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Descrip;ion:

MCULECE: S
Suspended between Heaven and Hell, or
bound on Earth to serve a purpose. RANGCD: -7

Distillations of pure Good, or flawed INITIATIN G -3

vessels that try to serve a higher power
as best they can. Either way, angels

stand apart from the general run of DCICNSCG: 1 7/04

humanity. For better or worse...
SPFCCD: 30

HCRO: S5
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ArchieLypes

Skills: Diplomacy +7, Disguise +7, Gather Info
+7, Culture +4, Perform +5, Spot +7 plus three
Languages.

Feats: Attractive, Inspire, Leadership, Indomitable
Will

Power s and Devices: Super-Charisma +3 (Source:
Mystical; Cost: 2pp; Total: 6pp); Weapon +10
(Source: Mystical; Cost: 1pp; Total: 10pp);
Gadgets +5 (Source: Mystical; Cost: 1pp; Total:
5pp); plus one of the following suites worth 50pp:

» Elemental Control: Air +8 (Extras: Create
Element, Elemental Blast, Elemental
Movement, Shield; Sunt: Sun; Source:
Mystical; Cost: 6pp; Total: 50pp)

» Energy Control: Fire +10 (Extras: EB, Flight,
Force Field; Source: Mystical; Cost: 5pp;
Total: 50pp)

 Flight +5 (Flaw: Wings; Source: Mystical;
Cost: 1pp; Total: 5pp); Healing +6 (Extra:
Regrowth; Source: Mystical; Cost: 4pp; Total:
24pp); Super-Senses (Sght) +3 (Source:
Mystical; Cost: 2pp; Total: 3pp); add an Extra
to the Weapon (typically Dazzle, Area, Ghost
Touch, Mental or Range), up Gadgets to +10.

customization:

Skills: Angels tend to swing to either extreme with
regard to skills. Some are very naive and will not
have many skills that don’t deal with mystical
knowledge or people skills. Others may revel in
the material world around them and will have mas-
tered many skills, particularly Knowledges,
Professions, languages, and vehicles. Some angels
will have been on Earth only for a short time while
others will have been here since the beginning; any
range of human and pre-human knowledge is
available to them. They can have any mix of skills
imaginable.

Even angels trapped in a mortal form will know
Enochian, the language of Heaven, and at least two
other languages (usually of the ancient world:
Hebrew, Aramaic, Greek, Latin). Some may know
tongues long extinct. A few will know languages yet
to be invented.

Feats: Almost all angels have an incredibly powerful
sense of self. Even angels who have lost their memo-
ry or been cast down to Earth retain a tremendous
amount of self-realization and worth, and humans
respond to them often without realizing why.
Warrior-angels that are more combat-focused of
course will choose different feats, especially Aerial
Combat, Attack Finesse, Dodge, Toughness and
some Immunities. Those focused more on the materi-
al world may take Skill Focus or Talented. Those
with a more mystical bent will take Psychic
Awareness and True Sight.

Many will also take Identity Change if they wish to
maintain a more human guise, or want some means
of hiding their weapons or armor. They may have a
regular ‘stable’ of human shapes, particularly if they
are tasked with guiding humans towards Heaven, or
maybe just the one. Some angels are actually bound
to a human form or are part mortal offspring, which
resultsin just the one shape. Other angels will have a
‘super-angel’ aspect, particularly if they buy the
Intimidating Presence Extrato their Super-Charisma,
that they use to awe viewers.

Power s and Devices: Angels customarily have
access to at least one weapon, usually a spear, sword,
bow or other archaic weapon. Very few will have
arms of modern appearance. Also, they typically
have amulets, headbands, bracers, or rings that grant
them a host of mystical powers. Typically their gadg-
et will manifest a healing or defensive power,
Comprehend, Neutralize or Transmutation.

Angelic powers are usually linked to the elements of
air or fire, though it's certainly possible to use any
element or energy at all: there is a heavenly patron
for amost everything under the sun. The first two
suites presented are for the more usua ‘ combat

angel’ who seeks to punish evil. The last isthe
‘stereotypical angel’; the winged healer with power-
ful devicesto aid his quest for betterment.

Ability Scores: Angels are usually quicker than
strong and wiser than educated, but that can change
as well. There are entire ranks of warrior angels who
would reverse their Strength/Dexterity and
Congtitution/Charisma.

Weaknesses: With the 10 points from a Weakness
most angels will take one of the following: an Extra
with their weapon (usually Ghost Touch); a set of
Immunities and Amazing Save boosts; Telepathy +5,
or add an Extrato their main power suite.

Vulnerability or Susceptible are unusual for an angel-
ic being to have unlessit’s a half-breed or has had
some unusual punishment laid upon it by God or it's
superiors. If so, the substance involved is usually tied
to the transgression: an angel being punished for the
sin of greed could be Susceptible to money or pre-
cious metals. An angel wrenched from it’s place in
Heaven by a spell or artifact could find that his new
material body interacts poorly with his more normal
ethereal form: plastics, fluorocarbons and other very
modern substances might do him harm. An even
more exotic flaw would be proximity of certain nega-
tive emotions. An angel of peace or love might find
itself crippled by the emotions of hatred, anger or
spite. An angel who was connected to a particular
nation or ethnic group might grow sick as that nation
or people drifted further from God or their ideals.

