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T
he shadows grow long, the night is cold, and dark power flows to 
those with dark intentions. Earth has plunged headfirst into the 
NetherWar, and no one even knows they’re fighting for their lives.

Ever since he first discovered the lost Temple of Sirrion, Adrian Eldrich 
has protected Earth-Prime from the wicked forces that covet the world. 
The mantle of Master Mage—granted to him by ancient spirits of At-
lantean mages—was thrust upon him as a desperate reaction to pow-
erful dark magics that had begun to fester in the shadows of the world 
following the death of Master Mage Lady Violet Pennyworth over 40 
years earlier. He tamed evil wizards, elemental forces, demons, gods, 
and powerful Dark Lords—the Master Mages of other dimensions 
whose greed and corruption twisted them into malignant reflections. 

And eight years ago, without cause or fanfare, he died.

The power and responsibility of Master Mage passed quietly to El-
drich’s apprentice, the young witch Seven. Within weeks, Seven was 
tested against Eldrich’s ultimate foe: Una the Unrelenting, Dark Lord 
of the Netherworld. With Eldrich gone, all the contracts he brokered 
on Earth-Prime’s behalf expired, including the fateful deal that kept 
the omniverse’s most powerful sorcerer from conquering Earth! Una 
invaded, tricking the role of Master Mage out of Seven’s grasp, and 
imposing her own malignant will upon Earth’s magic. Seven eventu-

ally defeated the Dark Lord, consuming her entirely in a blast of pri-
mordial magic, but by ancient decree she inherited Una’s empire and 
title. Unlike Earth-Prime, Una’s Netherworld and the 999 worlds she 
had conquered were shattered wraiths, held together by magic and 
willpower rather than the laws of physics. Without a Dark Lord, Una’s 
empire would literally crumble and cast untold billions of lives into the 
void. Unable to let the masses perish, Seven reluctantly accepted this 
new responsibility, and left Earth-Prime behind.

And the mantle of the Master Mage has remained unclaimed ever 
since, leaving Earth-Prime unguarded from evil supernatural influence 
and conspiracy.

Just as it had before Eldrich was called, dark magic has begun to flex it-
self and reach deep into the world of Earth-Prime. Spirits offer corrupt-
ing deals to the easily tempted, demons embrace dark souls to grow 
their number, and cults and dark wizards plot, all with no appointed 
force to balance out their rising tide of evil. Cynical mystics even insist 
that this dark tide has corrupted the souls of common people, stoking 
xenophobia and apathy in once-gentle hearts. Technological villains 
like Maestro and Toy Boy have found new leases on life through literal 
deals with the devil, while those already empowered by magic have 
found their powers growing stronger as the vile things in the shadows 
fuel their flames.
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But something far darker grows. A wicked seed planted years ago 
and left to flourish in Earth-Prime’s magical essence. A new god is 
awakening, and her minions need only destroy Eldrich’s few remain-
ing safeguards to unleash her onto this world and countless others 
beyond.

WHAT IS NETHERWAR?
NetherWar is a multi-part Mutants & Masterminds adventure arc that tells 
the story of rising dark magic on Earth-Prime and the hidden divine 
force that is accelerating the world’s corruption. It plays out over five 
adventures in the Astonishing Adventures PDF series—Assault on the 
Nerian Nexus, The Pentagram Peril, Broken Strings, Bound by Gold, and 
Three Made One—as well as a sixth adventure that serves as a prequel, 
Master of Earth. Any of the adventures can be played alone, but when 
played together they form on ongoing story arc like you might find 
in a major crossover event from your favorite comic series. It covers a 
variety of themes, including duty versus responsibility and the com-
promises people make to survive… or to help others.

The NetherWar arc is designed for a team of 4-6 heroes of PL 10, and 
will provide enough experience for heroes to grow to PL 11 before its 
end. Game Masters can run the series with heroes of higher or lower 

PL, but should adjust the challenge provided by the villains and var-
ious challenges to compensate and/or provide more or fewer Hero 
Points than outlined in each adventure.

KNOWN MASTER MAGESKNOWN MASTER MAGES

While many have shouldered the burden of Master Mage over 
the eons, many names have been lost to the sands of history or 
deliberately erased, sometimes by their enemies, but other times 
by wizards themselves to protect their works and families. Those 
Master Mages known to have played a major role in the history of 
Earth-Prime include:

•	 Ios the Seer (Unknown)
•	 Malador the Mystic (Unknown)
•	 Naran the Wise (ancient Atlantis)
•	 Simon Magus (circa 100 CE)
•	 Merlin (700-unknown)
•	 Abraham Hildebrandt (Unknown-1871)
•	 Broken Crow (1871-1890)
•	 Lady Violet Pennyworth (1890-1895)
•	 Adrian Eldrich (1935-2013)

While the rise of evil magic is the focus of the storyline, you are by 
no means limited to creating only magic-based heroes to play it out. 
While heroic wizards, mystic knights, and divinely empowered cham-
pions play a definite thematic role, knowledge of the supernatural isn’t 
necessary to defeat the danger and save the day. Heroes only need to 
be brave, resourceful, and compassionate. If they succeed, they can 
slow the rising power of evil until a new Master Mage can be found, 
but if they fail, Earth-Prime could be plunged into chaos and ripped 
apart at its magical seams!

The heroes will gain a powerful magical ally early in the series: Adri-
an Eldrich’s former apprentice Seven. Seven’s position as Dark Lord of 
Una’s former holdings prevents her from returning to Earth for now, 
but she can contact the heroes to provide insight and expertise they 
may lack. Players who play through the NetherWar prequel adventure 
can even fight alongside Seven or step into her shoes in her tense bat-
tle against Una.

THE ROLE OF A MASTER MAGE
The power and responsibilities of a Master Mage crops up time and 
time again throughout the NetherWar storyline. A dimension’s Master 
Mage serves as a guardian and shepherd for its magical energy, au-
thorized by the mystic powers that be to negotiate and bargain on be-
half of their entire realm—a sort of cosmic power of attorney. Malador 
the Mystic, for example, once offered up all of Earth to his dark gods 
in exchange for power—and even those mystic powers aligned with 
light were bound to honor his arrangement even though they found it 
detestable and maneuvered their own agents to undermine it. 

In mechanical terms, being a Master Mage is a rank 4 status Benefit. 
Heroes hoping to take on the status of Master Mage themselves can 
gradually purchase ranks in this Advantage over the course of the 
series, but cannot purchase their final rank until the conclusion of 

events. The gradual evolution of a magician’s status to this point car-
ries its own benefits and reputation:

•	 Status 1 Adept of Note): Many magical beings have heard of the 
hero or at least whoever trained them in the arts and are more 
likely to take them seriously as a friend or foe.

•	 Status 2 (Potential Inheritor): The hero’s name is known to 
many magical creatures and spellcasters, and many suspect they 
could be the next Master Mage if they’re clever.

•	 Status 3 (Heir Apparent): Most beings in the magical communi-
ty recognize the hero’s name or reputation, and generally accept 
that they will become the next Master Mage. They may try to in-
gratiate themselves or go out of their way to target the hero.

•	 Status 4 (Master Mage): The hero has gained the title of Master 
Mage and can demand respect and deference from the magical 
beings of their world. Other spellcasters are at least aware of their 
name and power.

