flight of Shift X speed. The
Cloak may be commanded to
perform discreet actions and, in
combat, it has Incredible material
strength and may act as if it
possesses Incredible Strength

Eye of Agamotto: An occult object
contained within an amu worn by the
Doctor and controlled by a Psychic
link. The Eye has several functions:
*Serves as a combination of all
Detection Powers with CL1000



DOCTOR STRANGE

ability and, in addition, reveals all
illusions, enchantments, and
disguises

*Provides a +2CS on all mental
Powers used by the Doctor

*Places one unconscious target in
the same area in suspended
animation (no actions or loss of
Health) with Monstrous ability
*Opens a Dimensional Aperture with
Unearthly ability

Orb of Agamotto: Another powerful
mystic artifact, the Orb has CL3000
Magic Detection and may be sued to
view any place known to the user

ROLE-PLAYING NOTES:

Doctor Strange is methodical, wise,
and investigative, with a wry, austere
wit. His mystical training has left him
aloof, and extremely self-controlled.
His  youthful arrogance has
mellowed with the lessons of life,
age, and experience.

HISTORY:

The brilliant but arrogant surgeon,
Stephen Strange had his career cut
short in a car accident that injured
the nerves in his hands. Seeking a
cure, Stephen traveled to Tibet and
found the temple of the Ancient One,
an aged sorcerer. While there, he
discovered Baron Mordo, the
Ancient One’s pupil, plotting to Kkill
his master. Stephen warned the
Ancient One, proving his potential
for good and worthiness of power.
He became the Ancient One’s
disciple, learning the secrets of
sorcery and later taking on his
mentor's mantle as the Earth’'s
Sorcerer Supreme.

Doctor Strange remains the primary
go-to guy in matters magical for the

heroes of Marvel Earth, and has
aided groups like the Avengers and
the Fantastic Four on many
occasions, and has even been
tapped for his mystical expertise by
entities such as the world-devouring
Galactus. He spends much of his
time dealing with mystical threats
beyond the ken of most mortals,
such as the dread Dormammu and
Nightmare. He rarely works with
other heroes on a regular basis, with
the exception of when he united the
Hulk, the Silver Surfer, the Sub-
Mariner, and a number of other
heroes, under the banner of the
Defenders. He also formed the ill-
fated Illluminati with Reed Richards,
Tony Stark, the Black Bolt, and
Professor Xavier.



DOOMSDAY

STATISTICS:

AM(50)
GD(10)
ShY(200)
ShY(200)
PR(4)
TY(6)
AM(50)
Health: 460 Str: 200
Karma: 60
Resources: FB
Popularity: -75
Height: 7’

Weight: 615 Ibs.
Eyes: Red

Hair: White

TTAAmMwnP>m

BACKGROUND

Real Name: The
Ultimate

Occupation:
Armageddon Creature
Legal Status:
Inapplicable

Identity: Doomsday is N
known and feared through
out the universe

Place of Birth: Krypton
Marital Status: Single
Known Relatives: None
Base of Operations: None
Present Group Affiliation: None

KNOWN POWERS:
Immortality: Doomsday does not age
and his body regenerates with

Amazing ability. This  ability

continues to function even after

death, making it extremely difficult to Monstrous Grappling attack ROLE-PLAYING NOTES:

kill him. Leaping: Doomsday has Class 5000 Doomsday is an engine of almost
Invulnerability: Doomsday’s thick Leaping ability mindless destruction. There is no
bone and hide provide him with Shift reasoning - or even speaking -with it

X (150) protection versus Physical
and Energy attacks.

Evolution: Doomsday has the
Unearthly  ability to acquire
resistance to any type of attack. The
attack must do some form of
damage, whereupon Doomsday
develops a defense equal to the
intensity of the attack up to
Unearthly

Claws: Doomsday’s claws cause
Unearthly Edged damage; he can
also extend them for 1 area for a



DOOMSDAY

HISTORY:

The creature known as Doomsday
originated long ago on the planet
Krypton, before that world’s
inhabitants conquered their
environment. The alien scientist
Bertron cloned and released a
humanoid infant onto the harsh
surface of the planet. After its
immediate death, the remains were
dissected and used to create a new
clone. Each successive “generation”
of the creature was encoded with the
death agonies of all of the prior
clones, creating a form of forced
adaptive evolution.

First, the clone became able to
withstand the harsh environment.
Then it developed abilities to deal
with the deadly predator species, to
survive on solar energy without the
need for food, water, or air, and,
eventually to regenerate and adapt
to whatever killed it, even without
Bertron’s technology. “The Ultimate”
form of the creature exterminated
Krypton’s deadliest predatory
species, then turned on Bertron,
aware that he had “killed” it
thousands of times over. Escaping
from Krypton, the creature
rampaged across the universe for
thousands of years. It battled

Darkseid on Bylan 5, resulting in the
poisoning of that world’s
atmosphere. It rampaged across
Khundia, uniting the warring clans to
build a rocket to send the Destroyer

hurling back into space. The
creature killed a Green Lantern and
even attacked Oa, requiring

hundreds of Green Lanterns and
even one of the Guardians of the
Universe to perish in order to stop it
Finally, the Ultimate cut a swath of
devastation across the world of
Calaton. The survivors of the
Calaton royal family merged their life
forces into a powerful energy being
known as the Radiant. It killed the
Ultimate, although the battle
devastated the surface of Calaton. In
accordance with their funerary rites,
the Calatonians shrouded and
chained the Ultimate’s corpse, so its
spirit could not escape the afterlife.
They placed it into a capsule and
shot it into space. Eventually, the
capsule crash landed on Earth,
buried deep underground by the
impact After an unknown amount
of time buried alive, the creature
regenerated and fought its way free,

emerging in the American
Midwest. Dubbed “Doomsday” after
Booster Gold likened its

appearance to “the arrival of
doomsday,” the creature  easily
defeated the assembled Justice
League, making his way towards
Metropolis.

Doomsday’s early development
gave him the ability to sense the
presence of Kryptonian life-forms - it
automatically considered them a
threat - so he was drawn to
Superman’s home to attack him.
Superman  attempted to stop
Doomsday leading to a running
battle all the way into Metropolis.
Even the Man of Steel was only just
able to slow the creature. Finally, in
a no-holds-barred combat,
Superman and Doomsday beat each
other to death in front of the Daily
Planet  building in  downtown
Metropolis. Not long thereafter, Hank
Henshaw, the Cyborg Superman
(posing as the real Superman) stole
Doomsday’s corpse. He bound the
creature to an asteroid and sent it
hurtling out of the solar system on a
trajectory that would not intersect
with any inhabited worlds.
Doomsday recovered in the depths
of space, still unkillable.



STATISTICS:

RM(30)

AM(50)

AM(50)

CL1000

MN(75)

MN(75)

UN(100)

Health: 1130 Str: 48

Karma: 250

Resources: Unlimited
Popularity: -30

Height: 6’1"

Weight: Unrevealed

Eyes: (Originally) Green

Hair: (Originally) Black, currently
manifests as a head of solid flame

VT AaAmMm»nrP

BACKGROUND

Real Name: Dormammu
Occupation: Conqueror,
ruler of the Dark Dimension
Legal Status: Exiled citizen of the
dimension of the Faltine, exiled
citizen of the Dark Dimension
Identity: Publicly known in the Dark
Dimension. His existence is
unknown to the general populace of
Earth
Place of
dimension
Marital Status: Single

Known Relatives: Umar (sister),
Clea (niece)

Base of Operations:
Village, New York
Present Group Affiliation: None

former

Birth: the Faltine

Greenwich

KNOWN POWERS:

Magical Ability: Dormammu is one
of the most powerful magic-wielders
ever to exist. He may use any
listed Power as a spell, subject to
the limitations of Personal and
Universal energy restrictions. Being
a Dimensional entity, he is able to
generate these energies himself. He
uses these abilities at the
Monstrous level unless other-wise
noted as Power Stunts. In addition,
Dormammu regularly uses the
following spells:

*Counterspell (D): Dormammu can
cancel out or tamper with the
magical spells of others at

.

Unearthly ability. He must make a
FEAT roll against the intensity of the
spell-caster he wishes to affect.
*Dimensional Aperture (D):
Unearthly Creates an opening into
and permits passage to and from
another stated dimension

*Eldritch Beams/Bolts (U): As Force
or Energy weapons of Monstrous
power and range

*Telepathy (P): Dormammu can
telepathically contact anyone he
wishes throughout the dimensions
with CL1000 ability

*Transformation (D): Unearthly rank
ability to transform himself or others
into another substance, retaining the
target's own shape. He can also
endow another individual with new
powers, or enhance old ones.
Flames of Regency: When
Dormammu is ruling the Dark
Dimension, he receives a +1CS on
any power he uses

Immortality: If Dormammu’s Health
is reduced to 0 his body dissipates
and begins to reform elsewhere over
a period of 2-20 months



DORMAMMU

ROLE-PLAYING NOTES:

Despite his great power — or
perhaps because of it — Dormammu
is not terribly subtle — he uses his
powers directly and to the point.
Although he may engage in complex
schemes to gather power, once he
has gained that power, he uses it in
a forthright manner.

Oddly enough, Dormammu is
possessed of a strange sense of
honor and will never break his word
once given, or attack someone to
whom he is indebted. It is possible
that these self-limiting codes are
related to trappings and strictures
inherent to his magical nature, rather
than any true sense of honor —
perhaps similar to the literal, but
misleading  truths  spoken by
Mephisto (the Devil).

HISTORY:

Little is known of Dormammu’s
origins, other than that he is a
member of the extra dimensional
Faltinian race. With the help of his
sister Umar, he defeated the
invasion of the Mindless Ones and
became ruler of the Dark Dimension,
increasing his magical abilities by
transforming his body into mystical
energy. He consolidated his power,
exiled his sister, and eventually
became Sorcerer Supreme of the
Dark Dimension.

As a consequence of one of his
most costly defeats, Dormammu
was scattered throughout the
universe. Being a mystical energy
creature, however, he was not
permanently destroyed, but rather
just severely weakened. During his

absence, both Umar and Clea have
assumed the mantel of Sorceress
Supreme of the Dark Dimension.

In the last years of his known
existence, Dormammu ’s attention
was not focused on re establishing
himself as leader of that Dimension,
but rather on defeating Doctor
Strange and conquering Earth. To
accomplish these ends Dormammu
enlisted the aid of humans, most
notably Baron Mordo. The quantity
of power that Dormammu can confer
upon one of his minions is
immeasurable, but at least
potentially sufficient to dwarf the
abilities of any dimension’s sorcerer
supreme



DRACULA

STATISTICS:

RM(30)
AM(50)
RM(30)
UN(100)
EX(20)
AM(50)
AM(50)
Health: 210 Str: 25
Karma: 110
Resources: RM
Popularity: -30
Height: 6’5"
Weight: 220 Ibs.
Eyes: Red

Hair: Black

VT AaAmMm»nrP

BACKGROUND

Real Name: Vlad Dracula
Occupation: Former prince of
Transylvania and Wallachia, Lord of
the Vampires

Legal Status: Legally dead

Identity: The general populace of
Earth believes that Dracula died in

the 15™ century and that stories of &

his survival are fictional

Place of Birth:
Transylvania (now  Sighisoara,
Romania).

Marital Status: Legally married

three times; although Dracula has
kept a number of vampire ‘brides’
over his career,

Known Relatives: Vlad Dracul
(father), Mircea and Radu (brothers),
Zofia and Maria (wives), Lilith
(daughter), Vlad Tepelus (son), (all
deceased), Janus (son), Domini
(wife), Frank Drake (descendant)
Base of Operations: Castle
Dracula, Transylvania

Present Group Affiliation: Lord of
Vampires

KNOWN POWERS:
Resistances: Dracula ignores most
physical attacks but not Stuns and

slams. He has Excellent
regenerative abilities
Transformation: Dracula can

transform himself into the following:
*A mist-like cloud which allows him
passage through tight spaces and
Feeble Flight

Schassburg,

*A bat, having bite attacks (Good
damage) and Typical Flight

*A Wolf, having the abilities to bite
(Remarkable damage), move at 3
areas, and use Monstrous Intuition
*A man-sized bat capable of flying at
4 areas/round, with claw and biting
attacks for Excellent damage.
Summoning and Controlling: Dracula
is able to command the meaner
animals (bats and  wolves),
thunderstorms, lesser vampires and
humans at Unearthly rank.

Vampire Bite: Dracula’s bite inflicts
Typical damage each turn. If the
victim is not slain, he or she remains
weak (-1CS on all FEATs) until a
weekly Endurance FEAT is made,
and subject to Dracula’s telepathic
commands.

Vampiric Limitations: A number of
attack forms and weaknesses inflict
damage to a vampire:

*Blood Dependency: Deprivation of
blood results in weakness (-1CS on
all stats every two days) and an
overwhelming desire for blood.
Upon seeing blood, a vampire failing
a Psyche FEAT roll automatically
attacks

*Direct Sunlight: The rays of the sun
or attacks which duplicate solar
radiation cause Amazing damage to
vampires. If reduced to 0 Health, a
vampire turns to powder

*Religious Objects

*Mirrors: A vampire must make a
Psyche FEAT roll to avoid smashing
a mirror

*Houses: Vampires are bond from



DRACULA

entering a dwelling unless freely
invited

*Silver: silver weaponry can inflict
normal damage on a vampire
*Wood: a wood stake or blade
produces an automatic Kill against a
vampire on a red result

*Permanent  Destruction:  Three
methods of slaying a vampire are
known to ‘kill’ it forever: exposure to
sunlight, piercing the vampire’s
heart, beheading, burning, and then
scattering the ashes; or  using the
Montesi Formula

Talents:

Dracula is a trained swordsman and
has Martial Arts A and B. He
possesses both the  Occult Lore
and Mystic Background talents.

ROLE-PLAYING NOTES:

HISTORY:

Dracula, Lord of the Undead, was
born Viad Tepes, a 14" Century
Transylvanian Prince. In life, he was
a fierce warrior and a cruel ruler —
known as ‘The Impaler’ for his habit
of staking enemies (and subjects
who displeased him) like trees
outside his castle, and he was given
the name, ‘Drak-ul’ — ‘son of the
Devil'.  Stories differ as to how
Dracula became a vampire, but he
was first encountered in modern
times in the Late 1800’s, when he
bought property in the middle of
downtown London, intending to set
up a power base in what was, at the
time, the worlds most prosperous
City. He was stopped on that
occasion (and temporarily killed), by
Professor Abraham Van Helsing.
Van Helsing and his descendants
would be a constant foil for the
Vampire-King, even after he was
repeatedly resurrected, destroyed,
and resurrected again, even into
modern times.

Dracula has had dealings with a
wide range of characters, from other
classic monsters, like Frankenstein’s
Monster and the Wolf-Man, to
skirmishes with super-heroes like
Batman and Thor. He had a regular
series at Marvel — who presented a
very iconic version of the character,
compatible with both literary and film
versions — as well as more watered-
down versions in other vampire-
themed universes like Buffy the
Vampire Slayer and Vampirella.

Count Dracula is more an actual
classic character than a monster,
often presented as lovelorn and
charming, as well as being a
courageous warrior, and even
heroic. The version presented here
is the classic Count Dracula, which
would be compatible with the Marvel
Universe version, as well as the
Universal or Hammer series film
versions — a genuine monster - a
vampire with blood on his mind, and
a true villain, although one, like
Doctor Doom, with a little bit of class



DRAGON (7™ VOYAGE OF SINBAD)

STATISTICS:

RM(30)
GD(10)
IN(40)
UN(100)
FB(2)

FB(2)

FB(2)
Health: 190  Str: 40
Karma: 6

Resources: Not Applicable
Popularity: -20
Height: Unrevealed
Length: Unrevealed
Weight: Unrevealed
Eyes: Yellow

Hair: None

TTAAmMwnP>m

BACKGROUND

Real Name: Not Applicable
Occupation: Guard Animal

Legal Status: N/A

Identity: Known to sailors

Place of Birth: The Island of
Colossa

Marital Status: N/A

Known Relatives: None, although
Colossa likely had a population of
dragons

Base of Operations: The Castle
of Sokurah, on the Island of Colossa
Present Group Affiliation: Guard
beast for the Sorcerer Sokurah

KNOWN POWERS:

Body Armor: The Dragon’s thick hide
provides Excellent protection against
Physical and Energy attacks.

Teeth: Incredible edged damage.
Claws: The Dragon’s claws
cause Amazing edged damage.

Tail: The Dragon’s massive tail can
strike for up to Unearthly blunt
damage.

Stomp: The Dragon can stomp  for
Monstrous  blunt damage with one
leg, or a ‘Double Stomp’ with both
legs for Unearthly damage

Flame Breath: Sokurah’s Dragon
can breath bursts of fire of Incredible
intensity and range.

Tracking: The Dragon can track with
Incredible ability

ROLE-PLAYING NOTES:



DRAGON (7™ VOYAGE OF SINBAD)

HISTORY:

The mighty fire-breathing Dragon, is
Sakurah’s guard beast against the
island’s tribe of Cyclops. The
dragon is chained at the entrance to
Sakurah’s cave, in front of his castle.
A winch system controls the
monsters  chain  length, along
passage to the castle, but as Sinbad
escapes with the Magic Lamp, the
dragon snaps its chain, pursuing
Sinbad and Parisa to the mouth of
the cave, almost right underfoot of a
giant Cyclops. The dragon and the
Cyclops immediately engage in
battle and the one-eyed monster is
quickly vanquished. Sakurah leads
the dragon after Sinbad to the
beach, directly into the path of
Sinbad’s giant crossbow.



STATISTICS:

IN(40)
RM(30)
ShX(150)
ShX(150)
PR(4)
TY(6)
AM(50)
Health: 370 Str: 120/200/500
Karma: 60
Resources: FB
Popularity: 10

VT AaAmMm»nrP

Height: 7°4”

Weight: 1,050 Ibs.

Eyes: Red

Hair: None

BACKGROUND

Real Name: Arthur

Douglas

Occupation: Former real estate
agent, later agent of Chronos,

Keeper of the Power Gem

Legal Status: Citizen of the United
States with no Criminal Record
(legally dead)

Identity: Secret

Place of Birth: Burbank, California
Marital Status: Widowed

Known Relatives: Yvette Douglas
(wife, deceased), Heather Douglas

DRAX THE DESTROYER

(daughter) Obsession: When in the presence of ROLE-PLAYING NOTES:
Base of Operations: Titan, Monster his target, Thanos, Drax’ mind is Drax was created to kill Thanos and
Island consumed by a single thought: Kill thinks of little else;

Present Group Affiliation: Infinity
Watch

KNOWN POWERS:

Immortality: Drax cannot be slain by
physical means. He is considered to
have Monstrous Body Armor but
does not die if reduced to 0 Health.
He also possesses Unearthly Life
Support, Regeneration, and
Recovery powers, and is
invulnerable to heat, cold, electricity,
radiation, toxins, disease. Drax can
only be truly kiled by a mental
attack.

Force Blasts: Drax can fire beams of
Monstrous power and range that hit
on the Force chart

Flight: Class 1000 speeds in space,
but is limited to Shift X speeds while
in a planet’'s atmosphere

Thanos! In this situation, Drax
receives a +1CS bonus to his
Strength, Force Blasts and his
Psyche scores

Equipment:

Power Gem: When in possession of
the Power Gem, Drax receives
+1CS to his Strength and Force
Blasts every round until peaking at
Shift Z. If Drax were ever to
consciously draw upon the power
of the Gem, he could move past
the Shift Z limit with a Red Psyche
FEAT.



DRAX THE DESTROYER

HISTORY:

Real estate agent Arthur Douglas,
his wife Yvette, and his daughter,
Heather, were driving across the
Mojave Desert from Las Vega to Los
Angeles when a spaceship carrying
the mad Titan, Thanos, passed
overhead on a surveillance mission
of Earth. Wishing to keep his
existence secret, Thanos destroyed
the car in case its passengers had
seen his craft. Satisfied that hey
were dead, Thanos departed, but
unbeknownst to him, Thanos father,
Mentor, had been monitoring his
son’s activities on Earth. Mentor
discovered that Heather Douglas
was still alive, and took her back to
Titan to be raised, training her in her

latent mental abilities. She
eventually returned to Earth as
Moondragon.

Mentor sadly determined that the
threat of Thanos could no longer be
ignored. He enlisted the aid of the
Titan god, Chronos, to seize the
astral form of Arthur Douglas before
it had completely left his body.
Chronos (or Kronos), then fashioned
a superhuman body from the Earth
and placed Douglas’ spirit into it,
thus Drax the Destroyer was born.
Mentor blocked all memories of
Drax’ old life, instiling in him a
monomaniacal hatred of Thanos.

For years Drax served as Thanos’
nemesis, thwarting many of Thanos’
plans, but never able to stop Thanos
himself. Thanos hired legions of
alien mercenaries just to keep Drax
away from him. Finally, in Thanos’
campaign to possess the Cosmic

Cube, Drax witnessed Adam
Warlock turn Thanos into stone,
leaving the Destroyer without

purpose. During this period, Drax
was contacted by his daughter,
Moondragon, and was invited to join
her in her journey through space in
search of knowledge. The two came
to the world of Ba-Baris — a world of
humanoids caught in the middle of a
civil war. Moondragon used her
mental powers to stop the war, and

set herself up as the planet's
goddess. Drax recognized that her
ambitions  were  ignoble and

contacted the Avengers. During the
conflict, Drax attacked Moondragon,
and she was ‘forced’ to kill him with
a mental bolt.

The Destroyer remained dead until
Thanos was resurrected by Death,
whereupon Chronos revived Drax in
response to Thanos’ menace, only
now, after suffering brain death, the
Destroyer was a simple minded
brute — similar to the savage Hulk —
but nevertheless set after Thanos
with renewed vigor.

After the Infinity Gauntlet affair, Drax
was given the Power Gem, which he
could draw upon unconsciously to
become the most physically powerful
mortal creature in the universe, and
became a member of the Infinity
Watch.

During his tenure as a regular
member of the Watch, Drax’
maniacal hatred of Thanos was

dimmed to a certain degree by
Adam Warlock while Warlock was in

the possession of the Infinity
Gauntlet, so as to facilitate the
necessity of Drax occasionally

working in the company of Thanos,
as part of the Infinity Watch as the

Titan was likewise assigned to
safeguard the Reality Gem.
Drax’ intelligence eventually

returned (as well as his hatred of
Thanos), after another brush with
death metamorphosized him into a
smaller, less powerful, but more
intelligent  incarnation  (Strength
Endurance AM, Reason TY, no
Flight/Energy Blast), that actually
managed to finally kill Thanos during

the Annihilation Crisis, although
Thanos has since again been
resurrected.

Presumably, as long as Thanos of
Titan is among the living, there will
be Drax the Destroyer there as well,
pledged to terminate his existence.



DUNKLEOSTEUS

STATISTICS:

GD(10)
GD(10)
IN(40)
AM(50)
FB(2)
FB(2)
FB(2)
Health: 110 Str: 35
Karma: 6
Resources: N/A
Popularity: 0
Length: 30’
Weight: 4 tons
Eyes: Black
Hair: None

TTAAmMwnP>m

BACKGROUND

Real Name: N/A, Dunkleosteus
terrelli is the Genus species name
Occupation: Apex predator,
occasionally sea monster

Legal Status: Inapplicable

Identity: Dunkleosteus is believed
extinct by the general public

Place of Birth: Proliferated globally
during the Devonian period

Marital Status: Not applicable
Known Relatives: Unknown

Base of Operations: Flourished
globally in the open ocean during the
Devonian period, although relic
individuals have been encountered
in isolated pockets around the world
Present Group Affiliation: None ROLE-PLAYING NOTES:

KNOWN POWERS:

Body Armor: A Dunkleosteus’
armored hide provides it
Remarkable protection from Physical
and Energy attacks.

Water-Freedom

Tail-Smash: Dunkleosteus’s tail can
strike for Incredible blunt damage
Teeth: Dunkleosteus’s had a
stronger bite for its size than any
other known earthly predator,
striking for Amazing Edged damage.



DUNKLEOSTEUS

HISTORY:

Dunkleosteus terrelli lived 400
million years ago, grew up to 33 feet
long and weighed four tons. This
predator's bite was remarkably
powerful - the bladed dentition
focused the bite force into a small
area, the fang tip, at a force of
80,000 pounds per square inch.

This fish could also open its mouth
very quickly - in just one fiftieth of a
second - which created a strong
suction force, pulling fast prey into
its mouth. Usually a fish has either a
powerful bite or a fast bite, but not
both. This is due to the unique
engineering design of its skull and
the muscles used for opening and
closing, and it made this fish into
one of the first true apex predators
seen in the vertebrate fossil record.

Dunkleosteus was a placoderm, a
diverse group of armored fishes that
dominated aquatic  ecosystems
during the Devonian, from 415
million to 360 million years ago.
Dunkleosteus' bladed jaws suggest

that it was among the first
vertebrates to use rapid mouth
opening and a powerful bite to

capture and fragment evasive prey
prior to ingestion.

To determine the bite force,
scientists used the fossilized
Dunkleosteus skull to recreate the
musculature of the ancient fish. This
biomechanical model showed the
jaw's force and motion, and revealed
a highly kinetic skull driven by a
uniqgue mechanism based on four
rotational joints working in harmony.

The extinct fish had the strongest
bite of any fish ever, and one of the
strongest bites of any animal,
rivaling the bites of large alligators
and Tyrannosaurus rex. Thus,
Dunkleosteus was able to feast on
armored aquatic animals that also
lived during the Devonian, including
sharks, arthropods, ammonoids, and
others protected by cuticle, calcium
carbonate, or dermal bone.
Dunkleosteus could eat anything in
its environment. The bladed jaws,
capable of ripping apart prey larger
than its own mouth, was a feature
sharks didn't develop until 100
million years later.



STATISTICS:

F CL1000

A FB(2)

S Shz(500)

E CL5000

R ShX(150)

| ShX(150)

P Shz(500)
Health: 6502 Str: 500
Karma: 800
Resources: Not Applicable
Popularity: 0

Diameter: 4,165 miles
Mass: Unrevealed
Eyes: None

Hair: None

BACKGROUND

Real Name: Ego
Occupation: Planet

Legal Status: Not Applicable
Identity: Ego’s existence is not
known to the general population of
the Earth
Place of Birth: The Black Galaxy.
Marital Status: Not applicable
Known Relatives: Ego-prime
(“descendant,” deceased)
Base of Operations: Mobile
Present Group Affiliation:
Elders of the Universe

The

KNOWN POWERS:
Absorption: Ego has the CL1000
ability to feed on both stellar energy
and the life-forces of living beings.
Shape Change: Ego can transform
portions of himself to create surface
features or attack invaders. This
Unearthly power can be used for the
following Power Stunts:

*Attacking tendrils up to 100 miles
long which strike with Incredible skill
and do Unearthly damage.

*The creation of Humanoids which
can operate independently of Ego
and still remain under his control.
The have the following physical
Statistics:

F A S E Health

RM RM UN MN 215

Gravity Control: Ego can use his
own gravity to attack other celestial
bodies with CL1000 damage.

A —1CS penalty is imposed for each
500 areas of distance between Ego
and his target.

Regeneration: If Ego is ever
dispersed, he can re-gather his
mass and reform his planetary body
in time.

Kinetic Blasts: Ego can emit
CL1000 blasts of kinetic force at will.
However, he must make a
successful agility FEAT to fire at any
creature on his surface or within his
interior.

Psionics: Ego has an impressive
array of psychic powers. To date,
he has demonstrated CL1000 rank
Mind Blasts, ShiftZ Clairvoyance

(which he uses to probe both deep
space and his own interior) and
Telepathy of ShiftY strength.
Sidereal Propulsion Unit: Ego has
Good control over this device
(originally attached by Galactus)
which propels him through space at
CL1000 speeds



ROLE-PLAYING NOTES:

HISTORY:

When the universe first came into
existence, one planet developed
differently from all others, gradually
evolving over millions of years to
possess intelligence and
consciousness. This planet became
known as Ego, the Living Planet.
Ego has a loose association with the
Elders of the Universe, based on the
technicality that he, like the other
Elders, is the last surviving member
of his race — because he is the only
member of his race.

At various times, Ego has set out on
courses of individual conquest,
continually wandering the universe
in search of energy sources upon
which to feed. He has fought the

World Devourer, Galactus, and
considers the planet-eater his
greatest enemy - the sidereal
propulsion unit is a reminder of one
defeat at Galactus’ hands. Ego
involvement with the other Elders
was largely because of their
unsuccessful  bid to  destroy
Galactus.

Unlike the other Elders, Ego has no
all-encompassing passion to give his
life meaning, other than the
relentless  dedication to self-
preservation. Ego will commit any
treachery to protect himself from
dangers, real or imagined. Because
Galactus is the most tangible threat
to his existence, Ego is determined
to kill him.



STATISTICS:

AM(50)
RM(30)
GD(10)
EX(20)
EX(20)
IN(40)
RM(30)
Health: 110 Str: 8
Karma: 90
Resources: PR
Popularity: 0
Height: 5’9"
Weight: 130 Ibs.
Eyes: Dark blue
Hair: Black

TTAAmMwnP>m

BACKGROUND
Real Name: Elektra Natchios
Occupation: Assassin

Legal Status: Expatriated Greek
citizen
Identity: Unknown to the public at
large

Place of Birth: Crete, Greece
Marital Status: Single

Known Relatives: Ambassador
Natchios (father, deceased)

Base of Operations: Mobile
Present Group Affiliation: Former
member of the Hand, former
employee of the Kingpin, former
partner/lover of Daredevil

KNOWN POWERS:
None: Elektra relies on her natural
abilities and weapons.

Weapon: Sai: Elektra’s preferred
weapon is a three-pronged dagger,
which she could throw up to 2 areas
away. The sai is an Edged weapon
which does Good damage.

Talents:

Elektra has the Weapons Master
skill and is a Weapons specialist
with the sai, in addition to Martial
Arts A, E, Acrobatics, and Tumbling.
She speaks both Greek and English.

ROLE-PLAYING NOTES:
Elektra is serious-minded,
inclined to banter. She is
determined and proud, besides
being very, very deadly. She is
prideful of her Greek heritage, and is
currently focused on atoning for her
past crimes. She has a soft spot for
Matt Murdock, and an extreme
hatred for the Hand, the Kingpin,
and particularly the assassin,
Bullseye, who murdered her.

not



HISTORY:

Elektra Natchios was the daughter of
a Greek ambassador, and at college
age, took up studying political
science at Columbia University in
New York, where she met the young
Matt Murdock (later, Daredevil.)
Murdock and Elektra fell in love, and
Murdock revealed to her his
superhuman sensory abilities. Later,
Elektra and her father were held
hostage by terrorists, and Elektra
(who studied martial arts since
childhood) helped a masked
Murdock defeat their opponents.
Unfortunately, a policeman shot
Elektra's father, thinking him one of
the terrorists. Distraught, and with
her faith in law and order shattered,
Elektra left her school, Murdock, and
the United States.

She soon found herself studying
martial arts in Japan, but left to join

an even more exclusive, worldwide
secret organization of martial artists,
which was led by Stick, who would
also train Daredevil. Eventually,
Stick had her leave the group,
claiming that her grief over her
father's death would still hold her
back from her full potential. Elektra
later infiltrated the Japanese
assassin guild known as the Hand
(hoping to gain favor from Stick by
subverting the Hand eventually.)
Serving the Hand, they bade her Kkill
her former sensei (not Stick) and
soon corrupted her, although Elektra
finally rebelled and fled.

Spending her time as a bounty
hunter and assassin, she later came
across Daredevil, learning his true

identity. Although neither could
accept the other's choice of
occupation, they still loved each

other. Elektra was hired to kill

Daredevil's friend, Foggy Nelson, but
could not bring herself to when
Foggy recognized her as "Matt's
girl." Soon afterward, Bullseye, trying
to prove himself as the Kingpin's
chief assassin, killed Elektra.

The Hand later attempted to
resurrect Elektra, with Stone, a
member of Stick's organization,

completing the process. Daredevil's
love apparently "purified her spirit."
Elektra continued to wander the
globe, but did not pursue her
attraction to Daredevil. Apparently
reconciling with Stick, Elektra joined
his organization for an indeterminate
time,

Presumably, Elektra continues to
live in New York City, attempting to
make a new life for herself.



STATISTICS:

F GD(10)

A GD(10)

S IN(40)

E AM(50)

R FB(2)

| PR(4)

P PR(4)
Health: 110 Str: 38
Karma: 8

Resources: Not Applicable
Popularity: 0

Height: 10’ to 12’ (at the shoulder)
Length: Up to 33’ (tip of trunk)
Weight: 6 to 10 tons

Eyes: Brown

Hair: None

BACKGROUND
Real Name: Not Applicable -
Elephant is the common name for
the genus-species Loxodonta
africana
Occupation: Herd animal,
occasionally used as war-beast
Legal Status: Inapplicable
Identity: Inapplicable

Place of Birth: Proliferates ROLE-PLAYING NOTES:
throughout Africa and India

Marital Status: Inapplicable

Base of Operations: Mobile

throughout Africa and India

Present Group Affiliation: Herd

beast

KNOWN POWERS:

Body Armor: An elephant’s thick
hide provide it with Typical (6)
protection against Physical attacks
and Poor (4) protection from Energy
attacks.

Tusks: An elephant’'s massive tusks
can strike for Incredible Edged
damage.

Trunk: Elephant’s have a
powerful, prehensile trunk which
they can use to manipulate objects.
They may also strike for Incredible
(35) blunt damage, and make
grappling attacks with Incredible (35)
Strength.

Enhanced Senses: Elephants have
natural senses of hearing and scent
that are of Incredible intensity.



HISTORY:



STATISTICS:

IN(40)
RM(30)
TY(6)
GD(10)
RM(30)
IN(40)
AM(50)
Health: 80
Karma: 130
Resources: Class 1000
Popularity: -100
Height: 5’8"

Weight: Unrevealed
Eyes: Reddish-yellow
Hair: White
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Str: 6

BACKGROUND

Real Name: Palpatine

Occupation: Sith Lord, Emperor of
the Galactic Empire, Former
Chancellor, former Senator

Legal Status: Beyond the Law
Identity: Publicly known

Place of Birth: The planet Naboo
Marital Status: Single

Known Relatives: None

Base of Operations: The Throne
World

Present Group Affiliation: The
Sith, Darth Vader's Mentor, former
Mentor of Darth Maul, and Count
Dooku

KNOWN POWERS:

The Force: The Emperor has
Amazing Force Manipulation, and is
a Supreme Master, giving him the
following abilities:

*Telekinesis: Amazing

*Precognition: Monstrous

*Leaping: Remarkable

*Fighting Bonus: +2CS to Fighting
with a successful

Psyche FEAT

*Sith Lightning: The Emperor may
fire bolts of pure energy from his
hands. These bolts are of Incredible
intensity and strike their targets with
Amazing accuracy

*Strangulation: Incredible ability to
cut off an opponent's breathing.
*Jedi Mind Trick: The Emperor has
the Amazing ability to influence a
target’s thoughts

EQUIPMENT: ROLE-PLAYING NOTES:
Lightsaber: The Emperor’s

Lightsaber does Amazing energy

damage.

Talents:

Weapons Specialist:  Lightsaber,

+2CS to Fighting. Martial Arts D



HISTORY:

In the tradition of the ancient Sith
Lords, the man named Palpatine —
the shadowy Darth Sidious -
operated right under the noses of his
Jedi enemies. He played his game
without revealing a hint of his
strategy, and his objective was
nothing less than the domination of
the entire galaxy.

Operating off the planet of Naboo,
as the mild-mannered Senator
Palpatine, Sidious schemed and
plotted his way through the political
system, while meanwhile executing
a series of clandestine machiavellian
moves to initiate strife and unrest,
inevitable leading to war. He trained
an apprentice — Darth Maul — from
birth to be his weapon and enforcer.
And it was the seemingly fateful
setback of Maul's own death at the.

hands of the Jedi Padawan Obi-Wan
Kenobi, that drew Sidious attention
to a young force wielder, named
Anakin Skywalker A child with
potential like no other, Anakin was a
perfect target for corruption, and in
the guise of senator Palpatine, Darth
Sidious began to wheedle his way
into the boy’s confidence, so that by
the time he was a grown man,
Anakin considered Palpatine a friend
and a mentor. Creating events that
led to the eminent possible death of
Anakin’'s wife, Padme, Sidious
manipulated a desperate Anakin into
actions — in Palpatine’s defense —
that lead to him to kill the Jedi
Master, Mace Windu - setting
Skywalker on an irreversible path to
becoming Darth Vader.

With Darth Vader now by his side,
Sidious became Emperor, wiping

the Jedi almost entire from existence
in a single well-planned coupe, with
the only survivors being Yoda and
Obi-Wan Kenobi, both hidden away
in exile. The Emperor's rule was
absolute and unquestioned for a
generation, but in the end, it was the
son of Anakin — Luke Skywalker —
who eventually toppled his rule.
Ironically, young Luke defeated the
Emperor, not through battle, but
by appealing to the last of the good
in his father, and it was Darth Vader
himself — now finally Anakin
Skywalker again — who turned on
the Emperor — right at the moment of
the Sith Lord’s final victory — saving
the life of his son, and although
mortally wounded himself, manages
to kill Palpatine, tossing him down
the Death Star reactor, destroying
the last of the Sith.