Naive is a perfectly good weakness for an angel,
especially on newly arrived on Earth. It would have
no concept of money or how humans interact with
each other. He could be easily tricked since he's
utterly unfamiliar with the way things should be
done, save in cases of clear right and wrong. Having
spent eternity in a place where there are no lies, it
will take the angel quite some time before it truly
understands that aspect of humanity.

Disturbing is also a good choice. Angelic beings,
especially those sent here for what they assumed
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would be a short time, might not bother disguising
parts of their Heavenly aspect. They may manifest a
halo of light. Everyone around them might feel
‘watched’ . They might have an inhuman voice, or a
beauty so pure it makes humans uncomfortable to
look upon it.

Example Angel-:
zeron

Adam Carpenter was always ‘the odd kid' during his
early childhood. He had many friends and playmates,
and alarge and loving family. But there was always
something different about him that no one could ever
quite identify. Those closest to him eventually
learned to keep quiet about some of the odd things.
Like the fact that even after a hard football practice
under the summer sun he never smelled bad. Or that
he never got sick, not even once. Or that time his

tears made Suzy Hartman's broken leg straighten out.

He was a skinny runt as alittle boy, but he could
face down bullies five times his size and make them
ashamed with just a well-chosen word. He was dif-
ferent, but a good kind of different.

When Adam was 13, a man attempted to kidnap him
out of the mall parking lot. Adam ran. The man pur-
sued and eventually trapped the boy on a closed
loading dock. Away from the sight of others, the man
dropped his seeming and revealed his teeth, claws
and horns. The man-thing smiled and walked
towards the terrified boy, his claws sparking as he
dragged them along the brick wall. “We are going to
have such fun, you and |...” the thing whispered.

Adam felt arush of warmth through his body and a
sudden weight in his hand. Looking down, he saw
that he now held a gleaming sword. Looking back
up, he saw fear on the things face. The boy stepped
forward and the thing fled, even as Adam was heft-
ing the paper-light blade.

Adam spent some time wandering the mall, wonder-
ing what exactly had just happened to him. Finaly,

he gave up and did the one thing that usually
worked: he went home and asked his Mom. He felt a
flood of surprise and apprehension when all she said
was ‘Well, | knew this day would come soon enough.
Sit down; we need to talk about your father.’

Adam listened as his mother explained that the man
he thought was his biological father was not. In fact,
his biological father was nothing human at al: he
was the angel Razeriul, banished to Earth for the sin
of loving a human woman and getting her with child.
Adam was, in fact, one of the nephilim, a child of
human and angel. Now, at twice seven years of age,
he would start to manifest some of the powers his
father had possessed as that side of him grew
stronger.

Adam, being 13 and still mostly human, didn’t take
this news very well. He was sullen and withdrawn
for over ayear until the week of finals. One of the
studentsin his class couldn’t take the pressure from
his parents. He came to school the day of his math
final with six guns and walked the halls, shooting
people at random. Adam heard the shots and almost,
almost turned and ran. But he knew he could stop the
boy if he called on his father’s powers. He did so,
and transformed for the first time. He was able to
keep the other boy from killing anyone, and con-
vinced him to surrender. After that point, Adam took
anew look at his life and decided he would do what
needed doing, whenever possible.

Quote: I'm here to kick demon a- uh, buitt.

Personality: Adam is still curious and confused
about his heritage but he's decided that he's going to
use his abilities to help others as best he can. He
embodies the Boy Scout Code almost to the letter;
he's brave, thrifty, etc. He has a large and loving
family, all of whom live close by, and that’s given
him a great deal of security. He's a very ‘grounded’
youth, more and more able to see many sides of a
problem or question. He's not a moralist loner,
though; he loves hanging out with his friends at the
mall or getting in a rough game of team sports.

Power s and Tactics: In combat, Zeron isimpul-
sive and sometimes rash, preferring to charge in

with his sword and see happens rather than careful-

ly thinking things through. He is very mindful of
others, though, and will not attack when doing so
would bring harm to innocents. Zeron wields a sil-
very sword made of hardened white light, and has
achain bearing the sigils of several angels; he usu-
ally invokes the power of Shields (force field) but
can call on several other effects as needed.

Appearance: Adam is a handsome fourteen-year-
old boy, alittle short for his age and somewhat on
the skinny side. He has long mousy brown hair,
and brown eyes. He dresses like any other kid his
age, has a silver ring in one eyebrow and wears
steel chain necklace. He usually has an iPod with
him and listens to way too much weird music that
his parents hate. As Zeron, he looks to be about
sixteen or seventeen, atad under six feet tall and
with alean hard-muscled physique that would put
any model to shame. His hair is long and raven-
black, his skin pale and smooth like alabaster, and
his voice drops to an adult register. He has huge
black-feathered wings. He wields a silver
broadsword and is dressed like a modern crusader;
ared shirt decorated with a large white cross pat-
tern, white jeans, red leather boots and red |eather
biker gloves.

