SUPER [ROWERED |LEGENDS

S mmcébm 01‘

W/

20 ifigor Use.

n'Ru
e~

=
(=]
o
(==
ad
i
G
—
2
s




TR YOl TO Uk

Aaron E. Sullivan
Abraham Elliot Frank
Alan Kohler
Albert J. Arena
Alex Hunter
Andrew Hauptman
Andrew Johnson
Andrew Lorenz
Andru Matthews
Arnfinn Slotte
Ashley McKay
Barry Wilson
Brandon Urey
Brian Kreuzinger
Charles

Chris Davies

Chris Halama
Chris Halliday
Christina Stiles
Christopher Kit Kindred
Colin Wilson
Crystal Frasier
Curt Kremer
Daniel Simpson
Daniel Smoak
Darkspi

Darren

Darren Johnson
Darryl Johnson
David Bent

David E Ferrell
David Farcus
David Halsey
David Hunt

David Jarvis/Gun Metal
Games

David McKeehan
David Paul
DeadlyReed
derekvb

Diego Dario
Dimitris Tziroudis
Dominic

Donald A. Turner
Dreamer

Earl Scott Nicholson

BRAG

Echelon Game Design
EdS

Enedino Fernandez
Eric Brenders

Frey Byron Njorthsson
furstenberger

G. M.

Gamebook

geard

Gerald Vanover
Glen

Grady Victory
Greg

Guillermo Caceres Reverte
Guy Edward Larke
Henry Perez

Tan Allen

Tan Hamilton

Tan Kimmell
Impact! Miniatures
Indi Martin

Jack Gulick

Jacob Blackmon
Jae Campbell
James Rivera
Jarrett

Jason

Jason Branigan
Jason Childs

Jason Corley

jason s owens
Jason Wright
Jeffrey Baker
Jeffrey Craig
Jeffrey Kreider
Jeffry Rinkel
Jeremy Walker
Jerome Chenu

Jim Groves

Joe D

John Bailey

John Doyle

John M. Portley
John Polojac

Jon Leitheusser
Jonathan Brock

RS
Jonathan Stevens
Joseph Evenson
Josh Rudolph
Joshua Stull

Justin P. Sluder
Kenneth Mashburn
Kenneth W Hensley I1
Kevin Flynn
Kevin McNulty
Kevin Pelton
Kevin Sweet

Kurt Granzow
Kyle Payne
Landon Bellavia
Landon W Schurtz
Larry Dixon

Larry Strome
Lasse Rosenkilde Olsen
Lee Smith

Lj Stephens

Lost Spheres Publishing
m25

Mark Kriozere
Matt Bogen
Maurice Oakes
merrygoblin
Michael Blanchard
Michael Sandlin
Michael Schell
Michael Tully
Mike Lafferty
Mike Myler
Monica Marlowe
name_tamer

Neil

Odyssey

oldstevo

Patrice Mermoud
Patricia Wright
Patrick Trapp

Paul Ryan

Perry Grosshans
Phil Hattie

Randall Hall
Reuben Peralta
REZcat

Richard A. Spake
Rick Bullard
Rick Jones
Robert H Hudson Jr
Robert Huss
Robert O’Rourke
Rodney Lockett
Roger Haxton
Rolland Therrien
Ron Smay
Ronald Whitehead
saengerbeatle
Sarah Templeton
Scott Crosson
Scott Elderkin
Scott Frega

Scott Maynard
Sean Holland
Sean Veira
SeeleyOne

Seth Klein
Sherrin

Sindre Sxbe
Sphinx Magoo
Stacy Forsythe
Stephen Sale
stephen.esdale
Steve Kenson
Steven Lord
stewart burwood
Stuart Eadie
Stuart Machin
therealtony
Thomas Shey
Tom McCarthy
Tony Noon

Trent Schultz
Tyler Thompson
Victor Bugg
Wade Gregory Tripp
Walt Robillard
whitten

William Karnesky
William W. Rice
Zanshi Kaijin




GCREDINS

Designer: Jacob E. Blackmon
llustration: Jacob E. Blackmon
Publisher: Owen K.C. Stephens

Editing: Lj Stephens
Graphic Design: Crystal Frasier

Typesetting: Lj Stephens

Produced by: RGG

Project Manager: Lj Stephens
Consigliere: Stan!
Requires the use of the 3™ edition Mutants and Masterminds rules published by Green Ronin
Contents Copyright 2018 Rogue Genius Games

Super-Powered by M&M and its associated logo are Trademarks of Green Ronin Publishing
and are used under the provisions of the Super-Powered by M&M Trademark License

(see www.mutantsandmasterminds.com/licensing for details).