STATISTICS:

EX(20)
RM(30)
AM(50)
IN(40)
EX(20)
IN(40)
AM(50)
Health: 140  Str: 42
Karma: 110
Resources: RM
Popularity: 20
Height: 6’3"
Weight: 450 Ibs.
Eyes: Green
Hair: Blonde

VT AaAmMm»nrP

BACKGROUND

Real Name: Amora

Occupation: Sorceress

Legal Status: Former Exile from
Asgard

Identity: Secret. Her existence is
not known to the general public of
Earth.

Place of Birth: Asgard

Marital Status: Single

Known Relatives: Lorelei (sister,
deceased)

Base of Operations: Asgard
Present Group Affiliation:
Occasional ally of Loki, former
partner of the Executioner, former
member of the Masters of Euvil,
former ally of the Mandarin, Arkon,
and Power Man 1, past ally/lover of
Thor

KNOWN POWERS:

Eldritch Kiss: The Enchantress can
fil a man’s mind with passionate
love and blind loyalty with but a kiss,
even if the victim knows that the
Enchantress is an enemy. The
victim can avoid the effects of the
kiss, which last for one  week, by
making a successful Psyche FEAT
roll against Monstrous Intensity
magic (for Asgardians) or Unearthly
magic (for mortals). The victim is
entitled to attempt a Psyche FEAT to
break free of the enchantment if the
Enchantress’ orders or actions place
him in a situation in which he would
lose Karma.

Magical Spells: The Enchantress
is a Master of Asgardian Magic.
As such, the following spells

are always available to her:

*Magic Detection (P): Amazing
*Psionic Detection (P): Amazing
*Thought-Casting (P): She can send
but not receive thoughts over an
Amazing range

*Eldritch Bolt (U): An Energy or
Force attack with Amazing power
and range

*Eldritch Shield (U): A personal
Force Field of  Remarkable
strength

*Matter Control (U): Manipulation of
Air, Earth, Fire, and Water with
Remarkable power

*Paralysis (U): As Remarkable
strength Paralyzing Touch, but not
constantly activated

*Teleportation (U): Monstrous range
*Dimensional Aperture (D): Allows
travel between Asgard and Earth
with Monstrous accuracy
Invulnerability: As an Asgardian, the
Enchantress has Good protection
from physical attacks and Typical
protection from energy attacks.

Talents: The Enchantress has a
wide knowledge of Occult Lore and
also a Mystic Background



ROLE-PLAYING NOTES:

The consummate ‘bad-girl’ Amora
has thing for her primary enemy —
Thor; The Enchantress is terribly
afraid of being physically injured

HISTORY:

While still an adolescent, Amora ran
away to the land of the Norns and
apprenticed herself to Karilla, a
powerful sorceress in the Asgardian
dimension. There, she studied all
forms of Asgardian magic until
Karnilla expelled her for being to
undisciplined.

Amora started her self-serving
manipulation of men at that time and
Odin eventually banished her from
Asgard for her crimes. Feeling she
needed protection from the dangers
of the Nine Worlds, she seduced the
powerful Skurge the Executioner,
and he became her valiant and
tireless  defender. In  recent
centuries, Amora has come into
conflict with Thor, the Avengers, and
even Dr. Strange. In such
situations, she usually extricates
herself from the dangerous and
leaves erstwhile allies to take the
brunt of the heroes’ righteous wrath.
When the fire giant, Surtur, attacked
Asgard, Amora revealed a heroic
side that no one had though existed,
standing with the gods in the
defense of the Nine Worlds. The
Executioner tired of her manipulative
was shortly after this, joined Thor in
battle against Hela, and was slain in

the process. Amora’s fear of danger
grew to phobic proportions, until
Thor took pity on her and became
her guardian. The two grew close
without the need of Amora’s magical
powers.

Then frost giants captured Amora
amid the chaos of the psychic
menace Onslaught. She eventually
used her magic to escape and
returned to Earth. Discovering Thor
was missing, she sought the
company of other Asgardians. Her
spell transported her to the nearest
of her kind, placing her among gods
who had been turned into mortals by
Odin’s magic. Almost despite
herself, Amora subsequently took
part in the dangerous efforts of the
gods to reclaim their status and
defeat the machinations of Set.

The Enchantress is a scheming,
hedonistic opportunist who puts her
own safety, comfort, and happiness
ahead of everything. She lives for
the attention of males and will go out
of her way to seduce a man who has
struck her fancy. Despite being an
extremely capable sorceress, she
has a pathological fear of being in
physical danger, so she will always
have a powerful male nearby to
protect her.



BACKGROUND

The Endless came into being
billions of years ago at various
times. Destiny was supposedly
"born" shortly before the universe
was created, Death came along as
soon as the first life-forms came into
being, Dream existed when the first
living thing began to become self-
aware, and the other Endless quickly
followed in order of Destruction,
Desire and Despair, and Delight
(Delirium). Even though they were
not born in our sense of the word
and they didn't have parents (except
for the universe itself), they call
themselves siblings.

In the beginning during the "Dawn
Days" when the universe was still
very young, the Endless were only
six in number. Desire and Despair
were a single entity whose name is
unknown. But, for an unknown,
reason they split into two separate
beings and became twins.

Soon after Despair was murdered by
a mortal. When this occurred, a new
entity that formerly represented
another aspect of Despair arose to
take the place of the old Despair and
the murderer was condemned to an
eternity of torment. When the
Endless came to the Old Necropolis
for the funeral of the original
Despair, the citizens refused to bury
her. As a result, the Old Necropolis
was completely destroyed by decree
of Destiny, and it was centuries
before the new Necropolis Litharge
arose to take its place.

During this same period, another
significant change happened to the
Endless. Delight started to slowly
lose her sanity and ability to "hold
herself together." Eventually this
deterioration became complete and
Delight's name was changed to
Delirium. Again, the cause of this is
unknown, but it has been theorized
that this change was the result of
something fundamental that
changed in the minds of sentient
beings everywhere. Delirium's
brother Destruction has said that
Delirium will someday change again.
At some point, Desire formed a

vendetta against Dream, evidently
because it simply didn't like Dream.
Desire secretly caused Dream to fall
in love with Nada, a princess of an
ancient and forgotten  African
civilization. Nada slept with Dream,
but then rejected him when she
realized a union between a mortal

and one of the Endless would result

in disaster - disaster which quickly
claimed her people and society.
When Dream continued to threaten
and plead with her, she finally killed
herself. Hurt and enraged, Dream
condemned her soul to Hell, where it
remained in pain and torment for



thousands of years. Much later, this
action  would cause  serious
consequences for Dream.

When Dream's mortal son, Orpheus
bride Eurydice died, Destruction
suggested that Orpheus to go to the
realm of the dead to reclaim her
soul. Unfortunately, this resulted in
Orpheus forever losing Eurydice and
in his body's destruction. Since he
had already bargained with Death,
his head would not die and Dream
refused to help him, but established
a priesthood to watch over what was
left of his son.

In Victorian times, Destruction, fell in
love with Earth and humanity, and
became reluctant about his role and
his involvement with the upcoming
Atomic Age with its world wars and
nuclear bombs. He decided to
forsake his duties and roam the
planet in human form. He called a
family meeting in  which he
announced his intentions and asked
to no longer be considered one of
the Endless. In modern times,
Delirium, who began to miss
Destruction, decided to go on a
quest to find him. She convinced
Dream, who wanted relief from a
recent romance gone bad, to help
her. After a long difficult journey
around the world, Dream learned the
only one who could tell him
Destruction's whereabouts was his
lost son Orpheus.. In exchange for
giving Orpheus the death he wanted,
Dream could learn where
Destruction was. After they finally
found and spoke with him,
Destruction left to explore new parts
of the universe while Dream had to
fulfill his bargain and kill his own
son. This would trigger a chain of
events that would cause Dream to
engineer his own suicide.

Soon after, the Furies came after
Dream for spiling the blood of
Orpheus. Dream realized what he
had (or wanted) to do - he took
Death's hand and became the
second of the Endless to die. In his
place came Daniel Hall, who was
born in dreams and engineered to
take Dream's place by Morpheus

himself before his death.

The new Dream was more
compassionate and human than his
former self, which was perhaps what
the original Dream had wanted. The
Endless mourned the death of the
first Dream and came to accept
Daniel as their new brother..

It is believed that the Endless, who
have existed as long as the
universe, will themselves die when
life itself ceases to exist. Only Death
will eventually outlast both her
siblings and the universe itself.

DEATH

STATISTICS:

EX(20)
EX(20)
EX(20)
IN(40)
ShX(150)
ShZ(500)
CL1000
Health: 100 Str: 14
Karma: 1650
Resources: CL3000

VT AAMWwP» M

Popularity: 0
Height: Unrevealed
Weight: Unrevealed
Eyes: Black

Hair: Black

KNOWN POWERS:

Sorcery: Death may use any power
at CL1000 intensity

Awareness: Death has Unearthly
awareness of the state of the
Universe. In matters involving life
and death this ability is increased to
CL5000

Dimensional Travel: Shift Y ability to
travel among Dimensions

Death Power: Death has the
CL5000 ability cause any character
to die as long as it is ‘fated death’
(a Green Psyche FEAT). She may
also use this power to grant
extended life.

Endless Existence: CL3000. Death
is a mystical entity, and as such her
physical body is merely a shell which
she may reform at any time she
chooses.

Talents:
Occult, Music, Art, Fashion.

HISTORY:

Death is one of the eldest of The
Endless, a family of seven
conceptual entities. In the beginning,
when the first living being came to
existence, she was there. And since
then it has been her job to separate
the living from all that has gone
before, and all that must come after.

Back when the universe was new,
people didn't mind dying. Back then,
living and dying were new things,
and people did them with
enthusiasm. They were pleased to
see Death, and tell her all about it.
And then, after a bit, it got harder.
People just wished Death would just
go away, and that made her very
sad, so one day she just gave up,
she stopped taking lives. Nothing
died, not people, not animals, not
bacteria, not ideas. The chaos and
the pain got bad, so the people send
a man to talk and plead to her.
Death looked at what she had done



and decided to start doing her job
again. She hated it, but it was better
than the alternative. Death became
cold, hard, and brittle inside, she
didn't like how people were always
upset when they saw her.

One day she took the life of a little
girl, she did it all icy, distant and
vain. The girl looked at Death and
said "How would you like it?" Death
didn't know, so from then on she
decided to take a day to live every
hundred years, to see how she
would like it. She lived her first day
and died, and then she met herself,
and she realized she was
coldhearted, and she understood
that was the last thing people
wanted to see after they died.
People needed a friendly face and
kind words, so she decided to give
them just that. From that day on,
Death became a much friendlier and
happier person. She even started to
like her job, she liked to meet new
people, talk to them and help them
on their way to the Sunless Lands,
and she is happy because she gets
to meet everybody.

Death sums up her existence with
the following words: "When the first
living thing existed, | was there,
waiting. When the last living thing
dies, my job will be finished. Il put
the chairs on the tables, turn out the
lights and lock the universe behind
me when | leave."

DELIRIUM

STATISTICS:

F EX(20)

A EX(20)

S EX(20)

E IN(40)

R ShX(150)

| Shz(500)
P CL1000
Health: 100 Str: 14
Karma: 800
Resources: CL1000
Popularity: 0

Height: Unrevealed
Weight: Unrevealed
Eyes: Blue/Green
Hair: Multi-colored

KNOWN POWERS:

Sorcery:  Delirium may use any
power she chooses at Unearthly
intensity. When creating or
responding to delirium, this ability
increases to Class 1000

Awareness: Delirium has CL5000
intensity cosmic awareness. and
knows  things even Destiny does
not, such as why she stopped being
Delight

Dimensional Travel: Shift'Y ability to

travel among Dimensions

True Sight: Delirium has the
Unearthly ability to spot Gods in
mortal form

Endless Existence: CL3000.
Delirium is a mystical entity, and as
such, her physical body is merely a
shell which she may reform at any
time she chooses.

HISTORY:
Delirium is the youngest member of

The Endless. Once known as
Delight, her transformation into
Deliium was instigated by a

fundamental shift in the nature of
humanity occurring millennia ago.
Perpetually confused, her mind
jumps randomly from one thought to
another and maintaining coherent
speech proves to be not only a
difficult task for her, but a literally
painful one. She was the favorite
sibling of Destruction, another  of
The Endless, before he resigned
his "position," vowing never to
return. He did, however, bestow
Barnabas, a talking dog of incisive
wit, upon her before he left in order
that she may be well looked after.
The relationship she maintains with
the other members of The Endless is
essentially that of a happy-go-lucky
child to a preoccupied adult. Her
association with Desire represents
an exception to this rule, however,
because the elder sibling is not
above manipulating Delirium for use
in his/her machinations against their
brother, Dream.

One of Delirium's eyes is green
while the other is blue, and her wild,
punk appearance fluctuates from
moment to moment depending upon
her mood and current object of
attention. As Destruction has pointed
out, her state of mind defines reality
itself. Her realm is a mad, ever-
changing tangle of colors and
shapes.

Delirium's psyche is so "closed" that
the only force in the universe
capable of swaying her will, with the
exception of the will of the Presence,
is the tide of her own delirium. She
typically only responds to childlike



logic. Delirium is a character in
constant flux, demonstrating that
even Endless are subject to change.
In fact, Delirium is very much the
anthropomorphic embodiment  of

change. Delight may have made the
metamorphosis into Delirium
because of a realization that

complete delight is fleeting within the
realms subject to material energy;
the only constant is change. Rather
than grow from this discovery, she
chooses to embody a delirious state.
"Ignorance  [Delirium] is  Bliss
[Delight]," after all. Delirium implicitly
recognizes Destruction as the only
one of her siblings, with the possible
exception of Death, who is able to
weather the turbulence of change.
Perhaps, with Destruction’s help,
Delight may resurface from within
Delirium's psyche.

DESIRE:

STATISTICS:
F EX(20)
A EX(20)
) GD(10)
E IN(40)

R UN(100)

| ShY(200)
P Shz(500)
Health: 90

Karma: 800
Resources: CL1000
Popularity: 0
Height: Unrevealed
Weight: Unrevealed
Eyes: Brown

Hair: Brown

Str: 15

KNOWN POWERS:

Sorcery: Desire may use any power
at Unearthly intensity. When
fulfilling desires, this ability increases
to Class 1000

Awareness: Desire has Unearthly
awareness of the state of the
Universe.

Dimensional Travel: Shift Y ability to
travel among Dimensions

True Sight: Unearthly ability to spot
Gods in mortal form

Endless Existence: CL3000. Desire
is a mystical entity, and as such,
his/her physical body is merely a
shell which he/she may reform at
any time he/she chooses.

NOTE: Desire can appear as a man
or a woman, depending upon who is
perceiving him/her, but appears to

the other Endless as an
androgynous form.

Talents:

Seduction; Psychology; Occult
HISTORY:

Desire, the twin of Despair,
embodies what anyone could
possibly want. Representing the

longings of both sexes, Desire is
either man or woman, as the
situation demands. It is said that no

one can resist his/her charms.
Desire and Despair are Endless
fraternal  twins, one alluringly
androgynous, the other hauntingly
grotesque, as these
anthropomorphisms are identical

beyond the ephemeral. To desire is
to despair.

Desire loves playing with the lives
and emotions of humans, following
the tendency of her younger siblings,

but s/lhe has proven more ambitious
than her fellows by plotting against
his/her elder brother, Dream. His/her
boredom drove him/her to attempt to
trick Dream into spilling the blood of
another of the family, because the
results of such a forbidden act are
very explicit and dire. In order to
accomplish this, Desire (in his/her
male form) impregnated the
comatose Unity Kinkaid, a mortal
who was destined to become a
"dream vortex" (a living oneiric
whirlpool who would break down the
walls separating the dreams of
humanity, thereby creating mass
confusion and madness), and so
was condemned to die so that
humanity may avoid destruction. The
involvement of Desire, however,
somehow transferred this "honor" to
Rose Walker, the young
granddaughter of Unity and Desire.
When Dream sought out the vortex,
he would kill her to save humanity,
oblivious to the fact that Rose was of
his own blood. Fortunately, the
elderly Unity explained the situation
before Dream slew his grandniece,
and, by accepting the role of vortex
back from Rose, died in her place.
Although  Desire's plot failed,
Morpheus later killed his own son,
Orpheus, under circumstances not
of Desire's creation. Desire lives in
an enormous replica of his/her own
body called the Threshold, and
passes his/her time lounging in the
heart, walking through empty veins,
and lying about in giant eyes, as well
as toying with the emotions of not
only humanity, but also those of
his/her family



DESPAIR

STATISTICS:

F EX(20)

A EX(20)

S GD(10)

E IN(40)

R UN(100)

| ShY(200)
P Shz(500)
Health: 90 Str: 15
Karma: 800
Resources: CL1000
Popularity: 0

Height: Unrevealed
Weight: Unrevealed
Eyes: Unrevealed
Hair: Black

KNOWN POWERS:

Sorcery:  Despair may use any
power at Unearthly intensity. When
bearing witness to despair, this
ability increases to Class 1000
Awareness: Despair has Unearthly
awareness

Dimensional Travel: Shift Y ability to

traverse Dimensions
True Sight: Unearthly ability to spot
Gods in mortal form

Endless  Existence: CL3000.
Despair is a mystical entity, and as
such her physical body is merely a
shell which she may reform at any
time she chooses.

Talents:
Torture; Psychology; Occult

HISTORY:

The twin of Desire and easy prey to
his/her endless manipulations,
Despair is among the youngest of
The Endless. Her body is fat, small,
and pale, and she likes to cut her
flesh with the small, hooked ring that
is her symbol. She lives in a gray,
misty realm crowded with windows,
each opening onto the life of a
despairing person in the waking
world.

It was revealed during Brief Lives
that she had undergone a radical
change in the past, which caused
irreparable repercussions within her.
She loved her brother Destruction,
just as her sister, Delirium did, yet
refused to risk the displeasure her
twin in order to search for him after
he deserted the family.

Despair is truly pathetic, and her
enjoyment of human suffering
makes her anything but a
sympathetic character. Still, she
sincerely cherishes the memory of
Destruction's affection towards her,
suffering great anguish in his
absence. Despair is the least-
developed member of The Endless,
although there have been hints of
her rich, undiscovered history.

DESTINY

STATISTICS:

F EX(20)

A EX(20)

S EX(20)

E IN(40)

R ShY(250)

| CL1000

P ShZ(500)
Health: 100 Str: 15
Karma: 1250
Resources: CL1000
Popularity: 0

Height: Unrevealed
Weight: Unrevealed
Eyes: Unrevealed
Hair: Unrevealed

BACKGROUND

Real Name: Destiny

Occupation: Keeper of the Book
Legal Status: Not Applicable
Identity: Destiny is not believed to
exist as a self-aware entity by the
general population of the Earth
Place of Birth: Unknown

Marital Status: Not applicable
Known Relatives: Dream, Death,
Despair, Desire, Delirium,


http://rivendell.fortunecity.com/battlespire/85/despair.htm

Destruction (Siblings, the ‘Endless’)
Base of Operations: Material
planes
Present Group Affiliation:
Endless

The

KNOWN POWERS:

Sorcery: Destiny may use any
power at Unearthly intensity
Awareness: Destiny has CL1000

awareness of the state of the
Universe.

NOTE: Destiny is blind, although this
does not seem to hinder him.

Talents:

Occult

Equipment:

The Book: Destiny’s Book is made
of CL1000 material and is
considered to have CL5000
Precognition and Postcognition.
NOTE: The Book is powerless

outside the DC reality

HISTORY:

Destiny is the oldest of the Endless
and has existed since the initial
moment of the universe's
conception. His realm, The Garden
of Destiny, occupies the space that
forms the convergence of all mazes
and labyrinths. Chained to his right
wrist is a large leather-bound book.
In the Beginning was the Word, and
it was traced by hand on the first
page of his Book, before ever it was
spoken aloud. In the Book is a
description, in  perfect detail
everything that has happened, that
is happening, and will happen.
Destiny is also the tallest of the
Endless, to mortal eyes. In his
"human" guise, he appears as a tall
man wearing a plain robe, the hood
of which hides his face in its
shadows. Destiny is an enigmatic
individual and asking him for advice
is generally futile - if he tells you
anything at all, he usually tells you
something you do not want to hear.
To seek him out, one must begin in
a maze. Only by taking the proper
turns at the proper times and places
can you reach the gardens of

Destiny. There are some who
believe him to be blind; whilst others,
perhaps with more reason, claim
that he has traveled far beyond
blindness, that indeed, he can do
nothing but see: that he sees the
fine traceries the galaxies make as
they spiral through the void that he
watches the intricate patterns living
things make on their journey through
time. Destiny smells of dust and the
libraries of night. He leaves no
footprints. He casts no shadow.
Destiny is one of the most dedicated
of the Endless to his duties,
Although blind, he nonetheless
fulfills his duty to perpetually read
the present moment from his Book in
which the entire story of existence is
set down, from the first fires of
creation to the extinction of all
worlds. His sister Delirium, however,
claims that there exist paths that his
book doesn't contain. (Why did she
cease to be Delight and instead
become Delirium? Not in that book.)
It is his role to profess what actually
is, not what is expected or hoped to
be.

DESTRUCTION

STATISTICS:

F ShY(200)
A EX(20)

S AM(50)

E AM(50)

R UN(100)

| UN(100)

P ShX(250)
Health: 160 Str: 45
Karma: 450
Resources: CL1000
Popularity: 0

Height: Unrevealed
Weight: Unrevealed
Eyes: Grey

Hair: Red

KNOWN POWERS:

Sorcery:  Destruction may use any
power at Unearthly intensity. When
causing destruction, this power is
increased to CL5000. However for any
feat above Class 3000, Destruction
must make a red FEAT roll.  Failure
indicates that he has caused a
universal-destruction event - in which
case Destruction’s own Endless-
existence will end, giving himself over to
his sister, Death. NOTE: If she so
chooses, Destruction’s sister Death can
add her own Karma to Destruction’s

FEAT roll, with or without his
knowledge.
Awareness: Destruction has Unearthly

awareness of the state of the Universe.
Endless Existence: Destruction is a
Mystical Entity and as such may only be
destroyed by mystical or mental
damage. Like the rest of the Endless,
Destruction will eventually be claimed
by his sister Death, although it is said
he will outlive all the other Endless save
for his brother, Destiny.

True Sight: Unearthly ability to see past
the physical and perceive any
mystical or magical being in its true
form.

Dimensional Travel: Shift X ability to
travel across dimensions.

Teleportation: Shift X ability to appear
wherever or whenever he wants within
the Earthly plane

Talents:
Weapon's Master (All Weapons); All



Martial Arts; Wrestling, and Combd& manifested in
Lore and Areattempt to subvert his own essential
Knowledge of All Ancient Civilizationsature

skills, Leadership;

his deliberate

and create instead of

on Any World, in Any Dimension; Adestroying. He considers himself to
Strategic Philosophies and Disciplinebe an artist, but his true nature

Art, Music, Poetry

HISTORY:

Destruction, also known as Olethros,
is the fourth member of The Endless
to come into being. And contrary to
the violent nature of his role,
Destruction's personality is that of a
warm, friendly, kind-hearted man.
Some time around the turn of the
seventeenth century, as scientific
analysis began to preoccupy the
minds of men to an ever-greater
extent, Destruction realized that his
position would eventually make him
responsible for the enactment of the
unimaginable carnage of modern
war and possibly even a nuclear
holocaust. Unwilling to abet man in
his own demise, Destruction called
all The Endless together in The
Garden of Destiny to announce his
resignation from their ranks. Despite
general disapproval and sorrowful
protest, Destruction walked away
from his former existence, choosing
to live incognito in the waking world.
Destruction did not cease to exist as
the active aspect of Destruction, he
simply stopped directing the affairs
over which he has control. As he
says, destruction did not stop, it was
merely no longer ordered and
controlled. Since he abandoned his
responsibilities, there is no sigil in
the galleries for him, though he
keeps his own gallery (wherein is a
sword, his sigil).

Destruction's choice of path baffles
and to some degree infuriated his
brother, Morpheus, while Destruction
found it hard to comprehend
Morpheus'  position and  had
concentrated on trying to impart to
him some wisdom on the necessity

of change and self-knowledge
before Morpheus' death. Since
giving up his responsibilities,

Destruction concentrates instead on
attempting to learn about his own
nature and exert control over it. This

proves through in his writing,
paintings, and even his cooking, that
his talent for creating is hopeless.

Although Destruction is every bit as
powerful as his siblings, it should be
noted that he is highly unlikely to
manifest any of his powers. In many
ways, Destruction is the antithesis of
Dream. Rather than choosing to end
his existence like Morpheus,
Destruction simply leaves his realm
to escape his duties, knowing full
well that creatures in the incarnate
reams will destroy themselves with
or without him. He will not overplay
his own importance, which is why he
prefers to masquerade as a day
laborer or artist. He may be the most
philosophical of the Endless - things
are not as "certain" for him as they
are for Destiny, but he shares
Death's love of life. The Destruction
is aware of the ultimately finite

existence of the universe, and
potentially of the Endless
themselves; he intuitively
understands and embodies the

inherent life affirmation within every
act of destruction. Like many mortal
heroes, he works hard; he plays
hard, and he loves hard.

The other Endless sometimes refer
to Destruction as "the Prodigal”.

DREAM

STATISTICS:

F
A
S
E
R
I

P

EX(20)
EX(20)
EX(20)
IN(40)
UN(100)
ShY(250)
ShZ(500)CL1000
Health: 100 Str: 15
Karma: 850/1350
Resources: CL1000
Popularity: 0

Height: Unrevealed
Weight: Unrevealed
Eyes: Black

Hair: Black

KNOWN POWERS:

Sorcery: Dream may use any power
at Class 1000 intensity. Within the
Dream Realm (‘The Dreaming’), this
is increased to Class 3000. The
Dreaming also affects his Psyche
score, raising it from Shift Z(500) to
Class 1000 within the Dreaming.
NOTE: The Sandman’s Sorcery
Power is the manipulation of ‘Dream
Stuff.” He cannot mimic a Power or
Ability that he cannot pull out of a
dream of a living being Awareness:
Dream has Monstrous awareness of

',
B
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the state of the Universe.
Dimensional Travel: Shift Z ability to
travel among Dimensions

Endless Existence: Dream is a
metaphysical being and can only be
slain by psychic damage. If his
physical form sustains enough
damage to be destroyed, he may
simply reform 10 - 20 rounds later.
NOTE: Like all the Endless, if
Dream does happen to be truly
destroyed, Dream can manifest
within a new host so long as

his concept exists. Dream’s
incarnation of Morpheus was
destroyed by the Kindly Ones, but
his concept was reincarnated as his
current incarnation of Daniel. In all
cases of reincarnation, new Dream
will know everything his predecessor
knew, remember his every
experience, but will not be him

Talents:
Dream is deeply versed in both
Occult, and Literature

Equipment:

Helmet: This is the Sandman's
badge of office, allowing him to visit
other mystical realms with impunity
as an official envoy. Unearthly
material strength

Pouch of Sleep: Dust: CL1000
Hypnotic Control. Any character put
to sleep by the dust is instantly
transported to the Dreaming.
Hypnosis can only be used to put a
target to sleep. Unearthly material
strength. The Pouch also grants its
bearer Unearthly Magic Detection.
Dreamstone Ruby: The Dream stone
Ruby grants its bearer Unearthly
Sorcery powers. It is composed of
Remarkable material strength and
While in possession of the Ruby,
the user’s Psyche is considered Shift
X(150). The Dreamstone Ruby was
recently destroyed in a battle with
Doctor Destiny and Dream regained
the Power he had placed within it.
Before the Ruby was destroyed,
Dream’s Sorcery was reduced to
Amazing outside the Dream
Dimension and Unearthly within.

HISTORY:

Dream (Morpheus) was usually a
tall, thin, pale-skinned, black haired
man, although, when interacting with
mortals, he appeared in different
guises. He invariably dressed in
black, except when wearing Dream's
formal costume of purple and blue,
and flames licking up the bottom of
his cape. Dream also has a helmet
made from the skull and backbone
of a demon that he wears on
important occasions; this is his sigil
in the galleries of the other
Endless. Dream lives in a castle
within his realm. Both the castle and
the rest of the realm are mutable at
Dream's will, but parts of both are
maintained in constant form as a
courtesy to its inhabitants. Morpheus
was the only one of the Endless
known to populate his realm - many
other beings live there, including
Cain and Abel. He even created
(and in some cases recruited)
servants to perform roles he could
easily have carried out himself,
including the reorganization of the
castle and guarding its entrance.
This points at an essential loneliness
in Morpheus' character.

Recently, the aspect of Dream,
known as Morpheus, that had been
Dream for eons, if not forever, was
slain by the Furies, due in part to a
long history of insensitivity towards
others. His successor is Daniel - the
son of Hippolyta Hall and Hector
Hall, borne for two years in the
Dreaming, where the Halls were
being held prisoner by Brute and
Glob, two nightmares who had
escaped from the Dreaming while
Morpheus was being held in captivity
by mortals who were fooling around
with magics that were beyond them.
Hector was already dead, and Lyta
and Hector's ghost lived together in
the dreams of Daniel until Morpheus
went looking for Brute and Glob,
where he destroyed the barrier they
created around Daniel's mind,
cutting him off from the real
dreaming, and banishing Brute and
Glob to an excruciating fate. Once
this happened, the ghost of Hector

faded away, probably into Death’s
realm, as he should have done when
he first died. Morpheus promised
that someday he would return to
take Daniel, rightfully his because
the boy had spent the maijority of his
gestation in the Dreaming, and that
there was nothing Lyta could do to
prevent it. Lyta and her child were
returned to the waking world, and
Lyta tried to pick up the pieces in her
life. Before Morpheus went off to
face Lucifer, he paid another visit to
the two, and he gave Daniel his
name. As Daniel grew, he started to
enter the Dreaming while asleep,
and was regaled with stories by
Cain, Abel and Eve, while Dream’s
friend Matthew (a man, reincarnated
into a talking raven) watched, and
even returned to Earth clutching one
of his feathers. Later, Lyta believed
Daniel had been ‘'abducted' by
Dream (which later proved untrue),
due to his threat to one day return
for the boy. This didn't sit well with
Lyta, who felt that Morpheus has not
only robbed her of her husband but
now also her son. Her grief and
torment were indefinable as she
slipped into insanity. Lyta, therefore,
played a crucial part by taking her
grievances to the Furies, ultimately
bringing about Morpheus' downfall,
while sealing her son's place in the
Dreaming for all eternity as he
assumed the role of Dream. Daniel
is different and yet similar to his
predecessor. While he still speaks in
the same way, and is still 'Dream of
the Endless', he is inexperienced in

certain matters and relies on
Matthew the raven for advice. Also,
though  Morpheus' robe would

change shape to fit its setting, Daniel
almost always wears the same
clothing. Whereas Morpheus almost
always wore black, Daniel is robed
in white once incarnated into the
"office". Where Morpheus had his
power vested in a ruby worn at his
neck, Daniel has an emerald called
the Eagle Stone. He has foreseen
that he will someday be forced to
break the emerald in the same way
that his predecessor broke the ruby.



STATISTICS:

CL4000
CL4000
CL4000
CL4000
CL4000
CL4000
CL4000
Health: 16,000 Str: 4000
Karma: 15,000
Resources: CL4000
Popularity: 0
Height: Unrevealed
Weight: Unrevealed
Eyes: Unrevealed
Hair: None

VT AaAmMm»nrP

BACKGROUND

Real Name: Entropy

Occupation: Negative aspect of
Eternity, Undoer, Destroyer

Legal Status: Not Applicable
Identity: Entropy is not believed to
exist as a self-aware entity by the
general population of the Earth
Place of Birth: The Big Bang
Marital Status: Not applicable

Known Relatives: Epiphany
(‘sister’), Eternity (‘father’), Galactus
(‘sibling’)
Base of Operations: Not Applicable
Present Group Affiliation:
Unknown

KNOWN POWERS:

Omnipotence: Entropy can use any
of the Powers listed in the Marvel
Universe books it sees fit at CL4000
ability, although he does not do so
with any regularity. Entropy’s
humanoid form is a manifestation
and cannot be perceived unless
Entropy wishes to converse with a
mortal.

NOTE: Recently Entropy succeeded
in his goal of destroying Eternity
(see the entry for ‘Eternity’).
However, when he tried to recreate
reality, the fact that the only reality
he ever knew was the one that
already existed, Entropy himself
ceased to exist and his own physical
self was transformed into Eternity,
restoring the very being he had
meant to destroy.

ROLE-PLAYING NOTES:




HISTORY:

In an obvious nod to DC’s ‘Endless’,
Eternity has 7 aspects of himself, the
‘Friendless’ — Empathy, Enmity,
Eternity, Entropy, Epiphany, Eulogy,
and Expediency. Entropy, once
killed Eternity, usurping his place,
but unwittingly became Eternity
himself when he tried to recreate the
universe.



STATISTICS:

CL5000
CL5000
CL5000
CL5000
CL5000
CL5000
CL5000
Health: 20,000 Str: 5000
Karma: 15,000
Resources: CL5000
Popularity: 0

Height: Incalculable
Weight: Incalculable
Eyes: Black with stars
Hair: None

VT AaAmMm»nrP

BACKGROUND

Real Name: Eternity

Occupation: Personification of the
sum total of all existence

Legal Status: Not Applicable
Identity: Eternity is not believed to
exist as a self-aware entity by the
general population of the Earth
Place of Birth: The Big Bang
Marital Status: Not applicable
Known Relatives: Galactus, Death
(Figurative Siblings, part of Universal
Trinity) Infinity (Counterpart)

Base of Operations: Not Applicable
Present Group Affiliation:
Unknown

KNOWN POWERS:

Omnipotence: Eternity can use any of
the Powers listed in the Marvel
Universe books it sees fit at CL5000
ability, although he does not do so with
any regularity.  Eternity’'s humanoid
form is a manifestation and cannot be
perceived unless Eternity wishes to
converse with a mortal

ROLE-PLAYING NOTES:

When told by a concerned Adam
Warlock that he seemed distracted,
Eternity responded, “Let it not
concern you, it is my natural state.”
That pretty much says it. Eternity
does not generally interact with
mortal beings unless the situation is
extremely dire, preferring to work
through proxies. When pressed,
however, he has been known to

Talents:
Not strictly applicable; Eternity
knows everything and does not need
Column Shifts when performing
FEATs

He has also

engage in battle.
demonstrated emotions such as
desire when tempted by the Infinity
Gems.



HISTORY:

Eternity is the sum total of all that
exists — essentially he IS the Marvel
Universe. Eternity exists as long as
the universe itself does, and he has
apparently been reincarnated over
the repeated course of Creation and
Destruction  from  which  new
universes are birthed. The current
incarnation of Eternity came into
existence simultaneously with the
Big Bang, and event which created
not only the universe (himself), but
his counterpart Mistress Death, and
the planet-destroyer, Galactus — a
being created by his previous

incarnation as a balance point
between himself and Death. Despite
his power, Eternity has been the
target of several universal-scale
campaigns to usurp his power, or
even kill him. He has engaged the
aid of lesser beings, such as Dr.
Strange, and Adam Warlock, or
even entities like Galactus and the
Celestials. Even so, he has tasted
defeat and even death. The mad-
titan, Thanos, defeated him in direct
battle utilizing the Infinity Gauntlet,
and again employing the might of
the Heart of the Universe. He was
even temporarily destroyed by his

abstract sibling, Entropy. Eternity
also answers to the authority of the
Living Tribunal.

The 616 Eternity — the mainstream
Marvel Universe — encompasses all
his myriad timelines and dimensions
within his own reality. However, the
multiverse encompasses a multitude
of alternate Eternities, each its own
reality; it is possible that Eternity
may exist on a higher level,
encompassing all his myriad selves
at once. This multi- Eternity would
embody the reality of the Multiverse.



FAFNIR

STATISTICS:

UN(100)
GD(10)
ShX(150)
ShX(150)
TY(6)
IN(40)
UN(100)
Health: 410 Str: 150
Karma: 144
Resources: N/A
Popularity: -50
Height: Unrevealed
Length: Unrevealed
Weight: Unrevealed
Eyes: Red

Hair: None
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BACKGROUND

Real Name: Fafnir

Occupation: Dragon

Legal Status: Former king of
Nastrond, condemned for heinous
crimes by Odin, monarch of Asgard
Identity: Fafnir's rampages in New
York City were widely reported in the
news media, but the general
populace of Earth is unaware that
Fafnir was the transformed king of
Nastrond

Place of Birth: Nastrond,
dimension of Asgard

Marital Status: Unrevealed
Known Relatives: None
Base of Operations: Nastrond, in
the dimension of Asgard

Present Group Affiliation: None

in the

KNOWN POWERS:

Body Armor: Fafnir's armored hide
provides him with  Monstrous
protection against all forms of
Physical and Energy attacks

Size: Fafnir was enlarged by Odin to
Shift Y proportions. He is +3CS to
be hit and —3CS to hit unless facing
similar-sized opponents. Against
smaller targets, he may cause Shift
Y damage when attacking
Resistance: Fafnir is immune to all
diseases. He can survive
indefinitely without food, water, or
oxygen.