Campaign Use: Zeron can appear in almost any
situation. Adam’s taken to the entire ‘ superhero’
package, including regular patrols and crimefight-
ing. He can be used to introduce any form of mys-
tical enemy, or warn heroes of new street crimes
that target kids — both are his special interests.

Zeron: PL 10; Init +3; Defense: 17 (14 flat-foot-
ed); Spd: 30ft (25ft Fly); Atk +5 (+10S Sword of
Slver Light); SV Dmg +2, Fort +2, Ref +2, Will

+2; Str 13, Dex 16, Con 15, Int 14, Wis 16, Cha 18

Skills: Diplomacy +7, Disguise +7, Gather Info
+7, Culture +4, Perform +5, Spot +7; Languages:
Enochian, Greek, Latin
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Feats: Attractive, Inspire, Leadership, Indomitable
Will

Power s and Devices: Super-Charisma +3 (Source:
Mystical; Cost: 2pp; Total: 6pp); Weapon +10
(Extra: Ghost Touch; Source: Mystical; Cost: 2pp;
Total: 20pp); Gadgets +10 (Source: Mystical;
Cost: 1pp; Total: 10pp); Flight +5 (Flaw: Wings;
Source: Mystical; Cost: 1pp; Total: 5pp); Healing
+6 (Extra: Regrowth; Source: Mystical; Cost: 4pp;
Total: 24pp); Super-Senses (Sght) +3 (Source:
Mystical; Cost: 2pp; Total: 3pp);

Artwork: Tony Perna

Mutants & Masterminds, M&M Superlink, Green
Ronin and the M&M Superlink logo are
Trademarks of Green Ronin Publishing and are
used with permission.

Power Points are Product |dentity of Green Ronin
Publishing and are used with permission.

All text on al pagesis Open Game Content as
defined by the Open Gaming License. See page 4
for more information.

OPEN GAME LICENSE
version 1.0a

The following text is the property of Wizards of
the Coast, Inc. and is Copyright 2000 Wizards of
the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors’ means the copy-
right and/or trademark owners who have con-
tributed Open Game Content; (b)"Derivative
Material" means copyrighted material including
derivative works and translations (including into
other computer languages), potation, modification,
correction, addition, extension, upgrade, improve-
ment, compilation, abridgment or other formin
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 additiona 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 specif-
ically excludes Product Identity. (€) "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, lan-
guage, artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representa-
tions; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, like-
nesses and special ahilities; places, locations, envi-
ronments, creatures, equipment, magical or supernat-
ural abilities or effects, logos, symbols, or graphic
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 logos, hames, mark, sign, motto, designs
that are used by a Contributor to identify itself or its
products or the associated products contributed to the
Open Game License by the Contributor (g) "Use",
"Used" or "Using" means to use, Distribute, copy,
edit, format, modify, trandate and otherwise create
Derivative Material of Open Game Content. (h)
"You" or "Your" means the licensee in terms of this
agreement.

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

terms or conditions may be applied to any Open
Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game
Content You indicate Your acceptance of the terms of
this License.

4. Grant and Consideration: In consideration for
agreeing to use this License, the Contributors grant
You a perpetual, worldwide, royalty-free, non-exclu-
sive 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 creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License to
include the exact text of the COPYRIGHT NOTICE
of any Open Game Content You are copying, modi-
fying or distributing, and You must add the title, the
copyright date, and the copyright holder's name to
the COPYRIGHT NOTICE of any original Open
Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any
Product Identity, including as an indication asto
compatibility, except as expressly licensed in anoth-
er, independent Agreement with the owner of each
element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any
Trademark or Registered Trademark in conjunction
with awork containing Open Game Content except
as expressly licensed in another, independent
Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity.
The owner of any Product Identity used in Open
Game Content shall retain al rights, title and interest
in and to that Product |dentity.

8. Identification: If you distribute Open Game
Content You must clearly indicate which portions of
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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 isimpossible for You to
comply with any of the terms of this License with
respect to some or al of the Open Game Content due
to statute, judicia order, or governmental regulation
then You may not Use any Open Game Material so
affected.

13. Termination: This License will terminate auto-
matically if You fail to comply with al 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 Licenseis
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.

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

Power Corrupts, Power Corrupts 2 Copyright 2003;
Archetype: Angel Copyright 2004, Louis Porter Jr.
Design, Inc.
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Archetype: Amphibian
Archetype: Android
Archetype: Angel
Archetype: Cartoon Critter
Archetype: Composite
Archetype: Cyborgs
Archetype: Plantlife
Archetype: Robots

Archetype: Super-Soldier
Archetype: Weapons Specialist
Chaos Effect: War Zone
Codename: Archangel

Devil’s Dozen

Power Corrupted

Power Corruption

Power Corrupts

Power Corrupts 2
The Cadre
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