For more information about Rogue Genius Games, follow us on Facebook: www.
Facebook.com/RogueGeniusGames on Twitter: @Owen_Stephens

www.RogueGeniusGames.com

All logos are the trademark of Rogue Genius Games All rights reserved
Product Code: RGGMM1000




CHRARTERSI:

A HISTORY OF HEROISM

he Legends Universe is a world similar to our own. The

cities and countries all have the same names. However,
the history of the Legends Universe has been slightly altered
by the inclusion of humans and alien beings with powers far
greater than those possessed by normal humans. It is a world
of comic book adventure where heroes fight against the forces
of evil to maintain humanity’s freedom from tyranny and fear.

This chapter describes he historical events that differ
from those of our own world. Additionally, there are details
of places that — while familiar — have been altered by the
presence of men and women with superpowers. Because
sometimes what people need is a world everyone will
recognize, even if they’ve never seen it before.

In many ways, the Legends Universe is a very four-
color world, in the sense that superhumans, heroes, and
superhuman culture is taken for granted. But it is also
realistic and gritty in a lot of ways — numerous heroes of
the past have been involved in public sex scandals, engaged
in blatant commercialism, met grisly ends, etc. Consider
it a collision of the tropes of high-flying four-color worlds
— heroes are common enough that encountering a minor
hero can be treated as “no big deal” for most citizens. Even
paparazzi sightings of popular heroes appear in magazines
right next to movie stars and recording artists — but also,
laws exist in many larger cities about where supers can
fly and what communication equipment they must legally
carry on them. And, deconstructions of those tropes exist
too. Spartan, a genius inventor and founder of the Sentinels,
has been to rehab. Jaguar, a Los Angeles based heroine, is a
publicly-known porn star. A US Senator was once exposed
as a mind-controlling villain. And Salt Lake City was
practically leveled and had to rebuild after an alien invasion.

Welcome to the Legends Universe!

hile paranormal beings are regarded as a twentieth-

century phenomena, the history of the Legends
Universe is full of heroic and villainous adventurers. While
some are forgotten, others continue to inspire folks of the
modern era. Heroes, such as Robin Hood and the Scarlet
Pimpernel, were known for their daring deeds and fancy
outfits, and can be seen as the past equivalents of modern
superheroes. Legendary figures, such as Merlin, Herakles,
and Beowulf were said to possess vast and remarkable
powers. Modern-day revelations, such as the existence of
the underwater nation of Atlantis, and its water-breathing
people, have given scholars reason to believe the old
legends and myths may have possessed some grain of truth.

TIMELINE
EREHISTORY;

MILLIONS OF YEARS AGO...

Dinosaurs evolve into the Naga. These intelligent ophidians
begin to worship the demon Apophis and create the
kingdom of Lemuria. The Apophis gives the Ouroboros
Halo to the king of Lemuria. Through this crown, Apophis
is able to control the Naga King and his nation.

Naga (PL 6)

Strength 1, Stamina 3, Agility 4, Dexterity 3
Fighting 3, Intellect 3, Awareness 2, Presence 3

Powers: Ophidian Mind and Body Immunity 6
(Mind Control, Poison); Ophidian Senses Senses 5
(Infravision, Olfactory [acute, extended, tracking]);
Scales Enhanced Sleight of Hand 8 (Limited to escape),
Protection 3; Serpent Bite Strength-Based Damage 2,
Linked Affliction 3 (Hindered, Immobile, Paralyzed);
Resisted by Fort; Progressive, Linked Weaken Strength 3
(Resisted by Fort, Progressive), AE - Morph 3 (humanoid
forms); Equipment: Spear; Advantages: Equipment 1,
Improved Initiative; Skills: Acrobatics 4 (+8), Deception
4 (+7), Expertise (Magic) 6 (+9), Insight 4 (+6),
Perception 8 (+10), Sleight of Hand 4 (+7, +15 escape);
Offense: Init +8, Bite +3 (Affliction+tDamage+Weaken
3), Spear +3 (Damage 4/19-20), Unarmed +3 (Damage
1); Defenses: Dodge 5, Fort 4, Parry 5, Tgh 6, Will 4

Totals: Abilities 44 + Advantages 2 + Defenses 6 +
Powers 37 + Skills 15 = 104 points

HUNDREDS OF THOUSANDS
OF YEARS AGO...