Fire-Breathing: Fafnir can exhale
flames up to 2 areas away that do

Monstrous damage

Hypnotism: In a non-combat
situation, Fafnir can hypnotize a
subject with Unearthly intensity
lllusions: Fafnir can generate
illusions that affect sight and
hearing, at Remarkable rank

Claws: Shift X Edged damage

Teeth: Shift X Edged damage
Stomp: Shift X blunt damage. Both
feet together cause Shift Y damage.
Tail-Smash: Fafnir's tail causes Shift
Y blunt damage

Talents:

As the former king of Nastrond,
Fafnir possessed the Leadership
talent over his people, which was
sufficient to lead them to provoke
Odin into destroying them all. He
had little use for this talent after his
transformation.
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ROLE-PLAYING NOTES:

HISTORY:

An unknown number of centuries
ago, Fafnir was the king of Nastrond,
a land on the other-dimensional
continent of Asgard. When his
people defied Odin, lord of Asgard, it
provoked Odin to the point that he
lay waste to the entire land of
Nastrond and Fafnir was sentenced
to death. However Fafnir managed
to escape death by wusing a
mystical pool withinNastrond’s

Cave of the Ancients and
transformed into a powerful dragon.
In recent years, an earthquak
released Fafnir, who subsequently
battled the Warriors Three before
coming to Earth, and engaging Thor
in a titanic battle thourgh New York’s
South Bronx. Using the enchanted
spear of the viking, Eilif, Thor drove
it into Fafnirs body, slaying the
dragon at last



FAIRCHILD

STATISTICS:

EX(20)
RM(30)
AM(50)
IN(40)
EX(20)
EX(20)
EX(20) . :
Health: 140  Str: 43 - /
Karma: 60 %‘“‘ ——
Resources: TY g
Popularity: TY .
Height: 6’4" h
Weight: 300 Ibs.
Eyes: Green
Hair: Red
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BACKGROUND

Real Name: Caitlin Fairchild
Occupation:  College  Student,
Superhero

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

Place of Birth: Unrevealed

Marital Status: Single

Known Relatives: Alex Fairchild
(father, deceased), Freefall (half-
sister)

Base of Operations: Mobile, La
Jolla, California

Present Group Affiliation: Leader
of Gen 13

¥
u;

KNOWN POWERS: -

Invulnerability: Fairchild has

Amazing resistance to physical and " "

energy attacks

Psychic Bond: Caitlin has an

Incredible Psychic Bond with her

half-sister Freefall

Jumping: Typical

Density Increase: Feeble - the Gen-

Factor has given Caitlin her current ROLE-PLAYING NOTES:

size and weight. Before her transformation, Caitlin
was an introverted, mousy
bookworm, a nerdy, somewhat
repressed ‘good girl’.  After her
transformation, she became more
outgoing, asserting her leadership
among Gen 13. She effectively
assumes the role of the matriarchal
big-sister, looking at the rest of them
as her personal responsibility.



FAIRCHILD

HISTORY:

Caitlin Fairchild is the daughter of
Alexander Fairchild of Team 7. The
identity of her mother is unknown
and Caitlin has never mentioned her.
When he was forced to go
underground to escape International
Operations, Alex Fairchild left Caitlin
in the care of relatives in Portland,
Oregon. Raised by her aunt and
uncle alongside her cousin Karen,
Caitlin grew into a brilliant, but rather
mousy young woman. Her academic
skill led to her being accepted to
Princeton University where she
double-majored in computer science
and electrical engineering.

In her sophomore year, Caitlin was
recruited into Project: Genesis,
which she believed to be some sort
of government internship. One night,
Caitlin began to feel ill (due to
secretly being fed drugs designed to
activate latent Gen-Active abilities)
and staggered out of her room to try
to find a bathroom. She inadvertently
stumbled into a computer room
where her future teammates Grunge
and Roxy were hanging out. Caitlin
convinced them to go back to their
rooms and was about to leave when
she spotted her father's name on a
computer screen.

Caitlin, investigating this, was
interrupted by a security guard who
clubbed her with his rifle when she
tried to explain herself. The guard
was about to turn on Grunge and
Roxy, but was interrupted by
Caitlin’s anger activating her latent
gen-active abilities. Fairchild’s
clothing was shredded in the
process, but within seconds, she
was transformed from a mousy
computer geek to a powerful,
towering Amazon.

Borrowing Grunge's shirt, Caitlin,
Roxy and Grunge decided to escape
Project: Genesis. Along the way,
they were joined by Bobby Lane and
Sarah Rainmaker. Despite their best
efforts the team’s escape from
Project: Genesis would have failed if
not for the intervention of
International  Operations director
John Lynch.

Deciding that 1/0 had to be opposed,
Lynch turned on the organization
and helped the teens flee to San
Diego, California where he set up a
luxurious safe house in the La Jolla
area. Lynch promised to teach the
fledgling superheroes how to make a
difference in the world and to help
them uncover the mysteries of who
their parents were.

Because of her responsible and
mature  attitude,  Caitlin  was
universally elected field leader of the
team. Though uncertain of her
abilities, Fairchild accepted the role
and her cool thinking got the team
out of more than a few tight
situations. Some time later, John
Lynch disappeared. But Alex
Fairchild, who Caitlin was reunited
with during the Fire From Heaven
crossover, took up the role of
mentor. It was during this period that
the team relocated to the Florida

Keys and Roxy and Caitlin
discovered that they were half-
sisters.

But the family reunion was short-
lived as Alex was killed protecting
his daughters and the rest of the
team from the villain Tindalos. With
her father dead and John Lynch still
missing, Caitlin took full leadership
of the team.



FALLEN ONE

STATISTICS:

MN(75)
MN(75)
ShX(150)
ShX(150)
RM(30)
RM(30)
RM(30)
Health: 450 Str: 120/200
Karma: 90
Resources: RM
Popularity: 0
Height: 6’ 10”
Weight: 400 Ibs
Eyes: White

Hair: Reflective Blue
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BACKGROUND

Real Name: Unknown
Occupation:  Prisoner,
Herald of Galactus

Legal Status: Convicted criminal
within the Shi'ar Empire, unknown to
general public of Earth

Identity: Unknown to the general
public of Earth

Place of Birth: Unknown

Marital Status: Presumably single
Known Relatives: None

Base of Operations: Kyln Prison
System, formerly mobile throughout
the universe

Former

Present Group Affiliation: Former
Herald to Galactus

KNOWN POWERS:

Essence of the Void: The Fallen

One is unique among the Heralds of
Galactus in that his transformation
provided him with the Shift Z(500)
ability to draw power from ‘Black
Matter,” the energy that binds
together galaxies. This energy
provides the Fallen One with

the following Powers:

*Power Blasts of Shift X(150) force
or energy. With a Red Psyche
FEAT, the Fallen One may raise this
ability to Shift Z (500) for 10 to 20
rounds.

*Absorption: The Fallen One may
absorb attacks of up to Shift Z(500)
energy

*Raise any single Ability or Power
score to Shift X(150) for 1-10

rounds. With a Yellow FEAT roll he
may raise a boosted ability another
+1CS to Shift Y (200) for a single
turn

*Healing: Up to Shift X(150)
damage (this does not affect
Endurance rank losses)

Sustenance: The Fallen One does
not need to eat or breathe. Other
power stunts may be developed.

Flight: The Fallen One can fly at
CL3000 speeds in space; in a
planetary  atmosphere, this is
reduced to Shift Z.

Body Armor: Unearthly (100)
protection against energy and
physical attacks. Class 1000

resistance to Heat and Cold and
may survive in space for a virtually

unlimited time.

*Perceive any energy source of
Unearthly rank or better, within a
planetary radius if on a planet's
surface, or within a stellar system if
in space.

ROLE-PLAYING NOTES:

The Fallen One was the first Herald
of Galactus, but was released from
this station because of his
psychopathic nature. The Fallen
One hates Galactus and has tried to
kill him at every opportunity since



FALLEN ONE

HISTORY:

Although the ancient history of
Galactus’ heralds remains vague, it
is believed that his first herald was
the being now known simply as the
Fallen One. Unlike the heralds that
would follow him, the Fallen One
was granted control over the ‘Black
Matter’. However, the Fallen One
proved to be cruel and was
eventually imprisoned by Galactus.
Over the millennia that followed, the
Fallen One repeatedly escaped and
tried to kill Galactus, only to be
defeated and imprisoned again.

The hero Star-Lord

imprisoned the Fallen One in the Fallen
the  Kyln, Proemial
escaped Aegis.

inter-galactic  prison
although the character
when the Kyln was damaged in a
conflict between Thanos and the
entity, the Maker. Although the
Fallen One located Galactus, he was
instantly teleported back to Thanos,
who tricked the former Herald into
Self-igniting a gas giant, which
rendered him unconscious. Thanos
mentally enslaved the Fallen One
and forced him to serve as his own
Herald

Gods,

Tenebrous

eventually During the Annihilation Wave, the
One was killed by

the
and



STATISTICS:

AM(50)
RM(30)
UN(100)
ShX(150)
EX(20)
EX(20)
MN(75)
Health: 330 Str: 100
Karma: 99
Resources: FB(2)
Popularity: -75
Height: 150’ (Variable)
Length: Variable
Weight: Variable
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Eyes: Red

Hair: None

BACKGROUND

Real Name: Unpronounceable to
humans

Occupation: Would-be Conqueror,
former starship navigator

Legal Status: Wanted by the Red
Chinese government

Identity: The general population of
Earth does not believe in Fin Fang
Foom’s existence

Place of Birth: Kakaranathara,
Maklu system, Greater Magellanic
Cloud

Marital Status: Single

Known Relatives: None

Base of Operations: China

Present Group Affiliation: Fin
Fang Four, Dragon Lords of
Kakaranathara

KNOWN POWERS:

Fin Fang Foom is a Chinese
Dragon, one of the most powerful
creatures on Earth, marginally
magical and impressive like nothing
else terrestrial.

Growth: Fin Fang Foom has Shift
Z Growth, at 150 feet tall and at
+4CS to be hit. When on all four
legs, Fin Fang Foom takes up from
3-6 areas. Because Fin Fang
Foom’s enormous size is magical,
the Growth rank does not substitute
for the dragon’s Unearthly Strength
when it attempts Strength FEATSs.
Claws: Fin Fang Foom has claws
which allow him to make enormous

edged attacks if it desires
True Flight: Fin Fang Foom’s wings

propel it at Typical air speed (90
miles per hour). It can travel at this
speed indefinitely without tiring and
has demonstrated the ability to cross
the Pacific Ocean.

Armor: The dragon’s hide offers
Shift X Resistance to Blunt attacks;
Unearthly resistance to  Physical
Edged, Shooting, Fire, Disease and
Acid; Monstrous Resistance against
other ‘natural’ energies, such as
electricity or sonics, many poisons,

or any eldritch attack; Amazing
Resistance against any other type of
energies, such as the Darkforce
Acid Cloud: Fin Fang Foom’s acid
breath can cover any three
contiguous areas, at a rage of 5
areas from its head. The acid does
Incredible damage, or Amazing
damage against metal objects,
against all characters and objects in
those areas.

Tail: Fin Fang Foom’s tail can give it
a second attack each round, doing
Amazing damage, and extending



FIN FANG FOOM

three areas behind the dragon.
Telepathy: Fin Fang Foom employs
a limited form of telepathy to
communicate with mortals.  This
communication is such that the
dragon can detect lies on a
successful intuition roll against the
intensity of the liar's Psyche. Any
creature foolish enough to make
eye-contact with Fin Fang Foom
must make a Psyche FEAT roll
against Monstrous intensity to avoid
being charmed by the dragon,
exactly as if Fin Fang Foom had
hypnotized the character.
Vulnerability: ~ Fin Fang Foom is
acutely vulnerable to certain
poisonous herbs and potions. To
know of an appropriate poison, a
character must have Occult Lore or
Mystic Background, or a Trivia
Talent regarding Chinese mythology.
A character must also have the
Biology skill to recognize and locate
the obscure herbs and Ingredients
for the potions. Such poisons
induce sleep or paralysis rather than
death in Fin Fang Foom. Against
them, it has no Resistance and its
Health is reduced to 33 points if
such is currently higher than that
NOTE: Fin Fang Foom has shown
the ability to possess other beings,
turning them into duplicates of his
original form. The nature of this
ability is not fully understood, but for
game purposes, assume that the
possession functions similar to his
Telepathy/ Hypnosis powers, and
only functions if his current body has
been destroyed. Fin Fang Foom
must have at least 2 points of
Psyche to accomplish this.

ROLE-PLAYING NOTES:

Fin Fang Foom solves his problems
directly and violently. This translates
to a swath of destruction for which
he feels no responsibility. He will be
happy when awakened and probably
seek to kill his alarm clock, unless
he or she talks very fast. Be
warned: Fin Fang Foom is an alien
— his thoughts and wants are unlike
things a human being would easily
understand.

HISTORY:

Fin Fang Foom was a member of a
mysterious race known as the
Kakaranatharan, who hailed from
the distant Maklu solar system. He
was part of an invasion force that
came to Earth many centuries ago.
Although other members of his race
assumed human form and dwelled
undetected among humanity, Fin
Fang Foom remained in his natural,
dragon-like shape and entered a
state of hibernation in china’s Valley
of Spirits He remained there
undisturbed for cent rues, until a
young man named Chan Luichow
awakened him during the Chinese
Revolution.  Afterward, Chan used
magical herbs to return the alien
Dragon to his hibernation, but the
Mandarin awakened Fin Fang Foom
decades later for use against the
Chinese government.

Fin Fang Foom alternated between
being a friend and an enemy of
Earth — beating back an invasion of
aliens from Stonus V, but later
allying himself with cultists bent on
world destruction — until his true
nature was revealed during his
alliance with the Mandarin.  After
helping the super-villain conquer
one-third of China, Fin Fang Foom
contacted his fellow
Kakaranathanans and their true plan
was revealed. It was only through
the temporary union of the normally
dedicated enemies, Iron Man and
the Mandarin, that Fin Fang Foom
and his race of invading dragons
met their defeat.



STATISTICS:

AM(50)
AM(50))
AM(50)
UN(100)
EX(20)
MN(75)
AM(50)
Health: 300 Str: 50/95
Karma: 145
Resources: RM(30)
Popularity: 0

Height: 6’4"

Weight: 220 Ibs.

Eyes: White

Hair: Yellow (engulfed in
cosmic flame)
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BACKGROUND

Real Name: Pyreus Kril
Occupation: Former  Starship
Captain, Former Herald to Galactus,
Cosmic Adventurer.

Legal Status: Former Citizen of
Xandar

Identity: The general population of
Earth is wunaware of Firelord’s
existence.

Place of Birth: Planet Xandar
Marital Status: Single
Known Relatives: None
Base of Operations:
throughout the Cosmos

Mobile

Present Group Affiliation: Ex-
member of the Nova Corps,
occasional partner of Starfox,

occasional ally of the Silver Surfer
and the other Heralds of Galactus,
former Herald of Galactus.

KNOWN POWERS:

Power Cosmic: Firelord has the
Unearthly ability to channel and
manipulate vast amounts of cosmic
power, typically using it for fiery
effects. In deep space, Firelord has
Shift 'Y (250) Flame-Generation
powers, abilities which are restricted
to Unearthly rank when operating in
a planetary atmosphere. When
channeling his energy through his
Firestaff, this ability increases to
Class 1000. He may use the Power
Cosmic to project and control other
types of energy, gravity or radio

waves for example, as power stunts.
Firelord may also the Power Cosmic
to temporarily raise his Strength to

Unearthly for 1-10 rounds. He may
use the healing and matter-
manipulation ability of the Silver
Surfer, but only as first time power
stunts.

Body Armor: Firelord has Amazing
Body Armor against physical
attacks. As a power stunt, he may
super-heat his body so that ordinary
weapons melt upon contact with his
body. Firelord is also immune to
disease, aging, starvation, and the
effects of hard vacuum; he cannot
be slain except by the complete
scattering of his molecules.

FIRELORD

Flight: Firelord can fly at Class 1000
speeds and enter hyperspace at will.
In planetary atmospheres, he flies at
Unearthly speeds.

Equipment:

Firestaff: Firelord’s Firestaff is made
of Class 1000 material and
augments both Firelord’s Flame
Generation powers to Class 1000,
and his Flight to Class 5000

Talents:

Pyreus is a skilled starship captain,
although his skills are bit rusty now.
He is an able astronavigator as well.



FIRELORD

ROLE-PLAYING NOTES:

Firelord is obsessively dedicated to
doing right, be it as ship captain, or
cosmically powered hero. He has
little patience for criminals, usually
dealing with them in the permanent
fashion of the cosmos. He takes full
responsibility for his time as
Galactus’ Herald, although he
acknowledges the deaths he caused
in the position as part of Galactus’
purpose, he still feels duty bound to
compensate the universe for his
actions during that time.

Firelord is a caustic, hot-tempered
personality, serious minded and not
easy to get along with

HISTORY:

Pyreus Kril was first officer aboard
Gabriel Lan’s Xandarian exploration
vessel, and was present when his
friend was seemingly kidnapped by
the alien starship belonging to
Galactus. Determined to rescue his
captain, Kril took command of the
exploration vessel and pursued
Galactus’ ship across the universe.
Years passed, but Eventually, Kril
located Galactus’ ship and, unaware
that teleported aboard the massive
vessel. Kril confronted Galactus and
demanded that Lan be released.
Impressed by the man’s courage,
Galactus offered to reveal Lan’s fate
if Kril agreed to become his new

herald. Kril accepted the offer,
receiving the power cosmic and
becoming  Firelord, whereupon

Galactus told Kril that Lan had been
slain battling the Ovoids.

Firelord’s servitude to Galactus was
extremely short-lived. While on a
mission to Earth, Firelord
encountered Thor, who negotiated
with Galactus for Firelord’s freedom.
In exchange for releasing Firelord,
Thor provided Galactus with an
Asgardian construct known as the
Destroyer. Although he left Galactus’
service, Firelord retained the power
cosmic and was free to roam the
universe,



FLASH (BARRY ALLEN)

STATISTICS:

EX(20)

RM(30)

TY(6)
EX(20)/UN(100)
RM(30)
RM(30)
EX(20)
Health: 76
Karma: 80
Resources: IN
Popularity: RM
Height: 5117
Weight: 179 Ibs.
Eyes: Blue

Hair: Blond
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Str: 6

BACKGROUND

Real Name: Bartholomew ‘Barry’
Allen

Occupation: Police Scientist, Crime
Fighter

Legal Status: American Citizen with
no Criminal Record

Identity: Secret

Place of Birth: Unknown

Marital Status: Married

Known Relatives: Iris Allen (wife),
Bartholomew ‘Bart’ Allen (Kid Flash,
grandson), Wally West (Flash I,
nephew)

Base of Operations: Central City
Present Group Affiliation: The
Justice League of America

KNOWN POWERS:

Speed Force: Class 3000. Barry
can tap into the ‘Speed Force’,
which grants him the following
abilities:

*Hyper-Speed: Shift X. Barry may
instantly boost this ability up to as
high as Class 3000 with a Green
Power FEAT, although this carries
the risk of becoming ‘Lost in the
Speed-Force’ — see Limitations,
below.

*The Flash may perform 10 actions
a combat round.

*Resist Cold: Excellent

*Accelerated Healing: Excellent

*Air Walking: Shift X ability to run
over air and up 90 degree inclines.
*Water Walking: Shift Z by skimming
along on surface tension

*Create Cyclones: Amazing damage
or Unearthly stunning or slamming
*Phasing: Barry can vibrate his
molecules so fast that he can 'phase’
through objects of less than Shift X
material strength.

*Can destroy Unearthly material by
vibrating through it

*When attempting to hit Barry the
attacker must have initiative or
succeed in an Unearthly Intuition
FEAT, otherwise he will have moved
out of the way. This FEAT is not
required if the attacker also has
Hyper-speed powers.

*Invisibility: The Flash can move — or
simply vibrate — so quickly that it
requires a red Intuition FEAT just to
notice him.
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*Time Travel: On a Red power FEAT
the Flash may break the Time
Barrier allowing time travel with
Amazing ability.

*Spectrum Perception: The Flash
can run so quickly as to cause light
to begin to slow, and experience
‘Red Shift’,” which allows him to view
the lower spectrum of light that is
normally invisible to the unaided
human eye.

*To hit the Flash with anything other
than an area effect or Psychic attack
requires a red FEAT.

*Dimension Travel: Barry may also
travel to any dimension he chooses
by traveling through the heart of the
Speed-Force at Class 1000 rank.
*Unearthly Fighting rank for



FLASH (BARRY ALLEN)

purposes of multiple attacks and
Evading, although not to hit. As a
specific Power Stunt, he may deliver
100 blows in a single round, with
Good (10) damage

*The Flash is considered to have
Unearthly rank Agility for dodging
and catching projectiles.

*Class 1000 rank for Intuition for
deciding initiative.

*The Flash may perceive any
object's momentum as though it
were moving at Feeble speed
Arrows and bullet sized objects
appear moving at 5 m/ph

*The Flash is considered to have
Unearthly Endurance for movement
and tiring purposes.

*May reach maximum speed in one
round and has no penalties making
high-speed maneuvers or starting or
stopping suddenly.

*Energy Sheath: As a by-product of
the Speed Force, Barry projects a
protective aura that allows him to
ignore the environmental effects of
heat and friction (including sonic
booms) enabling him to surpass
standard speed constraints. As
such, Barry uses the air speed
column for movement and is not
restricted by atmospheric cond-
itions. This aura also, provides
protection from attack; while moving,
Barry is considered to have
Excellent protection versus. Physical
Attacks, and Incredible vs. Heat and
Friction

Equipment

Costume: Incredible  protection
against. Heat and Cold, Excellent
versus Physical and Energy damage

Limitations

The Call of the Speed Force: If Barry
travels at CL1000 or greater speed
he must make a successful Psyche
FEAT roll. Failure means he hears
the ‘Call of the Speed Force’. This
means he is lost in speed and in all
subsequent actions he must push
himself to break the ‘Speed Force
Barrier (Class 3000 speed). Upon
achieving this speed the must make
another Psyche FEAT roll, with

failure indicting he is absorbed by
the Speed Force and effectively
‘dies’. Success indicates that the
Flash is thrown forward in time
between 1 and 100 years and is free
of the Call.

Talents
Martial Arts A, Detective, Physics

ROLE-PLAYING NOTES:

Barry has a reputation as a “straight-
laced” law and order type. He’s
intelligent, careful, and thoughtful,
and living life in the (literal) “fast
lane” gives him an appreciation for
the little things.

HISTORY:

Barry Allen developed a reputation
for taking things slowly early in life,
to the bemusement and occasional
frustration of friends, family, and his
fiancée, fast-acting journalist Iris
West. Barry’'s proclivity for de-
liberation and detail did make him an
excellent forensic scientist for the
Central City Police Department,
known for his ability to crack difficult
cases. Barry was working late one
night in his lab when a bolt of
lightning crashed through the
window, striking a shelf of
chemicals. Bathed in the electrified
chemicals, he gained the power of
super-speed, which he discovered
when he raced on foot after a
departing cab, only to find himself
rushing past it! Adopting the identity
of the Flash, inspired by his
childhood hero Jay Garrick, he
created a unique crimson costume
able to compress down to fit into a
tiny compartment in a ring he wore.

The Flash fought crime in the twin
cities of Central and Keystone for
some years, eventually marrying lIris
West and working with his idol and
inspiration, Jay Garrick, the original
Flash. He was a founding member of
the Justice League of America and a
mainstay of the team. He also
garnered a considerable assortment
of foes, including the Rogues, a
team composed of Captain Cold, the
Trickster, Weather Wizard, Mirror
Master, and Captain Boomerang.
Among the Flash’s greatest enemies
were the future magician Abra
Kadabra, the super-intelligent Gorilla
Grodd, and Professor Zoom, the so-
called “Re-verse Flash” from the
25th century.

Professor Zoom apparently
murdered Iris Allen and, some time
later, attempted to do the same to
Barry’s new fiancée Fiona Webb.
Desperate to prevent history from
repeating itself, the Flash broke
Professor Zoom’s neck, killing him.
Barry later learned Iris was born in
the 30th century, sent to live in the
past by her parents, and restored
from death in that same future.

The Flash had his own experience
with death when he  sacrificed
himself to save the multiverse
from the Anti- Monitor, merging
with  the Speed Force like
many  speedsters before him. By
the time he eventually returned, his
protégé, Wally West, had taken up
the mantle of the Flash, and his
grandson and namesake
Bartholomew “Bart” Allen (born in
the 30th century) was the new Kid
Flash.



STATISTICS:

EX(20)

EX(20)

GD(10)
EX(20)/UN(100)
GD(10)
EX(20)
RM(30)
Health: 70
Karma: 50
Resources: IN
Popularity: RM
Height: 6’0"
Weight: 175 Ibs.
Eyes: Green
Hair: Red
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Str: 8

BACKGROUND

Real Name: Wally West
Occupation: Crime
Adventurer

Legal Status: American Citizen with
no Criminal Record

Identity: Secret

Place of Birth: Unknown

Marital Status: Single

Fighter,

Known Relatives: Barry Allen
(Flash I, uncle, deceased)
Base of Operations: Justice

League Headquarters
Present Group Affiliation:
Justice League of America

The

KNOWN POWERS:

Speed Force: Class 3000. Wally
can tap into the ‘Speed Force’,
which grants him the following
abilities:

*Hyper-Speed: Shift Z. Wally may
instantly boost this ability up to as
high as Class 3000 with a Green
Power FEAT, although this carries
the risk of becoming ‘lost in the
Speed-Force’ — see Limitations,
below.

*The Flash  may
actions a combat round.
*Resist Cold: Excellent
*Accelerated Healing: Excellent

*Air Walking: Shift Z ability to run
over air and up 90 degree inclines.
*Water Walking: Shift Z by skimming
along on surface tension

*Create Cyclones: Amazing damage
or Unearthly stunning or slamming

perform 10

*Phasing: Wally can vibrate his
molecules so fast that he can 'phase’
through objects of less than Shift Z
material strength.

*Can destroy Unearthly material by
vibrating through it

*When attempting to hit Wally the

attacker must have initiative or
succeed in an Unearthly Intuition
FEAT, otherwise he will have moved
out of the way. This FEAT is not
required if the attacker also has
Hyper-speed powers.

*Invisibility: The Flash can move — or
simply vibrate — so quickly that it
requires a red Intuition FEAT just to
notice him.

*Vibrating Hand: Unearthly damage
*Break Restraint: Unearthly

*Time Travel: On a Red power FEAT
the Flash may break the Time
Barrier allowing time travel with
Amazing ability.

*Spectrum Perception: The Flash
can run so quickly as to cause light
to begin to slow, and experience



FLASH (WALLY WEST)

‘Red Shift’,) which allows him to
view the lower spectrum of light that
is normally invisible to the unaided
human eye.

*To hit the Flash with anything other
than an area effect or Psychic attack
requires a red FEAT.

*Dimension Travel: Wally may also
travel to any dimension he chooses
by traveling through the heart of the
Speed-Force at Class 1000 rank.
*Unearthly  Fighting rank  for
purposes of multiple attacks and
Evading, although not to hit. As a
specific Power Stunt, he may deliver
100 blows in a single round, with
Good (10) damage

*The Flash is considered to have
Unearthly rank Agility for dodging
and catching projectiles.

*Class 1000 rank for Intuition for
deciding initiative.

*The Flash may perceive any
object's momentum as though it
were moving at Feeble speed
Arrows and bullet sized objects
appear moving at 5 m/ph

*The Flash is considered to have
Unearthly Endurance for movement
and tiring purposes.

*May reach maximum speed in one
round and has no penalties making
high-speed maneuvers or starting or
stopping suddenly.

*Energy Sheath: As a by-product of
the Speed Force, Wally projects a
protective aura that allows him to
ignore the environmental effects of
heat and friction (including sonic
booms) enabling him to surpass
standard speed constraints. As
such, Wally uses the air speed
column for movement and is not
restricted by atmospheric conditions.
This aura also, provides protection
from attack; while moving, Wally is
considered to have Excellent
protection versus. Physical Attacks,
and Incredible vs. Heat and Friction
Kinetic Manipulation: Shift Z. Wally's
"slipstream" effect allows him to
impart and control momentum in
other objects. He can impart speed
to others, enabling them to "run" at
speeds equal to himself. The
recipient must be in contact with

Wally and already be moving

The Flash can also neutralize a
target/objects kinetic energy forcing
the target to immediately stop.

Equipment

Costume: Incredible  protection
against. Heat and Cold, Excellent
versus Physical and Energy damage

Limitation

The Call of the Speed Force: If Wally
travels at Class 1000 or greater
speed he must make a successful
Psyche FEAT roll. Failure means he
hears the "Call of the Speed Force".
This means he is lost in speed and
all subsequent actions he must push
himself to break the "Speed

Force Barrier" (CL3000 speed).
Upon achieving this speed the must
make another Psyche FEAT roll,
with failure indicting he is absorbed
by the Speed Force and effectively
"dies".

Talents
Martial Arts A, Detective, Physics

ROLE-PLAYING NOTES:

Wally began his career as an
impulsive and brash young man
whose  powers matched his
personality. He grew up to become a
fun-loving hero always ready with a
quip, but constantly concerned he
wasn’'t living up to Barry Allen’s
legacy. Over the years he’s become
more confident in his abilities and,
more importantly, in his role as the
Flash. Now, Wally is a capable,
friendly man who’s always willing to
lend a hand.

HISTORY:

Iris West's nephew Wallace “Wally”
West was president of the Blue
Valley chapter of the Official Flash
Fan Club. He was less than thrilled
by his Aunt Iris’ fiancé Barry Allen,
until he found out that Barry, through
his work with the police department,
actually knew the Flash! Wally
jumped at the opportunity to meet
his idol, and the Flash demonstrated
to him how he acquired his super-
speed. Then lighting literally struck
twice, spilling the same mixture of
chemicals onto Wally West and
granting him super-speed!

Wally adopted a costume similar to
his mentor and became Kid Flash,
the Fastest Boy Alive. He eventually
became a founding member of the
Teen Titans. He left the team for a
time to attend college, returned
under the influence of Raven’s
empathic powers, and then departed
again.

Wally had largely given up his super
hero career when Barry perished
saving the multiverse from the Anti-
Monitor. To carry on his uncle’s
legacy, Wally adopted the name and
costume of the Flash. He eventually
moved to Keystone City, across the
river from Barry’s old Central City
stomping grounds. There he met
reporter Linda Park and the two of
them developed a  romantic
relationship, eventually marrying and
having twins, Jai and Iris.

Although humble about the idea of
succeeding Barry as the Flash,
Wally learned more about the origins
of the speedsters’ powers than
virtually anyone: he was the first to
break the lightspeed barrier and
pass into the Speed Force and
return, anchored by his love for
Linda



STATISTICS:

RM(30)
GD(10)
RM(30)
AM(50)
PR(4)
TY(6)
GD(10)
Health: 130 Str: 30
Karma: 20
Resources: 0
Popularity: -10
Height: 8
Weight: 325 Ibs.
Eyes: Brown
Hair: Brown
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BACKGROUND

Real Name: “Adam”

Occupation: None

Legal Status: None

Identity: Publicly known, but
generally believed to be a fictional
character

Place of Creation: Ingolstadt,
Bavaria, now in West Germany
Marital Status: None

Known Relatives: Inapplicable
Base of Operations: Mobile,
Current whereabouts unknown
Present Group Affiliation: None

KNOWN POWERS:

Body Armor: Good resistance to
Physical and Energy attacks. Due to
his unusual physical resilience, all
physical combat effects against the
Monster are reduced by one color,
making him immune to Red results
Growth: The Monster is over 8’ tall,
giving him Feeble Growth, which
gives him +1CS to be hit, but also
giving him a +1CS to any blunt
damage he delivers.

Rapid Healing: The Monster can
heal from wounds at a much faster
rate than normal humans. He can
regain his Endurance rank in health
points once every hour instead of
only once per day.

Suspended Animation: Whenever
the Monster is subjected to cold of
at least Remarkable intensity, he
enters a state of suspended
animation, taking no damage from

FRANKENSTEIN’S MONSTER

the cold. An Endurance FEAT is
required to avoid this

Reanimation: The Frankenstein
Monster is constructed of many
different corpses, sewn together and
brought back to animate life with an
electric charge. This charge is
delivered through the bolts on his
neck. Should the Monster die, he
can be re-animated with an electric
charge of at least Amazing intensity.
A Monstrous charge will temporarily

raise his Strength from IN(35) to
IN(40) for 1-10 rounds.

NOTE: The Frankenstein Monster
has an irrational fear of fire, and
must make a yellow-intensity Psyche
FEAT to avoid running from the sight
of it.



FRANKENSTEIN’S MONSTER

ROLE-PLAYING NOTES:

The Monster has vowed to first
punish and then destroy his creator.
Doctor Victor von Frankenstein

The Frankenstein Monster is hated
and feared wherever he goes.

Due to unfortunate experience, the
Monster has developed an irrational
fear of fire

HISTORY:

One dark winter night, a being
composed of human corpses was
brought to life by the brilliant young
student of natural sciences, Victor
Frankenstein. Frankenstein had
discovered the secret of bestowing
life. He had invaded a realm of
power reserved for the gods,
bringing down on himself and those
he loved their curse and unrelenting
punishment. Frankenstein sees his
creation come to life, and
immediately realizes the depth of his
sin and folly. He runs away. The
monster survives, a new Adam, the
first and only one of his kind. With
the awakening emotions of a man in
the body of a monster, he finds he
had no place in the world. Wherever
he turns he is met with fear and
loathing. His pain at rejection
changes into consuming hatred. His

one reason for living is to avenge
himself on his maker. Tormented
becomes tormentor. The fate of
these two entities, bound in the roles
of creator and created, moves to a
destiny of mutual destruction.
Frankenstein’s’ family is ravished,
beginning with the death of his
young cousin William, and ending
with  the murder of his bride,
Elizabeth, on their wedding night.
Realizing his fate, Frankenstein
begins the pursuit of his monster,
which takes them to the edge of the
habitable world and into the Arctic
Circle. Young Frankenstein dies.
The monster bids a heartrending
farewell to his now dead creator.
Boarding a small ice raft, he
disappears over the horizon of the
barren wasteland “soon... lost in
darkness and distance.”



STATISTICS:

PR(4)/GD(10)
TY(6)/RM(30)
PR(4)/TY(6)
PR(4)/GD(10)
TY(6)/IN(40)
GD(10)/RM(30)
MN(75)/CL3000
Health: 44/56 Str: 3/6
Karma: 100/3070
Resources: RM
Popularity: 50

Height: 4’8” (variable)
Weight: 100 Ibs. (variable)
Eyes: Blue

Hair: Blond
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BACKGROUND
Real Name:
Richards
Occupation: Student

Legal Status: Citizen of the United
States with no Criminal record, still a
minor

Identity: Publicly known
Place of Birth: Manhattan,
York City, NY

Marital Status: Single
Known Relatives: Reed and Sue
(Mr. Fantastic, Invisible Woman,
parents), Nathan (grandfather),
Evelyn (grand-mother, deceased),
Valeria (sister), Johnny Storm
(Human Torch, uncle)

Base of Operations: Baxter
Building, Four Freedoms Plaza, New
York City

Present Group Affiliation: The
Fantastic Four, formerly Power
Pack, the Daydreamers

Franklin  Benjamin

New

KNOWN POWERS:

Reality Manipulation: Franklin has
vast Reality Manipulation powers
potentially of up to CL3000 rank,
sufficient to create pocket realities,
or to challenge CL3000 beings like
Galactus and the Celestials.
However, his control over these
abilities has varied dramatically over
the years. When he was just a
young child, these powers were first
activated, causing him to assume
adult form and to go on a confused,
uncontrolled rampage, Franklin’s

adult form imposed  psychological
blocks upon himself, before
transforming back into a child,
preventing his younger self from
accessing his full powers until he
was old enough to handle them.
Over the years, these blocks have

receded varying degrees. As
‘Tattletale’, Franklin had Pre-
cognition of Amazing rank, and

could project a ‘Dream Body — an
intangible but visible illusory copy of
himself, that he could project to any
location he could think of with

FRANKLIN RICHARDS

-

CL5000 ability. As the teen-age
Psi-Lord, he learned to focus his

abilities into  Telekinesis and
Telepathy of Amazing rank.
Franklin’s full abilities were

demonstrated when his adult future
self journeyed through time to battle
against the Mad Celestials of the
4084 Reality. The mature adult
Franklin proved capable of killing
two Celestials single-handed.