The Master Mage also acts as a lens to  focus the magic of their world, 
a task requiring incredible will. A good-hearted or disciplined Master 
Mage tames the wild surges of magic that can cause strange phenom-
enon and disasters, while refining the magic of their world into a form 
easier for like-minded spellcasters to harness. But a corrupt Master 
Mage taints the magic of their world with their inner demons, coloring 
the arcane energy with their same rage, perversion, or lust for pow-
er. Those who learn to harness that lens and direct the magic of their 
world ascend to Dark Lords, powerful beings straddling the divide be-
tween mortal and god, whose realms reflect their twisted dispositions. 
This effect is best handled as a narrative element of the position; as a 
character acting as the Master Mage for their dimension changes their 
behavior and outlook, it becomes easier for magical beings aligned 
with that outlook to enter their world, and more difficult for opposing 
practitioners to harness the plane’s magical energy.
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A Master Mage’s final role is arbiter and authority over the magical 
forces of their realm. The mantle comes with considerable respect 
from mystics and spellcasters, and even those who don’t directly obey 
the Master Mage must at least pay their words heed. Many magical 
creatures native to their realm are compelled to obey their direct or-
ders, while mystic beings from other dimensions can sometimes be 
driven back to their own realms through force of will alone. This effect 
is generally handled as a plot device, but Game Masters may allow a 
Master Mage to use their ranks in the Benefit (Status: Master Mage) ad-
vantage as Luck that can only be spent on social interactions against 
magical creatures.

That potential for corruption is why the mantle of Master Mage is so care-
fully tended and guarded. The title is normally passed via ritual—a circle 
of spellcasters can call the mantle down, once it is freed by its current 
holder’s death—but it can pass naturally through a strong bond, such as 
from master to apprentice, or be won in a duel arcane if the current bear-
er of the title agrees. Magics that can unwillingly strip the mantle from a 
host are forbidden by the oldest pacts, and even the darkest entities—
Bal’hemoth, Kar’Kradas, Shatachna, Vhoka—devour adherents who turn 
to such arts. Only forces of true chaos such as the Howling Dream and 
the Unspeakable One would give power to such rituals.

Without a Master Mage, the Earth realm has no shepherd and no lens. 
Its magic runs wild and untamed, licking at the heels of civilization 
and twisting the dreams of mortals into strange new forms. Normally, 
chaotic beings would be drawn to this increasingly feral ecosystem, 
but evil, as always, is opportunistic. And without a guardian to hold 
them back, terrible things flourish.

CREATING NETHERWAR HEROES
As mentioned before, heroes don’t need to be particularly magically 
inclined to enjoy the NetherWar story arc. A team of science-focused 
heroes is just as appropriate as a team of alchemists. Any existing char-
acter you have can enjoy playing through NetherWar and saving the 
world from evil magic.

If you’re making a new hero from scratch for these adventures, or lev-
eling up your existing hero, consider some of the following advice to 
get the most out of the experience.

LEGACIES

If you would like to tie your character’s background more directly into 
the magical history of Freedom City or Earth-Prime, you may want to 
create an apprentice of Adrian Eldrich or Seven who is carrying out 
their duties in their absence. If this doesn’t appeal to you, Freedom City 
includes several mystic and mystic-adjacent legacies you can select, 
such as the Light-Bearer, a champion of light destined to fight back 
against the rising darkness, or the Scarab, a reincarnating psychic hero 
who has stood against corrupt mages time and time again. A heroic 
mage may be one of the Door Wardens (see the Atlas of Earth-Prime), 
masters of interdimensional magic who guard Earth from outside 
threats and monitor magical transport.

SKILLS

As always, a good mix of skills and specializations is important to a 
superhero team. The challenges throughout the story arc call upon a 
hero’s wits, physicality, and empathy, and many scenes allow for cre-
ative solutions.

Expertise (Freedom City): Much of the NetherWar story arc is based 
on the history and characters of Freedom City, and some knowledge 
of the city’s history will help heroes know who’s who. If your Game 
Master plans to set NetherWar in a different city, swap out for the ap-
propriate Expertise or consider a variation like “Villains” or “Local His-
tory.” This is doubly true if no one in your team has Expertise (Magic).

Expertise (Magic): Unsurprisingly, a little knowledge of magic—even 
if a hero isn’t a magician themselves—will help the entire team un-
derstand the personalities and stakes involved and recognize magical 
creatures and artifacts.

Insight: Trickery is afoot! Magical beings are rarely straightforward 
in their dealings, and many are intentionally misleading, even if they 
aren’t explicitly lying. Insight can help a hero know when to keep on 
their toes or when they’re on the bad end of a deal.

Investigation: There are many mysteries and crossed motivations at 
the heart of the NetherWar and having at least one team member who 
can scout out clues and suss out their meaning will help your heroes 
get to the heart of the conflict.

Persuasion: The magical world is filled with neutral agents—neither 
good nor evil—who can be swayed to assist either side, not to men-
tion ancient vendettas between villains that heroes can use to their 
advantage. A hero or two skilled in gathering information from living 
sources can likewise back up the efforts of an investigative hero.

Technology: While the primary adversaries of NetherWar are magical 
beings, the heroes will still encounter technological challenges they 
must overcome, computers to access, and locks to defeat. Given how 
unfamiliar most of the magical community is with modern technolo-
gy, this skill may even be an ace in the hole—an unexpected solution 
to problems their enemies never considered.

ADVANTAGES

NetherWar includes plenty of dramatic conflicts between good and 
evil, so all the old combat staples—Accurate Attack, All-Out Attack, 
Power Attack, and so on—will help keep the heroes’ tactics flexible 
against a variety of foes.

Several Advantages allow players to choose how and when they ap-
ply. For these options, consider the following:

BENEFIT

There are several applications of the Benefit Advantage that can cater 
specifically to the story and themes of the NetherWar story arc.

•	 Apprentice Master: You studied under a powerful spellcaster—
perhaps even Eldrich or Seven—to help prepare you to take over 
the role of Master Mage one day. You’re a prime candidate to in-
herit the title of Master Mage one day, particularly after a major 
act of heroism. Your reputation grants you a +2 circumstance 
bonus on Persuasion checks against mages and magical beings 
who respect the Master Mage, and a +2 circumstance bonus on 
Intimidation checks against mages and magical beings who hate 
or fear the Master Mage.

•	 Cynical: Everything has a scientific explanation, and just because 
we can’t explain something yet doesn’t mean it’s “magic” any 
more than a Neanderthal not understanding electronics makes a 
smartphone magic. You gain a +1 bonus to your Will defense and 
Fortitude defense that is only effective against attacks with the 
magic descriptor. PL caps still apply to this bonus.
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•	 Spiritual Diplomat: Whether you have spiritualist ancestors or 
died briefly and returned, the spirit world sees you as an arbiter 
or conduit between them and the living. Unaligned magical crea-
tures and ghosts won’t attack you unprovoked and begin with 
an Indifferent or Favorable attitude toward you, and you gain a 
+2 bonus to Persuasion checks against spirits, ghosts, and magi-
cal creatures that aren’t hostile to you. For an additional 2 ranks, 
you can also see ghosts, spirits, and magical creatures who are 
normally invisible (and spellcasters using Concealment effects).

•	 Sixth Sense: You get a chill up your spine when too close to the 
supernatural, allowing you to identify magic and supernatural ef-
fects nearby with a Perception check (DC 10, with a -1 penalty to 
your check per 10 feet of distance). For 2 ranks, you may use this 
keen sense to track magical effects and creatures to their source. 
This is essentially an Advantage version of the Senses (Magic 
Awareness) and Senses (Tracking) powers.

•	 Weak Aura: Your aura is muted and difficult for supernatural 
creatures to detect, perhaps due to chronic illness, cybernetic 
parts, or skeptical nature. You gain a +2 circumstance bonus on 
Stealth checks to avoid being noticed by supernatural creatures 
and spellcasters, and creatures that can sense the dead or detect 
life may mistake you for dead with a successful Deception check.