The Ancient Thirteen — a race of powerful celestial aliens
with technology so advanced it is indistinguishable from
magic — come to Earth, establishing a city-base on the
moon while they observe the planet. To preserve prehistoric
animals and plants from the encroaching Ice Age, the Ancient
Thirteen create the Sacred Lands within a dimensional fold.
Finding the natives the perfect subjects for their experiments,
the Thirteen move to Earth and create the artificial continent
of Atlantis to serve as their base of operations.




From Atlantis, the Ancient Thirteen manipulate the
genetic structures of the multiple sentient species on
Earth with the chemical compound known now as
Lunarian Blue. The altered Cro-Magnon mutate into the
Miscreations; monstrous in both appearance and power.
Meanwhile the altered Homo Sapiens transform into the
first Atlanteans; physically and mentally-superior humans
from their normal brethren.

Fearing the monstrous Miscreations, the Atlanteans
begin a crusade to eradicate the inhuman race. To protect
the Miscreations, the Ancient Thirteen create the city of
Agartha and place it within another dimensional fold.

Believing that they are done, the Ancient Thirteen decide
to leave their creations to the whim of natural evolution,
leave Earth, and travel back into the stars. With them,
they take their favored Atlantean servants. These favored
beings are given additional powers to help them endure the
hazards of space travel. The Atlanteans so modified by the
Ancient Thirteen later come to be known as the Inphinites.

The civilization of Atlantis continues to expand. When
the Atlanteans first encounter the ophidian Naga of
Lemuria, they instantly see them as an inhuman enemy
that must be destroyed. The Naga see a similar enemy
in the Atlanteans. The inevitable war rages for centuries.
Both sides create living weapons with the technologies
left behind by the Ancient Thirteen — terrible monsters and
engines of destruction, the Kaiju.

In the final days of the war, both civilizations die. The
Lemurians use the untapped power of the Ouroboros Halo
to sink the continent of Atlantis. The Atlanteans use their
own doomsday weapons against the Naga. As Atlantis
sinks under the ocean, the release an underground reservoir
of Lunarian Blue, bathing the drowning Atlanteans in
mutating gas. The Atlanteans to survive the transformation
become the first aquatic dwellers of the undersea kingdom.

THE ATLANTEAN WARS

In this ancient time, Atlantis was located in the
Atlantic Ocean. Lemuria was in the Pacific Ocean. The
battleground fought between the two ancient kingdoms
was on what is now the American continent. It is for this
reason that so many lost artifacts and super-powerful
beings appear in the Americas with greater frequency
than anywhere else on Earth.

TENS OFTHOUSANDS OFYEARSAGO...
After the fall of Atlantis, humanity descends into barbarism
and mysticism. Humans spread to the far corners of the
world, becoming several different cultures; the ancestors to
later civilizations.

Bromm the Tracker and Crimson Blade are legendary
heroes of this era.

The first vampires — the Edimmu — come into existence
during this time.

RECORDED[HISTORY

THOUSANDS OF YEARS AGO...
A new generation of Gods appear when Zeus frees his
family from the gullet of Cronos.

Odin hangs himself from the world tree Yggdrasil. He
sacrifices his eye to learn the secrets of magic.

~10,000 BC

An orichalchum meteorite — believed by modern historians
to have been part of an Inphinite Dynasty’s citadel —
crashes deep into Africa. The Gold Lion Cult forms from a
tribe that discovers the useful properties of the sky-metal.

~3,150 BC: EGYPT IS FORMED.

2,525 BC: Horus gives Pharaoh Menkaure a pair of divine
bracers, allowing the pharaoh to transform into a living
avatar of the god.