In mainstream reality Franklin is still
a small boy, who has only realized
a fraction of his true potential, but




for game purposes, he may
access his full powers as sort of a
wild-card in extreme circumstances
(as when he created the Heroes
Reborn universe), although such
incidences require a red Psyche
FEAT and costs all of his Karma. A
second yellow Psyche FEAT is then
required or else his powers will burn
out for 1-100 weeks.

ROLE-PLAYING NOTES:

HISTORY:

Franklin is the oldest child of Reed
and Sue Richards. As a boy, he
already possesses tremendous
reality-altering powers, and future
incarnations demonstrate powers
comparable to the Celestials.



STATISTICS:

GD(10)
EX(20)
GD(10)
RM(30)
GD(10)
GD(10)
AM(50)
Health: 70
Karma: 70
Resources: FB(2)/AM(50)
Popularity: -40

Height: Unrevealed
Weight: Unrevealed
Eyes: Red (varies)
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Str: 10

Hair: None

BACKGROUND

Real Name: Freddy Krueger
Occupation: Child murderer,

Demonic Entity

Legal Status: United States Citizen
with a Criminal Record, judged
clinically insane, presumed dead
Identity: Freddy Krueger’s identity is
widely known and feared

Place of Birth: Hathaway House
Mental Hospital

Marital Status: Single

Known Relatives: Amanda Krueger

(mother, deceased), unnamed
psychopathic inmate (father,
presumably deceased)

Base of Operations: Usually

gravitates to EIm Street where he
exists in his victims’ dreams
Present Group Affiliation:
partnered with Jason Voorhees

Has

KNOWN POWERS:

Dream Mastery: Freddy Krueger
exists in his victim’'s dreams, where
he manifests up to Amazing level
Reality Manipulation powers. His
power is actually a product of his
victim’s  own Psyche; his Strength
is directly proportionate to how much
his victims believe in him. In an
environment where no one believes
in his existence, he is powerless. To
attack a victim, they must first have
at least heard his name, at which
point he can begin to stalk them in
their sleep. During this period,
Krueger’s Psyche is considered —.

1CS of his victim’s, but after initiating
a series of recurring Nightmares,
Krueger's Psyche begins to grow;
after each dreaming episode, he
may make a Psyche FEAT to either
attack the victim, or to raise his own
Psyche. If his initial attack is
successful, he may kil his victim and
his Psyche his immediately
boosted up to Amazing and he
may attack a new victim at this same
level; if the FEAT fails he must wait
for another dream.

Freddy Krueger's powers do have
some limitations. If his victim is

FREDDY KRUEGER ‘

awakened while in physical contact
with him, Krueger is brought out of
the dream into the real world where
his Reality Manipulation powers drop
to Typical. While outside his dream

dimension, he may also be
physically killed, although as soon
as someone dreams about him he
may be reincarnated once again,
albeit at his lowest power levels.
Krueger may only be permanently
destroyed by psychic damage
NOTE: if a victim makes a
successful Psyche FEAT against
Freddy’s Psyche score of Amazing,
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Freddy is cast out of their dreams,
and loses all power over that person.
He may attack that person again, but
must start from scratch at —2CS for
all FEATS directed against that
person).

EQUIPMENT:

Finger Knives: Freddy Krueger has
fashioned for himself a glove with
four bladed fingers that inflict Good
(10) edged damage.

ROLE-PLAYING NOTES:

Freddy was a filthy child-killer who
was himself murdered by a lynch
mob of angry townsfolk — the
parents of his victims who trapped
him in an old boiler room and burned
him alive. In his demonic spirit
existence, he stalks the surviving
children of Elm Street, and anyone
else who happens to dream about
him. Freddy has a fear of fire.

HISTORY:

Freddy Kruger was a serial child
murderer who was freed by the
courts due on a technicality,
whereupon the neighborhood
parents of Elm Street gathered
together to bring Kruger to private
justice, trapping him in an old boiler
room and then lighting it on fire.
Kruger's spirit, unfortunately,
endured, coming back in the dreams
of the children of EIm Street. Kruger
gained power from their fear, and
once his victims feared him enough
— once they begin to believe in him —
he could actually kill them within
their dream.

After a series of murders, on of the
EIm Street kids, 16 year-old Nancy
Loomis, discovered who he was
from her own mother — one of the
conspirators who had hunted Kruger
down. Having already lost several
friends, Nancy set a trap for the
Dream Stalker, setting her alarm to
wake her up, just at the moment she
grabbed Kruger in the dream -
bringing him into the real world
where he could be killed. Nancy
seemingly triumphed when she
realized Freddy Kruger only existed
because of her fear, and that if she
wasn’t afraid of him, he couldn’t hurt
her, and Kruger was banished.
Briefly, it seemed everything was
over. Unfortunately, all it takes is for
someone to dream of him, to fear
him again. Freddy has returned to
stalk the dreams of the Elm Street
kids many times



STATISTICS:

TY(6)
IN(40)
AM(50)
ShX(150)
EX(20)
MN(75)
UN(100)
Health: 246  Str: 47
Karma: 195
Resources: N/A
Popularity: 40
Height: Varies
Weight: Varies
Eyes: Blue (varies)
Hair: Black (varies)
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BACKGROUND

Real Name: Unrevealed
Occupation: Patron goddess of the
Earth

Legal Status: Inapplicable

Identity: Gaea is believed to be a
legendary being by the general
population of the Earth

Place of Birth: Earth

Marital Status: Inapplicable, but
Gaea has mated with several gods
Known Relatives: Chton (fellow
Elder God), Atum, Thor (sons)

Base of Operations: Earth

Past Group Affiliation: The Elder
Gods

KNOWN POWERS:

Elemental Control: Gaea has Shift Y
control over all of the natural forces
of the Earth, such as storms,
volcanoes, tidal waves, etc.

Shape Changing: Gaea can take
any female humanoid form that she
wishes.

Growth: Gaea has Unearthly
Rank Growth, allowing her to
become 30 feet tall.

Healing: Gaea can bring any
individual or creature of Earthly
origin up to full Health merely by
touch.

Mental Powers: Gaea has Amazing
rank  Telekinetic abilities and Shift
Z Telepathic and Teleportational
abilities.

Spiritual Transfer: Gaea can draw
upon the spiritual energies of all of

Earth’s living beings, and bestow
mystical powers of up to Unearthly
rank upon sorcerers who call upon
her assistance.

Sorcery:  Gaea may manipulate
magical energies with Unearthly
ability

Talents:

Gaea has the Medicine, Biology,
Geology, Genetics, and Archeology
Talents. She has a Mystical
Background and the Occult Lore skill
relating to any form of magic
practiced on Earth. She speaks all
Terran languages.

ROLE-PLAYING NOTES:



HISTORY:

Gaea was one of the Elder Gods
who materialized on Earth before
any life appeared there. She and her
brother Chthon inhabited Earth's
landmasses, affecting geological
patterns. Except for Gaea, the Elder
Gods degenerated into demons,
preying upon each other. Gaea
called upon the Demiurge, the
sentient life force of Earth's
biosphere, and gave birth to Atum,
who became Demogorge and
slaughtered the other Elder Gods,
though some, like Chthon and Set,
escaped extra-dimensionally. Gaea
infused her life essence into all living
beings on Earth. She protected
Earth from the influence of Set,
supporting the development of
humanity over dinosaurs and leading
the Celestials to destroy the Serpent
Men.

Gaea became the mother god to
virtually all of the pantheons of later
gods in humanity, receiving many
different names. In her guise of Jord,
she mated with the Asgardian god,
Odin, to conceive Thor. A
millennium ago, she Ilearned of
humanity's future judgment by the
Celestials and organized goddesses
of numerous pantheons to gather
the best examples of humanity,
creating the Young Gods, who
swayed the Celestial Judgment in
humanity's favor.

Gaea continues to grant power to
many who call on her, from the
ancient Sisters of Danu to the
modern Ardina, Brother Nature,
Clea, Dark Mairi, Doctor Strange,
the Neurii, the god Prometheus, and
Topaz. She has even directed
opposition to threats such as
Dormammu, who held her prisoner

until she channeled the life-force of
every being on Earth to banish him.
Her pain from the harm humanity
had done to Earth, nearly drove the
mutant Humus Sapien to take the
lives of all mankind. She was
captured by the extra dimensional
scientist Yandroth and forced to
place a curse on the Defenders,
compelling them to gather to oppose
threats to Earth. She continued to
perpetuate this curse herself for a
time, pleased to have even unwilling
protectors, but she dissolved it after
the Defenders became corrupt due
to Yandroth's influence. She
informed Nighthawk that he would
have the power to summon them
should the need arise.



STATISTICS:

F AM(50)

A IN(40)

S ShY(250)

E Shz(500)

R Shz(500)

| Shz(500)

P Shz(500)
Health: 840 Str: 250
Karma: 1500
Resources: ShZ(500)
Popularity: 0

Height: Unrevealed (variable)
Weight: Unrevealed (variable)
Eyes: Black with square white
pupils

Hair: Black

BACKGROUND
Real Name: Galacta
Occupation: Cosmic Being
Legal Status: Inapplicable
Identity: Galacta’s existence is
unknown to the general population
of the Earth

Place of Birth: Unknown
Marital Status: Presumably single
Known Relatives: Galactus
(Father)
Base of Operations: Earth
Present Group Affiliation: None

KNOWN POWERS:
Energy Manipulation: Shift Z (500).
Galacta can duplicate any
superhuman power and possesses
the following abilities, all at Shift Z
(500)

*Spirit Vampirism
*Bio-Vampirism
*Psionic Vampirism
*Energy Vampirism
*Absorption Power
*Energy Conversion
*Elemental Conversion
*Molecular Conversion
*Elemental Creation
*Molecular Creation
Each use of these powers costs
Galacta 10 points of Karma and
each use above Unearthly costs her
50 points of Health Galactus has
also developed the following Power
Stunts which she may employ with
no penalty to Health or Karma (she

may choose to raise these abilities
to as high as Shift Z, with all the
above penalties in place):

True Flight: Class 1000

Body Armor: Unearthly resistance to
Physical and Energy attacks. Class
5000 resistance to heat, cold,
corrosives, toxins, and disease.
Force Field: Galacta can surround
herself with protective fields of Shift
X rank

Life Detection: Galacta has the

Class 3000 ability to detect life
energies. She can detect an
occupied planet at a maximum
range of 50 light years

Kinetic Blasts: Galacta can release
energy blasts of Shift X intensity
without draining her cosmic energies
Hyper-Invention: Galacta can create
any device she wants by assembling
whatever materials are either at
hand or can be made from existing
substances




Disruption: As a side effect of her
feeding process, Galacta has the
Shift Z ability to destroy the
molecular bonds that hold a target
together. Galacta can consciously
use this power against individual
beings with Unearthly rank

Telepathy: Galacta has
Unearthly telepathy

Cosmic Awareness: Galacta Shift Z
Cosmic  Awareness and can

perceive, in a limited manner, the
state of the Universe

Hunger: Like her father, Galacta
has a finite energy supply that she
must  constantly replenish by
consuming life energies. While the
energy of a planet would sustain her
for an extended period, Galacta can
survive by feeding on much smaller
scale life energies, such as those
inherent in micro-lifeforms.
However, if Galacta should go
without feeding for up to 30 Terran
days, her abilities will began to drop.
If she has not consumed at least an
Unearthly amount of energy after
that period, all her Shift Z abilities
drop to Shift Y. After another 30
days, all her abilities drop to Shift X,
and so on.

NOTE: Recently, Galacta’s Hunger
has dramatically increased to due
her cosmic pregnancy. No longer
able to subsist on sub-atomic life, it
remains to be seen if she will began
to consume planets like her father.

ROLE-PLAYING NOTES:

Galacta has Daddy issues. Her
relations with her father are strained,
primarily due Galacta’s own horror
over their family’s niche in the food
chain. She has friendly contacts
with the Fantastic Four.

Galacta has spent most of her
existence doing her best to focus her
Cosmic Hunger in less destructive
directions than her father,
consuming malevolent microscopic
organisms, for example. Now that
her Hunger has increased, due to
her cosmic pregnancy, it remains to
be seen if she will begin to consume
planets.

HISTORY:

Galacta is the offspring of Galactus,
a nascent cosmic being — essentially
a life by-product created by the
residue of Galactus’ vast cosmic
power. Galacta was a parasitic
metaorganism that spontaneously
generated itself within Galactus’ own
Power Cosmic fieldweave. Her
father's base humanoid DNA
combined with the Power Cosmic to
create a humanoid being like
himself, albeit a female version. She
has recently discovered that she has
similarly generated another cosmic
organism within herself — essentially
she is pregnant.

NOTE: Galacta may not exist in
mainstream reality.



STATISTICS:

MN(75)

IN(40)

CL1000

CL3000

CL1000

CL1000

CL1000

Health: 4115  Str: 1000
Karma: 3000

Resources: CL3000
Popularity: -1000

Height: 28'9” (variable)
Weight: 18.2 tons (variable)
Eyes: Black with square white
pupils; Brown (as Galan)
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Hair: Black
BACKGROUND
Real Name: Galactus, (formerly

Galan of Taa)

Occupation: Planet Eater
Legal Status: Inapplicable
Identity: Galactus is known and
feared throughout the Universe
Place of Birth: The Planet Taa in
the Previous Universe
Marital Status: Presumably single,
perhaps not applicable
Known Relatives: Eternity, Death

(figurative siblings), Tyrant, Heralds

(creations/offspring)

Base of Operations:
throughout the Universe
Present Group Affiliation: None

KNOWN POWERS:
Energy Manipulation: Class 3000.
Galactus can  duplicate

the following abilities, all at Class
3000:

*Spirit Vampirism
*Bio-Vampirism
*Psionic Vampirism
*Energy Vampirism
*Absorption Power
*Energy Conversion
*Elemental Conversion
*Molecular Conversion
*Elemental Creation
*Molecular Creation
Each use of these powers costs
Galactus 10 points of Karma and
each use above Unearthly costs

Mobile

any
superhuman power and possesses

him 50 points of Health Galactus has
also developed the following Power
Stunts which he may employ with no
penalty to Health or Karma (he may
choose to raise these abilities to as
high as Class 3000, with all the
above penalties in place):

True Flight: Class 1000

Body Armor: Shift X resistance to
Physical and Energy attacks. Class
5000 Resistance to heat, cold,
corrosives, toxins, and disease. If

he wishes, Galactus can augment
his natural Body Armor without
resorting to the Power Cosmic by
employing his Technology, up to
Class 3000

Force Field: Galactus can surround
himself with protective fields of Shift
X rank

Life Detection: Galactus has the
Class 3000 ability to detect life
energies of planets. He can detect
an occupied planet at a maximum
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range of 50 light years

Kinetic Blasts: Galactus can release
energy blasts of Shift Z (500)
intensity without draining his cosmic
energies

Hyper-Invention: Galactus  can
create any device he wants by
assembling whatever materials are
either at hand or can be made
from existing substances

Disruption: As a side effect of his
feeding process, Galactus has the
Class 1000 ability to destroy the
molecular bonds that hold the target
together. Galactus can consciously
use this power against individual
beings with Shift X rank

Power Creation: Galactus has the
Class 1000 ability to transform
ordinary beings into super-beings.
The Primary Abilities and powers of
such beings are initially no higher
than Unearthly rank. Galactus can
invest the power in either the person
chosen or a specially designed tool
Power Control (Magnification/
Reduction/Negation): Galactus has
total control over those powers he
bestows an individual. He can
amplify someone’s existing powers
by 4CS, even if he was not the
source of that power. He can
reduce a subject's powers by any
amount, all the way to Shift 0. Such
changes are permanent and only
Galactus can reverse them.

Serial Immortality: If Galactus’ body
should be destroyed while he still
has a sufficient cosmic energy
reserve, his machines can draw in
his life-force and recreate his body.
He must have at least two points of
health for this to occur
Telepathy: Galactus
Unearthly telepathy
Cosmic Awareness: Galactus Class
1000 Cosmic Awareness and can
perceive, in a limited manner, the
state of the Universe

has

WEAKNESS:

Hunger:  Galactus has a finite
energy supply that he must
constantly replenish by consuming
the life-force of entire worlds.
Galactus’ hunger is so severe that

he must feed every 30 Terran days
or his abilities drop. If he has not
consumed a world after that period,
all his Class 3000 abilities drop to
Class 1000. After another 30 days,
all his abilities drop to Shift Z, and so
on. Although Galactus could
eventually starve to death, he
normally seeks out the nearest
useable world when his abilities drop
to Shift X rank.

NOTE: Galactus has also been
known to consume planets at
greater frequency when preparing
for a large energy expenditure (such
as when girding for battle). In such
a case, allow Galactus to utilize his
full powers with no penalty for 10-
100 turns per extra planet
consumed. There is, however, a
limit to how much energy Galactus
can consume at once; to absorb
energies of greater than Class 3000
intensity requires a red Power FEAT
(Bio-Vampirism), accompanied by a
red Endurance FEAT. Failure is
treated as an attack by the power
rank of the energy source he was
attempting to absorb (see Cosmic
Purpose, below)

COSMIC PURPOSE:

While the ultimate purpose of
Galactus remains a mystery, entities
of the stature of Mistress Death have
claimed that Galactus’ purpose may
be the most important of all cosmic
beings in the universe’s ultimate
destiny - a sentiment affirmed by
Eternity. No less than the Living
Tribunal has said that Galactus acts
as a balancing force between Death
and Eternity, the third force in a
cosmic Trinity, and Eternity, himself,
has testified that the destruction of
Galactus would ultimately doom the
entire universe. In game terms,
interpret this as the slow degradation
of Eternity (Endurance 5000), who
will lose 100 points of Endurance per

week until expiring, taking the
universe with him.
In one alternate future, it was

revealed that at least a partial
purpose of Galactus was to control
the population of the space gods

known as Celestials. In this reality, it
was shown that Galactus is actually
consuming Celestial eggs planted in
selected planets, and preventing the
Celestials from the machinations
that destroyed the  previous
universe. It is unknown if this is
consistent in mainstream reality.
Within the mainstream universe,
Galactus’ presence also holds at bay
such beings as Abraxas at bay, as
well as Mephisto and other demonic
entities like those that (perhaps
along with the Celestials) destroyed
the pre-Big Bang universe.

It was in another alternate future,
however, where the ultimate
purpose of Galactus might have
finally been revealed. After the
previous universe failed to achieve a
‘Big Crunch’ (where gravity over-
comes universal expansion, drawing
all energy back into a singularity,
restarting the cycle of creation with a
new Big Bang) and nearly suffered a
‘Big Rip’ (where gravity fails, energy
dissipates, causing the Heat Death
of the universe, ending the cycle
forever), Eternity created Galactus —
a being who consumes energy,
particularly energy that allows life to
evolve — which is why he must feed
on planets capable of supporting life.
When the universe reaches its
cyclical end, it falls to Galactus to
midwife the birth of the new
universe. After absorbing all the
energy of the dying cosmos, and
then removing his armor, releasing
these energies back again, he
creates a new Cosmic Egg and
ignites a new Big Bang, beginning
the cycle of destruction and renewal
anew. For game purposes, this is a
Red Bio-Vampirism Power FEAT,
with success raising this power to
Class 5000, sufficient to absorb the
energies of an entire universe.
NOTE: there is at least one alternate
future where this purpose has been
perverted through the tampering of
the Black Celestial, turning Galactus
into a doomsday weapon, his hunger
out of control, threatening to spread
its destruction to all realities (see
entry for ‘Galactus: Time Bubble’).
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EQUIPMENT:

Galactus has created a nearly
unlimited array of technological
devices, which he prefers to use
rather than expending his cosmic
energies. He may essentially utilize
these devices for \virtually any
purpose at a base rank Class 3000.

Some of his more traditional
equipment and devices are as
follows:

Worldship: Galactus’ transport is a
mile-wide sphere. It is mostly likely
that he is to be encountered in this
ship. The Worldship possesses the
essential portions of Galactus’
support machinery. It has a Class
5000 stardrive and can reach a
destination almost instantaneously.
The  Worldship  contains  the
apparatus that Galactus uses to
destroy worlds and convert it into
consumable energy. The device
takes 6 hours to assemble and
ready itself for operation. To make
sure Galactus is undisturbed, the
Worldship can project a Force Field
of Class 5000 intensity. Its walls are
CL1000 material strength. There is
no actual control room; rather the
World-ship follows Galactus’ mental
commands. If Galactus is separated
from the Worldship, it can follow his
orders even at a distance of several
light years. Should Galactus fall into
a death-like state, the Worldship is
programmed to seek him out,
recover his body, and transport it to
Taalll.

Tall Il:  When Galactus destroyed
the Archeopian race after his first
feeding, he dismantled the
remaining planets and used the
materials to create an immense
headquarters for him-self. The helix-
shaped structure encircles the star.
The interior contains the entire array
of Galactus’ devices. There is a
dock for the Worldship, and a
museum Galactus maintains with
mementos of worlds and races he
has destroyed. The ship can be
considered a Class 5000 energy
source for Galactus. Taa Il also
houses the Ultimate Nullifier.

The Ultimate Nullifier: The Ultimate
Nullifier has the Beyond-level 1
ability to destroy any target up to
and including the entire universe.
Because of its terrible power, the
Nullifier is extremely dangerous to
activate. Firing the Nullifier requires
a Psyche FEAT, as the wielder
visualizes the target.

*A  White Psyche FEAT result
indicates that the wielder of the
Nullifier has misfired, failing to
properly focus on a target. Beyond-
level-1 Disintegration immediately
destroys the wielder. The Nullifier's
power is then out of control,
spreading outward at a rate
determined by a dice roll, with the
result increasing exponentially in
terms of area attacked each
round until the universe is destroyed.
The only way to stop this effect
is to simply shut the Nullifier off —

unfortunately, nothing can penetrate
the Null-field that radiates outward
from the Nullifier without suffering
Beyond-level-1 Disintegration.
Certain telekinetic powers have
accomplished this feat, however.

*A Green Psyche FEAT indicates
that the operator has accomplished
the minimal level of focus necessary
to operate the Nullifier. Both the
target and the wielder are destroyed,
but the effect does not spread.

*A Yellow FEAT roll means that the
operator has successfully fired the
Nullifier, destroying the target but not
themselves.

*A Red Psyche FEAT roll destroys
the target and allows the operator
to ‘reboot’ the target with Beyond-
level-1 Reality Manipulation powers.
This power is only available for a
single turn, and may only be used in
direct relation to the original target.
If the Nullifier were to be used on
Galactus, for example, its power
could be used to recreate Galactus,
but nothing else.

*NOTE: The Ultimate Nullifier is
linked to Galactus, and attempting to
activate it against the Devourer
requires a Red Psyche FEAT.
Galactus is also the only one who
may utilize Karma in order to
activate the Nullifier — all others
immediately lose all their existing
Karma simply in the attempt,
emphasizing the danger inherent in
wielding the ultimate weapon.



ROLE-PLAYING NOTES:
Omnipotent, aloof, and enigmatic,
Galactus does not normally interact
with mortals, but he has siill
demonstrated emotions like anger,
gratitude to the Fantastic Four, or
even romantic feelings for his herald,
Nova. Despite his fearsome
reputation and terrifying nature,
Galactus is a noble being, who
bears no malice to any living thing,
and is bound by his responsibility to
the ultimate destiny of the universe.

HISTORY:

As the forces of entropy ground the
previous universe to its cyclical end,
collapsing all energy back into a
single Cosmic Egg, the sentience of
the universe - the previous
incarnation of Eternity - merged with
the universe’s sole remaining mortal
survivor — a man named Galan, a
citizen of planet Taa - a world of
scientific wonders. As the universe
died around him, Galan had
gathered a small crew and a
starship, determined to die at the
glorious center of all creation.

But while his crewmates all died,
Galan, himself, was spared.
Contacted by Eternity, Galan was
merged with the energy of the dying
cosmos, and when the Big Bang
came to pass, he was launched out

into the newborn universe.

Three beings were born into this
new Creation. First was the new
Eternity, second was Mistress
Death. Third was the being that had
once been Galan — who would come
to be known and feared throughout
the cosmos as Galactus.

Galactus’ ship formed into a giant
incubator, drifting in space for eons,
until he finally emerged into the
modern universe. His ship had taken
orbit above the planet Acheopia,
which became the victim of his first
feeding, and the site where he built
his solar system-sized home base,
Taa Il, before setting upon a twenty-
billion-year survival mission, leaving
untold universal devastation in his
wake.



STATISTICS:

CL5000
CL5000
CL5000
CL5000
CL5000
CL5000
CL5000

Health: 20,000 Str: 5000
Karma: 15,000
Resources: CL5000
Popularity: 0

Height: Incalculable
Weight: Incalculable
Eyes: Black with square white
pupils; Brown (as Galan)
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Hair: Black
BACKGROUND
Real Name: Galactus, (formerly

Galan of Taa)

Occupation: Planet Eater

Legal Status: Inapplicable

Identity: Galactus is known and
feared throughout the Universe
Place of Birth: The Planet Taa in
the Previous Universe

Marital Status: Presumably single,
perhaps not applicable

Known Relatives: Eternity, Death
(figurative siblings), Tyrant, Heralds
(creations/ offspring)
Base of Operations:
future, Universe #1818
Present Group Affiliation: None

Alternate

KNOWN POWERS:

Hunger: The Hunger of this
incarnation of Galactus has run
amok, driving the Devourer insane.
Dating back to his near-starvation
and subsequent defeat by the
Fantastic Four and the Avengers,
the Black Celestial, semi-dormant
beneath the Diablo Mountains in
California, took advantage of the
Devourer's comatose state in order
to institute subtle alterations in
Galactus’ system. No longer able to
draw sufficient nourishment from the
planets he consumed, Galactus’
Hunger ran rampant. Driven to
near-madness, the Devourer begin
consuming, everything in his path.
In the mainstream universe, this

process was arrested by the Silver
Surfer, who led an army of planets
and superbeings across space to
stop Galactus’ maddened rampage,
but within the reality of the Time
Bubble Black  Celestial, the
Devourer’'s Hunger eventually
threatened to consume all reality.
For game purposes, this the
activation of his Spirit, Psionic,
Energy, and Bio-Vampirism abilities
raised to Class 5000 intensity,
indiscriminately consuming
everything in the Devourer's path.
Adapting a giant Black Hole to draw
all matter into his machinery with a
galactic current of Class 5000

would have

Strength, Galactus
eventually consumed all energy
within the universe. The Black

Celestial’'s intention was apparently
to become the center of reality once
the existing universe was wiped out;
however, the interference of the
Fantastic Four caused the Celestial,
itself, to become a victim of the
Devourer's Hunger, consumed by
the very doomsday weapon it had
created. Momentarily sated by the
Celestial’'s energies, Galactus’ sanity
returned long enough for him to
activate the Ultimate Nullifier before
the destruction of the Time Bubble
reality could spread further.



GALACTUS (TIME BUBBLE)

Energy Manipulation: Galactus can
duplicate any superhuman power
and possesses the following
abilities, all at Class 5000:

*Spirit Vampirism

*Bio-Vampirism

*Psionic Vampirism

*Energy Vampirism

*Absorption Power

*Energy Conversion

*Elemental Conversion

*Molecular Conversion

*Elemental Creation

*Molecular Creation

Each use of these Powers costs
Galactus 10 points of Karma and
each use above Class 1000 costs
him 50 points of Health

True Flight: Class 5000

Body Armor: Class 5000 resistance
to Physical and Energy attacks.
Class 5000 resistance to heat, cold,
corrosives, toxins, and disease
Force Field: Class 5000

Life Detection: Galactus has the
Class 5000 ability to detect life
energies of planets. He can detect
an occupied planet at a maximum
range of 50 light years

Kinetic Blasts: Galactus Class 5000
Hyper-Invention: Galactus can
create any device he wants by
assembling whatever materials are
either at hand or can be made from
existing substances

Disruption: As a side effect of his
feeding process, Galactus has the
Class 5000 ability to destroy the
molecular bonds that hold a target
together.  Galactus can use this
power against individual beings
Power Creation: Galactus has the
Class 5000 ability to transform
ordinary beings into super-beings.
The Primary Abilities and powers of
such beings are initially no higher
than Unearthly. Galactus can invest
the power in either the person
chosen or a specially designed tool
Power Control (Magnification/
Reduction/Negation): Galactus has
total control over those powers he
bestows an individual. He can
amplify someone’s existing powers
by 4 CS, even if he was not the
source of that power. He can

reduce a subject's powers by any
amount, all the way to Shift 0. Such
changes are permanent and only
Galactus can reverse them.

Serial Immortality: If Galactus’ body
should be destroyed while he still
has a sufficient cosmic energy
reserve, his machines can draw in
his life-force and recreate his body.
He must have at least two points of
health for this to occur

Telepathy: Class 5000

Cosmic Awareness: Class 5000

EQUIPMENT:

Black Hole/Event Horizon: An
amalgamation of Galactus’ Planet-
Destroying machinery and a gigantic
Black Hole. This machinery draws
in matter and energy with Class
5000 Strength, and is composed of
Class 5000 material.

The Ultimate Nullifier: Beyond-1
ability to destroy any target up to
and including the entire universe.
Because of its terrible power, the
Nullifier is extremely dangerous to
activate. Firing the Nullifier requires
a Psyche FEAT, as the wielder
visualizes the target.

*A White result indicates that the
Nullifier has misfired. The wielder is
immediately destroyed by Beyond-1
Disintegration. The Nullifier's power
is then out of control, spreading
outward at a rate determined by a
dice roll, increasing exponentially in
terms of area attacked each round
until the universe is destroyed. The
only way to stop this effect is to
simply shut the Nullifier off -
unfortunately, nothing can penetrate
the Null-field that radiates outward
from the Nullifier without suffering
Beyond-1 Disintegration. However,
telekinetic powers have done this.

*A Green result means the operator
has accomplished the minimal level
of focus necessary to operate the
Nullifier. Both the target and the
wielder are destroyed, but the effect
does not spread.

*A Yellow result means the operator
has successfully fired the Nullifier,
destroying the target but not
themselves.

*A Red result destroys the target
and allows the operator to ‘reboot’
the target with Beyond-level-1
Reality Manipulation powers. This
power is only available for a single
turn, and may only be used in direct

relation to the original target. If the
Nullifier were to be wused on
Galactus, for example, its power

could be used to recreate Galactus,
but nothing else.

*Note: The Ultimate Nullifier is
linked to Galactus, and attempting to
activate it against the Devourer
requires a Red Psyche FEAT.
Galactus is also the only one who
may utilize Karma in order to
activate the Nullifier — all others
immediately lose all their existing
Karma simply in the attempt,
emphasizing the danger inherent in
wielding the ultimate weapon.

ROLE-PLAYING NOTES:

In the Time Bubble reality, Galactus’
purpose of cyclical renewal has
been perverted into a mechanism of
destruction. His responsibility to the
larger multiverse beyond would
induce him to destroy himself and
his terminal reality if given the
opportunity.

HISTORY:

It has been theorized that Galactus’
ultimate purpose will come at the
universe’s end, by absorbing all the
energy in existence, becoming a
new Cosmic Egg, beginning the
cycle of destruction and renewal
anew. In the Time Bubble reality,
this purpose has been perverted
through the tampering of the Black
Celestial, causing Galactus to
become a doomsday weapon, his
hunger out of control, destroying all
reality. This destruction threatened
to spread into other realities and was
prevented only by Galactus himself,
utilizing the Ultimate  Nullifier,
sacrificing himself and his own
terminal reality.



STATISTICS:

CL4000
FB(2)
CL4000
CL4000
CL1000
CL1000
CL1000
Health: 12004 Str: 3500
Karma: 3000
Resources: CL3500
Popularity: -4000
Height: Unrevealed
Weight: Unrevealed
Eyes: Red

Hair: None

TTAAmMwnP>m

BACKGROUND
Real Name: Formerly Galactus
(formerly Galan of Taa)
Occupation: Doomsday Machine
Legal Status: Inapplicable
Identity: The Galactus Engine’s
existence is unknown to the general
population of Earth
Place of Birth: The Cancerverse
Marital Status: Inapplicable
Known Relatives: Inapplicable,

(As Galactus) Eternity, Death
(figurative siblings), Tyrant, Heralds

(creations/offspring)
Base of Operations: The
Cancerverse

Present Group Affiliation: The

Many-Angled Ones

KNOWN POWERS:

Energy Manipulation: Class 4000.
The Galactus Engine wields
destructive cosmic energies with
Class 4000 ability. Since these
energies derive from Galactus’ own,
it is likely that it may duplicate any of
Galactus’ Power Stunts as well (see
primary entry for ‘Galactus’), but only
as first time stunts.

Body Armor: The Galactus’ Engine
has CL4000 protection from all
attacks, Physical, Energy, or

Psychic.

Tendrils: The Galactus Engine can
attack with a nearly limitless number
of grasping mechanical tendrils of up
to Class 1000 Strength and
Durability

LN I

ROLE-PLAYING NOTES:

The Galactus Engine is a non-
sentient, automated machination of
annihilation, but its computerized
mind may act as if with the RIP stats
listed above.




HISTORY:

The Galactus Engine was once
Galactus' counterpart from The
Cancerverse until the Lovecraftian
Cthulhu-like Elder Gods known as
The Many-Angled Ones of the Outer
Dark, tore him apart, amplified the
power within his corpse and bio-
engineered him into an apocalyptic

weapon, an engine of cosmic
annihilation unlike anything the
Multiverse had seen before. When
the Many Angled Ones attacked the
mainstream Marvel Universe
through the metaphysical tear
between realities known as the
Fault, the Galactus Engine proved
more powerful than the combined

forces of the entire race of
Celestials, the Proemial Gods known
as Aegis and Tenebrous, and even
Galactus himself. The Galactus
Engine was finally destroyed when
Thanos reintroduced Death to the
Cancerverse.


http://www.comicvine.com/the-many-angled-ones/65-57340/

STATISTICS:

AM(50)
GD(10)
ShY(200)
ShY(300)
TY(6)
PR(4)
PR(4)
Health: 560
Karma: 14
Resources: N/A
Popularity: -50
Height: 262’
Length: Unrevealed
Weight: Unrevealed
Eyes: Yellow

Hair: None

TTAAmMmn»m

Str: 200

BACKGROUND

Real Name: Gamera
Occupation: Giant
Guardian of Earth

Legal Status: Inapplicable
Identity: Known to the general
public

Place of Birth: Unrevealed,
presumably the Japanese Islands
Marital Status: Not applicable
Known Relatives: None
Base of Operations:
Islands, outer space
Present Group Affiliation: None

monster,

Japanese

KNOWN POWERS:

Body Armor: Gamera’s  shell
provides Shift Y (200) protection
from Physical and Energy attacks.
Areas of his body not covered by the
shell (i.e. his head and arms) have
Unearthly Protection, although he
can withdraw his more vulnerable
appendages into his shell

Growth:  Shift Z. Gamera is
+4CS to be hit and —4CS to hit
unless facing similar-sized

opponents. Against smaller targets
he may cause Shift Z damage when
attacking

Water-Freedom

Claws: Gamera’s claws strike for
Shift Y Edged damage

Teeth: Gamera’s fangs cause Shift Y
Edged damage

Stomp: Shift Y Blunt damage. Both
feet together cause Shift Z damage.

Gamera’'s Flame

Flame Breath:

Breath causes Unearthly (100)
damage

Flight: By withdrawing his head
and legs into his shell, and

channeling his flame powers through
the openings, and then spinning like
a giant flying saucer, Gamera may
achieve Unearthly Flight within a
planetary atmosphere or Shift Z in
space. His body rotates like a flying
saucer while utilizing this power. If
he chooses, Gamera may only
retract his rear legs, leaving his head
and arms free, but reducing his air
speed to Monstrous.

Flight at Shift Z speed also causes
Shift Y (200) intensity Wind Blasts
Sealed Systems: Gamera can
survive for extended periods in open

space.
Hyper-swimming:
speed through water
Hibernation: Gamera may go into
Suspended Animation with a
successful Psyche FEAT

Remarkable



ROLE-PLAYING NOTES:
Gamera guards the Earth against
hostile alien races and rogue Kaiju

HISTORY:

The other ‘Big G’ - one of the most
powerful of Kaiju -Gamera hails from
Toho's competing film company,
Daiei, and therefore exists in a
separate  Kaiju universe than
Godzilla, so the two have never met.
Gamera is a giant, fire-breathing,
prehistoric turtle, with the ability to fly
— either by withdrawing his arms,
legs and head into his shell and
spinning like a flying saucer — or at a
somewhat slower airspeed, by only
withdrawing his legs, and flying in a

straight line. Like Godzilla, Gamera
was  similarly  awakened by
nuclear testing, and likewise

launched an attack on Japan, which
was initially stopped by luring the
giant reptile onto a rocketship and

launching him into space. The
rocket, however, eventually crashed
back on Earth, freeing Gamera, to
engage in a new series of monster
battles.