EQUIPMENT

Any equipment is appropriate for this story arc, but your Game Mas-
ter may allow your heroes to acquire low-power magical devices as 
equipment rather than devices. You heroes will have the opportunity 
to acquire a magical headquarters early in the story arc, and so you 
may wish to set aside 3-5 equipment points for this during character 
creation.

FAVORED ENVIRONMENT

NetherWar is a globetrotting series of adventures that takes heroes to 
strange corners of the world as well as magical planes of existence. 
Frequently visited terrain includes “Mystic Dimensions”, “Under-
ground”, and “Urban.”

FAVORED FOE

Heroes will still face killer robots and mutants in addition to the mystic 
threats, but arcane villains make up the bulk of opposition through-
out the NetherWar. Because of this, Game Masters may decide that 
definitions for Favored Foe like “Magical Creatures” are too broad and 
that heroes will need to be more specific. Appropriate Favored Foes 
include “Demons”, “Ghosts and Spirits”, “Wizards”, “Magical Constructs”, 
and “Cultists.”

LEADERSHIP

More than most villains, magical villains are known for unleashing 
strange effects to instill fear, bind, or exhaust their foes, and so a hero 
who can help their allies recover from such conditions will be a boon.

POWERS

A variety of powers will prove useful throughout NetherWar, but a few 
may be more or less significant than normal due to the story arc’s fo-
cus. In particular, powers that control technology may have limited ap-
plication. The heroes will spend a fair amount of time in ancient tem-
ples and mystic dimensions where there won’t be much technology to 

apply such powers to. In these cases, Gamemasters should award the 
handicapped hero a Hero Point for losing access to one of their major 
abilities. Powers that simply derive from technology, like high-tech de-
vices and powersuits, generally won’t be affected by this limitation.

Players interested in playing mystics in this series will find the Magic 
Powers and Mental Powers sections of Power Profiles especially use-
ful. The Magical Powers section also includes named entities who will 
appear at least in name over the NetherWar adventures.

A few specific notes on powers include:

•	 Damage: Many magical beings have oddly specific weaknesses 
to particular substances, elements, or even colors. Take the extra 
effort to describe your damage effects in detail and it might pay 
off.

•	 Immunity (Magic): Given the ubiquity of magic as a power de-
scriptor among the opponents in NetherWar, immunity to magic 
is a significant advantage given its low cost of 10pp. Game Mas-
ters may decide to require the Limited (half effect) flaw, increase 
the cost of magic immunity to 20 points, given how common 
magic will be, or both. It’s also important to remember that while 
Immunity to magic effects renders you safe from magic target-
ing your hero directly, it doesn’t help when the magic is applied 
to something else. A hero immune to magic could still be blud-
geoned with a mystically levitated boulder, for example, or pum-
meled by a minion whose strength is magically augmented.

•	 Movement (Dimension Travel): The ability to travel into mystic 
dimensions (and back) will be a valuable tool in many of the Neth-
erWar adventures, though the nature of mystic dimensions often 
means that they may be easy to access and very difficult to exit, 
even with appropriate powers.

•	 Nullify (Magic): Like Immunity (Magic), the ability to neutralize 
magic may prove more valuable than its low point cost would 
suggest, even with the Broad Extra that normally requires. Your 
Game Master might require a more narrow category of magical 
effects, such as “magical curses,” “magical attacks,” “augmenta-
tions,” or increase the cost of Nullify (Magic) by one additional 
point per rank.

•	 Summoning: The ability to conjure minions is a common mag-
ical trope, but just as some mystic dimensions interfere with Di-
mension Travel powers, they may likewise disrupt a hero’s ability 
to summon magical minions.

BECOMING MASTER MAGEBECOMING MASTER MAGE

As a mystic force, the title of Master Mage requires ritual and cer-
emony to pass along. It is normally passed from master to ap-
prentice, or between peers when one’s time comes. Lacking ritual 
to direct it, the mantle frees itself when its previous bearer dies 
and may leap to a shining beacon of potential. It might also lie 
dormant for decades, as it has done recently, and as it did before 
passing to Eldrich in 1935.

The title of Master Mage does not come with any direct magical 
power. Instead, a bearer must already wield mystic arts to be able 
to accept the title. In Adrian Eldrich’s case, the spirits of bygone 
Atlantean sages used their power to unlock his own knowledge 
of magic from a previous life, in essence “jump-starting” him into 
the role. Normally, the title falls to an experienced practitioner 
who is well-known in the mystical community of their dimension.
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COMPLICATIONS

Complications provide a steady source of Hero Points for your char-
acters to use during an adventure, and on some occasions, magical 
effects may force Complications to come up, such as by invoking a 
character’s worst fears or inner demons. Including a few interesting 
character faults—especially Obsessions, Phobias, Relationships, and 
Responsibilities—can help you make the most of these scenes.

A few specific Complications require special consideration:

•	 Addiction (magic): Characters who worry about abusing their 
magic will spend the entirety of NetherWar surrounded by temp-
tation, for better or for worse.

•	 Enemy: If a hero wants personal enemies that recur and have a 
grudge against them personally throughout the course of the 
NetherWar; Medea, Toy Boy, and Warden (see Freedom City) all ap-
pear multiple times in the course of events. Alternatively, you can 
pick almost any magical villain and ask your Game Master to work 
them into the plot—either to replace one of these recurring vil-
lains or to augment their numbers. Remember that your chosen 
villain likely also gains the hero as an Enemy Complication, and 
so should also gain the equivalent of a Hero Point to spend when 
they show up in the story.

•	 Phobia: Powerful fears appear often in magic-associated super-
hero stories, either the result of contact with a powerful super-
natural creature or haunting or because the hero’s focus on mind-
over-matter unintentionally lends power to their subconscious 
dread. Common fears that may appear in NetherWar include 
claustrophobia, snakes, demons, and the undead.

•	 Power Loss: Casting magic spells almost always requires some 
element of potential Power Loss. Most mages cannot use their 
powers when they can’t speak or gesture—such as when under-
water, gagged, or bound by a snare attack. Others need special 
implements—wands or staves or charms—to use their spells; 
these implements may have no power on their own (and so ar-
en’t devices), but are needed to focus the mage’s potential. Mag-
es and magical creatures bound to a particular element may lose 
their powers when surrounded by the opposing element, such as 
an air elementalist losing her powers when underground.

•	 Responsibility: Heroes with some duty or responsibility to main-
tain the magical balance of the world will find plenty to motivate 
them. Their dedication to a greater cause may occasionally mean 
siding with characters they dislike. Heroes bound to hunt and 
contain dangerous magical entities, for example, may need to ally 
with shifty characters who have the ability to contain defeated 
mages.

•	 Weakness: A weakness to magic puts a hero at a severe disad-
vantage throughout the course of the NetherWar story arc, but 
also gives that character the ability to earn plenty of Hero Points. 
Common weakness effects against magic include halving the 
hero’s appropriate defense bonus against magic effects or in-
creasing the severity of failed resistance checks by one step. In 
general, a hero only earns a Hero Point for a weakness the first 
time it shows up in a scene, not every time they’re targeted by 
that effect, and only when that effect endangers the hero, not 
simply when it is present. Less omnipresent weaknesses to magic 
may include a sensitivity to magical travel that leaves the hero 
fatigued for the next scene or the inability to benefit from magic 
effects like positive transformations and healing.