~1,900 BC: GREECE IS FORMED.

1,500 BC: After Poseidon drives off the demon Apophis,
Atlantis adopts the Olympian as their patron deity.

1,136 BC: Odin teaches the cambion, Merlin Ambrose, the
secrets of magic. Odin gives Merlin the Eye of Odin and charges
Merlin to protect Earth from the forces of supernatural evil.

776 BC: The demigod Herakles founds the first Olympic Games.

760 BC: The meta Fitsume becomes a hero for the nation
of Kush by aiding the Kushites in conquering Egypt.

~753 BC: ROME IS FOUNDED.

656 BC: When the Kushites are pushed out from Egypt,
Atum-Ra — a time traveler — attempts to persuade Fitsume
to become his protégé. Fitsume betrays Atum-Ra, stealing
his technology. Fitsume attempts to remake the world in
his image, forming the Cult of Omega.

Omega is defeated in battle by the Inphinite Princess
Sthenia. Fearing that his wrath would destroy the world,
Omega’s loyal followers seal him in his healing chamber.
Sthenia also retreats to her temple to heal. However the
Cult of Omega slays all of her followers and seals the
entrance to her temple with magical cartouche stones.

332 BC: ALEXANDER THE GREAT CONQUERS
EGYPT.

2ND CENTURY AD

Using the Book of Darkest Necromancy, the vampire,
Orlock, steals the power of the Edimmu, becoming the
overlord of all Earth’s vampires.

476 AD: ROME FALLS.

6TH CENTURY AD
The wizard, Merlin, appears on Earth and helps found the nation
of Camelot to usher in a new age of heroism for humanity.




King Arthur and his Knights of the Round Table are
heroes of the era.

Following the revelation of Sir Lancelot’s affair with
Queen Guinevere, Camelot is wracked by civil war.
Mordred leads the supernatural armies of Morgana against
Camelot. Merlin banishes Morgana to a prison in Avalon.
Arthur kills Mordred in battle. However, Arthur is gravely
wounded and whisked away by Merlin and the Lady of the
Lake to Avalon.

12TH CENTURY AD

The Inquisition ruthlessly hunts witches across Europe. As
the witches are the last worshipers of Hecate, the goddess
appears on Earth to avenge her fallen supplicants. Hecate
slays hundreds of Christians in her rage, before Zeus stops
her slaughter. Zeus banishes Hecate to Tartarus one year
for every mortal she has killed.

1346-1353: THE BLACK PLAGUE SWEEPS
THROUGH EUROPE, resulting in an estimated 200
million deaths. Count Orlok promises noble families
immunity from the Plague by transforming them into
vampires. Orlok and his followers are hunted down by the
Inquisition. Unable to slay Orlock, the Inquisition seals the
vampire inside the caves of the Carpathian Mountains.

14TH CENTURY AD

The Spaniard Geber masters the secrets of alchemy, becoming
immortal. He publishes his findings but is excommunicated
by the Catholic Church for witchcraft. After numerous
unsuccessful attempts to execute Geber, the Inquisition finally
buries Geber alive in the depths of his own castle.

15TH CENTURY AD
1430: Vlad Tepes is born to Transylvanian nobility.

1460: After being wounded in battle with the Turks, Vlad
is transformed into a vampire by Count Orlok. With his
newfound power, Vlad turns back the Turks. However, Vlad
is horrified at the monster he has become. He abdicates the
throne of Transylvania and goes into seclusion in Castle
Dracula. Renouncing Christianity, Dracula inadvertently
releases Orlok from his prison within the Carpathians.

17TH CENTURY AD
1624: NEW YORK CITY IS FOUNDED.

1690: THE CITY OF CHICAGO IS FOUNDED.

1693, May: After the deaths of numerous people, following the
Salem witch trials, the lands surrounding Salem, Massachusetts
are corrupted by evil; drawing dark spirits and magic to the region.

18TH CENTURY AD

1720: The Merlin of Earth, Isaac Fawkes, retires from
performing and establishes the new Magical Sanctum in
Salem, Massachusetts to quell the dark forces in the region.

1776, JULY 4: THE UNITED STATES DECLARES
INDEPENDENCE FROM THE BRITISH EMPIRE.