Similar to Godzilla, albeit much more
quickly, Gamera morphed first into a
good-guy, and then to an out and
out children’'s character — even
described as a protector of children.
Also like the Big G, Gamera was
revived during the Heisei-era,
returning to a more serious and (by
Japanese standards), high-budget
version, although the revamped
character retained the ‘good-guy’
moniker from the jump of the new
series as ‘Gamera, Guardian of the
Universe’.



STATISTICS:

EX(20)
EX(20)
TY(6)
GD(10)
EX(20)
RM(30)
IN(40)
Health: 26
Karma: 90
Resources: GD
Popularity: 0
Height: 5’8"
Weight: 120 Ibs.
Eyes: Blue

Hair: Black

TTAAmMwnP>m

Str: 6

BACKGROUND

Real Name: Elisa Cameron
Occupation:  Vigilante, = Former
Journalist, Former  Government
Operative

Legal Status: American citizen with
no criminal record

Identity: Secret

Place of Birth: Unrevealed

Marital Status: Single

Known Relatives: Dan Deer-

Lane (father, deceased), June

Deerlane Cameron (mother,
deceased), Earl Cameron (step-
father, deceased), Margo Cameron
(step-mother, deceased), Margo
Deerlane (sister)

Base of Operations: Arcadia,
mobile

Present Group Affiliation:

Occasional partner of Barb Wire,
former member of the Furies

KNOWN POWERS:

Dimensional Travel: Due to
exposure to an alien genetic nano-
virus, Elisa was born with the
Amazing ability to jump space into
an alternate dimension, from which
she could re-enter her own
dimension at any point within three
miles of the place from where she
started.

Ghost-Form: Elisa has been, for all

practical purposes, been
transformed into a ghost — the result
of a government experiment

involving a chemical agent derived

from the spirits of the dead. In her
ghostly form, Elisa has gained the
following abilities:

*Intangibility: As a ghost, Elisa is
immaterial and, as such, immune to
physical harm. She can only be
affected by multi-dimensional,
psionic, magical, or other attacks
designed to affect the non-physical.
She may also pass her intangibility
on to others by touch with Incredible
ability. Conversely, with a successful
Psyche FEAT, Elisa may become
physical, although she  must
continue to make this FEAT each
turn to maintain her solid form

*Invisibility: Elisa is in a constant
state of Excellent Invisibility, which
she may pass on to others through

contact. She may also become
visible with a successful Psyche
FEAT, although, like her tangibility,
she must continue to make this
FEAT each successive turn
*Flight: Excellent airspeed

Talents:
Martial Arts A, Firearms, Espionage

Equipment:
Pistols: Two Automatic .45
revolvers that do Excellent damage




ROLE-PLAYING NOTES:

Ghost is still coming to grips with her
past, and she still has a lot of anger
and resentment inside. She has
been betrayed so many times that
she finds it difficult to trust anyone.
Yet, with the return of her memories,
she also feels a sense of hope once
again.

HISTORY:

Ghost’'s first clear memory was
finding herself floating above the
floor in the men’s room of a seedy
nightclub with no memory of who
she was or how she had died. She
soon discovered that her name was
Elisa Cameron, and she had been a
journalist investigating the criminal
underworld of Arcadia, a city with the
largest concentration of paranormals
in the U.S. She had stumbled on
some dark secret, and been killed
for it. Filled with burning rage and an
inexplicable hatred of men, Elisa
became the phantasmal figure
known as Ghost setting out to learn
the truth behind her murder,
becoming a protector and avenger of
victimized women, and a nemesis to
the criminal underworld. She
uncovered many old enemies linked
to her past, and made many new
ones as well. Yet, every clue
invariably led to more questions.
Finally, Elisa came into contact with
the godlike alien being known as
Vortex, who restored her memories,
revealing truths more shocking than
she had ever imagined.

As a result of a genetic nano-virus,
Elisa was born with the ability to
jump space into an alternate
dimension populated solely by the
entity, Cameron Nemo, who had
existed in solitude. Desperate for a
companion, Nemo shaped the reality
to match Elisa’s imagination. But as
Elisa aged, her life became darker,
and was reflected in Nemo’s
landscape, becoming nightmarish,
and her visits grew less frequent.
Obsessed with Elisa, when she

finally rejected him, Nemo was
enraged, filling his world with
demons. Elisa suppressed her

memories of his existence — a
psychic defense she had developed
as a young child, after watching her
mother's lover murder her father.
She buried the memory, believing
that her stepfather was her real
father, but the incident left her filled
with a rage that would come to
dominate her psyche.

In college, Elisa was recruited by a
covert government team known as
‘The Furies,” comprised of women

with psychic abilities. Elisa was
trained in firearms, martial arts.
Unfortunately, her dimension-

hopping began to impact her health,
until couldn’t do it any longer. Eager
to remain useful to the team, Elisa
agreed to be a test subject for a
chemical agent synthesized from the
spirits of the dead, and it transmuted
Elisa into her current, ghostly form.
The effects were intended to be
temporary, but Elisa’s unusual
genetic structure made it permanent.
It also enhanced its effects, allowing
her to ghost other people and
objects by touching them.

Elisa suffered mind-tampering and
mental domination by Archibald
Scythe. The Furies found Elisa, her
mind a wreck, and decided to give
her a new identity, implanting the
idea that her journalist-cover was
her true self, and let her believe she
had been murdered, planting her in
the nightclub, subtly directing her
to vent her wrath on Arcadia’s
underworld.



STATISTICS:

RM(30)

RM(30)

IN(40)

AM(50)

GD(10)

EX(20)

RM(30)

Health: 150 Str: 35

Karma: 60

Resources: PR

Popularity: -10

Height: 510" (as Johnny Blaze), 6'2
(as the Ghost Rider) Weight: 180
Ibs. (as Johnny Blaze), 220 Ibs. (as
the Ghost Rider)

Eyes: Blue (as Johnny Blaze),
Flaming-red (as the Ghost Rider)
Hair: Reddish-blond (as Johnny
Blaze), Bald, flaming skull (as the
Ghost Rider)

TTAAmMmn»m

BACKGROUND

Real Name: Johnny Blaze
Occupation: Unemployed,
stunt-cyclist

Legal Status: American Citizen with
no Criminal Record

Identity: Secret

Place of Birth: Waukegan, lllinois
Marital Status: Separated

Known Relatives: Barton Blaze
(father, deceased), Clara (adoptive
mother, deceased), Craig "Crash"
and Mona Simpson (adoptive
parents, deceased), Roxanne
Simpson (wife, separated), Dan
Ketch (brother, Ghost Rider Il),
Barbara Ketch (sister, deceased),
Craig and Emma  (children,
presumed deceased), Naomi Kale
(mother), Noble Kale (ancestor,
deceased), Jennifer Kale (cousin)
Base of Operations: Mobile
Present Group Affiliation: Former
member of the Midnight Sons,
Former member of the Champions
of LA

former

KNOWN POWERS:

Alter-Ego: The soul of Johnny Blaze
was bound with  the Demon
Zarathos, giving rise to the creature
with the attributes listed above.
Johnny Blaze’s normal statistics are:

F A S E R1 P
GDEX TY EX TY TY RM

Health: 56 Karma: 42

At first, Blaze would automatically
change into  the Ghost Rider in
times of danger (treat as Monstrous
rank Intuition for surprise purposes).
This state lasted until the danger
was past, at which point the Ghost
rider abilities would fade. As time
went on, Johnny could summon the

Ghost Rider at will, but this proved to
be increasingly difficult (returning to
human form required an Endurance

FEAT to avoid 1-10
unconsciousness
Hellfire:  Using mystic flame, the
Ghost Rider could perform a variety
of Power Stunts:

*Create a flaming version of Blaze’s
motorcycle in a single round. (See
Equipment, below)

*Create walls of flame, encircling a
single area up to two areas distant.

rounds of



GHOST RIDER

This flame was of Amazing intensity
*Throw Fireballs of Amazing fire-
damage, up to four areas away.

*Use a form of cold Hellfire, which
would inflict no physical damage, but
would force the target to make an

Endurance FEAT or lose one
rank of Psyche permanently
(although this rank could be

regained through ftraining). The
victim also needed to make a
Psyche FEAT at the newly-reduced
rank against Amazing intensity to
avoid passing out due to psychic
trauma. If the target’'s Psyche was
brought below Feeble, their spirit
was irretrievably lost.

Body Armor: The Ghost Rider’s
body was semi-tangible in such a
way that most damage proved
ineffective against him. This
provided Amazing protection against
physical attacks, and Class 1000
protection from fire, heat, poisons,
and radiation. In addition, he was
immune to the effects of hard
vacuum and any attack on a living
soul.

Penance Stare: If Ghost Rider
successfully grapples with someone
for one round, the opponent is
forced to look into his eyes. The
victim must make an Endurance
FEAT or lose one rank of Psyche
permanently (although this rank
could be regained through training).
The victim also needed to make a
Psyche FEAT at the newly-reduced
rank against Amazing intensity to
avoid passing out due to psychic
trauma for 1-100 rounds. If the
target's Psyche is brought below
Feeble, their spirit was irretrievably
lost and he or she goes insane. This
only works against evil people and
criminals who have hurt others.

Equipment:

Chain (Unique Weapon):  Ghost
Rider possesses a chain made of an
Unearthly rank material, which can
perform the following Power Stunts:
*Grapple with Unearthly Strength
*Lash out and do up to Amazing
damage

*Feeble Elongation enables the
chain to reach up to one area away
*The individual links can turn into
shurikens and be thrown all at once.
Ghost Rider can attack one person,
causing Amazing edged damage, or
he can attack one area, hitting
everyone in the area with 1-5
Shuriken, each one causing Good
edged damage

Motorcycle: Johnny Blaze
possesses an  ordinary-looking
motorcycle than never needs gas. It
has Typical Control, Excellent Speed
and a Poor Material Strength. When
transformed by Hellfire, the cycle
transforms into a powerful bike with
flaming wheels, Amazing speed,
Incredible Material Strength, and
Incredible Control. The Flame Cycle
could defy gravity, racing along walls
and across ceilings, as long as it
was in contact with a secure surface.
Ghost Rider can mentally control the
bike from up to a ten-area range,
and if it is destroyed, it will reform in
1-10 rounds.

ROLE-PLAYING NOTES:

Johnny Blaze puts up an easy goin’
cowboy front, but inside he is a
tortured soul. He is in a constant
struggle with the demon, Zarathos,
that dwells within him, that thrives
upon the terrible vengeance it
bestows upon those the Ghost Rider
deems to be ‘evil. At one time,
Zarathos’ demonic  personality
completely dominated, and Johnny
could only gain control for limited
times, although Blaze has since re-
established his tether on the demon.

HISTORY:

Johnny Blaze was the son of stunt
motorcyclist Barton Blaze, who was
killed performing a dangerous stunt.

Johnny, now an orphan, was
adopted by Crash Simpson and his
wife Mona, soon became an

accomplished amateur motorcyclist.
He also fell in love with his stepsister
Roxanne Simpson.

Blaze also began to take interest in
the occult. Just when then he was

about to get a chance at fame with a
booking at Madison Square Garden,
Johnny learned that Crash Simpson
was dying of a rare blood disease.
Desperate to save his stepfather,
Johnny performed a ritual to
summon the "devil," - the demon lord
Mephisto - who agreed to save
Simpson from his fatal disease in
return for Johnny Blaze's soul.

That night, Simpson performed the
greatest stunt of his career, a cycle
jump over 22 cars widths, and
crashed to his death. When
Mephisto appeared to collect Johnny
's soul, the demon explained that he
promised to save Simpson from the
disease, and nothing more. But,
before Mephisto could claim Blaze's
soul, Roxanne Simpson recited a
spell from Blaze's occult books.
Mephisto was forced to leave but, as
vengeance, he grafted the demon
Zarathos to Blaze's soul,
transforming him into the Ghost
Rider.

At first, Blaze was unaware of the
demon that dwelled within him, and
believed that the Ghost Rider was a
sinister side of his own personality.
Initially, the demon manifested itself
every nightfall, mystically burning
Blaze's flesh to become a fiery
skeletal being, using his demonic
hellfire to create a fiery motorcycle,
At first Blaze dominated the Ghost
Rider's personality. After a few
months, Blaze's automatic
transformations at nightfall ended.
He then became the Ghost Rider
whenever he mystically sensed
"evil". Later, Blaze learned to control
his transformations. But the more
Blaze became the Ghost Rider, the
stronger the demon became, forcing
Blaze to walk a tightrope as he
struggles to prevent Zarathos from
taking control completely. And so
Ghost Rider -- blood-born Spirit of
Vengeance, High Lord of Hell on
Earth -- haunts America's highways,
visiting his righteous wrath upon the
souls of the wicked and the damned.



STATISTICS:

N/A
N/A
N/A
N/A
TY(6)
TY(6)
TY(6)
Health: N/A Str: N/A
Karma: 18
Resources: N/A
Popularity: -10
Height: Varies
Weight: N/A
Eyes: Varies
Hair: Varies
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KNOWN POWERS:

Discorporeal: Ghost’s are
discorporated spirits whose bodies
have died, and are thus immune to
most physical and energy attacks,
although they can be affected by
attacks specifically intended to target
ectoplasmic and spiritual energy
Possession: Ghosts have been
known to inhabit living bodies,
granting them Mind Control powers
of Amazing ability. The possession
lasts only as long as the ghost is
inhabiting the body, and its hold is
equal to the ghost's Psyche versus
exorcism spells.

Telekinesis: Ghosts can some-times
move objects with the force of their
will, with Telekinesis equal to the
individual ghost’s Psyche score, so
that extremely strong-willed
individuals manifest as Poltergeists.

Talents:
Some ghosts exhibit traits and
talents they possessed in life.

ROLE-PLAYING NOTES:



HISTORY:

Ghosts are discorporated spirits
whose bodies have died. The
reasons these spirits have not
moved on can vary — usually relating
to some unfinished business from
their past life — vengeance, or debt,
or even love. Ghosts are only as
evil as the individual person was in
life, so there are often ‘good ghosts’
who warn loved ones of impending
dangers.

Because it has no physical body, a
ghost’s effect on the physical plane

is minimal — not much more than
appearing and sometimes talking to
the living. But stronger-willed ghosts
can manifest as poltergeists. Most
poltergeists are generally limited to
mild telekinetic effects, like closing
doors or knocking over lamps (and
leaving gooey ectoplasmic residue),
although much more powerful
examples are known — capable of
actual physical assault. There is the
unfortunate abiding factor that
violent emotions tend to produce
more powerful and violent spirits.



STATISTICS:

RM(30)
RM(30)
RM(30)
IN(40)
FB(2)

FB(2)

FB(2)
Health: 130 Str: 25
Karma: 6
Resources: N/A
Popularity: -5
Length: Up to 40’
Weight: Up to 600 Ibs
Eyes: Black

Hair: None

TTAAmMwnP>m

BACKGROUND

Real Name: N/A, Giant Squid
(common name), Architeuthis dux
(scientific name),

Occupation: Predator, occasionally
Sea Monster

Legal Status: Inapplicable

Identity: Inapplicable

Place of Birth: Proliferates in deep
oceans world wide, particularly the
Northern Atlantic

Marital Status: N/A

Known Relatives: None

Base of Operations: Mobile
throughout world oceans, although
most often encountered in the
Northern Atlantic

Present Group Affiliation: None

KNOWN POWERS:

Body Armor: The Giant Squid’s
rubbery hide provides it Typical
protection from Physical and Energy
attacks.

Water-Freedom

Ink-Cloud: When threatened,
the Giant Squid can eject a cloud of
black ink of Excellent intensity

Beak: The Giant Squid’s giant beak
can bite through Remarkable
strength material for Excellent
damage, although to attack with its
beak, the Giant Squid must make a
successful Grappling attack.
Tentacles: The Giant Squid has ten
grasping tentacles that grant it +1CS
to all grappling attacks for every
tentacle used, up to +3CS. Three

separate tentacle attacks are Talents:

allowed each round. A vyellow The Giant Squid can be considered
Fighting FEAT will allow five attacks, to have and instinctive form of the
and a red Fighting FEAT would allow Grappling skill

the Giant Squid to attack with all

Ten tentacles at once. Multiple

attacks are resolved on a single roll.

Claws:  The suction cups on the

Giant Squid’s tentacles are
equipped with a hook-like that
cause Typical edged damage

during each grappling attack.



HISTORY:

The giant squid is the source of the
ancient ‘Kraken’ legends — a multi-
tentacled sea-monster, capable of
sinking ships. While the true giant
squid (Architeuthis dux) does not
measure up to the giant Kraken, it is
nevertheless a potentially lethal
creature. Ranging from 25 — 35 feet
with exceptional individuals reaching
45 feet or more (although it should
be noted that over half of this length
is the two Ilongest extended
tentacles, and that the body mantle
itself is more in line with the size of a
large shark — 6 to 7 feet and perhaps

600 pounds), the giant squid is the
largest invertebrate, and while little
is known of this creature, smaller
relatives like the Humboldt squid,
only 6 feet long, are voracious and
dangerous predators, with hooks on
their tentacles, known to attack in
packs, tearing human victims
(usually hapless squid fisherman
who fall in among them while
feeding) to pieces. The recently
discovered Colossal Squid
(Mesonychotaithis hamiltoni) is not
as long as the Giant Squid, but is
much heavier, possibly a more direct
analogue to the Humboldt Squid.



STATISTICS:

F RM(30)

A GD(10)

S IN(40)

E UN(100)

R FB(2)

| FB(2)

P FB(2)
Health: 180 Str: 40
Karma: 6

Resources: Not Applicable
Popularity: -20

Height: 20’ (average)
Length: 45’ (average)
Weight: 8 to 10 tons

Eyes: Yellow

Hair: None

BACKGROUND

Real Name: Not Applicable
Giganotosaurus  carolini is
genus-species name
Occupation: Top Predator, .. _f
occasionally  giant  rampaging [~ '!IR w—
monster - ’?ﬁ ~
Legal Status: Inapplicable

Identity: Inapplicable

Place of Birth: South America
Marital Status: Inapplicable

Base of Operations: Pre-historic
South America, although the species
exists in isolated pockets throughout e
the world. Mobile 2
Present Group Affiliation: None.
Occasionally runs in packs.

KNOWN POWERS:

Body Armor: Excellent protection
against Physical and Energy attacks. ¥
Teeth: Incredible edged damage. :
Tail: Amazing blunt damage
Stomp: Amazing blunt damage
Tracking: Incredible

ROLE-PLAYING NOTES:
Big-flesh-eating monster that will
chase you and eat you — not much
more than that.



HISTORY:

Giganotosaurus carolini is the
current title-holder as the largest
meat-eating dinosaur of all time,
displacing the century-long reign of
the mighty Tyrannosaurus rex.
Giganotosaurus (Gigantic-lizard),
stretching over 45 feet in body
length, with evidence of individuals
even larger, edges T. rex by several
feet and as much as 2 tons. While
Giganotosaurus lacked the extreme
skull-strength of the tyrannosaurids,
its blade-like teeth, set in its nearly
six foot skull were designed to take

down the largest prey animals that
ever existed — the fantastic 100 ton
titanosaur sauropods. Employing a
strategy similar to modern Komodo
dragons, the Giganotosaurus would
attack and retreat, falling back to
wait as the slashing wounds would
fester, leaving the prey to grow
weak and die over the following
days— providing a mountain of meat
with little risk and little contact.

Giganotosaurus and it's closely
related cousin Carcharodontosaurus
represented the culmination of the
allosaur/carnosaur lineage. It's

resemblance to T. rex with its large
head and reduced forelimbs,
represented parallel evolution — and
had scientists fooled for a while,
believing that the ever-increasing
skull size and shrinking arms of the
allosaurs had led directly to T. rex.
Claudistic analysis, however, has
revealed the tyrannosaurs to be a
sister group to the carnosaurs, that
split in the Late Jurassic, remaining
small until their rise late in the
Cretaceous, after the virtual
extinction of the carnosaurs.



STATISTICS:

MN(75)

AM(50)

UN(100)
ShZz(500)

RM(30)

MN(75)

ShZz(500)

Health: 725  Str: 100
Karma: 605

Resources: Monstrous (75)
Popularity: 15 (Unearthly in
Shi’ar Empire)

Height: 6’6"

Weight: 595 Ibs.

Eyes: Blue

Hair: Dark blue

TTAAmMwnP>m

BACKGROUND
Real Name: Kallark
Occupation: Praetor or the Shiar
Imperial Guard

Legal Status: Citizen of the Shi'ar
Empire

Identity: Known to the Shi'ar

Place of Birth: Unrevealed planet in
the Shi'ar Empire

Marital Status: Unrevealed

Known Relatives: None

Base of Operations: Shi’ar Imperial
Throneworld

Present Group Affiliation: Shiar
Imperial Guard

KNOWN POWERS:
Invulnerabilities: Gladiator has the
equivalent of Unearthly body armor
against physical and energy attacks.
He has Shift Z protection against
heat, cold, gas, disease, and most
radiation, though it is known that he
is vulnerable to certain unspecified
types of radiation.

Life-Support: Gladiator’s constitution
enables him  to withstand the
rigors of deep space and hostile
environments, giving him the
equivalent of Shift Z protection from
these forces.

Flight: Gladiator can fly both in
space and in a planet’'s atmosphere.
His air speed in space is Class
5000, but he slows down in a
planet's atmosphere in order to
prevent the shockwaves that his

normal flight speed would cause on
the planet’s surface. If he is flying at
a safe altitude, Gladiator can fly at
Shift Z  speeds  within an
atmosphere. Otherwise, his speed
is limited to Incredible.
Psychic-Reflection: Any character
that attempts to make a psionic
attack directed against Gladiator
must make a yellow Psyche FEAT
roll. If the roll succeeds, the attacker
realizes the nature of Gladiator’s
psychic defenses and is able to
break off his or her attack at the last
moment. If the FEAT roll fails, the
character’s psionic attack is instantly
turned back upon him or her, but at
—1CS to its strength.

Heat Beams: Gladiator can project
heat beams from his eyes which
strike for Monstrous damage at a
range of 10 areas.

Heightened Vision: Gladiator’s vision
is far more accurate than that of a

Consider his

normal
Intuition rank to be Unearthly to
determine whether he can spot a
distant object

Hyper Speed: Amazing

person.

Weakness: For unknown reasons,
possibly because his powers are
psionic-based, or otherwise keyed to
his Psyche, if Gladiator begins to
doubt himself, all of his powers are
affected. For game purposes, if
Gladiator begins to lose confidence
in himself — i.e. fails a Psyche FEAT
- all of his Power ranks drop by —
2CS and his Abilities drop by —3CS
until he regains his confidence.
Similarly, psionic-based powers
might explain how Gladiator could
have managed to move entire
planets, as he has occasionally
boasted. In game terms, this would
translate to a red Psyche FEAT to
substitute his Psyche for his
Strength.



ROLE-PLAYING NOTES:

Gladiator is sometimes a figure that
seems to be straight out of an Earth
tragedy - a noble warrior, following
his vow of loyalty to protect the
Shi'ar Empire, even when it means
attacking those whom he feels are
not evil. Gladiator is completely
aware of how powerful and
important he is and this sometimes
comes out in his comments, though
he is not given to boasting. In his
capacity as Praetor of the Shi'ar
Imperial Guard, he has battled the
X-Men, the Fantastic Four, Thor and
other Earth heroes, although has
also allied with them in times of
crisis. He is unquestioningly loyal to
the Shi'ar Emperor, but tends to
interpret orders his own way.

HISTORY:

Kallark's history before he joined the
Imperial Guard is largely unknown.
As a cadet on Strontia, he and the
other candidates for the title of
‘Gladiator’ were tasked by the Shi'ar
Majestor to kill the Strontia council of
elders. Being the only cadet loyal
enough to the Majestor to murder
the council, he was selected to
become Gladiator.

He became a fiercely loyal and
powerful member of the Guard,
personally trained by Deathbird, and
was named Praetor. Regardless of
the Majestor or Majestrix in charge,
Gladiator would heed their orders.
Gladiator was one of the Guard
members chosen to battle the X-
Men over the fate of Jean Grey, who
had become the Dark Phoenix.

He was also charged with pursuing a
group of Skrulls posing as a
superhero team. Believing the
Fantastic Four to be this group, he
attacked them, before uncovering
the real Skrulls.

When Vulcan captured a Shi'ar
cruiser with intention of attacking the

Shi'ar Empire the Imperial Guard
were dispatched to stop him. Vulcan
was able to hold is own against the
gathered forces but was finally
defeated by Gladiator (who seriously
injured Vulcan).

Vulcan later married Deathbird, and
upon murdering Shi'ar Emperor
D'Ken, ascended to the throne as
Emperor Vulcan. Gladiator conferred
with  his new Empress before
following the orders of Vulcan, but
served his new Emperor as he had
all others in the past. However,
during the War of Kings, he finally
disobeyed Vulcan’s orders (the
execution of Lilandra) and rose up
against his Emperor.

Gladiator was present when Lilandra
was assassinated by the Fraternity
of Raptors agent known as Razor.
With Vulcan presumed dead and
Deathbird incapacitated, Gladiator
took leadership of the fragmented
Sh'iar empire in order to prevent
another civil war. The Shi'ar, having
lost the war with the Kree however
are under their rule.



STATISTICS:

AM(50)
EX(20)
ShY(250)
ShZ(500)
PR(4)
PR(4)
PR(4)
Health: 820
Karma: 12
Resources: N/A
Popularity: -100
Height: 328’
Length: 656’
Weight: 66,000 tons
Eyes: Red

Hair: None

TTAAmMwnP>m

Str: 250

BACKGROUND

Real Name: Gojira, ‘Godzilla’ is the
American translation

Occupation: Giant monster

Legal Status: Inapplicable

Identity: Known to the general
public

Place of Birth: Japanese Islands
Marital Status: Not applicable
Known Relatives: Godzilla Junior
(son, possibly adoptive), possible
population of similarly mutated
Godzillasaurus

Base of Operations:
Islands

Present Group Affiliation:
None, although Godzilla has often
worked in partnership with other
Kaiju, such as Rodan and Mothra

Japanese

KNOWN POWERS:

Body Armor: Shift Y resistance to
Physical and Energy attacks

Flame Breath: Shift Y (300) Energy
damage

Growth: Shift Z. Godzilla is +4CS to

be hit and —-4CS to hit unless
facing  similar-sized  opponents.
Against smaller targets, he may
cause Shift Z damage when
attacking

Water-Freedom

Tail-Smash:  Godzilla’s tail does

Shift Z blunt damage

Radioactive Pulse: Godzilla may
channel his Radiation blast through
his skin and dorsal fin, causing

Shift Y Energy damage to those in
contact with him

Claws: Shift Y Edged damage

Teeth: Shift Y Edged damage
Stomp: Godzilla’s giant feet can

cause Shift Y Blunt damage. Both
feet together cause Shift Z damage.
Hyper-Swimming: Remarkable

Hibernation: Godzilla may go into
Suspended Animation with a
successful Psyche FEAT
Regeneration: Incredible ability to
heal damage.

Energy Absorption: Shift Z. Godzilla
must occasionally feed on nuclear
energies, usually only after a long
period of deep-sea hibernation as
his backfins have evolved to absorb
ambient radiation. If Godzilla
hibernates at the bottom of the sea
for at least a year, his energy
powers drop by —1CS. Expo-sure
to ambient radiation will eventually
restore him, but he usually takes the
more expedient route of attacking a
nuclear sub, power plant, etc.



NOTE: Godzilla’s appearance and
temperament have varied
dramatically over the years and
there is a general consensus that
the monster called ‘Godzilla® is
actually several creatures of the
same species — a tyrannosaur-like,
semi-aquatic  theropod  dubbed
‘Godzillasaurus’ - all sharing the
same mutation. The stats given are
for the largest, and most powerful
individuals that have taken the
name ‘Godzilla.” (See individual
entries for additional versions of
Godzilla)

ROLE-PLAYING NOTES:

Godzilla's personality varies,
perhaps according to his moods; at
times he seems a mindless monster
bent on nothing but simple
destruction; at other times he seems
clever and calculating, defending
Earth and his homeland of Japan
against all threats, particularly aliens
and other giant monsters.

HISTORY:

In 1954, the dinosaur that would
become the legendary monster,
‘Gojira’ was living on one of the
small islands within the coastal
waters of Japan and was exposed to
the nuclear fall out from the testing
of H-bombs in the outer Pacific.
‘Gojira,” - translated to English as
‘Godzilla’ - threatened to completely
destroy Japan, attacking with a
deliberate malice, that some have
speculated as retaliation for the
bombing of the Pacific.

Godzilla's initial rampage was
stopped by a specialized weapon
known as the Oxygen Destroyer, but
it was not long before Godzilla, or
another creature just like him,
attacked Tokyo once again,

Worse, it became apparent that the
same blasts that created Godzilla,
also awakened other strange giant
monsters; over the next two
decades, the cities of Japan were
repeatedly destroyed in giant free-
for-alls, as Godzilla was seen to
battle any number of bizarre, and
probably mutated behemoths. With a
territorial claim to the Islands of
Japan, Godzilla has defended his
land against  anything  from
megalomaniacal terrorists, to full-
scale alien invasions.



STATISTICS:

AM(50)
EX(20)
ShY(225)
ShZ(500)
PR(4)
PR(4)
PR(4)
Health: 795
Karma: 12
Resources: N/A
Popularity: -100
Height: 262’
Length: Unrevealed
Weight: 55,000 tons
Eyes: Red

Hair: None
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Str: 225

BACKGROUND

Real Name: Gojira, ‘Godzilla’ is the
American translation

Occupation: Giant monster

Legal Status: Inapplicable

Identity: Known to the general
public

Place of Birth: Japanese Islands
Marital Status: Not applicable
Known Relatives: Godzilla Junior
(son, possibly adoptive), possible
population of similarly mutated
Godzillasaurus

Base of Operations: Japan
Present Group Affiliation: None

KNOWN POWERS:

Body Armor: Shift X resistance to
Physical and Energy attacks

Flame Breath: Shift Y (200) Energy
damage

Growth: Shift Z. Godzilla is +4CS to
be hit and —4CS to hit unless facing
similar-sized opponents. Against
smaller targets he may cause Shift Z
damage when attacking
Water-Freedom

Tail-Smash: Shift Z blunt damage
Radioactive Pulse: Godzilla may
fire his Radiation blast through his
skin and backfin for Shift X Energy
damage to those in contact with him
Claws: Shift Y Edged damage

Teeth: Shift Y Edged damage
Stomp: Shift Y Blunt damage. Both
feet together cause Shift Z damage.
Hyper-swimming: Remarkable

Hibernation: Godzilla may go into
Suspended Animation with a
successful Psyche FEAT
Regeneration: Incredible ability to
heal damage.

Energy Absorption: Shift Z. Godzilla
must occasionally feed on nuclear
energies, usually only after a long
period of deep-sea hibernation as
his backfins have evolved to absorb
ambient radiation. If Godzilla
hibernates at the bottom of the sea
for at least a year, his energy
powers drop by —1CS. Exposure to
ambient radiation will eventually
restore him, but he usually takes the
more expedient route of attacking a
nuclear sub, power plant, etc.

s

ROLE-PLAYING NOTES:
Godzilla 1984 was a marching
engine of destruction, deliberately
malevolent, although prone to
defending Japan out of territorial
instinct. The larger version that
emerged after the time-travel
incident, displayed parental instinct,
and recognition of human allies.



HISTORY:

After a period of inactivity, Godzilla
resurfaced in 1984, again attacking
Japan with a vengeance, and this
Godzilla was significantly bigger
than the creature or creatures
documented in the past.

It is unclear how many creatures
during this period were operating as
‘Godzilla’; the 1984 beast could have
been an entirely new creature, or the
70’s Godzilla, grown larger from
exposure to increased radiation; it
might have even been the original

creature regenerated; complicating
things was when time travel was
used to retrieve the original dinosaur
that became Godzilla (apparently
only one of the island’s population of
Godzillasaurus) bringing it to modern
times - this animal was then blasted
with  modern, nuclear energies,
becoming the largest and most
powerful incarnation of the creature
yet (represented by the primary
entry above). It is generally
‘assumed that it was this individual
Godzilla that was most often

documented during the nineties, or
Heisei’ era. This creature was also
regularly seen in the company of an
infant of the same species,
apparently an adopted son. This
Godzilla was eventually consumed
by its own radioactivity, a meltdown
that might have destroyed the entire
planet had it not been absorbed by

the adopted juvenile,  which
transformed ‘Junior’ into an adult
Godzilla



STATISTICS:

AM(50)
EX(20)
ShY(225)
ShZ(500)
PR(4)
PR(4)
PR(4)
Health: 795
Karma: 12
Resources: N/A
Popularity: -100
Height: 180°
Length: 400’
Weight: 25,000 tons
Eyes: Red

Hair: None
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Str: 225

BACKGROUND

Real Name: Gojira,

‘Godzilla’ is the

American translation

Occupation: Giant monster

Legal Status: Inapplicable

Identity: Known to the general
public

Place of Birth: Japanese Islands
Marital Status: Not applicable

Known Relatives: Godzilla Junior &

(son, possibly adoptive),
population  of
Godzillasaurus
Base of Operations: Japan

Present Group Affiliation: None

KNOWN POWERS:

Body Armor: Shift X resistance to
Physical and Energy attacks

Flame Breath: Shift Y (300) Energy
damage

Growth: Shift Z. Godzilla is +4CS to
be hit and —4CS to hit unless facing
similar-sized opponents. Against
smaller targets, he may cause
Shift Z damage when attacking
Water-Freedom

Tail-Smash: Shift Z blunt damage
Radioactive Pulse: Godzilla may
fire his Radiation blast through his
skin and backfin for Shift X Energy
damage to those in contact with him
Claws: Shift Y Edged damage

Teeth: Shift Y Edged damage
Stomp: Shift Y Blunt damage. Both
feet together cause Shift Z damage.

possible - :
similarly mutated

Hyper-swimming: Remarkable

Hibernation: Godzilla may go into
Suspended Animation with a
successful Psyche FEAT
Regeneration: Incredible ability to
heal damage

Energy Absorption: Shift Z. Godzilla
must occasionally feed on nuclear
energies, usually only after a long
period of deep-sea hibernation as
his backfins have evolved to absorb
ambient radiation. If Godzilla
hibernates at the bottom of the sea
for at least a year, his energy
powers drop by —1CS. Expo-sure
to ambient radiation will eventually
restore him, but he usually takes the
more expedient route of attacking a
nuclear sub, power plant, etc.



ROLE-PLAYING NOTES:

It's unclear if this was yet another
individual or perhaps the now-grown
‘Godzilla Junior’; if so, the creature’s
temperament had drastically
changed, from the mellow, friendly
juvenile to the aggressive and
hostile adult. This Godzilla has also
shown deliberate problem-solving
actions, as well as recognition of
specific humans.

HISTORY:
A new Godzilla appeared on the
scene with the Millennium - a

smaller version than the previous
two, but demonstrating its full rank of
atomic powers. It is unclear
whether this is the rejuvenated
Godzilla Junior, or a new creature
entirely. This was the last Godzilla
documented so far in modern times,

although There is also a future
incarnation of Godzilla (‘Final Wars’
Godzilla), which could be an entirely
new creature, or possibly a future-
version of the modern Godzilla — if
the latter, the creature had once
again grown to match its largest
recorded proportions, and appearing
as powerful as any other incarnation
to date



GODZILLA (GMK)

STATISTICS:

MN(75)
EX(20)
ShY(250)
ShZz(500)
PR(4)
PR(4)
PR(4)
Health: 845
Karma: 12
Resources: N/A
Popularity: -100
Height: 197
Length: Unrevealed
Weight: 30,000 tons
Eyes: White

Hair: None
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Str: 250

BACKGROUND

Real Name: Gojira, ‘Godzilla’ is the
American translation

Occupation: Giant monster

Legal Status: Inapplicable

Identity: Known to the general
public

Place of Birth: Japanese Islands
Marital Status: Not applicable
Known Relatives: Godzilla Junior
(son, possibly adoptive), possible
population of similarly mutated
Godzillasaurus

Base of Operations: Japan
Present Group Affiliation: None

KNOWN POWERS:

Body Armor: Shift Y resistance to
Physical and Energy attacks

Flame Breath: Shift Y (300) Energy
damage

Growth: Shift Z. Godzilla is +4CS to
be hit and —4CS to hit unless facing
similar-sized opponents. Against
smaller targets he may cause Shift Z
damage when attacking
Water-Freedom

Tail-Smash: Shift Z blunt damage
Radioactive Pulse: Godzilla may
fire his Radiation blast through his
skin and backfin for Shift Y Energy
damage to those in contact with him
Claws: Shift Y Edged damage

Teeth: Shift Y Edged damage
Stomp: Shift Y Blunt damage. Both
feet together cause Shift Z damage.
Hyper-swimming: Remarkable
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Hibernation: Godzilla may go into
Suspended Animation with a
successful Psyche FEAT
Regeneration: Incredible ability to
heal damage.