BEQUESTS

At several points throughout the NetherWar adventure arc, characters 
have the option to inherit bits of magical bequest—magical objects, 
contacts, control of locations, and titles—especially those left behind 
by the absent Adrian Eldrich. Making use of any of these options re-
quires investing power points—either experience or pp saved from 
character creation—and most are relatively inexpensive, ranging from 
3-10pp. Not immediately spending the points to acquire a bequest 
doesn’t mean the opportunity vanishes forever. Characters can retain 
the physical items or have the potential to gain an ally for weeks or 
years to purchase later, or even draw upon in an emergency by spend-
ing a Hero Point to edit the scene. They simply don’t have the control 
to make regular use of that bequest until you invest power points into 
it—magic is strange and willful, and so needs discipline and focus to 
master, even if in one’s grasp.

The bequests in NetherWar exist as fun opportunities for a character 
to develop new abilities and resources. Your heroes aren’t obligated 
to keep any of the bequests and acquiring them isn’t central to com-
pleting the plot. If more than one player wants to acquire the same 
bequest for their hero, discuss the options and the potential to share 
it. Two or more heroes can share the cost of a sidekick or headquarters, 
for example, but probably can’t wear the same magic cloak. In these 
cases, the Game Master might want to introduce additional, similar 
items or allow players to create their own bequests invested with sim-
ilar backstories.

TEAM DYNAMICS
If your gaming group is making a new team of heroes for the Nether-
War adventure arc, it’s worth taking a moment to consider why they’re 
working together and are drawn into this storyline.

DEFENDERS OF THE CITY

The general assumption for a Mutants & Masterminds campaign is that 
the heroes are a team of like-minded defenders of the defenseless, 
who apply their unique powers to stop dangers too great for average 
people or authorities to stand against. This option can bring the great-
est variety of skills and abilities to bear, as it doesn’t imply anything 
about the heroes’ origins or powers. It also means your team has a 
weak thematic link to the events of the NetherWar; you stand against 
the rise of evil magic because it threatens your city and world—a he-
roic effort, but hardly personal. Yet.

FORMER TEEN HEROES

Many months or even years separate the events of the NetherWar pre-
quel adventure, Master of Earth, from the main storyline. With Master of 
Earth focusing on teen heroes recruited from the Claremont Academy 
to help Seven defeat Una, that experience may tie heroes together, 
even years later, when villains begin plucking at the threads woven by 
Eldrich and Seven. Seven herself may even reach out to her one-time 
allies to bring them back together to aid her while she is still unable 
to return to Earth. This option gives the players some personal history 
with events of the NetherWar while still giving them a huge variety 
of options regarding their origins and powers. You should progress 
whichever PL 8 teen heroes you use for Master of Earth to PL 10 before 
continuing with the next adventure.
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MYSTIC INVESTIGATORS

The rising tide of dark magic is expected, but proceeding more quick-
ly than anyone thought it could, even without a Master Mage. Many 
members of Earth-Prime’s magical community are concerned and 
baffled by this turn of events and may band together to investigate 
strange new developments. With the flexibility of magic and a descrip-
tor, heroes can still have a variety of abilities—a golem powerhouse 
fighting alongside a demigod paragon, an energy controller fueled 
by an elemental, and a traditional mage—but share some common 
expertise and personal stake in tracking down the cause of these dire 
events. The only drawback is that such heroes might feel out of place 
investigating the ordinary crimes and non-magical villains that appear 
in several NetherWar adventures, and Game Masters may need to work 
to tie these events into the growing threat of corrupt magic.

RESEARCHERS

Rather than mystically inclined, the heroes are its equal and oppo-
site—a team of science-minded individuals curious about phenom-
ena like the shift in Earth’s electromagnetic field and the rise of unex-
plained events. These heroes likely share a common origin—similar to 
Freedom City’s Atom Family—that focuses on technology rather than 
magic and have a goal of explaining the unexplained while protecting 
the world. Game Masters may need to build some extra backstory into 
NetherWar adventures to help satisfy their heroes’ scientific curiosity 
when it comes to explaining magic effects, but this approach to the 
series can carry fun and powerful elements of opposition to it that 
helps make stories like Ghosterbusters into memorable classics.

SCARRED BY MAGIC

Rather than experts and representatives of the magical community, 
the heroes have all been personally victimized by the rise of dark mag-
ic over the past several years. They may be afflicted with a curse that 
also provides them with inhuman powers, were cult sacrifices who 
now linger as ghosts, or are the survivors of monster attacks who have 
trained themselves in martial arts or mastered weapons to fight back. 
As with the Mystic Investigators option, these heroes have a deep per-
sonal stake in stemming the rise of evil magic, but may not possess 
the same expertise, contacts, or even power source as the creatures 
they hunt. Heroes scarred by magic likely have a large variety of mag-
ic-related Complications that Game Masters should keep in mind and 
may be reluctant to work alongside the magical allies that appear in 
the story arc.

CONCEPT ROLES
The idea of Concept Roles—first introduced in the M&M Superteam 
Handbook—is a narrative tool that allows heroes to fit into in the sto-
ry, to feel distinct, and help them stand out in a group that may have 
characters with similar abilities and skills. It provides a distinct outlook 
and purpose and helps suggest character traits to back up a hero’s 
personality and place on the team. Any of the Concept Roles provid-
ed in the SuperTeam Handbook are appropriate for NetherWar, but the 
specific nature of these adventures presents the opportunity for more 
specific roles.

You can learn more about Concept Roles in Chapter 2 of the M&M 
SuperTeam Handbook.

HISTORIAN

You’re an academic or a diehard fan of something appropriate. You 
might be magically inclined, but you might just as easily be an an-
thropologist or archaeologist in your secret identity who has spent 
their life studying ritual beliefs or a superhero nerd with a soft spot for 
Adrian Eldrich’s 80 years of adventure. Finding yourself thrust into the 
middle of supernatural events is a double-edged sword: Sure, your life 
is in danger, but when else will anyone have the chance to study all 
this from the inside?

TRAIT SUGGESTIONS

Intelligence might not be your best Ability, but it’s likely higher than 
it needs to be and helps prop up the skills you need in order to learn 
all you can, like Expertise (Magic), Expertise (Superheroes), Investi-
gation, and Insight. If you’re more of a documentarian, then getting 
people to open up and share what they know requires a decent Pres-
ence and at least a few ranks in Persuasion (or Deception), while the 
Second Chance and Ultimate Effort Advantages for your preferred 
information-gathering skills mean you’ll rarely miss a clue.

COMPLICATIONS

The following complications suit this role:

Curiosity: You’ll never learn anything if you don’t turn over every 
stone! You earn a Hero Point whenever your curiosity unleashes some-
thing unpleasant or you go easy on a villain so you can learn what 
they know.

Obsession: Your interest borders on the unhealthy and can drive you 
to push yourself too hard. You can earn a Hero Point in exchange for 
starting an adventure with the fatigued condition (or something simi-
lar) for a few scenes as a result of pushing yourself too hard.

Responsibility: Your interests are at least partially professional—a 
university, publisher, or secret society wants to know what you know, 
so you must make time for meetings and turn over many of your find-
ings. You might earn a Hero Point when these obligations leave you 
at a disadvantage—starting a scene in your secret identity or arriving 
late to an adventure, for example—or when crossing your employer 
causes you to lose access to Advantages like Connected, Equipment, 
or Well-informed.
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INHERITOR

You should have been the next Master Mage and you’re keenly aware 
that some character flaw cost you this opportunity. Maybe your in-
sufferable overconfidence made you seem self-destructive or your 
own insecurities drove you to reject such an awesome responsibility. 
A part of you is deeply drawn to anything related to the legacy of Mas-
ter Mage, either to earn a second shot at the title or because you feel 
responsible for the growing problems.