1783, SEPTEMBER 3: THE TREATY OF PARIS IS
SIGNED, ending the American Revolutionary War and
recognizing the United States as a sovereign nation.

1789: THE FRENCH REVOLUTION BEGINS.

1792: Sir Percy Blakeney dons the guise of the Scarlet
Pimpernel to rescue French nobles from the guillotine.

19TH CENTURY AD

1818: Victor Frankenstein creates a sapient creature from
the bodies of numerous dead humans in an unorthodox
scientific experiment.

1861-1865: THE AMERICAN CIVIL WAR.

1865, APRIL 15: PRESIDENT ABRAHAM LINCOLN
IS ASSASSINATED BY JOHN WILKES BOOTH.

1866: Captain Nemo uses his submarine, the Nautilus, to
attack shipping.

1875: Doctor Moreau travels to a secluded island in the
south Pacific to create a race of Beast-Men.

1886: Doctor Henry Jekyll discovers a journal of the
Spanish alchemist Geber. Using a formula found within,
he accidentally transforms himself into Edward Hyde.

1888, August-November: Edward Hyde commits a series
of murders in London’s Whitechapel District. His killings
are branded as the work of the serial killer “Jack the Ripper.”

1893: Dracula comes to London, England. After
transforming Lucy Westenra into a vampire, Dracula
is chased out of England by Abraham Van Helsing, the
Harkers, and their companions. The heroes pursue Dracula
back to Transylvania and destroy him.

1896: Edward Prendick discovers the Island of Doctor Moreau.
Doctor Moreau is killed by his Beast-Men.

1897: The journals and letters recounting the vampire
attacks in London are collected and published by author
Bram Stoker. This is done with the blessings of Van
Helsing, hoping the world will be armed to fight future
vampire attacks. The general public believes the book to
be a work of fiction.

A chemist named Griffin undergoes a skin-bleaching
process that transforms him into an Invisible Man.

After conducting a series of brutal murders, the Invisible
Man is killed by the London police.

20THICENTURYJAD)

1900

Klause Von Totenheim is born.

1908, June: Anton Hentzau is born.




1911
Gambling is outlawed at the federal level in the United States.

1912

The Blackstone family is lost while exploring the African
wilderness. Unbeknownst to the world, they discovered a
dimensional fold to the Sacred Lands. In the Sacred Lands,
Gregory Blackstone is born.

1913
Following clues from the Bram Stoker novel, British
nobleman Jonathan Howlett travels to Romania in search
of Castle Dracula. He discovers the vampire Count Orlok
and Jonathan is transformed into a vampire.

Dragon King forms a vast criminal empire through
which he can manipulate world politics.

1914
WORLD WAR I BEGINS.

Alexander Engel is born to wealthy German immigrants.

1918
WORLD WAR I ENDS.

1919

Christine Chase is born.

1920

Prince Ravas is born in Atlantis — the son of Princess
Agathe and the Olympian Poseidon.

1920, JANUARY: PROHIBITION BEGINS IN THE
UNITED STATES. Organized crime explodes in North America.

1923, April 22: Amber O’Dea is born.

1924

Megan Nesmith is born.

1929
1929, OCTOBER: THE STOCK MARKET CRASH
LEADS TO THE GREAT DEPRESSION.

1930
Jakob Magden is born.

1930, July: First appearance of The Wraith. The era of
masked “mystery man” heroes begins.

1931

1931, JANUARY: THE EMPIRE STATE BUILDING
IS COMPLETED. At 1,485 feet, it is the tallest building
in the world.

1931, SEPTEMBER 18: THE JAPANESE OCCUPY
MANCHURIA, the first act of aggression that will lead
to war in the Pacific.

1932
Wealthy socialite Charisma Blackshear begins using her
resources to fund criminal activities.

1932, JULY: THE NAZI PARTY ASSUMES
CONTROL OF GERMANY.

1932, NOVEMBER 9: FRANKLIN DELANO
ROOSEVELT IS ELECTED as the 32nd president of
the United States. His VP is John N. Garner.

1933

THE GREAT DEPRESSION REACHES ITS
NADIR; 13-15 million American are unemployed and
nearly half of the banks have failed.