NOTE: This incarnation of Godzilla
was created from the disintegrated
remains of the original Godzilla, who
had been destroyed in 1954 by the
Oxygen Destroyer. Possessed by
the spirits of the World War Il  dead
—those who had perished in the
waters of the Pacific and who were
angry over having been forgotten —
the creature was regenerated, with

powers equal to or even greater than
any other known incarnation of the

creature to date. The possession
may be considered of Unearthly
strength, although if it were to be
broken, the creature’s physical form
would dissipate once again.



ROLE-PLAYING NOTES: HISTORY: guided what might have been the

The GMK Godzilla is the ultimate While regenerating on the bottom of most powerful incarnation of the

monster, destroying everything in his the Pacific Ocean, the original creature ever into a viscous attack

path, and is actually the menace that Godzilla was possessed by the on Japan. This rampage was only

other Kaiju gather against. ghosts of all the World War Il dead halted when the spell was broken
that had died in the sea. Angered at and Godzilla's nuclear energy was
having been forgotten, these spirits  dispersed once again.



STATISTICS:

AM(50)
EX(20)
ShY(200)
ShZ(500)
PR(4)
PR(4)
PR(4)
Health: 820
Karma: 12
Resources: N/A
Popularity: -100
Height: 164’
Length: Unrevealed
Weight: 22,000 tons
Eyes: Red

Hair: None
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Str: 200

BACKGROUND

Real Name: Gojira, ‘Godzilla’ is the
American translation

Occupation: Giant monster

Legal Status: Inapplicable

Identity: Known to the general
public

Place of Birth: Japanese Islands
Marital Status: Not applicable
Known Relatives: None

Base of Operations: Japan
Present Group Affiliation: None

KNOWN POWERS:

Body Armor: Godzilla’s armored hide
provides him  with  Unearthly
resistance to Physical and Energy
attacks

Atomic Breath:
Breath does
damage
Growth: Shift Z. Godzilla is +4CS to
be hit and —4CS to hit unless facing
similar-sized opponents. Against
smaller targets he may cause Shift Z
damage when attacking
Water-Freedom

Tail-Smash: Godzilla’s tail
causes Shift Z blunt damage
Claws: Shift Y Edged damage

Teeth: Shift Y Edged damage
Stomp: Shift Y Blunt damage. Both
feet together cause Shift Z damage.
Hyper-swimming: Remarkable
Hibernation: Godzilla may go into
Suspended  Animation with a
successful Psyche FEAT

Godzilla’s Atomic
Unearthly Energy

Regeneration:
heal damage.

Incredible ability to

NOTE: Godzilla has occasionally
demonstrated Power Stunts utilizing
the nuclear energy that powers him;
the Godzilla that interacted with the
Marvel Universe, however, was
strictly a meat-and-potatoes version,
that never demonstrated anything
other than the standard powers
listed above.



ROLE-PLAYING NOTES:

Godzilla at Marvel was only
destructive when attacked, and
would specifically protect humans.

HISTORY:

The Kaiju wars leveled off in the 70’s
as most of the behemoths fell into
hibernation, and it was during this
time that Godzilla migrated to North
America, where he spent
approximately two years trekking
across the states, an excursion that
ended with a massive battle in New
York with the Avengers, Fantastic
Four, along with the para-military
group S.H.L.LE.L.D. Upon leaving the
United States, Godzilla disappeared
into the sea, once again falling into a
state of hibernation.

NOTE: After the series was
canceled, there was a storyline that
suggested that this version of
Godzilla had been captured and
further mutated into unrecognizable
form by Doctor Demonicus, although
the creature in question seemed
much smaller and less powerful —
possibly a juvenile member of the
Godzilla-clan as it is known that
there have been a number of
creatures of the ‘Godzillasaurus’
species that share a common
mutation — all being referred to by
the generic name, ‘Godzilla’



STATISTICS:

AM(50)
EX(20)
ShY(200)
ShZz(500)
FB(2)/PR(4)
FB(2)/PR(4)
FB(2)/PR(4)
Health: 820 Str: 200
Karma: 6/12
Resources: N/A
Popularity: -100
Height: 164’

Length: Unrevealed
Weight: 22,000 tons
Eyes: Red

Hair: None
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BACKGROUND

Real Name: Gojira, ‘Godzilla’ is the
American translation

Occupation: Giant monster

Legal Status: Inapplicable

Identity: Known to the general
public

Place of Birth: Japanese Islands
Marital Status: Not applicable
Known Relatives: Possible
population of similarly mutated
Godzillasaurus

Base of Operations: Japan
Present Group Affiliation: None

KNOWN POWERS:

Body Armor: Unearthly resistance to
Physical and Energy attacks

Flame Breath: Unearthly Energy
damage

Growth: Shift Z. Godzilla is +4CS to
be hit and —4CS to hit unless facing
similar-sized opponents. Against
smaller targets, he may cause Shift
Z damage when attacking
Water-Freedom

Tail-Smash: Shift Z blunt damage
Claws: Shift Y Edged damage

Teeth: Shift Y Edged damage
Stomp: Godzilla’s massive feet
cause Shift Y Blunt damage with
each step. Both feet together cause
Shift Z damage.

Hyper-swimming: Remarkable
Hibernation: Godzilla may go into
Suspended  Animation with a
successful Psyche FEAT

Regeneration: Incredible ability to
heal damage.

NOTE: Godzilla’s RIP stats are for
his first appearance. After the first
Godzilla was destroyed by the
Oxygen Destroyer, a second beast
appeared who had the second,
higher RIP stats listed above




ROLE-PLAYING NOTES:

The original Godzila was a
mindless, monolithic terror, plodding
relentlessly, destroying everything in
its path.

HISTORY:

The original Godzilla first attacked
Japan in 1954, the first of what
would prove to be a plague of Kaiju.
Humanity had never seen anything
the monster before, and Japan might
have been completely destroyed if
not for the invention of Doctor
Serizawa — the Oxygen Destroyer, a

sea life wherever it was detonated.
terrible weapon that destroyed all
Godzilla was destroyed. It was not,
however, the last humanity would
see of the Godzilla clan, as a similar
monster appeared less than a year
later, and this second beast would
be the creature referred to as
‘Godzilla’ up into the 1970’s.



STATISTICS:

AM(50)
EX(20)
ShY(200)
ShY(200)
PR(4)
PR(4)
PR(4)
Health: 470
Karma: 12
Resources: N/A
Popularity: -50
Height: 131°
Length: Unrevealed
Weight: 16,500 tons
Eyes: Red

Hair: None
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Str: 180

BACKGROUND

Real Name: Godzilla Junior
Occupation: Giant monster
Legal Status: Inapplicable
Identity: Known to the general
public

Place of Birth: Japanese Islands
Marital Status: Not applicable
Known Relatives: Godzilla (father,
possibly adoptive), possible
population of similarly mutated
Godzillasaurus

Base of Operations: Japan
Present Group Affiliation: None

KNOWN POWERS:

Body Armor: Unearthly resistance to
Physical and Energy attacks

Flame Breath: Shift X (150) Energy
damage

Growth: Shift Z.  Godzilla Junior is
+4CS to be hit and —4CS to hit
unless facing similar-sized
opponents. Against smaller targets
he may cause Shift Z damage when
attacking

Water-Freedom

Tail-Smash: Shift Y blunt damage
Radioactive Pulse: Godzilla may fire
his Radiation blast through his skin
and backfin for Unearthly Energy
damage to whoever or whatever is in
contact with him.

Claws: Shift X Edged damage

Teeth: Shift X Edged damage
Stomp: Shift X Blunt damage. Both
feet together cause Shift Y damage.

Remarkable

Hyper-swimming:
Hibernation: Godzilla  Junior may
go into Suspended Animation with a
successful Psyche FEAT
Regeneration: Incredible ability to
heal damage.



ROLE-PLAYING NOTES:

HISTORY:

Godzilla has traditionally had a ‘son’
— generally considered to be
adopted, although this has never
been specifically specified. With the
presumption in place that there was
a population of Godzillasaurus on
Birth Island, Godzilla could have
easily have had a mate back when
he was still a humble tyrannosaur,
leaving behind an egg clutch that
could have been irradiated, just as
the adult dinosaur was. Just as
easily, it could be a younger sibling.
But in any case, Godzilla has
assumed responsibility for the care
of the juvenile.

After the adult Godzilla’'s energy
ran wild, consuming his body and

threatening to destroy the entire
planet, this energy was absorbed by
Godzilla Junior, maturing him into an
adult Godzilla, with the full strength
of his sire’s powers. It is possible
that Godzilla 2000 (see entry for
Godzilla 2000) is the matured
Godzilla Junior. If so, it is also
possible that some of his father's
temperament was absorbed along
with his energy, because the friendly
passive personality of the juvenile
has been replaced by the traditional
aggressiveness of the adult Godzilla.
It is also possible that this it is
normal for the Godzilla-species to
grow more temperamental as they
reach maturity.



STATISTICS:

TY(6)
TY(6)
EX(20)
RM(30)
PR(4)
PR(4)
PR(4)
Health: 62 Str: 20
Karma: 12
Resources: N/A
Popularity: 10
Height: 5’5"
Length: 11°7”
Weight: 325 Ibs.
Eyes: Red

Hair: None
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BACKGROUND

Real Name: Baby Godzilla
Occupation: Giant monster
Legal Status: Inapplicable
Identity: Known to the general
public

Place of Birth: A research center in
Kyoto, although the egg containing
him was collected on Adonoa Island
in the Bering Sea

Marital Status: Not applicable
Known Relatives: Godzilla (father,
possibly adoptive), possible
population of similarly mutated
Godzillasaurus

Base of Operations: Japan Hibernation: Baby Godzilla may go ROLE-PLAYING NOTES:
Present Group Affiliation: None into Suspended Animation with a

successful Psyche FEAT
KNOWN POWERS: Regeneration: Good ability to heal

Body Armor: Good resistance to damage
Physical and Energy attacks

Flame Breath: Baby Godzilla can
produce occasional bursts of
Excellent intensity flame.
Tail-Smash: Baby Godzilla’s tail
can do Remarkable damage
Radioactive Pulse:  While Baby
Godzilla’s energy powers are
undeveloped, he may still produce
a radioactive shock of up to Good
intensity that affects those in contact
with him.

Claws: Good Edged damage

Teeth: Baby Godzilla’'s teeth are
undeveloped but still may produce
Good Edged damage.
Hyper-swimming: Good



HISTORY:

Godzilla Junior has appeared as a
hatchling, a toddler, and ‘teen-age’,
and at the death of the Heisei-era
Godzilla, Junior absorbed all of his
dad’s energy, becoming a full adult.
It is unclear if Godzilla Junior is the
adult Godzilla 2000 (and current
version of the character).



GODZILLASAURUS

STATISTICS:

IN(40)
EX(20)
MN(75)
UN(100)
PR(4)

PR(4)

PR(4)
Health: 235 Str: 55
Karma: 12
Resources: Not Applicable
Popularity: 5

Height: 39’

Length: Unrevealed
Weight: 66 tons

Eyes: Red

Hair: None

VT AaAmMm»nrP

BACKGROUND

Real Name: Not Applicable -
Godzillasaurus rex is the genus-
species name

Occupation: Top Predator,
occasionally giant rampaging
monster

Legal Status: Inapplicable

Identity: Inapplicable

Place of Birth: Japanese Islands
Marital Status: Inapplicable

Base of Operations: Japanese
Islands

Present Group Affiliation:

None.

KNOWN POWERS:

Body Armor: Remarkable protection
against Physical and Energy attacks.
Teeth: Unearthly edged damage. ROLE-PLAYING NOTES:
Godzillasaurus is an evolutionary The Godzillasaurus behaved pretty
descendant of Tyrannosaurus rex, much like any typical T. rex would.
and retains the exceptionally strong When it saw people, it chased them,
jaws characteristic of tyrannosaurs. and tried to eat them.

A Kill result causes the target to

suffer a —1CS to their Endurance

roll. Any target in Godzillasaurus’

jaws is considered held with

Unearthly Grappling ability

Tail: Godzillasaurus’ tail strikes for

Unearthly blunt damage

Stomp: Godzillasaurus’ feet cause

Unearthly blunt damage

Water-Freedom:  Godzillasaurus is

semi-adapted to an  aquatic

existence, giving it Good Water

Freedom




HISTORY:

In 1954, the dinosaur that would
become the legendary monster,
‘Gojira’ was living on one of the
small islands within the coastal
waters of Japan. It is speculated
that this island may have contained
a population of these creatures, and
that more than one was exposed to
the nuclear fall out from the testing
of H-bombs in the outer Pacific.
‘Birth Island” — where the first
Godzillasaurus was discovered, may
have ties to another famous monster
as well. A series of islands along
the pacific chain were discovered to
have remnant creatures similar to
Godzillasaurus.  Most famous of
these was the notorious ‘Skull
Island’ — home of the mighty giant
gorilla, known as ‘King Kong.” Skull

Island is believed to be the primary
source of most of the prehistoric
throwback species in evidence
today; protected by volcanic gases
from the climate change that killed
the rest of the dinosaurs, the island
had become a literal Lost World, a
place where Mesozoic evolution had
continued unabated.

Because of its isolation, there was
little infiltration from invasive modern
animals, save for the ‘Kong’ ape-
species, which was apparently
introduced several million years ago.
Nevertheless, such natural forces
such as hurricanes, floods, and
other storms must have swept
hapless creatures out to sea, some
surviving and establishing
populations on more of the specks of
islands scattered loosely throughout

the region. The Godzillasaurus is
quite similar to Skull Island’s
‘Vastatosaurus rex’ — similar enough
to be subspecies of each other; both
are clearly descended from the
cretaceous tyrannosaurs, although
the Godzillasaurus is significantly
larger, and shows adaptations for a
semi-aquatic  existence. It is
conceivable — even likely - that the
Birth Island dinosaurs owe their
historical origins to Skull Island. That
would make King Kong and Godzilla
co- patriots of each other. It would
also explain the instant hostility
between King Kong and Godzilla
when they encountered each other
in the sixties — on their native Skull
Island, the tribe of giant gorillas and
the Vastatosaurus rex were deadly
enemies.



STATISTICS:

MN(75)
AM(50)
UN(100)
AM(50)
GD(10)
RM(30)
GD(10)
Health: 225 Str: 90
Karma: 40
Resources: Unearthly (100)
Popularity: -15
Height: 7’1"

Weight: 450 Ibs.

Eyes: Blue

Hair: Blond

TTAAmMwnP>m

BACKGROUND

Real Name: William (last name
unknown)

Occupation:  Former
current space-time tyrant
Legal Status: Citizen of future
Earth, with no known criminal record
Identity: Secret

Place of Birth: Kansas (future-
Earth)

Marital Status: Single
Known Relatives: None
Base of Operations:
space and time

Present Group Affiliation: Founder
of the ‘Church of Superman’

Preacher,

Mobile in

KNOWN POWERS:
Invulnerabilities: Gog has Unearthly
protection from physical and energy
attacks

Heat Vision: Gog can fire rays of
Unearthly Heat from his eyes

Flight: Unearthly speed within
Earth’'s atmosphere, Class 1000 in
space.

Energy Absorption: Gog has the
Unearthly ability to absorb energy,
which allows him Growth equal to
the rank of the energy he absorbs
Sealed Systems: Unearthly ability to
survive in the vacuum of space

Time Travel: Shift Z (500) ability to
travel through time

Equipment:

Mystic Staff: Gog’s staff provides
him with mighty powers, channeling
the Emerald Energy of the

Guardians of the Universe, the
Cosmic Energy of the Source, the
Might of Zeus and the Power of
Shazam, each with Unearthly ability.
Gog can release this energy in a
single blast of Shift X (150) magical
flame — also giving him Unearthly
Fire Manipulation.

*Note: The magical nature of the
staffs energies, are particularly
dangerous to characters like

Superman, specifically vulnerable to
magic, who suffer full damage from
the staff’s effects.

ROLE-PLAYING NOTES:

Gog is obsessed with killing every
incarnation of Superman he can find,
believing him to be a false idle, and
the cause of the destruction of

Earth-22 Kansas. He has traveled
through the time stream killing each
version of the Man of Steel he
encountered.



HISTORY:

William Matthews was a former
missionary on an exploration to
Africa, when he stumbled on the
entrapped tomb of Gog, though the

Third World God lay dormant,
Matthews was granted powers
similar to Gog’s own. Mathews

received a vision of alternate Earth-
22 where Superman failed to protect
Kansas from a nuclear attack.
Believing the Earth-22 reality to be
the future for his own Earth rather
than a completely separate reality

happening at the same time,
Wiliams decided to kil the
mainstream Superman. Despite his
mighty powers, Williams was
defeated through the efforts of
Superman and Batman.

Matthews recently re-emerged with
powers even greater than before in
preparation for Gog's return. He
began systematically murdering
‘false gods’ - beings with godlike
power or who were named for gods,
like the New Olympians and
Chroma. For his crimes Matthews

was tracked by Mister America and
a taskforce from the FBI, before
finally seeking aid from the Justice
Society. Eventually, Matthews
ambushed the JSA in their own
home, where accused the Earth-22
Superman of being a false idol.
However, when the fight did not go
well, Matthews fled, teleporting back
to the cave where he found Gog.
There, Mathews was apparently
absorbed into the being of the true
Gog, who used him as a catalyst to
make a body from the countryside.



STATISTICS:

MN(75)

EX(20)

ShY(300)

CL1000

UN(100)

UN(100)

ShY(200)

Health: 1395  Str: 300/500
Karma: 400

Resources: Shift Z(500)
Popularity: 0/UN to worshipers
Height: Approximately 36’
Weight: Unrevealed

Eyes: Glowing white

Hair: None

TTAAmMwnP>m

BACKGROUND

Real Name: Gog

Occupation: Pagan god

Legal Status: Inapplicable

Identity: Gog’'s existence is not
known to the general public of Earth
Place of Birth: ‘The Third World’
Marital Status: Unrevealed

Known Relatives: None
Base of Operations:
space and time

Present Group Affiliation: None

Mobile in

KNOWN POWERS:

Magic: Gog is an immensely
powerful ‘God of the Third World'.
Upon awakening from a millennia of
sleep, he was able to manipulate
mystical energies of Shift Y(200)
level.

Body Armor: Gog’s stone-like form
has Shift X (150) Body Armor
Immortality: Gog is immortal, he
does not age, and will not die if his
physical form is destroyed. It would
take Psyche damage to permanently
destroy Gog. If his body is
destroyed, Gog can reincarnate
himself by possessing a mortal form.
However, if his head is separated
from his body, his spirit is trapped
there and cannot possess a new
body.

Bonding With a Planet: If Gog
successfully bonds with the spiritual
essence of a planet - a Shift Z(500)
Psyche FEAT - he receives a +1CS
to all his FASERIP stats and all

Powers. This is a dangerous FEAT
for Gog, as he is allowed to use
none of his own Karma, and failure
causes him to suffer a Class 1000
Psyche attack. Gog will attempt to
get around this by using the Karma
of others. For every hundred
mortals that Gog can get to worship
him, he gains 10 pts of Karma,
creating a Karma Pool, which he
may use for the one single attack
against the planet.

-

Growth:
Unearthly Height

Sealed Systems: Unearthly ability to
survive in the vacuum of space

Time Travel: Shift Z (500) ability to
travel through time

Gog can grow up to



GOG (THY KINGDOM COME)

ROLE-PLAYING NOTES:

On the surface, Gog displayed a
child-like and narrow-minded
personality, apparently looking at the
world with glee and awe, but this
facade was deceptive as his
subsequent actions demonstrated a
deliberate and malevolent purpose.
All of his seeming ‘good deeds’ were
done solely with the expectation of
being worshiped by the Earth’'s
people in return for his gifts. He
revealed his true colors by cruelly
punishing anyone who refused to
grant him worship, (turning them to
trees and that sort of thing). When
the Justice Society attacked him,
Gog removed his blessings on all of
them, even those who were still loyal
to him at the time, purely out of
spite.

HISTORY:

When the Old Gods of the Third
World were fighting uncontrollably,
the lone god Gog fled the world
before it was fully destroyed in the
fighting. He plunged through the
Bleed and through various alternate
universes until he landed on Earth,
situated in the area that became the
modern day Democratic Republic of
the Congo, and was entombed in
molten rock. He was found by a tribe
of humans, who worshiped the god's
face (the only visible part of his
body), believing he was a "God of
Earth." The tribe made a staff that
channeled Gog's power, and was
put to rest in the same cave, and
Gog was lost to the rest of the world,
untii a young explorer, William
Matthews found the cave by
accident. He picked up the staff, and
was given immense amounts of
power through it; a side effect,
though, was visions of the history of
Earth-22, which drove him mad.
After Matthews committed various
acts of genocide against metahuman
criminals posing as various gods, he
was confronted by Justice Society of
America, and teleported back to the
temple housing Gog in the Congo.
Matthews seemed to disintegrate,
and the Third World god rose from
the temple, seemingly rejuvenated
by the reclamation of the energies
that were being used by the staff.
After a brief converse with the JSA,
Gog made his way to a nearby

village of  sickly inhabitants
promising to "make things good
again." After curing them, Gog
explained his origins to the JSA, and
subsequently healed Damage's
facial scarring, sent Sand to a

blissful, dream-filled sleep for 24
hours, cured Starman of his
schizophrenia, Doctor Mid-Nite his
sight back, and sent Power Girl
"home". Hearing fighting in a nearby
village, Gog discovered the village

under attack by a rogue militia and
transformed the soldiers into trees.
During the conflict, Lance, one of the
JSA's new recruits, was hit by a
rocket blast and killed. Gog brought
him back to life, replacing his ruined
arm with gold armor, and renamed

him "Magog".
Later, Gog's intentions to move on to
the Middle East and punish

warmongers there in the same
fashion caused a rift within the JSA,
with Hawkman, Magog, Damage,
Wildcat, Amazing Man, Judo Master,
and Citizen Steel siding with God.
Like the biblical God, he asked for a
rest on the sixth day, sending some
of his followers back to America to
preach his will.

Afterwards, he began collecting
followers again, asking them
gleefully to kneel down and worship
him while he ushered in a new
world. The rest of the JSA arrived,
having learned from Sandman that
Gog was rooting himself into the
Earth, and if he remained for one
more day, the Earth would die if he
ever left, leaving them with the one
option of killing Gog and separating
his head from the Earth. Hawkman
and the rest of the Society followed
Gog, attempting to protect him, until
they saw him attempt to transform
Jay Garrick into lightning. All of
Gog's followers turned against him
and Gog punished the Society by
taking away his "gifts" to an extreme
degree (Citizen Steel now felt pain in
all his nerves and Starman couldn’t
be cured of his madness). Even
Magog eventually turned on him, for
which Gog's blessing is undone.
Eventually, the JSA were able to
topple Gog and cut off his head. The
Superman of Earth-22 and Starman
took the still-living head to the
Source Wall, embedding it there for
all eternity, where Gog accused
Superman of being exactly what he
accused Gog of being.



STATISTICS:

F AM(50)
A AM(50)
S AM(50)
E MN(75)
R TY(6)

| AM(50)
P AM(50)
Health: 225 Str: 47
Karma: 106
Resources: UN
Popularity: 0
Height: 5’5"

Weight: 110 Ibs.
Eyes: Gold, no visible pupils
Hair: Gold

BACKGROUND

Real Name: May Riley Parker
Occupation: Herald to Galactus
Legal Status: U.S. Citizen with no
criminal record.

Identity: Publicly known

Place of Birth: Brooklyn, New York
Marital Status: Widowed

Known Relatives: Peter Parker
(nephew), Mr. & Mrs. Riley (parents,
deceased), Horace Riley (paternal
uncle, deceased), Richard and Mary
Parker (brother and sister-in-law)
Base of Operations: Galactus’
World Ship, New York City

Present Group Affiliation: Herald
to Galactus, Gray Power, Forest
Hills Public Library

KNOWN POWERS:

Power Cosmic: As the Golden
Oldie, Aunt May has the ability to
channel and manipulate vast
amounts of cosmic power, with
Monstrous ability, and line of sight
range. She uses this power cosmic
to perform the following stunts:
*Power Blasts of Monstrous force or
energy.

*Raise any single Ability or Power
score (her own or someone else’s)
to Unearthly for 1-10 rounds. If the
ability raised is already Unearthly, it
may be boosted to Shift X with a
Yellow FEAT roll.

*Healing: Up to Monstrous damage
(this does not affect Endurance rank
losses)

*Reconstruct existing elements (she
may not transmute their form).
*Perceive any energy source of
Unearthly rank or better, within a
planetary  radius if on a
planet’s surface, or within a stellar
system if in space.
*Self-Sustenance: As the Golden
Oldie, Aunt May does not need to
eat or breathe.

Body Armor: The Power Cosmic
has given Aunt May Amazing
protection against energy and

physical attacks, which she may
boost to Monstrous for 1-10 rounds.

i i
He is Invulnerable to Heat and Cold
(C1000 resistance) and may survive
in space for a virtually unlimited
time.
True Flight: May can propel herself
at CL1000 speeds
Gateway: Her powers enable her to
open CL5000 spacewarps that
enable her to travel as far as 5000
light years per turn.
Self-Sustenance: Because of her
transformation , Aunt May has no
need to breathe, eat, or drink.
Immortality: ~ As the Golden Oldie,
Aunt May does not age



ROLE-PLAYING NOTES: HISTORY:
Aunt May - Herald to Galactus.
Fortunately a dream episode.



STATISTICS:

IN(40)
EX(20)
ShY(200)
ShY(300)
PR(4)
PR(4)
PR(4)
Health: 560
Karma: 12
Resources: N/A
Popularity: -50
Height: 200°
Length: Unrevealed
Weight: Unrevealed
Eyes: Red

Hair: None

TTAAmMwnP>m

Str: 200

BACKGROUND

Real Name: Gorgo
Occupation: Giant monster
Legal Status: Inapplicable
Identity: Known to the
general public

Place of Birth: British Islands
Marital Status: Not applicable
Known Relatives: Has offspring,
presumably has mate

Base of Operations: Atlantic Ocean
Present Group Affiliation: None

KNOWN POWERS:

Body Armor: Unearthly resistance to
Physical and Energy attacks

Growth: Shift Z. Gorgo is +4CS to
be hit and —4CS to hit unless facing
similar-sized opponents. Against
smaller targets he may cause Shift Z
damage when attacking
Water-Freedom

Tail-Smash:  Shift Y (300) blunt
damage

Claws: Gorgo’'s Claws do Shift Y
Edged damage

Teeth: Shift Y Edged damage
Stomp: Shift Y Blunt damage. Both
feet together cause Shift Z damage.
Hyper-swimming: Remarkable
Water Freedom

Hibernation:  Gorgo may go into
Suspended  Animation with a
successful Psyche FEAT

Homing Instinct: The adult mother
Gorgo, can sense its offspring from
great distance with Amazing ability.
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It is unknown if this ability is related
to scent, hearing, or some other
sense, but for game purposes, it is
considered an Intuition-related
ability.

ROLE-PLAYING NOTES:

Gorgo is extremely maternal. It
guards its young attentively and will
actively seek out hatchlings if lost or
separated



HISTORY:

After the eruption of an undersea
volcano, a gigantic monster — a
sixty-foot semi-aquatic theropod, -
begins terrorizing coastal English
towns. The creature is captured and
put on display in London as ‘Gorgo’.
It is discovered, however, that the
beast — big as it is — is only a baby,
leading to uneasy speculation of a
parent creature over two-hundred
feet tall.

Mama Gorgo soon appears,
searching for her infant, stomping
London flat in the process. The
adult Gorgo shrugs off all modern
weapons, and there is no choice
except to just release the creature’s
offspring, at which point, the two
Gorgos simply retreat into the sea.

Gorgo is one of the more highly-
regarded of the giant-monster films
of its time. Using ‘suit-mation’
comparable or exceeding the effects

of the first Godzilla, Gorgo also
introduces a new plot device to the
genera — rather than being created
by radiation, or angered by some
human affront to nature, Mama
Gorgo is simply searching for her
young — a Vvariation that would
become a mainstay of the creature
feature for years to come. Gorgo is
also notable as a British contribution
to a genera dominated mostly by
American and Japanese monsters



STATISTICS:

RM(30)
EX(20)
IN(40)
MN(75)
FB(2)

FB(2)

TY(6)
Health: 165 Str: 35
Karma: 10
Resources: Not Applicable
Popularity: -10
Height: 15’ (average)
Length: 30’ (average)
Weight: 3 to 4 tons
Eyes: Yellow

Hair: None

VT AaAmMm»nrP

BACKGROUND

Real Name: Not Applicable -
Gorgosaurus libratus is the genus-
species name

Occupation: Top Predator,
occasionally giant rampaging
monster

Legal Status: Inapplicable

Identity: Inapplicable

Place of Birth: North America
Marital Status: Inapplicable

Base of Operations: Prehistoric
North America, although the species
exists in isolated pockets throughout
the world. Mobile

Present Group Affiliation: None.
Occasionally runs in packs.

KNOWN POWERS:

Body Armor: Good protection
against Physical and Energy attacks.
Teeth: Incredible edged damage.
The tyrannosaurs had exception-ally
strong jaws and any Kill result will
result in the target suffering a —1CS
to their Endurance roll. Also, any
target in a Gorgosaurus’ jaws is
considered held with Amazing
Grappling ability

Stomp: Gorgosaurus could kick like ROLE-PLAYING NOTES:

a giant ostrich for Amazing damage. Big-flesh-eating monster that will
Tail: The thick muscular tail may chase you and eat you — not much
strike for Incredible blunt damage more than that.

Tracking: The Gorgosaurus’ keen

nose gives it Tracking abilities of

Amazing rank.



HISTORY:

Gorgosaurus (sometimes
synonymous with ‘Albertosaurus) is
a smaller, faster, earlier relative of T.
rex. It is the first true giant of the
clan, with typical large head,
reduced forelimbs, and adaptations
for speed. Adult Gorgosaurus were
likely the fastest runners of any large
theropod. It's teeth were more

blade-like than T. rex, and it's
general structure was more gracile
than it's contemporary tyrannosaur
cousin, Daspletosaurus, suggesting
that the Gorgosaurus specialized in
hunting the abundant hadrosaurs, as
opposed to the heavy-duty horned
ceratopsians, which would have
been specialty of the
Daspletosaurus



STATISTICS:

EX(20)
RM(30)
EX(20)
IN(40)
IN(40)
IN(40)
RM(30)
Health: 170 Str: 20
Karma: 100
Resources: RM
Popularity: -30

VT AaAmMm»nrP

Height: 6’6"

Weight: 600 Ibs.

Eyes: Grey

Hair: Black

BACKGROUND

Real Name: Grodd

Occupation: Criminal, Would-be
Tyrant

Legal Status: Inapplicable

Identity: Citizen of Gorilla City with
a Criminal record, unknown to the
general populace of Earth

Place of Birth: Gorilla City

Marital Status: Single

Base of Operations: Gorilla City,
Mobile

Present Group Affiliation: Secret
Society of Super-Villains

KNOWN POWERS:

Mental Control: Grodd may exert
Remarkable Mental Control.
Targets may resist with a Psyche
FEAT roll against power rank

Matter Manipulation: Grodd has the
Excellent ability to manipulate
matter.

Mental Blast: Excellent intensity
Mind Probe: Amazing intensity Mind
Probe

Mind Shield:  Gorilla Grodd may
shield his mind with Amazing ability
Personality Transfer: Grodd may
transfer his personality to another
individual's body with Remarkable
ability. The target may resist the
transference with a power-rank
Psyche FEAT. Once transference is
completed, the victim may continue
to resist with a Psyche FEAT every
other round, with —1CS to their own
Psyche score

Telekinesis: Grodd has Excellent
rank telekinetic powers

Telepathy: Amazing strength
Telepathy, allows Grodd to read
minds, or project his own thoughts to
others

ROLE-PLAYING NOTES:
Grodd is supremely arrogant about
the power of his evolved intellect
and force-of-mind powers, lording
his superiority over “primitive”
humans. He still has a fierce animal
side, however, and indulges in sheer
bloodlust from time to time.




HISTORY:

Every family has its black sheep,
every society its outcasts. For the
peaceful simian civilization of Gorilla
City, it's Grodd.

Long ago, an alien starship crashed
in central Africa. Its pilot survived
and granted great intelligence to a
tribe of local apes. Two of their
number, Grodd and Solovar, devel-
oped mental powers as well. When
human explorers stumbled upon the

advanced hidden civilization built by
these apes, Grodd used his powers
to influence them to kill the alien,
allowing Grodd to wrest control of
Gorilla City. Solovar was able to
mentally contact and warn the Flash,
who defeated Grodd and thwarted
his plan to extend his power over the
entire world.

Since then, Grodd has been a sworn
enemy of both Solovar and the
Scarlet Speedster. He attempted to

“regain control over Gorilla City on a
number of occasions, and used his
force of mind” powers against the
Flash as well. Grodd’'s stated
ambition has always been the
subjugation - and often elimination -
of the human race and the
“elevation” of apes and other
animals to their “rightful” place as
rulers of the Earth, with himself as
their undisputed leader, of course.



STATISTICS:

F EX(20)

A TY(6)

S IN(40)

E AM(50)

R GD(10)

| GD(10)

P TY(6)
Health: 116 Str: 35
Karma: 26

Resources: IN
Popularity: -10
Height: Unrevealed
Weight: Unrevealed
Eyes: White

Hair: None

BACKGROUND
Real Name: Unrevealed, ‘Gorn’ is
the species name

Occupation: Starship Captain

Legal Status: Citizen of the Gorn
Hegemony

Identity: Publicly known

Place of Birth: Unrevealed,

Marital Status: Unrevealed

Known Relatives: Unrevealed

Base of Operations: Mobile
throughout space
Present Group Affiliation: Gorn

Hegemony

KNOWN POWERS:

Body Armor:  The Gorn’s thick
alligator-like hide that provides him
with Good protection from physical
attacks and Typical protection from
energy attacks.

Teeth. The Gorn can bite for
Remarkable Edged damage.

Claws: Remarkable Edged damage
Heightened Senses: The Gorn is
capable of following a scent with
Amazing ability. And while he
does not have true infravision, the
Gorn does possess night sight
sufficient to allow him to take no
penalties in normal darkness

Leadership, Martial Arts
Military Strategist,

Talents:
Weapons,
Wrestling

S

3

Equipment:

Disruptors: The side-arm of a Gorn
is an energy pistol which does
Incredible energy damage Bladed
Weapons: Gorn culture maintains
the ritualized use of a number  of
bladed weapons, including battle-
axes and broadswords, generally
made of Amazing strength material
that strike for +1Cs damage.

! N
ROLE-PLAYING NOTES:



HISTORY:

Gorn’s are reptilian humanoids of
comparable intelligence to humans,
as well as Starfleet-level technology.
Despite their intelligence, Gorn’s are
known for their savage and warlike

culture. Gorn’'s  were first
encountered when they attacked an
outlying Federation outpost,

although war was averted through
the intervention of the entity-like
‘Metrons.’



GOROSAURUS

STATISTICS:

IN(40)
EX(20)
ShX(150)
ShY(300)
PR(4)
PR(4)
PR(4)
Health: 560 Str: 150
Karma: 12
Resources: N/A
Popularity: -50
Height: 115°
Length: Unrevealed
Weight: 8,800 tons
Eyes: Red

Hair: None

VT AaAmMm»nrP

BACKGROUND

Real Name: Gorosaurus
Occupation: Giant monster
Legal Status: Inapplicable
Identity: Known to the
general public

Place of Birth: Mondo Island
Marital Status: Not applicable
Known Relatives: Presumably
others of his species

Base of Operations: Monster
Island, Japanese Isles

Present Group Affiliation: Has
partnered with Godzilla

KNOWN POWERS:

Body Armor: Unearthly resistance to
Physical and Energy attacks

Growth: Shift Z. Gorosaurus is
+4CS to be hit and —4CS to hit
unless facing similar-sized
opponents. Against smaller targets
he may cause Shift Z damage when
attacking

Tail-Smash:  Shift Y (200) blunt
damage

Claws: Gorosaurus’ Claws do
Unearthly Edged damage

Teeth: Shift Y (200) edged damage.
The Gorosaurus is an evolutionary
descendant of the Cretaceous
Tyrannosaurus, and retains the
exceptionally strong jaws
characteristic of the tyrannosaurs.
Any Kill result will result in the target
suffering a —1CS to their Endurance
roll.

Also, any target in Gorosaurus’ jaws ROLE-PLAYING NOTES:

is considered held with Shift' Y
(200) Grappling ability

Stomp: Shift Y Blunt damage. Both
feet together cause Shift Z damage



HISTORY:

The giant tyrannosaur eventually
dubbed ‘Gorosaurus’ was introduced
during Toho’s attempt at recreating
the original, 1933 King Kong versus
T. rex battle — a bout featured in
Kong’s second Toho film, ‘King Kong
Escapes.” Although killed by Kong,
Gorosaurus (or possibly another
member of the same species)

returned in a number of subsequent
films, mostly in cameos, except for
one prominent appearance when he
helped defeat King Ghidorah in
‘Destroy All Monsters. The most
straight-forwardly dinosaurian Kaiju
in the Toho pantheon — Gorosaurus’
design is closely based on the
Tyrannosaurus rex in  Rudolph
Zallinger's famous mural.