TRAIT SUGGESTIONS

Your powers are almost certainly magical in nature—probably tradi-
tional spellcasting, but maybe a specialization like alchemy, elemental 
control, or time magic—and you likely boast an impressive Intelligence 
or Awareness Ability to match. Skills like Expertise (Magic) and Advan-
tages like Artificer and Ritualist help round out your problem-solving 
abilities, even if they sometimes require the investment of time. Your 
years of training have probably also given you an impressive Will de-
fense, although you might have a few gaps in your mental armor (see 
Complications).

COMPLICATIONS

The following complications suit this role:

Disappointment: Someone was training you to become the next 
Master Mage and may be deeply disappointed in your lapse (or you 
might blame them for your failure). You earn a Hero Point whenever 
you play up this sour relationship, the relationship causes problems 
for you, or you go out of your way to patch things up.

Reputation: As a student intended for such a prestigious path, your 
identity (and failure) are widely known in the magical community. You 
earn a Hero Point whenever your reputation worsens another person’s 
starting attitude toward you or imposes a circumstance penalty on 
your interaction checks (-2 or -5, depending on how that individual 
feels about you).

Weakness: Something in your personality leaves you especially vul-
nerable to certain kinds of manipulation. Your ego might make you 
more vulnerable to flattery and illusions that praise your glory, or your 
insecurity might leave you vulnerable to fear effects and intimidation. 
You can only apply half your Will defense against your foible but you 
earn a Hero Point whenever it comes up.

LAYPERSON

You’re the uninitiated, average hero-on-the-street feeling in way over 
your head with all this talk about magic, dimensions, and ancient his-
tory. It may as well be Latin… and a lot of it probably is. You spend a lot 
of time with a confused look, asking questions that should be obvious 
to your magical colleagues. In media, the layperson character serves 
as an audience surrogate, letting the audience learn the secrets of 
the world as the character does. But in Mutants & Masterminds, this role 
offers the entire group the chance to ask questions about the basics 
of history and how magic works, while providing you with the fun of 
turning mystical technobabble into oversimplified metaphors.

TRAIT SUGGESTIONS

While you have immense flexibility in building your character, you 
should steer clear of any of the options that would be thematically ap-
propriate, such as the Expertise (Magic) skill and magic-based powers. 
Instead, invest some power points into developing an unlikely interest 
or skill that might be a fun and unexpected way to solve problems, like 
singing ability, knowledge of pop culture, or an unbreakable optimism 
that can inspire your friends.

COMPLICATIONS

The following complications suit this role:

Accident: As a complete neophyte in relation to anything magical, 
you have a tendency to poke artifacts, drink potions, or read forbidden 
tomes aloud without understanding the gravity of what you’re doing. 
Earn a Hero Point every time you accidentally make things worse by 
not knowing what you’re doing.

Honor: As one of the uninitiated, you don’t really have a horse in this 
race. People have been ignorant of magic even when it was at its worst 
and still managed to survive. So, standing by others against terrible 
power is a matter of honor, friendship, or human decency for you. You 
earn a Hero point whenever your moral code pushes you to risk life 
and limb against a greater foe, or you risk your life to help someone.

Phobia: People fear what they don’t understand, and there is a lot you 
don’t understand… at least not yet. While a fear of magic is a little too 
broad (and likely too ubiquitous), a fear of ghosts, fire, or monsters 
that leaves you Dazed or Impaired during an encounter earns you a 
Hero Point whenever it comes up.
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SKEPTIC

If magic is real—and you’re not saying it is; quantum physics can go 
some pretty weird places—then it’s at least not this weird, quasi-divine 
force all these touchy-feely types keep telling you it is. Like any other 
superpower, it’s just something that needs to be explained, and you’re 
well-positioned to explain it by digging into its oldest traditions and 
mythology. While your eagerness to explain the unexplainable doesn’t 
always endear you to mystically inclined friends, it does provide you 
with an outside perspective that can be handy for solving problems.

TRAIT SUGGESTIONS

You need a few non-magical Expertise specialties, such as Science, 
Psychology, or Anthropology—to help you dig for reasonable expla-
nations for unreasonable things. You may also rely on the Technology 
skill to analyze or contain the strange things you encounter. You’re 
accustomed to making do and thinking on the fly, making Advantag-
es like Improvised Tools, Improvised Weapon, and Throwing Mastery 
natural choices for you, as is Inventor if you’re technologically inclined.

COMPLICATIONS

The following complications suit this role:

Obsession: Your need to expose the truth can drive you to extremes. 
Whenever your need to dig below the surface of any issue leads into a 
dangerous situation, you earn a Hero Point.

Secret: Your skepticism comes from some deeply personal experience 
you don’t like to share. Maybe you had an unexplained encounter as a 
child, maybe you were taken in by a con artist posing as a psychic, or 
maybe your parents are just leaders of a new-age sex cult and it’s really 
embarrassing. The stress of keeping the secret means you’re Fatigued 
when your secret might be revealed and Stunned for a round when 
someone else uses it against you—earning a Hero Point in either case. 
You also earn a Hero Point if you open up and share this vulnerability 
with trusted friends.

Self-Appointed Expert: You try not to be a jerk to others with your 
dedicated disbelief—try being the operative word. Earn a Hero Point 
every time you can’t help butting into a conversation and sabotaging 
your allies’ efforts with your “hard truths.” Doing so imposes a circum-
stance penalty (usually -2, but sometimes -5, depending on the sensi-
tivity of the topic) to your group’s attempts to influence others.

TRUE BELIEVER

You aren’t necessarily a mystic, but you’re an eager student ready to 
learn the secrets of the world. There’s a lot of myth and superstition 
surrounding the things you’re interested in, and until recently, you’ve 
never known what was true and what was fantasy. But now it seems 
like the whole magical world is collapsing in on itself, and maybe you 
don’t have the knowledge to help, but by the gods, you have the will.

TRAIT SUGGESTIONS

You probably aren’t well-versed in the mystic arts, even if your powers 
come from a magical source; but you’ve dedicated at least a little effort 
into developing related interests like Expertise (History), Expertise (Bi-
ology), Expertise (Pop Culture), Insight, or Treatment. While you likely 
don’t have access to any magic-specific Advantages, your boundless 
faith makes Diehard, Luck, and Extraordinary Effort natural fits. You 
also likely benefit from either a respectable Intellect or Presence to 
either justify your boundless curiosity or to make your ranting more 
endearing than annoying.

COMPLICATIONS

The following complications suit this role:

Naïve: You’re eager to defer to other, more experienced, mages if it 
leads to new insights. You gain a Hero Point whenever you choose to 
fail an Insight check against a magical being or spellcaster and just 
believe whatever they tell you.

Relationship: A dear relative or friend was always there to support 
you and fill your head with inspiring stories of a magical world just 
outside your reach. Now that you have the strength to stand on your 
own, it’s your turn to protect them. You earn a Hero Point whenever 
your relation is threatened by a disaster or villain, or whenever your 
obligations to them put you at a disadvantage.

Trouble-Magnet: Maybe it’s your openness to the supernatural. May-
be it’s your body spray. But all the monsters seem to love you! You’re 
always the target for weird creatures, magical effects, and supernat-
ural predators, but earn a Hero Point whenever they attack you first 
over your allies.

Weakness: Your openness to magic is a burden as well as a strength, 
leaving you Vulnerable to some (or all) magical effects.
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This section contains spoilers for upcoming adventures and the me-
ta-plot revealed throughout the course of the series.

If you plan to run the NetherWar adventure arc as the Game Master, 
reading through the following pages can help you know how to pre-
pare and what to expect, helping you customize the adventures to 
your campaign and steer your players in the right direction.

CAMPAIGN BACKGROUND
Idolon, Ios, Lamal, Sirrion. These entities are more than gods. They are 
the foundation of magic to which even so-called gods are bound. An-
cient beyond reckoning, and a fundamental part of magic in every cor-
ner of the multiverse, these entities transcend power. And their ranks 
may soon grow.

Lady Una, the Unrelenting, Queen of the Netherworld and Dark Lord 
of dark lords, has grown weary of her immortal existence and con-
quests, and long ago, began studying how she might ascend to god-
hood. Already on par with the immortal beings who labeled themselves 
“gods”—the likes of Hades and Zeus—she hungered for more. She 
would become a dark entity spreading her influence not only through 
physical might, but through the very substance of magic itself, across 
the omniverse. Her ritual for ascension requires the conquest of a thou-
sand worlds and tying her soul to the magical energy of each—and af-
ter her humiliation at the hands of Adrian Eldrich, Una has made it a 
point of pride to take Earth as the thousandth world that will complete 
her transformation. Her plan requires the sacrifice of her mortal body, 
that it might be consumed in the flames of another world’s purest mag-
ic. A sacrifice that can only be performed by another Master Mage.

With Adrian Eldrich gone, Una plotted to trick the inexperienced new 
Master Mage of Earth, Seven, into destroying her. She staged an inva-
sion, knowing Seven would rise to stop her, and in the pivotal moment 
of the duel, let the new Master Mage’s magic annihilate her body, 
merging her spirit with Earth’s magical essence.

But Eldrich foresaw Una’s plan before his death and spent the last ten 
years creating several powerful talismans that would bar a foreign 
spirit from assimilating Earth’s magic and linking it to her empire of 
999 Netherworlds. He used the arcane potential of existing artifacts to 
craft these wards, trusting that the power and legend of these artifacts 
would prevent anyone from destroying them. In a way, the Eldrich tal-
ismans are a vestige of the former Master Mage embracing the Earth, 
even in his absence.

Una made her move upon Eldrich’s death, but his talismans prevented 
her spirit from becoming one with Earth. She is now stuck as a disem-
bodied and powerless spirit. Too greedy to release her hold on Earth’s 
magic to gain her freedom, but barred from using her legendary pow-
er, or interacting with anyone but other magical beings. The sorcer-
ess retains a powerful connection to her royal signet ring, however, 
now worn by Lady Seven as the optimistic young mage endeavors to 
repair Una’s empire of despair. Through this, she has subtle influence 
over Seven and can draw upon her power. With this resource and her 
extensive knowledge of magic, Una has spent years regrouping and 
formulating her new strategy, offering newfound power to many of 
Earth’s magical villains, and providing magical makeovers to others, 

to transform the villains of Earth into her own makeshift cult—all of 
which has helped anchor her connection to the realm. All she needs 
now is for her new servants to hunt down and destroy the Eldrich tal-
ismans that block her ascension to godhood.

Una’s favored and most overt servant is Desmond Lettam, the villain  
better known as Toy Boy. When Desmond Lettam discovered he was 
dying thanks to the same cruel, genetic defect that halted his aging, he 
sought every technological solution he could think of to save himself. 
Una felt his pain and fear and came to Desmond in his dreams, promis-
ing him immortality in exchange for his soul. When Toy Boy agreed, she 
used what little strength she had gathered from her cult to wrench his 
soul free and transform him into a creature of magic—an invisible phan-
tom whose singular fixation on toys allowed him to control them as an 
elemental might control earth or wind. With this fanatical agent, able to 
spy on the material world while she remained trapped, Una finally has 
the last tool needed to begin her war against Earth’s magical defenses.

CAMPAIGN OUTLINE
This outline covers the events of the NetherWar in broad strokes.

NETHERWAR 0: MASTER OF EARTH	 PL 8

This prequel adventure, set immediately after Eldrich vanishes, lets 
players play through Una’s invasion of Earth. As soon as Seven learns 
of Una’s plot to invade, she magically calls upon her former teammates 
from the Next-Gen to help defend the Earth, but her incantation goes 
awry and brings her the modern incarnation of the team rather than 
her old allies.

The heroes head into Una’s Netherworld to try and halt her invasion 
before it begins, battling their way to Una’s citadel and her inner sanc-
tum, the Alloy Adytum. Too late, they learn the unrelenting sorceress 
has begun her invasion early and they must spring back to Earth to 
confront Una in a Freedom City already twisting to her corrupted will. 
In the aftermath, Seven inherits control of Una’s realm and must aban-
don Earth, while Una—unbeknownst to anyone—is rendered a harm-
less, incorporeal spirit trapped between Earth and her empire.

NETHERWAR 1: ASSAULT ON THE NERIAN NEXUS	 PL 10

With her loyal agent Toy Boy able to interact with the living world on 
her behalf, Una begins her NetherWar against Earth’s magical defens-
es. She must first learn what safeguards Eldrich left in place and doing 
so requires penetrating his most sacred sanctum, the Nerian Nexus. 
She selects the ancient trickster Medea to work her will, passing along 
powerful rituals to the witch that will help her break open the wards 
on the Nerian Nexus and plunder the magical treasures within. But 
Medea’s preparations attract attention. What Medea had planned as 
a quiet power grab becomes a mad-dash free-for-all as every magical 
villain in the city hopes to steal something to augment their abilities 
and give them an advantage over the rest. Amidst the chaos, Toy Boy 
can pore through Eldrich’s records and learn what defenses were set in 
place to prevent his Dark Lady’s ascension.

THE GAMEMASTER’S GUIDE TO NETHERWARTHE GAMEMASTER’S GUIDE TO NETHERWAR
If you plan to play the NetherWar adventure arc, stop reading here.If you plan to play the NetherWar adventure arc, stop reading here.
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The PCs must enter the mystic home—a twisting, unusual, magic 
pocket dimension—and confront various villains to stop a new wave 
of magical dangers from running rampant in the streets. When they fi-
nally confront Medea and her loyal guardian, Tom Cypress, the heroes 
have a deadly fight on their hands and, even if they win, they are left 
with the question of what to do with the Nerian Nexus and its many 
treasures and secrets. 

NETHERWAR 2: THE PENTAGRAM PERIL	 PL 10

With a list of the Eldrich talismans prepared, Una sets her unwitting 
cult of villains to work destroying them. Needing to destroy the Blood-
stones of Vhoka and the Prime Elements—the mystic talismans that 
grant the Factor Four their elemental powers—she turns to the unsta-
ble Hellqueen. Una’s spirit promises the villain a ritual that will aug-
ment her demonic power—using the arcane energies unleashed by 
sacrificing the Bloodstones—and encourages her to recruit the Factor 
Four as minions. She plants the seed of an idea that Hellqueen’s power 
will grow even stronger by sacrificing her unwitting minions as well.

The heroes must rush to stop the Factor Four where they can, following 
their globe-trotting quest to capture all the Bloodstones, and ultimately 
confront Hellqueen before she can complete her secret volcano ritual.

NETHERWAR 3: BROKEN STRINGS	 PL 10

With only a few Eldrich talismans remaining that block his Dark Lady 
from ascension, the magical Toy Boy begins scouring the city. Using 
his scientific genius, he unleashes robotic “action figures” to spread 
disaster, then employs his more subtle magical toy servants to steal 
and destroy the talismans he needs. In the process, he discovers that 
one final, unintended, talisman exists: the Golden Mask of Malador. 
The supervillain Warden took it upon himself to steal the mask months 
ago and hide it away in his Dungeon Dimension. Toy Boy ambushes 
Warden and steals his door key to enter his realm.