STATISTICS:

F TY(6)
A TY(6)
S PR4)
E EX(20)
R AM(50)
| RM(30)
P AM(50)
Health: 36 Str: 4
Karma: 130
Resources: UN
Popularity: 0
Height: 7’1"

Weight: 240 Ibs.
Eyes: Red (no visible pupils)
Hair: White

BACKGROUND

Real Name: En Dwi Gast
Occupation: Game Player
Legal Status: None

Identity: The Grandmaster’s
existence is unknown to the general
public

Place of Birth: Unknown planet in a
now-dead galaxy

Marital Status: Single

Known Relatives: None

Base of Operations: Unknown
planet in unspecified location
Present Group Affiliation: Elders
of the Universe

KNOWN POWERS:

Immortality: As an Elder of the
Universe, the Grandmaster
possesses an immortal body,
immune to cellular deterioration and
conventional harm (disease,
penetration wounds, etc.) NOTE: at
one time, due to his dealings with
Mistress Death, the Grandmaster
and the Elders were completely
immune to death; this has since
been revoked.

Invulnerabilities: The Grandmaster
has Class 1000 Invulnerability to
heat, cold, energy, electricity,
radiation, toxins, disease, and aging.
Cosmic Energy Control: The
Grandmaster has this power at Shift
X rank and has developed several
power stunts.

*Resurrection of dead mortal beings.
*Death-power: the victim must make

an Endurance FEAT against ShiftX
Intensity or lose Endurance ranks.
*Temporary Bestowal of resurrection

and/or death-touch powers to
mortals, at Unearthly rank. If the
mortal does not use the power within
1-10 minutes, he himself dies.
*Teleportation  across dimensions,
time, or space of himself, other
people, or objects, as Shift X rank.
*Energy or Force Blast at ShiftX rank
*Force Field of Shift X rank
*Destruction of a Planet by means
not yet revealed.

*Permanent Bestowal of
superpowers on mortals (such as
the  Squadron  Sinister) after
following a pattern (such as
Squadron Supreme).

EQUIPMENT:

The Grandmaster has a wide array
of technology available to him,
including a Computer Database with
which he is mentally connected at all
times.

At one time, he also possessed the
Mind Infinity Gem.

ROLE-PLAYING NOTES:

Like all the Elders, the
Grandmaster's immorality is linked
to a single pursuit, in the

Grandmaster’s case he lives for the
wager, devoting his existence to
games of chance.



HISTORY:

Mortals know no more of the Grand-
master’s origin than any other Elder.
It is known that he has spent his
long life pursuing amusement
through gambling. He has mastered
all known games in the universe,
and now spends much of his time
devising his own tournaments and
contests. The stakes for such
games usually involve life or death.
The Grandmaster has visited Earth
and alternate Earths many times to
utilize its heroes in his contests. The
Squadron Supreme, the Avengers,
and the Defenders have all

participated in such contests.

Perhaps the Grandmaster's most
significant game occurred when he
challenged Death herself to a
contest. The Grandmaster was
deeply disturbed over the death of
his fellow Elder, the Collector.
Unable to use his own powers to
resurrect immortals, the
Grandmaster proposed a game in
which the prize for his victory would
be the Collector’s resurrection, and
the penalty for loss would be his own
life. The Grandmaster won, but
Death revealed that the Collector
could only be resurrected at the cost

of the Grandmaster’s life. Compelled
by his own sense of gamesmanship
to see the contest to the end, the
Grandmaster agreed and entered
Death’s realm,

The Grandmaster then challenged
Death to another game — somehow
convincing Death that the penalty for
losing should be that he and all the
other Elders of the Universe would
be barred from Death’'s realm
forever. Death agreed and the
Grandmaster ‘lost’ his first game in
many years. And as a result, he and
the other Elders cannot die — even if
they wish to.



STATISTICS:

BEYOND-2
BEYOND-2
BEYOND-2
BEYOND-2
BEYOND-2
BEYOND-2
BEYOND-2
Health: Unlimited
Karma: Unlimited
Resources: Unlimited
Popularity: Unlimited
Height: Variable
Weight: Variable
Eyes: Variable

Hair: Variable

VT AaAmMm»nrP

Str: BY-2

BACKGROUND

Real Name: The Great Evil Beast,
The Great Darkness, The Shadow of
Evil
Occupation:
Creation
Legal Status: Not Applicable
Identity: The existence of the Great
Evil Beast is not known to the
general population of Earth

Place of Birth: Created
simultaneously with the DC
Megaverse

Marital Status: Not applicable
Known Relatives: The Presence
(Creator)
Base of
Megaverse
Present Group Affiliation: None

Counterforce to

Operations: DC

KNOWN POWERS:

Omnipotence: When the Presence
created the DC Megaverse, in the
moment he said, “Let There Be
Light” the Great Evil Beast was
created as a darkness that was the
equal and opposite of that light -
in effect, the counter force opposite
all of DC Creation, wielding the full
power of the DC Mega-verse, a
force equaled only by the Marvel/DC
Brothers and exceeded only by the
Presence itself. The Great Evil
Beast can use any of the Powers
listed in the Marvel Universe books
they see fit at Beyond Level 2 ability.
NOTE: The Presence eventually
absorbed the Great Evil Beast into

His/Itself,

allowing
Entity to become one with the rest of
His/Its Creation. However, the Great

Evil Beast's current status is
unknown since the Presence has
apparently left the DC Megaverse
behind and has abdicated His/Its
Throne to His/lts niece, the half-
human daughter of Archangel
Michael, Elaine Belloc

the Darkness ROLE-PLAYING NOTES:



HISTORY:

The Great Evil Beast, also known as
The Great Darkness or The Ultimate
Darkness, was created the moment
God/The Presence uttered the
words "Let there be light",
incarnating everything opposing the
light; still, it was but a newborn
entity, and was easily put to rest in
its own realm. As the Great
Darkness, it is mentioned as a mass
of infinite darkness threatening Hell
itself. When the earth-shattering
events of the Crisis on Infinite Earths
struck, a group of mystic madmen
calling themselves the Brujeria
attempted to conduct a mystic ritual
to contact the Great Darkness;
unsurprisingly, things went awry and

the entity awoke as a furious Beast,
unknowing of its own power and
confused about its existence.

It ended up encountering a number
of mystical heroes (Etrigan, Dr. Fate,
the Spectre), who unwittingly
angered the Beast and directed it
against Heaven. They did this
unknowingly, despite their best
intentions; Etrigan taught it Darkness
was Evil, Dr. Fate told him that Evil
was Despisable, and the Spectre
instructed it with the concept of
Revenge. Infuriated, the being
sought to assault Heaven to demand
answers from the Presence as to its
existence, trampling all it crossed
paths with. This power was so vast,
it caused Hell's three main figures -

Lucifer, Azrael and Beelzebub - to
form a triumvirate to defend
themselves should the Great
Darkness decide it wanted Hell as its
realm. A different faction, led by the
Demons Three, banded together to
follow the Darkness, whom they saw
as the ultimate evil.

However, when the Darkness
reached the gates of the Heaven'’s
Silver City, it extended its hand, and
the unforeseen occurred - the
Presence offered His own Hand, and
when they touched, both the ultimate
light and the supreme dark merge,
forming the perfect balance as a
form of Yin/Yang.



STATISTICS:

RM(30)
RM(30)
GD(10)
EX(20)
GD(10)
EX(20)
RM(30)
Health: 100  Str: 9
Karma: 90
Resources: IN
Popularity: 20
Height: 5117
Weight: 185 Ibs.
Eyes: Green
Hair: Blond
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BACKGROUND

Real Name: Oliver Queen
Occupation: Adventurer Florist,
Deliveryman, Former Businessman,
Legal Status: American Citizen with
no Criminal Record

Identity: Secret

Place of Birth: Star City, WA
Marital Status: Single

Known Relatives: Parents
(deceased), Conner Hawk, (Green
Arrow I, son)

Base of Operations: Star City, WA
Present Group Affiliation: The
Justice League of America

KNOWN POWERS:

Oliver has no superhuman powers;
all of his abilities are related to his
natural physical abilities, his trick
arrows and his skill with a Bow
Equipment:

Bow: Green Arrow’s Bow can fire up
to three arrows per round, for a
distance of seven areas. Although,
Oliver  traditionally = used an
assortment of trick arrows, he has
recently fallen back to more
traditional bladed and blunt arrows
that do  Good blunt, and edged
damage respectively. Among his
cache of trick arrows, some of the
most common were:

*Acetylene Torch: Remarkable Heat
damage

*Acid: Monstrous Strength

*Bola: Remarkable entangling attack
*Boomerang: Causes the arrow

to return the following round

*Boxing Glove: Remarkable blunt
damage

*Cable: Incredible strength material
*Electric: Amazing damage
*Flare: Good Light,
Blinding

*Grenade: Amazing damage
*Magnetic: Incredible adherence to
metal, can carry other arrowheads
*Net: Incredible Entanglement
*Sonic: Excellent sonic generation
*Smoke: Excellent Intensity
Darkness in 1 area

*Suction Cup: Remarkable

*Tear Gas: Incredible, 1 area

Amazing

ROLE-PLAYING NOTES:
Green Arrow is famous for his often-

abrasive attitude and his leftist
politics. He shoots his mouth off as
freely as his bow, with verbal aim
and arrows just as precise. He
fiercely (and loudly) defends people
and causes he believes in and has a
real sympathy for the downtrodden
and often-ignored members of
society



HISTORY:

Heir to the Queen family fortune and
business empire, Oliver Queen was
initially far more interested in thrill-
seeking political activism, which led
to him being attacked and thrown
overboard by smugglers on the high
seas. He managed to make it to a
deserted tropical island, where he
was forced to develop survival skills,
including cultivating his knack for
archery. When he discovered the
smugglers were using the island for
a base, Queen used his makeshift
bow and arrows to defeat them and
return to the outside world.

Inspired by his experience, Oliver
adopted the costume and name of
‘Green Arrow’ and became a crime
fighter, investing his considerable
wealth into an arsenal of trick arrows
as well as resources like the
“Arrowcar” and “Arrowplane.” He
also took on the orphaned Roy
Harper as his ward and trained him
to be his sidekick, Speedy.
Eventually, Oliver lost his fortune

due to his relative naiveté with
business affairs and his focus on his
crime fighting alter ego. His leftist
politics increasingly came to the
fore, particularly while working with
straight-laced friend and fellow hero
Hal Jordan (See entry for: Green
Lantern), Queen was also
confronted with some harsh realities
when he learned his former ward,
Roy Harper, was a heroin addict.
After a time working as a liberal
newspaper columnist and a failed
mayoral run in Star City, Green
Arrow moved to Seattle with Black
Canary (See entry for: Black
Canary). He abandoned his trick
arrows in favor of traditional broad
head arrows and even used deadly
force against criminals on occasion.
Life away from Star City and Green
Arrow’s new crime fighting persona
put a severe strain on Oliver and
Dinah’s relationship, and they
eventually separated.

After infiltrating an eco-terrorist
group known as the Eden Corps,

Green Arrow sacrificed his life to
prevent them from setting off a bomb
to destroy Metropolis. A notorious
ladies’ man, Oliver has fathered two
known children, his son Robert (with
the assassin Shado) and Connor
Hawke, who took on the mantle of
Green Arrow for a time after his
father’'s death.

Hal Jordan, while possessed by the
Parallax fear-entity, later resurrected
Oliver as part of a misguided effort
to “fix” prior mistakes. Initially
suffering from partial amnesia, Oliver
returned to his old haunts in Star
City. He adopted a new ward, Mia
Dearden, who later took on the
mantle of Speedy. He also regained
a considerable personal fortune, and
even succeeded in becoming mayor
of Star City for a time. Green Arrow
also eventually reunited with and
finally proposed to his long-time

flame, Black Canary and the two
were married, although  the
tumultuous couple has since

separated once again



STATISTICS:

EX(20)
RM(30)
IN(40)
IN(40)
RM(25)
GD(10)
EX(20)
Health: 130 Str: 35
Karma: 55
Resources: EX
Popularity: -10
Height: 5’117
Weight: 185 Ibs.
Eyes: Blue

Hair: Red-brown
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BACKGROUND

Real Name: Norman Osborn
Occupation: Businessman,
Professional Criminal

Legal Status: American Citizen with
a Criminal Record

Identity: Secret
Place of
Connecticut
Marital Status: Widowed

Known Relatives: Harold Osborn
(son, deceased), Emily Osborn
(wife, deceased)

Base of Operations:
City, New York
Present Group Affiliation:
Order of Goblins

Birth: Hartford,

New York

The

KNOWN POWERS:

Regeneration: The Goblin has
Excellent Regeneration, although
the effect is not instantaneous,
sometimes taking several hours
before going into effect

Equipment:

Body Armor: The Green Goblin
wore a suite of insulated chain
mail that gave him Excellent
protection from Physical and Force
attacks, and Remarkable protection
from Energy attacks

Goblin Glider: The Goblin’s mode of
transport was a glider with Incredible
control, Typical Speed, made of
Good Material

Weapons Systems: Norman Osborn
invented many weapons. The

following are some of his more
standard armaments:

*Pumpkin  Bombs: Explode for
Excellent damage upon contact up
to two rounds after thrown

*Goblin Grenades: Made out of light
rubber to resemble ghosts in the air,
they can be filled with Smoke
charges, Incredible intensity
knockout gas, Incredible intensity
incendiary material, or a special gas
that reduced Spider-man’s Spider
Sense to Poor for up to 24 hours

Throwing Bats: Blades fashioned in

the shape of bat wings that do
Good Edged throwing damage

Blast Gloves: The Green Goblin
wore gloves that did Remarkable
Energy damage to any target within
two areas

Talents: Norman Osborne has the
Business talent as well as
Chemistry, Electronics, and

Throwing skills



ROLE-PLAYING NOTES:
As Norman Osborn, he is
businesslike, ruthless, calm and

collected, methodical and exacting.
As the Goblin, he is maniacal and
clinically insane. In recent times,
(possibly due to his death and
resurrection, or perhaps simply to
the maturity of age), there has been
a blurring of the personalities, as
Norman Osborn now remembers his
episodes as the Goblin, and the
Goblin has adapted Osborn’s calm,
methodical nature.

HISTORY:
Norman Osborn, co-owner of a
chemical firm, came across his

partner's chemical formula that to
increase a person's intelligence and
physical strength. Osborn decided to
try the formula on himself. When he
did, it turned green and exploded.
The chemical succeeded in
increasing Osborn's intelligence, but
at the price of his sanity. He
fashioned a green suit, after the
color of the formula, and named
himself the Green Goblin. He began
infiltrating the criminal network of the
city and became a well-known
participant in many underworld
schemes. Osborn’s increased
intelligence produced many
exacting, well-planned  criminal
activities. Only the continued
meddling of Spider-Man kept most of
his plans from succeeding.

One of the threats that the Goblin
constantly posed to Spider-Man was
that the villain had discovered
Spider-Man's true identity. Only the
unstableness of Osborn's sanity kept
the world from learning that Peter.
Parker is Spider-Man. At the end of

most climactic battles with Spider-
Man, the knowledge that Norman
Osborn was the Green Goblin was
forgotten completely

After plaguing Spider-Man for many
years, Norman Osborn's career as
the Green Goblin came to an abrupt
halt when he was killed in battle after
himself killing Spider-Man's
girlfriend, Gwen Stacy, by knocking
her off of the George Washington
Bridge. The Goblin was then
accidentally impaled on the front of
his own goblin glider.

The legacy of the Green Goblin
continued, however, with his son,
Harry, who eventually died trying to
fill his father's shoes as the Goblin.
A series of other criminals have
adapted the Goblin’s methods and
equipment, taking the moniker
‘Hobgoblin® — with one becoming
demon-possessed, as the
‘Demogoblin’.

Norman Osborn eventually
resurfaced. It turned out his
regenerative ability returned him to
life, and he has come back to plague
Spider-Man anew.



GREEN LANTERN (HAL JORDAN) ‘

STATISTICS:

EX(20)
EX(20)
GD(10)
GD10)/MN(75)
GD(10)
RM(30)
AM(50)
Health: 60/125 Str: 8
Karma: 160
Resources: GD
Popularity: AM
Height: 6’

Weight: 186 Ibs.
Eyes: Brown
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Hair: Brown

BACKGROUND

Real Name: Hal Jordan
Occupation: Test Pilot, Green

Lantern of Sector #2814 (Earth)
Legal Status: American Citizen with
no Criminal Record

Identity: Secret

Place of Birth: Coast City

Marital Status: Single

Known Relatives: Martin Jordan
(father), Jim and Jack (brothers)
Base of Operations: Mobile,
Formerly Coast City

Present Group Affiliation: The
Justice League of  America,
Guardians of the Universe

KNOWN POWERS:

Hal has no superhuman powers; all
his powers come from his Power
Ring

Equipment:

Power Ring: A Green Lantern’s
Power Ring is made of Shift Z
material and provides its wielder with
the following abilities, each at an
intensity equal to twice the wielder’s
Psyche:

*Force Blast

*Kinetic Blast

*Force Field

*Create Objects: The ring may
create solid objects out of force,
usually in the shape of simple
objects or shapes — giant arrows,
fists, etc. — although the wielder may
create more complex shapes or
even devices as long as he

understands the mechanics of the
object he is creating (determined by
Reason FEAT):

*Energy Sheath: The Ring’s wielder
is protected by a life-sustaining aura
that provides the equivalent of
Psyche-rank Invulnerability

*Ability Boost: Any power or ability
may be temporarily with a Psyche
FEAT, at -2CS against Psyche for
every +1CS gained. Failure requires
a second Psyche FEAT roll to
determine whether the Ring has
shorts out for the next 1 to 10 turns.
NOTE: The following are also
standard abilities for a Ring Wearer,
independent of Psyche, although a
wielder may also raise them with
Ability Boost:

*Astral Form: The Ring may create
an "energy twin" of its wielder, with

which their spirit may traverse the
universe in astral form at Class 5000

speeds. While traveling in astral
form, the wielder’s body is protected
by the Ring’s defenses

Emergency Beacon: A Green
Lantern in distress can use the Ring
as a Class 1000 emergency beacon
The alert can be directed to a Green
Lantern's neighboring sector, or it
can be a Corps-wide alert.

*Energy Absorption: Unearthly ability
to absorb and utilize all forms of
energy

*Energy Detection: Unearthly ability
to detect all forms of energy, in all
spectrums

*Flight. Unearthly within a planetary
atmosphere, Class 3000 in space
*Homing Beacon: A homing beacon
in the power ring can lead one



GREEN LANTERN (HAL JORDAN)

Green Lantern to another.
*Invisibility: Monstrous

*Life-Sense: Class 1000

*Life Support: Unearthly

*Mental Hologram: A Power Ring
may play back a subject’'s memories
in the form of a three-dimensional
hologram. A subject must be
agreeable or else the effort requires
a red Psyche FEAT.

*Recall: Monstrous

*Regeneration: Good

*Spirit Travel: Class 2000
*Universal Translator: Monstrous
Limitations:  The Power Ring is
completely useless against the color
yellow. It also must be recharged
every 24 hours with the lantern-
shaped power battery

ROLE-PLAYING NOTES:

Like his father, Hal has “the right
stuff.” He’s a daring pilot and while
he sometimes has trouble with
authority, he also has a great sense
of personal loyalty. People are more
important to him than institutions or
rules. His will is unshakeable, as is
his determination to do the right
thing, no matter what. This
sometimes gets Hal into trouble as
he’s willing to do what he feels is
right, regardless of orders from
higher-up. Only his consistent
success has managed to save him

from the consequences of his
willfulness. His never-say-die
attitude tends to make Hal

surprisingly light-hearted and witty,
even in the face of overwhelming
odds.

HISTORY:

Hal Jordan’s father Martin was the
bravest man he knew: the kind of
pilot who had “the right stuff,” as
they said. Still, it didn’t keep Martin
Jordan’s plane from going down in
flames. Young Hal was determined
to follow his dad into the air, joining
the U.S. Air Force, and eventually
becoming a maverick test pilot.
Jordan’s tendency towards
insubordination and recklessness
got him into trouble on more than
one occasion.

While working for Ferris Aircraft, Hal
was suddenly transported to an
isolated area of desert. There he
found a dying alien, Abin Sur, a
member of the Green Lantern
Corps, an interstellar organization of
law enforcers. Abin Sur explained
that Hal had been chosen as the
next wielder of Sur's power ring,
having “the ability to overcome great
fear.” Taking the ring, Hal became
the new Green Lantern of space
sector 2814 (containing Earth).
Almost immediately, he began
training as a member of the Green
Lantern Corps, under the guidance
of veteran Lanterns Kilowog and
Sinestro. During this time, Jordan
discovered Sinestro’s dictatorial rule
over his home planet of Korugar and
exposed it to the Corps. Sinestro
was stripped of his ring and exiled to
the anti-matter world of Qward,
becoming a sworn enemy of the
Green Lantern Corps and of Earth’s
new Green Lantern in particular.

Possibly Sinestro’s greatest scheme
against his arch-foe opened Jordan
up to possession by the fear-entity
Parallax trapped within the Central
Power Battery on Oa. Under
Parallax’s influence, Hal Jordan
went mad and destroyed the Green
Lantern Corps, but the survival of a
single power ring allowed Kyle
Rayner to act as the torch-bearer of
the Corps until such a time as it
could be  restored Jordan’s
tremendous willpower enabled him
to force Parallax to use its power to
save Earth’s sun from being
consumed by a sun-eater. His spirit
was bonded to the Spectre for a
time, but Hal Jordan was not meant
to be an agent of vengeance and
found a way to rejoin body and soul,
taking up the mantle of Green
Lantern again and helping to rebuild
the Corps and his home of Coast
City.

Hal played a key role in the
prophesized “War of Light” between
the different Lantern corps and in the
Blackest Night, when the
embodiment of death attempted to
snuff out all light and life throughout
the cosmos. He has been and re-
mains a controversial figure in the
Green Lantern Corps, known for his
innovation and determination but
also his issues with authority and his
willfulness even towards the
Guardians of the Universe (See
entry for Guardians of the Universe:
Ganthet).



GREEN

STATISTICS:

EX(20)
GD(10)
GD(10)
EX(20)/AM(50)
EX(20)
RM(30)
AM(50)
Health: 60/90 Str: 8
Karma: 100
Resources: GD
Popularity: AM
Height: 5117

Weight: 175 Ibs.
Eyes: Dark-green
Hair: Black
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BACKGROUND

Real Name: Kyle Rayner
Occupation: Freelance  Artist,
Green Lantern of Sector #2814
(Earth)

Legal Status: American Citizen with
no Criminal Record
Identity: Secret
Place of Birth:
California

Marital Status: Single

Known Relatives: None

Base of Operations: New York City
Present Group Affiliation: The
Justice League of  America,
Guardians of the Universe, New
Titans

Los Angeles,

KNOWN POWERS:

Kyle has no superhuman powers; all
his powers come from his Power
Ring

Equipment:

Power Ring: A Green Lantern’s
Power Ring provides its wielder with
the following abilities, each at an
intensity equal to twice the wielder’s
Psyche:

*Force Blast

*Omni-Power

The following are also standard
abilities for a Ring Wearer, the ranks
being independent of Psyche:
*Comprehend Languages:
Monstrous

*Flight: Class 1000

*Invulnerability: Monstrous
*Life-Sense: Class 1000

*Recall: Monstrous
*Regeneration: Good
*Sealed Systems: Amazing
*Spirit Travel: Class 2000

Limitations: The Power Ring is
completely useless against the color
yellow. It also must be recharged
every 24 hours with the lantern-
shaped power battery.

LANTERN (KYLE RAYNER) \

y

ROLE-PLAYING NOTES:

Despite being called into action as a
Green Lantern almost by accident,
Kyle Rayner has acquitted himself
well and often in the field. His
defining traits, besides the strength
of will common to all Green
Lanterns, are his creativity as an
artist and his integrity.



GREEN

LANTERN (KYLE RAYNER)

HISTORY:

Kyle Rayner was a struggling
freelance graphic artist living in Los
Angeles when Ganthet, the last
surviving Guardian of the Universe,
appeared and gifted him with the last
Green Lantern power ring. Ganthet
did not seem to have any particular
reason for choosing Rayner for this
great honor, beyond the fact that he
was there (Ganthet’'s words at the
time were “You shall have to do”).
Since then, though, Kyle Rayner has
acquitted himself well, proving to be
one of the most impressive of all of
the Lanterns.

Rayner took up the mantle of the
Green Lantern in the wake of Hal
Jordan’s rampage, which left the rest
of the Corps dead. One of his first
trials as Green Lantern, in fact, was
battling Hal Jordan (possessed by
the fear entity Parallax). He won that
fight, returned to Earth, and joined
the JLA, winning the respect of such
luminaries as the Flash, Alan Scott,
and Batman.

Following his battle with Oblivion,
Rayner became the omnipotent

being called lon. As lon, he was able
to control and influence events
everywhere, but instead of keeping
this power, he chose to revive the
Lantern Battery on Oa and create a
new Green Lantern Corps.

Kyle was himself possessed by
Parallax for a time. Sinestro used a
moment of fear—by stating that
Rayner was responsible for his own
mother’s death—

to allow Parallax the moment of
doubt it needed to take over Kyle’s
mind. Rayner wound up stuck inside
his own consciousness, able to
watch as Parallax attacked those he
loved, including the family of Hal
Jordan. During all of this, Rayner
saw a painting, and with
the help of John Stewart and
Guy Gardner, he came to realize
that his mother was the artist who
created it.

This ray of hope, combined with
assistance from Hal Jordan (whom
Parallax had also absorbed) allowed
Rayner to fight back and separate
himself from and defeat the fear
entity. After this experience, Rayner

was inducted into the Honor Guard,
but no longer carried the lon Force.
He and Guy Gardner relocated to
Oa to better fulfill their duties as
special investigators for the Corps.
Rayner had a longstanding (though
inconsistent) romantic relationship
with Jade, the daughter of Alan
Scott, the Golden Age Green
Lantern. Rayner even proposed to
her at one point (using a Green
Lantern power ring, no less), and
although she declined this proposal,
she remained close to him. Jade
died during the Rann-Thanagar War,
but during the events of Blackest
Night, her body was resurrected as
one of the Black Lantern Corps. She
tried to seduce Rayner, but he saw
through her ploys and attacked her.
Rayner eventually wound up
sacrificing himself to protect the
Central Power Battery from the
Black Lanterns. Through the efforts
of the Star Sapphire Corps,
however, Rayner was revived, and
fights on as the Torchbearer of the
Green Lantern Corps.



STATISTICS:

GD(10)/FB(2)
EX(20)/PR(4)

PR(4)/FB(2)
GD(10)/PR(4)

GD(10)

GD(10)

RM(30)

Health: 44(12) Str: 4(1)

Karma: 50

Resources: NA

Popularity: -10(+2 as Mogwai)
Height: 2’3" (12" as Mogwai)
Weight: 25 Ibs. (5 Ibs. as Mogwai)
Eyes: Red (Brown as Mogwai)

Hair: Usually none, sometimes
White (Brown and White as Mogwai)

TTAAmMmn»m

BACKGROUND

Real Name: Gremlins/Mogwai
Occupation: Inapplicable

Legal Status: Inapplicable

Identity: Gremlins are believed to
be legend

Place of Birth: Unknown

Marital Status: Inapplicable

Known Relatives: Other Gremlins
Base of Operations: Anywhere
they breed.

Present Group Affiliation:
Gremlins

The

KNOWN POWERS:

‘The Three Rules’: Gremlins start
life as Mogwai, deceptively cuddly
little creatures, but anyone in their
care must be careful to abide by the
following three rules:

*Keep Them Out Of The Light:
Gremlins and Mogwai are both
hyper-sensitive to light. Smaller light
sources, such as a flashlight will
cause pain and blinding. Direct
sunlight will cause Remarkable
burning damage and is usually fatal
*Don’t Get Them Wet”.
Gremlins/Mogwai replicate
asexually, via contact with water. A
single drop of water will replicate up
to five offspring. Total emersion can
produce a hundred or more. All
such replicated offspring will grow to
full adulthood within minutes

*And Never, Ever, Feed Them After
Midnight’: Feeding a Mogwai

the
The

will

after
transformation into a Gremlin.
creature will cocoon into a hard,

midnight cause

leathery egg-like shell, and the
metamorphosis takes
approximately twelve hours, after
which the creature will emerge as a
full-grown Gremlin. Gremlins gain
the following abilities:

Teeth and Claws: Gremlin’s teeth
and claws can strike for Poor Edged
damage.

Wall  Crawling: Gremlins
Incredible Wall-Crawling.

have

Talents:
Acrobatics, Gadgetry

ROLE-PLAYING NOTES:

Gremlins in all stages are
mischievous, although they become
outright malevolent after their
transformation. Gizmo seemed
unique as a Mogwai, who pointedly
did not want to become a Gremlin.



HISTORY:

While searching for a Christmas
present for his teenage son,
inventor/salesman Randall Peltzer
discovers a small, furry creature
called a Mogwai in an antique store
in  Chinatown. The storeowner
refuses to sell the Mogwai on the
grounds that owning one is too great
a responsibility. However, as
Randall is leaving the store, the
owner's grandson sells Randall the
creature, stating his family needs the
money. The boy gives Randall three
specific instructions in caring for the
Mogwai: never expose it to bright
light (especially sunlight, which will
kill it); never get it wet; and, most
importantly: never, ever feed it after
midnight. Randall takes the Mogwai
to his family in the town of Kingston
Falls; being an inventor, he names
the creature "Gizmo".

The following evening, Randall gives
Gizmo to his son Billy and tells him
the three rules he must obey. A
glass of water is accidentally spilled
on Gizmo, causing him to convulse
and produce five new creatures from
his own body. One of the creatures,
dubbed Stripe for his white quaff of
hair, acts as their leader, but is very

hostile to Gizmo. Curious to learn
more about the Mogwai, Billy takes
Gizmo to his science teacher, Mr.
Hanson, and produces a sixth new
Mogwai. Leaving the new Mogwai
with Mr. Hanson, on which he will
conduct tests, Billy returns home,
and the other five creatures trick him
into feeding them after midnight by
biting the cord of his alarm clock. In
the morning, Billy discovers the
creatures have turned into cocoons.
Gizmo, having virtuously refused the
food earlier, remains unchanged.

In the meantime, the sixth creature
steals Hanson's sandwich and
cocoons itself. Later, it hatches and
breaks out of its cage, hiding in the
dark corners of the room. Hanson
tries to reason with it and bribe it
with a candy bar, but the creature
eats it and his hand. Billy arrives and
finds the Mogwai has turned into a

reptilian monster. Elsewhere, the
other Mogwai have hatched into
"gremlins", mischievous reptilian

monsters with sharp teeth and
claws. They attack Billy's mother,
who is able to escape with Billy's
help, and the gremlins are Kkilled.
Stripe escapes and leaps into a
swimming pool, creating hundreds of

new gremlins who go on a rampage
throughout town. Billy and Gizmo
rescue Billy's girlfriend Kate Beringer
when the gremlins overrun the local
tavern where she works. In a lucky
break, Billy, Kate, and Gizmo
discover  the gremlins have
temporarily stopped their rampage
and have assembled in the local
movie theater to watch Snow White
and the Seven Dwarfs. The three set
off an explosion that Kkills the
gremlins and destroys the theater,
but their celebrations are cut short
when Kate spots Stripe in the
window of a nearby Montgomery
Ward store.

Billy follows and battles Stripe, who
leaps into a water fountain intending
to multiply again. Before he can
multiply, Gizmo opens a set of
window blinds, causing sunlight to
pour into the store, killing Stripe. As
the Peltzers recover from the
rampage, the antique store owner
arrives to claim Gizmo, claiming that
the Western world is not yet ready
for the responsibilities that come
with caring for a Mogwai, but that
Billy may someday be ready to
properly care for Gizmo



GUARDIANS OF THE UNIVERSE (GANTHET) ‘

STATISTICS:

F GD(10)

A GD(10)

S PR4)

E UN(100)

R MN(75)

| MN(75)

P Shz(500)
Health: 124 Str: 3
Karma: 650
Resources: CL1000
Popularity: 0

Height: Variable
Weight: Variable
Eyes: No visible irises
Hair: White

BACKGROUND

Real Name: Ganthet
Occupation: Guardian
Universe

Legal Status: Inapplicable
Identity: Ganthet’'s existence is not
known to the general public

Place of Birth: Oa

Marital Status: Single

Known Relatives: The Guardians of
the Universe (Brothers and Sisters)
Base of Operations: Oa
Present Group Affiliation:
Guardians of the Universe

of the

The

KNOWN POWERS:

Body Armor: Ganthet has Unearthly
protection from physical and energy
attacks. Class 1000 resistance to
Heat, Cold, Disease, Corrosives,
Toxins, and Radiation

Flight: Unearthly within a planetary
atmosphere, Class 3000 in space
Force Manipulation: Ganthet has
the Shift Z (500) ability to manipulate
Oan energy for force fields, force
and energy attacks. He may also
create energy constructs like those

used by the Green Lantern Crops
Regeneration: Incredible
Regeneration

Astral Form: Like the other

Guardians, Ganthet may create an
"energy twin" with which his spirit
may traverse the universe in astral
form at Class 5000 speeds
Telepathy: Ganthet has Class 3000
Telepathy

Central Power Battery:

Perhaps the Guardians’ most
impressive  achievement is the
enormous Central Power Battery on
Oa. It provides the energy that
powers the rings of the Green
Lanterns scattered across the
cosmos. The Battery is created of
Class 5000 material and has
Energy Absorption Powers of Class
5000 rank.

ROLE-PLAYING NOTES:



GUARDIANS OF THE UNIVERSE (GANTHET)

HISTORY:

Billions of years ago, a blue-skinned
sub-race on the planet Maltus,
evolved into immortal, hyper-
intelligent beings; these proto-
Guardians set up a utopian society
dedicated to knowledge and
scientific research. But the one
known as Krona went too far in
attempting to uncover the universe’s
beginnings, fracturing reality;
multiple  other universes were
spawned, the walls between life and
death were weakened, and evil grew

in strength. Krona was banished into
limbo, and the other immortals
swore to protect the primary

universe from what their kinsman
unleashed. They relocated to Oa, at
the center of known space, and set
themselves up as the Guardians of
the Universe.

The  Guardians created the
Manhunter androids to patrol the
star-ways, programming them to
hunt down and defeat evil. But
though the Manhunters served ably
for untold generations, their design

proved flawed: in one horrific
instance, they committed genocide
against the 666 Sector, where they
deemed all intelligent life “evil.” They

eventually revolted against the
Guardians, and made war on their
creators. Defeated, they were

confined to Sector 3601, where they
still plot revenge.

Next, the Guardians turned to living
agents, first equipping the aliens
known as Hallas with uniforms,
power batteries, and energy pistols,
and swearing them to a code of
justice. In time the Guardians
learned to tap willpower itself,
manifested as brilliant emerald light.
The Oans constructed a gigantic
Central Power Battery and forged
the first, fabled green power rings.
Worthy ring-bearers were selected
from across the galaxy. Honest, fair,
and stalwart beings who were “born
without fear” became  Green
Lanterns, champions of interstellar
space. The Green Lantern Corps
have since established a reputation
without equal across the universe.

The Guardians divide known space
into 3600 sectors; two (previously
only one) Green Lanterns are
assigned to each sector, though
exceptions exist (up to seven of
them once operated in Earth’s
sector). The Green Lanterns prevent
planetary disasters, thwart
interstellar plunderers and pirates,
battle super-villains, and contain
other cosmic threats, but are
forbidden to interfere with the
internal governments of sovereign
worlds. Failure to abide by this rule
can result in banishment from the
Corps or more severe punishment;
when Sinestro of Korugar set himself
up as judge, jury, and executioner
on his world, the Guardians stripped
him of his honors and imprisoned
Sinestro on the Guardians & the
Green Lantern corps Qward. This
proved a mistake, as he made a
deal with the Qwardian Weaponeers
and returned to oppose the Green
Lantern Corps, armed with the first
yellow power ring.



GWANGI

STATISTICS:

F RM(30)

A GD(10)

S IN(40)

E UN(100)

R FB(2)

| FB(2)

P GD(10)
Health: 180 Str: 38
Karma: 14

Resources: Not Applicable
Popularity: -50

Height: 14’

Length: 30’

Weight: 7 tons

Eyes: Yellow

Hair: None

BACKGROUND
Real Name: Gwangi’ His genus-
species name is as yet unclassified,
but he is presumed to be a slightly

smaller modern descendant of
Tyrannosaurus rex
Occupation: Top Predator, giant

rampaging monster

Legal Status: Inapplicable

Identity: Publicly known to locals of
early 20th century New Mexico
Place of Birth: ‘The Forbidden

Valley’
Marital Status: Inapplicable
Base of Operations: The

‘Forbidden Valley,” an isolated Valley
located in early 1900’s New Mexico
Present Group Affiliation: None.

KNOWN POWERS:

Body Armor: Gwangi has Excellent
protection against Physical and
Energy attacks.

Teeth: Gwangi's jaws do Amazing
edged damage. Tyrannosaurs had
exceptionally strong jaws and any
Kill result will result in the target
suffering a —1CS to their Endurance
roll. Also, any target in Gwangi’s

jaws is considered to be held with
Amazing Grappling ability

Tail: Gwangi's tail can strike for
Amazing blunt damage

Stomp: Gwangi can stomp for
Amazing blunt damage

Tracking: Amazing Tracking ability

ROLE-PLAYING NOTES:

Gwangi was a highly energetic,
particularly aggressive creature,
attacking anything he happened to
come across, often not even
bothering to eat one kill — even one
as big as a Styracosaurus or an
elephant - before charging off after
something else. Gwangi was
extremely territorial as well.



HISTORY:

Gwangi was a remnant tyrannosaur-
species that managed to survive
until nearly modern times in an
isolated valley in a remote corner of
the Grand Canyon. The factors
resulting in the survival of Gwangi
and a number of other saurian
species has never been fully
investigated. The exact location of

the valley itself has been lost to time,
and it is presumed that most of the
remaining relic species were those
that were killed over the course of
events that led to the capture, and
eventual demise of Gwangi himself.
Gwangi was a somewhat lighter,
faster, and highly aggressive
species, perhaps changed even less
from ancestral tyrannosaurs than the

Vastatosaurus rex of Skull Island.
Interestingly, Gwangi was identified
as an allosaur in early reports, but
Professor Raymond Harryhausen,
probably the world’s leading expert
on the relic creatures of the ‘Lost
Valley’ has recently confirmed
Gwangi’s tyrannosaurian lineage.



HAN SOLO

STATISTICS:

EX(20)
EX(20)
GD(10)
EX(20)
GD(10)
GD(10)
EX(20)
Health: 70 Str: 8
Karma: 40
Resources: IN
Popularity: EX
Height: 6’1"
Weight: 185 Ibs.
Eyes: Brown
Hair: Brown

VT AaAmMm»nrP

BACKGROUND

Real Name: Han Solo

Occupation:  Pirate, Smuggler,
Captain of the Millennium Falcon
Legal Status: Correllian Citizenship
Identity: Publicly known

Place of Birth: Planet Correllia
Marital Status: Single

Known Relatives: None

Base of Operations: Mobile
throughout the universe

Present Group Affiliation: Partner
of Chewbacca the Wookie, Luke
Skywalker, tied to the Rebel
Alliance, has had past ties to the
Hutts of Tatooine

KNOWN POWERS:

Han Solo has no Superhuman
powers, relying solely on his
weapons and sheer foolhardy
courage.

Talents: Pilot, Marksmanship,
Weapons: Han Solo’s energy pistol

— ‘Blaster’ — does Incredible intensity
Energy damage

ROLE-PLAYING NOTES:

Han is the partner of Chewbacca the
Wookie, and his circle of contacts
include Luke Skywalker, Princess
Leia and the Rebel Alliance. Han
owes Jabba the Hut enough to have
every bounty hunter in the galaxy on
his tail.



HAN SOLO

HISTORY:

Han Solo is the overconfident
captain of the Millennium Falcon, a
Corellian pirate starship.
Accompanied by his  Wookie
companion, Chewbacca he plies his
mercenary trade outside the
restrictive laws of the Empire. At
times, his insanely reckless manner
pushes him into situations from
which only his foolhardy courage
can save him.

Han is drawn into the galactic
conflict for reward — enough cash to
pay off a debt to local gangster,

Jabba the Hut — although his basic
heroism is revealed at the end, when
he saves Luke Skywalker from Darth
Vader. His roguish nature is
frowned on by Obi Wan, and sort of
an older brother Luke, and his role
as both is  affirmed  when his
friction with Princess Leia is sparked
in the sequel into an affair — which at
the time was perceived by us in the
audience as hitting on his little
brother's girl — something what
would have played better had they
not simply eliminated the entire
conflict with the brother/sister retcon

of Luke and Leia. Ironically,
although the move ended up
influencing the series on a very
structural level, the Han/Leia
romance plot device was only
inserted to reinstate Han into the
main drama, as Lucas’ more low-
budget sequel ideas hadn’t required
any recurring characters besides
Luke and Leia — or robots and
villains in armor.

Oh yeah - in the famous cantina
scene with  Greedo, Jabba's
collector, Han shot first.



HANNIBAL LECTER

STATISTICS:

GD(10)
TY(6)
GD(10)
TY(6)
RM(30)
IN(40)
EX(20)
Health: 32
Karma: 90
Resources: FB(2)
Popularity: -20
Height: 510”
Weight: 175 Ibs.
Eyes: Blue (reflect red)

TTAAmMmn»m

Str: 7

Hair: Gray

BACKGROUND

Real Name: Dr. Hannibal Lecter
Occupation: Fugitive, Mental
Patient, (Formerly: Surgeon,
Emergency Room Doctor, Clinical
Psychiatrist, Necrologist, Forensic

Psychologist, Culinary Artist, Artist,
Musician, Library Curator)

Legal Status: United States Citizen
with a Criminal Record, judged
clinically insane

Identity: Publicly known

Place of Birth: Lithuania

Marital Status: Single

Known Relatives: Mischa Lecter
(sister, deceased), Count Robert
Lecter (uncle, deceased, Lady
Murasaki (aunt-by-marriage,
deceased)

Base of Operations: Mobile,
Former inmate of Baltimore State
Hospital for the Criminally Insane,
Formerly Florence, Italy

Present Group Affiliation: None.

KNOWN POWERS:

Doctor Lecter has no super-human
powers — all of his abilities are
through skill or cunning

TALENTS:
Artist (Sketching, Painting, Music),
First Aid, Languages (ltalian,

Russian, French, German), Martial
Arts D, Medicine, Psychology, Resist
Domination, Sharp Weapons,
Swordsman, Trivia (serial murder)

ROLE-PLAYING NOTES:

Lector's psychopathological ‘trigger’
is rudeness — particularly bullying
rudeness - prompting horribly
savage, murderous impulses, often
manifesting as human butchery and
cannibalism, made worse by the
cool intelligent mind that guides
these impulses. A more subtle
manifestation of his madness is his
gleeful joy in causing psychic agony,
and playing horrific jokes, such as
feeding human meat to unwitting
dinner guests, or convincing
someone to swallow their own
tongue or cut off their own face.
Hannibal Lector's social contacts
vanished after his conviction, but he
developed a relationship with Clarice
Starling, eventually corrupting her

and converting her to his madness,
joining him as a cannibal fugitive.
Early in his life, Lady Murasaki was
important to him, and as a child, he
was devoted to his sister Mischa,
whose murder was the root cause of
all his later psychopathology — after
she was killed for food by Nazi
panzers who invaded his family
house — and who fed her to young
Hannibal as well

Hannibal Lector was an extremely
intelligent, well-educated, and well-
cultured man of the most exquisite
tastes. He had professional level of
expertise in multiple fields. On top
of it was a sly, cunning, and a
penetrating aura of fear, which he
would often — and gleefully - turn to
his advantage.



HANNIBAL LECTER

HISTORY:

Silence of the Lambs ushered in the
new era of boogeyman — jettisoning
the supernatural for the
psychological; enter: Doctor
Hannibal ‘The Cannibal’ Lector (with
an excruciatingly diabolical portrayal
by Anthony Hopkins) — a mixture of
traits of different real-life serial
killers, with emphasis on the forensic

investigative  aspects.  Hopkins’
Lector was countered by Jodie
Foster's brilliant turn as Agent

Clarice Starling (the new genre’s
version of the Jamie Lee Curtis
babysitter). Lector's  brilliance
combined with a seeming total

villainy made him the most iconic
villain since Darth Vader, prompting
author Thomas Harris to write two
more sequels (and movie plans for
the prequel, Red Dragon — already
flmed once as Manhunter) -
although none of the follow-ups
carried the eerie power of Silence of
the Lambs. The horrible ending of
the novel version of Hannibal, where
Lector psychologically transforms
Starling into his cannibal consort,
wasn’t even allowed in Hollywood —
particularly as Starling had become
a popular feminist character - and it
was altered for the film version.
The series further wilted as Lector

eventually followed the pattern of
many popular villains, as he slowly
began to morph sympathetic, even
noble qualities —usually only killing
people who had it coming. A
psychological motivation for his
cannibalistic tendencies was also
retroactively applied — he had been
forced by Nazis to eat his own sister
as a child — again, diluting the
inexplicable madness that made the
original portrayal so frightening.
Nevertheless, Silence of the Lambs
retains a certain reverence - a
genuinely scary movie that endures
to this day.



HARLEY QUINN

STATISTICS:

RM(30)
IN(40)
GD(10)
EX(20)
IN(40)
EX(20)
RM(30)
Health: 100 Str: 8
Karma: 90
Resources: GD
Popularity: -5
Height: 52"
Weight: 110 Ibs.
Eyes: Blue

Hair: Blond

VT AaAmMm»nrP

BACKGROUND

Real Name: Dr. Harleen Quinzell
Occupation: Mental patient,
Criminal, Former Psychiatrist

Legal Status: American citizen with
a criminal record, legally insane
Identity: Known to authorities

Place of Birth: Gotham City, New
York

Marital Status: Single

Known Relatives: None

Base of Operations: Arkham
Asylum, Gotham City, New York
Present Group Affiliation: Love-
slave of the Joker, has partnered
with Poison Ivy

KNOWN POWERS:

Systemic Antidote:  Due to the
special drugs given to her by Poison
vy, Harley has Excellent resistance
to poisons, toxins and disease.
These drugs are also responsible for
her formidable physical attributes. If
the effects of these drugs were
somehow nullified, her Strength,
Fighting, and Endurance would be
reduced to Typical, and her Agility to
Good,

Talents:

Harley has the Medicine skill
(Psychiatry), and although she has
no formal training, she may be
considered to have the Acrobatics
skill as well

Equipment:

Working with the Joker, Harley uses
a wide variety of clown-themed
weapons, ranging from guns to
knives to explosives

ROLE-PLAYING NOTES:

Harleen Quinzel was once an up-
and-coming criminal psychologist
studying serial Kkillers, but her
exposure to the Joker and his
warped reality showed Harley Quinn
a whole different side to life. For
many years, she embraced the
idea that she could live as

hedonistically and selfishly as she
desired. Her recently established
relationships with Catwoman and
Poison lvy have prompted her to
examine that philosophy, and she
currently resides most often in the
gray zone between crime and the
law. She has helped the Batman and
Gotham police on several occasions,
and yet continues to commit criminal
acts on a whim—and most likely will
continue to do what makes her feel
happy, regardless if others think it's
right or good.



HARLEY QUINN

HISTORY:
When Gotham State University
graduate Dr. Harleen Quinzel

decided to accept an internship at
Arkham Asylum, it seemed like a
perfect pairing—a freshly minted
psychiatrist who specialized in serial
killers might be able to help the most
deranged of Gotham’s inmates. It
was while working at Arkham that
Dr. Quinzel met many of Gotham’s
most infamous Vvillains, but most
importantly, it was where she first
encountered the Joker.

It was during their one-on-one
sessions that Dr. Quinzel began to
fall in love with The Joker, gradually

being seduced to his point of view
until she helped him to escape
Arkham: not just once, but nearly
every time he was brought in. When
Dr. Quinzel herself finally was
captured as an accessory to the
Joker's escape, she too was
imprisoned in Arkham. She was
driven by the sight of a badly beaten
Joker to wear the red, black and
white harlequin costume and take
the name Harley Quinn.

During her years as the Joker’s
sidekick, she was imprisoned
multiple times in Arkham, often by
the Joker sacrificing her in order to
remain free himself. Despite this

abusive relationship, Harley Quinn’s
highest priority always was to rejoin
the Joker. It was after one of these
encounters, in which the Joker left
her for dead, that she was found by
Poison Ivy and nursed back to
health.

When she discovered the Joker’s
scheme to rid himself of all his
henchmen, including her, she vowed
to quit the Joker for good. After that,
she attempted to set herself up as a
crime lord, and even joined the
Secret Six for a very short time
before moving back to Gotham and
re-joining Poison lvy.



HAWKEYE

STATISTICS:

EX(20)
RM(30)
GD(10)
EX(20)
GD(10)
GD(10)
TY(6)
Health: 80
Karma: 26
Resources: GD
Popularity: 45
Height: 6’3
Weight: 230 Ibs.
Eyes: Blue

Hair: Blond

VT AaAmMm»nrP

Str: 9

BACKGROUND

Real Name: Clinton Francis Barton
Occupation: Adventurer, Security
Consultant

Legal Status: American Citizen with
no Criminal Record

Identity: Secret

Place of Birth: Waverly, lowa
Marital Status: Widowed

Known Relatives: Barbara Morse

Barton (Mockingbird, wife,
deceased), Harold and Edith
(parents, deceased), Bernard

(brother, deceased)
Base of Operations: New York,
formerly Los Angeles

Present Group Affiliation:
Avengers

KNOWN POWERS:

Hawkeye has no superhuman
powers, relying on his natural

physical abilities, his trick arrows
and his skill with a Bow

Equipment:

Bow: Hawkeye’s Bow can fire up to
three arrows per round, for a
distance of seven areas. With his
specialized bow, his standard arrows
do Good blunt, and edged damage
respectively. Hawkeye also
carries a cache of trick arrows, some
of the most common of which are:
*Acetylene Torch: Remarkable Heat
damage

*Acid: Monstrous Strength

*Bola: Remarkable entangling attack
*Boomerang: Causes the arrow to

return the following round
*Boxing Glove: Remarkable blunt

damage

*Cable: Incredible strength
material

*Electric: Amazing damage

*Flare: Good Light, Amazing
Blinding

*Grenade: Amazing damage
*Magnetic: Incredible adherence to
metal, can carry other arrowheads
*Net: Incredible Entanglement
*Sonic: Excellent sonic generation
*Smoke: Excellent Intensity
Darkness in 1 area

*Suction Cup: Remarkable

*Tear Gas: Incredible, 1 area

ROLE-PLAYING NOTES:

Hawkeye can usually be counted
onto be the first into the fight and
then be right in the middle of it.
Hawkeye is the quintessential
Avenger, with most of his contacts
and relationships coming from the
super-hero community. He is close
with and former partner of the Black
Widow. He was married to Mocking
Bird before her death.

Hawkeye is 80% deaf and has to
use hearing aids



HAWKEYE

HISTORY:

Clinton Barton was the younger of
two sons born to a small business
proprietor and his wife. When his
parents were killed in an automobile
accident when he was eight, Clint
and his brother Barney were placed
in the state orphanage. As teens,
they ran away from the institute to
join a traveling carnival, and Clint
apprenticed himself to the carnival's
star attraction, the mysterious
Swordsman. Recognizing Clint's flair

for archery, the Swordsman agreed
to tutor him in the art. Eight hours a
day for four years, Clint practiced
with bow and arrow, becoming good
enough to perform professionally as
Hawkeye the Marksman.

One day Clint witnessed Iron Man in
action, and decided to emulate him
by donning a colorful costume and
using his archery skills to battle
crime. However, in his first public
appearance as a masked hero,
Hawkeye was mistaken for a thief

and found himself in battle with Iron
Man. Weeks later, his attraction for
the Russian spy Black Widow led
him to commit further acts on the
wrong side of the law. However, Iron
Man soon learned Hawkeye's true
nature and sponsored him for
Avengers membership. Hawkeye
has been a staple member of the
Avengers ever since.



STATISTICS:

RM(30)

IN(40)
GD(10)/EX(20)
RM(20)/IN(40)
RM(30)
RM(30)
EX(20)
Health: 90
Karma: 80
Resources: TY
Popularity: 10
Height: 5’6"
Weight: 131 Ibs.
Eyes: Green
Hair: Red
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Str: 8/20

BACKGROUND

Real Name: Kendra Saunders
Occupation: Film School Student
Legal Status: Citizen of the United
States with no Criminal Record
Identity: Secret

Place of Birth: Unrevealed

Marital Status: Single

Known Relatives: Michael and
Trina Saunders (parents, deceased),
Speed  Saunders  (grandfather,
deceased), Shiera Saunders (great
aunt), Mia (daughter)
Base of Operations:
Louisiana

Present Group Affiliation: Justice
Society of America, former member
of the Justice League of America

St. Roch,

KNOWN POWERS:

Hawkgirl has no superhuman
powers, relying primarily on her
Thanagarian equipment and her
physical training, although pro-
longed exposure to Thanagarian Nth
metal seems to have given her the
ability to hover with Typical ability.
NOTE: Like Hawkman, Hawk-girl
once believed she was a perpetually
reincarnating spirit, each always
destined to become Hawkgirl,
perpetually inter-twined with a
soulmate (Hawk-man), and that
she (as well as her great aunt,
Shiera Saunders, the first earth
Hawk-woman) was remembering
past lives. In actuality, due to reality-
altering events within the main-

HAWKGIRL

stream DC universe, Hawkgirl was
experiencing the memories of a
multitude of alternate selves in the
endless dimensional corridors of the
DC Reality. In the mainstream DC
universe, an anomaly was created
when three incarnations of
Hawkwoman/ Hawkgirl appeared
within the same reality — Kendra,
along with her aunt, Shiera
Saunders - Hawkwoman of Earth,
and Shayera Hol — Hawk Woman of

Thanagar. Although recent events
have suggested that the
Thanagarian Hawkwoman may

actually be the core-multi-

Kendra is
that
in the mainstream

dimensional
currently the only Hawkgirl

identity,

remains alive
universe.

Equipment:
Ninth  Metal Belt: Hawkagirl’s
Thanagarian ‘Nth  Metal’ belt,

cancels gravity with RM(30) ability,
boosts her Strength +1CS and her
Endurance +2CS

Wing Pack: These huge wings work
in conjunction with the Ninth  Metal
Belt allowing Hawkgirl to fly at
Remarkable air speed. She can
also protect herself from harm by




HAWKGIRL

wrapping these wings around
herself. Because her Ninth Metal
Belt is what keeps her aloft, Hawkgirl
can remain levitated while protecting

herself, although she can-not
maneuver
Spear:  Hawkgirl is a Weapon’s

Specialist with her spear, gaining a
+2CS to hit. Her Spear is made
of Amazing material and Kendra can
throw it for a maximum of 3 areas,

inflicting either Edged or Blunt
damage of Excellent intensity
(Hawkgirl must choose before

throwing the Spear, which she is
attempting, and success is
determined by an Agility FEAT.
Failure indicates that the Spear does
Edged damage)

Tri-Hook:  Hawkgirl's Tri-Hook is
made from Amazing Strength
material, and does Excellent Edged
damage. Hawkgirl may hurl the Tri-
Hook up to 3 areas away

Shurikens: Remarkable  material
Strength weapons that Hawkgirl may
employ for Good damage at up to 3
areas

Talons: Hawkgirl’s gloves are
adorned with talons that are capable
of inflicting Good Edged damage.

Talents: Archeology, Martial Arts A,
B, E, Marksman, Weaponsmaster,
Aerial Combat, Weapon’s Specialist
(Spear)

ROLE-PLAYING NOTES:

Hawkgirl has a warrior’s spirit, but
tends to be more even-tempered
than Hawkman. She seems
overwhelmed at times by the many
memories she now has of her past
lives. The one thing she knows for
certain is her deep and passionate
love for Hawkman, who serves as
her anchor amid a dizzying array of
past lives.

HISTORY:

Hawkgirl, like her Hawkman
counterpart, has a history of re-
incarnations, which begins with the
19th Dynasty Egyptian princess
Chay-Ara. The priest Hath-Set
murdered Chay-Ara and her lover
Prince Khufu with a knife Khufu had
forged from mystical Nth metal.
Somehow the Nth metal’s properties
and the power of Chay-Ara and
Khufu's love combined to lock the
lovers in a cycle of reincarnation.
Before becoming Hawkgirl, Chay-
Ara lived many lives, each time
becoming the lover and partner of a
corresponding incarnation of Prince
Khufu. In 5th Century Britain she
was Celia Penbrook, the lady love of
Brian Kent the Silent Knight. In 17th
century America, she was the
Algonquian princess Pocahontas
and love of John Smith. In the
American Old West, she was the
gunfighter Cinnamon, partner to
Hannibal Hawkes. In the 20th
Century United States, she lived as
Shiela Carr the love of detective
James Wright. In the 20th century,
Chay-Ara was reborn as Shiera
Saunders. When Dr. Anton Hastor,
the reincarnation of Hath-Set, kid-
napped Shiera, it was Carter Hall
(see Hawkman), the reincarnation of
Prince Khufu, who came to her
rescue. Carter and Shiera soon fell
in love, and took to fighting crime as
Hawkman and Hawkgirl using
winged harnesses Carter crafted
from Nth metal.

As partners, the duo joined the All-
Star Squadron, and participated in
the founding of Justice League
together. Eventually Shiera and
Carter wed and she bore Carter a
son named Hector Hall who would
grow up to become Doctor Fate.
During the Zero Hour storyline,
Shiera Hall merged with her
husband and a hawk god, effectively
killing Shiera as an individual. Shiera
Hall's soul returned in the body of
her grandniece, Kendra Shiera

Saunders, the instant Kendra
committed suicide in the wake of her
parents’ murder. Kendra survived
the suicide attempt with her great
aunt’s soul, but retained her own
mind and memories. With the help of
her grandfather, Speed Saunders,
Kendra worked through what had
happened, and decided to take up
the mantle of Hawkgirl herself. She
donned the original Hawkgirl’s
costume and Nth metal harness and
set out for life as a super hero,
eventually joining the Justice
Society.

Kendra was later kidnapped by a
crazed band of Thanagarians who
put her on mock ftrial for treason
against Thanagar. She was found
guilty. While trying to escape a lynch
mob of angry Thanagarians, Kendra
discovered her exposure to Nth
metal had imbued her with the ability
to hover even without her winged
harness, and used this newfound
talent to fake her death and escape
to safety. Returning home to Earth,
Kendra reunited with the Justice
Society and had a brief romantic
tryst with Red Arrow. Hawkman
sought her affections, but Kendra
became unnerved and confused by
their past lives together which he
remembered but she did not. When
the Blackest Night fell, Kendra and
Hawkman were ambushed by Black
Lanterns. Kendra was impaled and
professed her love for Hawkman
with her dying breath. After she and
Hawkman were butchered, Black
Hand raised them as Black Lanterns
themselves. The pair were among
the heroes to be restored to life at
the death of Nekron and the
subsequent dawning of the Brightest
Day. In her current incarnation,
Hawkgirl has gained full access to
the memories of her myriad past
lives. She continues to act as a
partner to Hawkman and professes
the love for him which she has felt
through many lifetimes.



HAWKMAN

STATISTICS:

IN(40)

RM(30)
EX(20)/RM(30)
RM(30)/IN(40)
RM(30)
RM(30)
EX(20)
Health: 120/140
Karma: 80
Resources: RM
Popularity: 20/50 on Thanagar
Height: 6’1"

Weight: 195 Ibs.

Eyes: Blue

Hair: Brown
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Str: 14/25

BACKGROUND

Real Name: Carter Hall, (Katar Hol)
Occupation: Warrior, Adventurer
Legal Status: Citizen of Thanagar
Identity: Publicly known

Place of Birth: Carter Hall was born
on Earth, Katar Hol was born on
Thanagar

Marital Status: Single
Known Relatives: None
Base of Operations:
Thanagar

Present Group Affiliation: Justice
Society of America Justice League
of America, Partner of Shayera Thal
(Hawk-woman), Former Thangarian
‘Wingman’

Chicago,

KNOWN POWERS:

Carter Hall's spirit lives inside the
reconstructed body of Katar Hol, the
Thangarian Hawkman, giving him a
physique superior to most any
human, although he technically has
no superhuman powers. All of his
abilities come from his training and
his Thanagarian war equipment.

In his original body, Carter Hall's
Strength was Excellent (12), with
Remarkable (30) Endurance.

At various times, while operating
under the influence of the ‘Hawk-
God’, (in reality the Hawk aspect of
the entity known as ‘The Red’),
Hawkman actually gained most of
the abilities normally facilitated by
his equipment, including Natural
Wings, Enhanced Strength, and the

Excellent ability to speak to birds.
NOTE: Hawkman once believed he
was a perpetually reincarnating
spirit, each always destined to
become Hawkman, and intertwined
with a soul mate (Hawkgirl), and
that he, as Carter Hall was
remembering past lives. In actuality,
due to reality altering events within
the mainstream DC universe,
Hawkman was experiencing the
memories of a multitude of alternate
selves in the endless dimensional
corridors of the DC Reality. In the
mainstream DC  universe, an
anomaly was created when two
incarnations of Hawkman appeared
together — Carter Hall of Earth and
Katar Hol of Thanagar. Recent

events have suggested that the
Thanagarian Hawkman may actually
be the core-multi-dimensional
identity.

EQUIPMENT:

Nth Metal Belt: Hawkman’s flight is
achieved with his Thanagarian Anti-
Gravity Belt, made of ‘Nth Metal’,
which cancels out gravity with
Remarkable ability, and boosts his
Strength and his Endurance +1CS.
The Nth Metal Belt is
supplemented by his wings which
add Good maneuver-ability and
allows him to carry objects as if
with Remarkable Strength Battle
Armor: Incredible protection from
Physical and Energy attacks
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Helmet: Hawkman'’s helmet provides
Incredible protection and gives him
the equivalent of Excellent Thermal
Vision

Pistol: Hawkman’s energy pistol
does Excellent Energy damage
Thangarian Mace: Hawkman’s
Mace is made of Amazing material
and Hawkman receives +1CS to
damage.

Talents: Hawkman has Martial Arts
B, E, and Weapons skills. He is a
Weapon’s  Specialist with a Mace,
gaining +2Cs to Fighting. Hawkman
also gains +2CS to Fighting when
engaged in Ariel Combat. Hawkman
also has all the Talents and Skills of

his alternate-dimensional selves,
including Thanagarian Law-
Enforcement, Archeology, and all

the history and background of the
planet Thanagar.

ROLE-PLAYING NOTES:

Hawkman is a  multifaceted
character who has lived many lives,
but at his core he has a simple
warrior's soul. There is an intensity
to his personality which marks him
as a born leader and alpha male, but
he also has a gentler protective side
which comes out, particularly around
Hawkwoman or Hawkagirl.

HISTORY:

Hawkman’s story of death and
rebirth began in Egypt's 19th
Dynasty when prince Khufu discov-
ered the wreckage of a Thangarian
spaceship. In the wrecked ship,
Khufu discovered Nth metal, a metal
alloy with magical properties, which
he forged into artifacts giving him
powers like flight and super strength.
When the evil priest Hath-Set
murdered Khufu and his consort
Chay-Ara with Khufu’'s Nth metal
knife, the power of the two lovers
bond combined with mystical
properties of the Nth metal to trap
them in a continued cycle of death
and rebirth. Before becoming
Hawkman, Khufu lived out many
lives, including that of a 5th Century
British knight, the son of a 14th
century German blacksmith, a 17th
Century  Virginian  colonist, a
gunslinger of the American West,
and a 20th Century Pinkerton
detective. With each incarnation fate
had drawn him to the corresponding
reincarnation of his lover Chay-Ara
only to have the cycle restart upon
their tragic deaths.

Khufu’'s 20th century incarnation,
museum  curator, Carter Hall,
became the first Hawkman after
building a winged harness of Nth
metal. He rescued Shiera Saunders
(see Hawkgirl), the reincarnated
Chay-Ara. They fought crime to-
gether using artifacts from Carter's
museum. They married and helped
found the Justice Society.

A Thanagarian spy name Thel Andar
became the second Hawkman to
infiltrate the Justice League. Prior to
this assignment, he had married an
Earth woman, Sharon Parker who
bore him a son named Charley.
Andar kept his son secret from his
superiors, who brainwashed his wife
to become Hawkwoman. Posing as
the original Hawkman’s son, Andar
gained full JLA  membership.
Eventually Hawkwoman uncovered
Andar’s true identity, and he was
forced to kill her. Hawkwoman
managed to warn Martian
Manhunter before she died, thus

blowing Andar’s cover and forcing
him to flee back to planet Thanagar.
Katar Hol, a Thanagarian wingman,
became the third Hawkman after
being framed by corrupt Thana-
garian police chief Byth Rok and
subsequently exiled to the Island of
Chance. While in exile, Katar
obtained a winged Nth metal
harness designed after the one built
by the original Hawkman. Katar was
later exonerated and returned from
exile to enforce the law as a Thana-
garian wingman. He partnered with
Shayera Thal (see Hawkwoman)
and the pair pursued Byth Rok all
the way from Thanagar to planet
Earth. The partners chose to stay on
Earth to serve as diplomats and to
aid the planet’'s law enforcement
against villains like Byth, eventually
joining up with the JLA. Fel Andar’s
son, Charley Parker, formerly
Golden Eagle, posed as Carter
Hall’s son to become Hawkman after
Hall’s apparent death.

This charade did not last, however,
and Carter Hall returned to expose
Charley’s true identity and reclaim
the title of Hawkman. A new
incarnation of Hawkman was born
during the Zero Hour storyline, when
Carter Hall and his wife Shiera,
Katar Hol and a mysterious hawk
god all became fused into a single
being. Though powerful, this version
of Hawkman was unstable due to
the merging of conflicting
personalities, which eventually
ripped apart his psyche and sent him
into exile in another dimension.
Hawkman was reborn yet again
when Hawkwoman persuaded a
group of Thanagarian High Priests to
resurrect him. The resurrected
Hawkman possessed the combined
psyches of the human Carter Hall
and the Thanagarian Katar Hol
within Katar's Thanagarian body.
Hawkman was one of the many
super heroes killed and raised as
Black Lanterns during the Blackest
Night, but was one of the 12 heroes
to be restored to life when Nekron’s
death marked the dawning of the
Brightest Day.



STATISTICS:

N/A

N/A

N/A

N/A

N/A

N/A
BEYOND-1
Health: Unlimited
Karma: Unlimited
Resources: BEYOND-1
Popularity: 0

Height: N/A

Weight: N/A

Eyes: N/A

Hair: N/A
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Str: BY-1

BACKGROUND

Real Name: Inapplicable
Occupation: Inapplicable
Legal Status: Inapplicable
Identity: Inapplicable

Place of Creation: The Omniverse
Marital Status: Inapplicable
Known Relatives: Inapplicable
Base of Operations: N/A
Present Group
Inapplicable

KNOWN POWERS

Omnipotence: The Heart of the
Universe is the spark of Creation
ignited by the One Above All, and is
the Wellspring of all of Creation
within the Marvel Multiverse. It is a
non-sentient power source of
Beyond-Level-1 intensity, and has
demonstrated mastery over the
Living Tribunal. It is also from this
wellspring that sprang the Infinity
Being that created the Marvel
Multiverse.

Certain beings have attempted to
harness the Heart of the
Universe. For many millennia, the
members of The Celestial Order
jealously guarded access to the
Heart of the Universe for their own
purposes, powering their technology
and personal energies. It is a Shift Z
intensity FEAT to tap the energy of
the Heart — failure indicates total
annihilation against Beyond Level-1
energy — but once a character has
established this tap, the Heart allows

Affiliation: [
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The
character's personal abilities are
immediately all brought up to
Unearthly, or +1CS, and may
continue to be raised at +1CS per
round.

Thanos of Titan once merged with
the Heart of the Universe —absorbing
it completely, becoming the master
of the Marvel Multiverse. For game
purposes, any attempt to  access
the Heart of the Universe this way
causes discorporation against
Beyond Level-1 intensity. Because
he Heart is non-sentient, the
character's Psyche remains for 1
round beyond the destruction of their
physical body, and may attempt a
red Psyche FEAT to avoid total
discorporation. If successful, a
second roll determines how many

unlimited access to power.
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successive Psyche FEATs must be
rolled in order to harness the Heart’s
energy. If successful, the character
merges with the Heart, all their
physical abilities are raised to
Beyond Level-1, and the character
may wield the full spectrum of
Heart’s power.

As the core energy of the multiverse,
the Heart of the Universe still ranks
below the Beyond Level-3 powers of
the Omniversal One Above All, as
well as the ‘Megaversal’, Beyond
Level-2 power that was wielded by
the ‘Brothers’ — beings created by
the Living Tribunal and the DC
Universe’s Spectre — wielding the
sum total of the Marvel Megaverse,
in order to protect the two
incompatible  Megaverses  from
interacting with each other.

HEART OF THE UNIVERSE
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HISTORY:

The Heart of the Universe is the
spark of Creation ignited by the One
Above All, and is the Wellspring of
all of Creation within the Marvel
Multiverse. It is a non-sentient
power source of Beyond Level-1
rank and has demonstrated mastery
over the Living Tribunal. It is also
from this wellspring that sprang the
Infinity Being that created the Marvel

Multiverse,

Certain beings have attempted to
harness the Heart of the Universe.
For many millennia, the members of
the Celestial Order jealously
guarded access to the Heart of the
Universe for their own purposes,
powering their technology and
personal energies. Thanos of Titan
upped the ante when he merged
with the Heart of the Universe —

absorbing it completely, becoming
the master of the Marvel Multiverse.
Thanos ended up relinquishing this
power, however, in an effort to
correct the damaging universal
anomalies created by numerous
reality-altering  events, ironically
finding his most important role as a
healer.



STATISTICS:

AM(50)
RM(30)
UN(100)
ShX(150)
EX(20)
MN(75)
MN(75)
Health: 330  Str: 90
Karma: 170
Resources: MN(75)
Popularity: -100
Height: 7’

Weight: 500 Ibs.

Eyes: Green

Hair: Grey (almost wholly on her
right side)
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BACKGROUND

Real Name: Hela
Occupation: Goddess of Death,
ruler of Hel and Niffleheim

Legal Status: Ruler of Hel andPf »

Niffleheim

Identity: Publicly known to he
citizens of Asgard; Hela is generally
believed to be a mythological
character by the people of Earth
Place of Birth: Unrevealed

Marital Status: Single

Known Relatives: None, allegedly

Loki (father), Angrboda (mother,
deceased)
Base of Operations: Hel and
Niffleheim

Present Group Affiliation: None

KNOWN POWERS:

Asgardian Stature: Hela is a
goddess and as such enjoys
Excellent Protection against all
attacks, Shift Z resistance to

diseases, and an extremely long
lifespan.  Furthermore, as the ruler
of Hel and Niffleheim, Hela has the
authority to use various powers at
Incredible rank: Levitation, lllusion
Casting, and virtually any other
power. She is immediately aware of
any actions in her realms, and she
has the rightful authority to
command all who dwell there.
Death-Goddess: Hela holds the
power of life and death over the
gods of Asgard, and she rules over

the deceased spirits in Niffleheim
and Hel (the “honorable dead” dwell
in the realm of Valhalla). As a death-

goddess,
Powers:
*Aging Rays: She can cast eldritch
bolts that cause Class 1000 aging to
Asgardians, aging them the
equivalent of 20 years for a human.
*Complete control over the dead of
Niffleheim and Hel (Class 3000 Mind
Control).

*Death Touch: Target must make
Endurance FEAT against Class
1000 Intensity or begin losing
Endurance levels. She can also
restore life to a newly-fallen

Hela has the following

Asgardian, leaving them either at 0
Health or at their full measure of
vitality, as she sees fit. She
possesses these powers against
mortals as well, but her province is
the life and death of the gods of
Asgard, not the races of Midgard,
and her ability drops to Unearthly

*Hand of Glory: Attack of Unearthly
mystic strength delivers as Edged

attack. Can scar even tough
Asgardian flesh.
*lllusion: Class 5000 Powers,

including masking the nature of the
lands of Hel.

Astral Projection: Hela has the
Monstrous ability to project her

HELA
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essence to whichever dimensions as ROLE-PLAYING NOTES:

she pleases, for unlimited periods of
time. There, she wields the same
powers as above.

Weaknesses: Hela’s cloak-cowl-
headdress contains much of her life-
force. Without it, all her Physical
Stats drop to Feeble, and Hela
cannot use any of her powers. The
left half of her body assumes its true
from: that of a petrified corpse.
Replacing it will restore Hela to full
vitality. Even touching it will allow
her to stand.

HISTORY:

Legend has it that Hela is the
daughter of Loki and the sorceress
giantess Angrboda. The three
goddesses of fate, the Norns, have
warned the Asgardian gods that
Hela will prove a great danger to
them.

Odin himself decreed that, on the
day of her maturity, Hela become
the goddess and ruler of the spirits
of the Asgardian dead. He reserved
for himself the right to rule over
Valhalla, where the spirits of
courageous warriors who died in
battle reside. Hela was given control
of Hel and Niffleheim, both realms of
the dead. For ages, Hela has sought
to bring more Asgardian souls under
her control, and especially longs to
possess the souls of Odin and Thor.
In recent years, Odin's attention
wandered from Valhalla. Hela tried
to annex that realm to her own,
hoping to consolidate her power
over all the spirits of Asgard's dead.
Eventually, Odin noticed Hela's
trespass and forced her to withdraw.
Though Hela is stalled for the