The PCs must stop disasters and rampaging robots across the city be-
fore they learn of a series of bizarre, toy-related thefts. They investigate 
and learn that each of the stolen items were once in the possession of 
Adrian Eldrich. They can eventually follow Toy Boy into the Dungeon 
Dimension where they must confront the dangers of both the mystic 
plane and its various prisoners before they can finally defeat Toy Boy 
and learn the details of his seemingly random obsessions. But they ar-
rive too late, as Toy Boy’s tampering has already sent the Golden Mask 
of Malador back to Earth.

NETHERWAR 4: BOUND BY GOLD	 PL 10

As an artifact of a former Master Mage of Earth, the Golden Mask of 
Malador is, inadvertently, a powerful talisman that bars Una’s ascen-
sion, as it already links one Master Mage to Earth’s arcane energies. 
Una hoped that Toy Boy could simply destroy the Mask but has real-
ized she can use it the same way Malador does: as a conduit to fuse her 
to a living body once more, allowing her to finish the work of ascen-
sion with her own hands. All she must do is find some power-hungry 
soul to exorcise Malador first. With Toy Boy captured in the previous 
adventure, she instead turns to Medea once again, offering the witch 
untold power as her herald if she exiles Malador’s spirit. 

The heroes must confront Malador’s ancient foes—now rendered his 
servants—and the resurrected Master Mage himself, with Medea acting 
as a canny third party manipulating them along the way. But as the he-

roes struggle to save the world from Malador’s bid to reclaim his title as 
Master Mage, Medea’s interference creates a powerful arcane accident, 
merging Medea, Malador, and Una together into a single divine being!

NETHERWAR 5: THREE MADE ONE	 PL 11

Through accident and greed, three of the oldest magical immortals—
Medea, Malador the Mystic, and Una—have been bound together at 
the culmination of Una’s ascension to godhood. The process merges 
their three spirits into a singular, chaotic deity powered by the magic 
of a thousand realms. The Trio, drawing a thousand worlds’ worth of 
magic, is corrupting Earth into a nexus of Netherworlds.

The heroes begin ignorant of any crisis, as they find themselves in 
an idyllic fantasy realm created to occupy them. But things are too 
squeaky-clean and they must figure out how to escape their off-color 
paradise, confront Seven, free her from Una’s influence, and finally ally 
with her to take on an impossibly powerful new god.

CAMPAIGN QUESTIONS
The NetherWar might leave you or your players with a few questions.

WHERE IS THE FREEDOM LEAGUE?

One of the biggest questions to arise whenever something threatens 
the world is “Where are the other heroes?” Freedom City includes more 
powerful, established groups like the Freedom League, the Atom Fam-
ily, Foreshadow, and Doctor Tomorrow. The easiest way to circumvent 
this issue is for players to be members of those teams. You can also just 
say “Those heroes are handling things in their own comics.” But neither 
of these responses satisfy the real question: Why aren’t the more pow-
erful heroes helping?

The real answer is because this is the player characters’ story, and no one 
wants NPCs hogging the spotlight. You can give the in-world heroes their 
own crises to resolve—the Freedom League may be in space battling Col-
lapsar—or you can make them early casualties of the NetherWar, with Una 
using her villainous minions to imprison them in a magical device or exile 
them to an unknown dimension. This can raise the stakes of the adven-
tures, particularly if the heroes have professional or personal relationships 
with members of those teams. Adapt the explanation as you see fit.

FURTHER READINGFURTHER READING

You can prepare yourself to run NetherWar by reviewing some of 
the following resources:

Atlas of Earth-Prime: The Atlas discusses many of the strange, 
mystical places on the world of Earth-Prime, including locations 
like Sub-Terra that appear in the story arc. It also contains count-
less new heroes and villains you can use to replace or augment 
the villains already appearing in the adventures.

Freedom City, Third Edition: Many of the villains and locations 
who feature prominently in NetherWar appear in the pages of the 
Freedom City sourcebook. 

The Book of Magic: This second-edition supplement contains 
plenty of details on Adrian Eldrich, Una, and many other import-
ant figures in Earth-Prime’s magical history, as well as advice for 
running magic-heavy campaigns. While it may be difficult to find 
in print, you can still acquire a PDF copy through Green Ronin’s 
online store!
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WHY IS NETHERWAR USING THESE CHARACTERS  
INSTEAD OF MY FAVORITES?

We selected some of the longest-running Earth-Prime characters to 
feature in these adventures to help give some breath to their chang-
es in the third edition of Mutants & Masterminds, but no single villain is 
a lynchpin for the entire plot. If you and your players have other vil-
lains you love, feel free to drop them in, or replace existing characters 
in the story. Medea could be replaced with Lucius Cabot, Arcanix, or 
any other manipulative mastermind. Hellqueen’s shoes can be filled 
by Mother Moonlight, the Orphean, or any other arcane villain with 
an obsessive need for more power. Even Una can be replaced with 
another powerful soul in search of mystic power—Malador may be 
trying to reclaim the title of Master Mage and transform Earth into his 
netherealm or Overshadow might be trying to gather magical artifacts 
to become a god. Even Toy Boy’s role can be swapped with any suffi-
ciently sneaky and obsequious bad guy.

Astonishing Adventures are meant to be toolkits you can adapt to 
your own campaigns, so feel free to make NetherWar your own!

WHO KILLED ELDRICH?

One of the major lingering questions that the NetherWar story arc 
doesn’t answer is “what happened to Adrian Eldrich?” This question 
may be detailed in the future, but for now it doesn’t matter. Nether-
War is about what happens in his wake, and how the heroes grow to 
overcome the dangers he once kept hidden from the world. This is the 
players’ story, not Eldrich’s.

The history section of Freedom City, Third Edition only mentions that 
Una destroys Eldrich’s mortal form—a proactive first step in her quest 
for ascension—but not the exact details of how. Barred from Earth 
while he lived, she may have dispatched an assassin, lured him into a 
deadly trap, or lured him to her. The exact details are left vague to help 
you adapt the situation to your own campaign, should it arise.

While Eldrich’s spirit should still dwell on the astral plane just as all 
the preceding Master Mages’ spirits do, Una’s influence in the Earth 
Realm’s magic now blocks him from intervening, just as his presence 
once blocked her. You may choose to ignore this if you’d prefer to use 
Eldrich’s spirit as a guide and mentor in your campaign, but his ab-
sence helps keep Una’s exact tactics strange and inexplicable.

CAST
The following are the major players in the NetherWar story arc, in-
cluding some details on their personality and backgrounds, as well as 
where to find more information on them.

LADY SEVEN

Serina Vervain was born to a lin-
eage of witches stretching back 
to the original founding of Free-
dom City, and was tutored both 
by her grandmother, the accom-
plished witch Lilian Vervain, and 
Adrian Eldrich to one day inherit 
the title of Master Mage. She 
didn’t expect to inherit the title 
so early, however, and found 
herself unprepared when Una 

launched her war against the Earth. In defeating Una, Seven inherited 
her empire and obligations, and now hopes to redeem the Nether-
worlds Una created and transform them back into functional, inde-
pendent worlds with their own Master Mages once again.

Seven has found herself increasingly on edge, lashing out at her new 
minions, succumbing to strange impulses, and occasionally sleep-
walking. She attributes all her problems to the incredible stress of her 
new position, while holding all the magics of hundreds of worlds in 
her heart. She hasn’t yet—and thanks to Una, can’t—recognize the 
outside influence Una’s spirit is still exerting on her despite the former 
queen’s demise.

More information on Lady Seven can be found in Freedom City.

MALADOR THE MYSTIC

An ancient Master Mage from 
Atlantis who plotted to offer 
up Earth to dark patrons in ex-
change for power, Malador is 
one of the most powerful mag-
ical beings of Earth-Prime. Now 
an ancient spirit bound to his 
Golden Mask, he has been de-
feated and imprisoned repeat-
edly by Eldrich and other mod-
ern heroes only to return with 
seemingly endless resources and minions.

Malador is arrogant and convinced of his supremacy over all other 
magic-users. He has become a source of mystical energy for dark-heart-
ed spellcasters in his own right, but he remains blind to all the ways 
the world has changed. His fixation on what was, rather than seeing 
the world as it is, has been the key to his defeat time and time again.

More information on Malador the Mystic can be found in the Basic He-
ro’s Handbook and the SuperTeam Handbook.

MEDEA

The ancient witch of Colchis and 
a demigod in her own right, Me-
dea is one of the less powerful 
immortal beings of Earth-Prime 
and still relies on her wits and 
trickery rather than brute force. 
Her cunning makes her a deadly 
foe, despite the relative subtelty 
of her power, all too capable of 
making others fight her battles 
for her.

Medea is a bitter woman, wounded time and time again by the pet-
tiness of mortals. Her early experiences with her lover, Jason, are 
well-chronicled in Greek myth, culminating in her murder of their chil-
dren and Jason’s wife-to-be after he betrayed her. She now generally 
lives to survive and to bring others down to her level, using elaborate 
plans to expose so-called heroes and moral crusaders for the hypo-
crites they are. But a part of her hates relying on others’ strength and 
covets tools and minions that can let her stand alone (minions, after 
all, are tools, not peers) among her fellow immortals.

More information on Medea can be found in Freedom City.
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TOY BOY

Desmond Lettam was dying. 
The same genetic fluke that left 
him an un-aging child added 
injury to insult as it slowly extin-
guished his incredible genius. 
His every attempt to find a sci-
entific solution to his approach-
ing death ended in miserable 
failure, and in his desperation, 
Desmond called out in a rare 
show of faith for help. And Una 
answered, transforming Des-
mond into an incorporeal spirit like herself, but his singular fixation on 
toys granted him elemental-like powers to manipulate playthings and 
act upon the mortal realm.

Toy Boy has grown fixated on his “Dark Lady,” the only name he refers 
to Una by, and while he has conducted other crimes and pursued his 
own strange agenda, he remains ever-eager to please his savior and 
earn an even grander place at her side.

More information on Toy Boy can be found in Freedom City.

UNA THE UNRELENTING

Una the Unrelenting—called 
the Uncaring, the Invincible, the 
Magnificent, the Mighty—ruled 
as Queen of the Netherworld 
for untold centuries, expand-
ing her control out into an in-
terdimensional empire of 999 
worlds. Born to humble origins 
as a slave, she was taken as a 
concubine by one of the wiz-
ard-kings of her magical realm. 
But her rapist vastly underesti-
mated her intellect and her thirst for revenge. She spent night after 
night in his library, learning the secrets of magic for herself. Power 
proved to her liking, and the more she learned, the more she hun-
gered for even greater power. Slowly, subtly, she seized control of 
her “master’s” mind, traded their roles, and eventually placed herself 
on the throne beside him as queen. His tragic death immediately af-
ter, left Una alone as Wizard-Queen of the realm.

But power was never enough for Una. She used her magic and her 
armies to conquer first her neighboring kingdoms, then the world, 
seizing their magical knowledge for herself. She won the title of Mas-
ter Mage of her realm, and soon her power-hungry heart twisted that 
esteemed legacy and transformed her into an immortal Dark Lord. 
Her realm likewise twisted to reflect her drives, transforming into a 
dimension of harsh extremes where the strong would flourish and 
the weak must serve. Her studies opened the secrets of dimensional 
travel to her, and soon she encountered and battled other Dark Lords 
and Master Mages.

Her conquests endless, her knowledge without equal, Una is a god 
in all but title. Her most serious setback came from Adrian Eldrich, 
defender of a miserable realm called the Earth. Una had prepared to 
seize this world, as she had so many others, and Eldrich challenged 
the more powerful sorceress to a duel arcane. If she won, he would 
surrender his title of Master Mage, granting her control of Earth; but 
if he won, she would depart and never return. Una agreed, knowing 
she could easily crush the mortal wizard but unaware that Eldrich had 
emboldened and supplied rebels in her dimension, giving them the 
perfect moment to strike. Eldrich won the duel and Una found herself 
barred from returning to the Earth realm after being forced to with-
draw from the duel to put down the insurrection. This humiliation be-
gan her decades-long fixation on the Earth and her resolution to use it 
as the final instrument of her ascension.

Una is ancient and powerful, a woman of cold rage and long mem-
ories. She relied as much on spies and trickery as brute magic and 
armies in her campaigns of conquest; but her fixation on her defeat by 
Eldrich and her years spent as an immaterial phantom have left her in-
creasingly erratic—literally spread too thin across multiple worlds. She 
grows increasingly impatient and violent, and in theory could even 
return to her Netherworld and fully possess Seven if she could just 
relinquish her nominal hold over Earth’s magic. But doing so would 
mean admitting defeat to Eldrich once again, and Una is prepared to 
die rather than risk that fate.

More information on Una can be found in the 2nd edition Mutants & 
Masterminds supplement, the Book of Magic.

WARDEN

John Warden was a man of abso-
lute law, who believed in harsh 
punishment for the guilty, and 
his genius helped design much 
of the technology that restrains 
supervillains in prisons like 
Blackstone. But he was disgust-
ed by what he perceived as a lax 
justice system showing sympa-
thy to lawbreakers and believing 
that any criminal could reform. 
Taking the law into his own hands, he became the villain Warden, a 
rogue jailer obsessed with capturing, securing, and punishing the 
worst criminals in the city.

Like many villains of Freedom City, Warden has gained a magical make-
over in recent years. Strange inspiration overcame him, and he crafted 
an arcane key that could open up what he describes as his “Dungeon Di-
mension,” a prison realm where he could both escape the corrupt “law” 
of Earth and impose his own law on those criminals he could capture.

Warden is an anti-villain and a potential ally of the heroes for some of 
this adventure. His Dungeon Dimension can imprison even powerful 
magical foes like Medea and Toy Boy, and he is taking a keen inter-
est in the growing magical presence among supervillains. A complete 
control freak, he wants his realm kept in perfect order, however, and 
anyone running loose within it will drive him to rage.

121212

Series GuideSeries GuideSeries Guide



CREDITS & LICENSECREDITS & LICENSE

OPEN GAME LICENSE Version 1.0a

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

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

2. The License: This License applies to any Open Game
Content that contains a notice indicating that the Open
Game Content may only be Used under and in terms of
this License. You must affix such a notice to any Open
Game Content that you Use. No terms may be added to
or subtracted from this License except as described by the 
License itself. No other terms or conditions may be applied 
to any Open Game Content distributed using this License.

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

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

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

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

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

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

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

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

11. Use of Contributor Credits: You may not market or
advertise the Open Game Content using the name of any 
Contributor unless You have written permission from the
Contributor to do so.

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

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

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

15. COPYRIGHT NOTICE 

Open Game License v 1.0 Copyright 2000, Wizards of the 
Coast, Inc. 

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

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

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

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

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

Freedom City, Copyright 2003, Green Ronin Publishing; 
Author: Steve Kenson

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

Freedom City, Second Edition, Copyright 2005, Green Ronin 
Publishing, LLC; Author Steve Kenson. 

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

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

Mutants & Masterminds Astonishing Adventures: NetherWar 
Series Guide, Copyright 2020, Green Ronin Publishing, LLC; 
Author Crystal Frasier.
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