1933, JANUARY: ADOLF HITLER IS APPOINTED
GERMAN CHANCELLOR FOR LIFE.

1933, February 15: An assassination attempt on FDR at
Miami, Florida is foiled by the Wraith.

1933, March: A mega-primate tears through New York
City, abducting actress Fey Wray before eventually being
killed by the military.

1933, June: Tired of hiding his intelligence, fourteen-year-
old Alexander Engel graduates high school cum laude.

1933, July: Lord Jonathan Howlett offers his services as a vampire
to the Germans. He is magically altered by the Thule Society, given
the code name “Nachtoter,” and tasked as a saboteur and assassin.

1933, SEPTEMBER18: JAPANBEGINS CONQUEST
OF CHINA BY INVADING MANCHURIA.

1933, October: First appearance of the Gunslinger.

1933, DECEMBER: PROHIBITION ENDS IN THE
USA, after the passing of the 21st Amendment.

1934
1934, June: Lovecraftbegins adventuring as an occult investigator.

1934, JUNE 30: “NIGHT OF THE LONG KNIVES.”
In Nazi power struggle, Hitler’s SS assassinates 150 rivals.

1934, AUGUST: GERMAN PRESIDENTHINDENBURG
DIES. Hitler is self-proclaimed President and Chancellor
of Germany and assumes the title of Reichsfuhrer.

Dean Donovan Shepherd is born.

1935
1935, June: First appearance of Captain Rocket, rescuing
U.S. Navy dirigible USS Macon from crashing.

1935, July: Abel Shepherd is born.
1935, OCTOBER: ITALY INVADES ETHIOPIA.

1936
1936, May: Gregory Blackstone makes his debut as Jungle
King fighting Italian invaders in Africa.

First appearance of Domino. She is the first “mystery woman.”




1936, July: The Wraith exposes the criminal organization of
Spider. The Wraith is not seen again; retiring from his adventures.
Klause Von Totenheim discovers the Ragnarok Stone.

1936, AUGUST: OLYMPIC GAMES HELD IN
BERLIN, GERMANY. U.S. wins the most gold
medals while Germany wins the most total medals. An
embarrassment to the racist Nazis is the Black-American
Gold Medal winning runner, Jesse Owens.

1936, OCTOBER: BOULDER DAM (RENAMED
HOOVER DAM IN 1937) IS COMPLETED IN NEVADA.

Doctor Disaster threatens to destroy the Boulder Dam if
ransom of $1 million is not paid. Captain Rocket, Domino,
Gunslinger, and Lovecraft defeat Disaster — who later escapes
police custody. The four are so impressed by the effectiveness
of their cooperation that they resolved to organize the nation’s
crime fighters into a group that they called the Masked Alliance.

Inspired by the Masked Alliance, Charisma Blackshear
assumes the costumed identity of Cougar.

1937
1937, May 6: The Masked Alliance rescues the passengers
of the German passenger airship Hindenburg.

1937, MAY 27: THE GOLDEN GATE BRIDGE
OPENS IN SAN FRANCISCO.

Doctor Disaster threatens to destroy the Golden Gate Bridge if
his ransom is not paid. He is once again defeated by the Masked
Alliance. This time, Disaster is captured and sent to prison.

1937, JULY 2: AMELIA EARHART IS LOST OVER
THE PACIFIC.

1938
1938, March: Alexander Engel begins adventuring as Caesar.

1938, August: First appearance of Golden Sun.

1938, NOVEMBER: KRISTALLNACHT (NIGHT
OF BROKEN GLASS). The assassination of the German
Envoy in Paris is used as an excuse by Nazis to burn and loot
Jewish shops and synagogues. Germany also starts placing
Jews in concentration camps and fines them $400 million.

1939

1939, March: The Masked Alliance defeats the Cult of
the Sleeping Pharaoh (a splinter faction of the Cult of
Omega seeking to awaken their slumbering demigod).

1939, June: A Masked Alliance task force dismantles the
criminal empire of Dragon King.

1939, SEPTEMBER 1: GERMANY INVADES
POLAND. WWII BEGINS.

1939, October: The Promethean first appears. He is the
first “super-human” of the modern era. Known to only a
few, the Promethean is actual a synthetic human crated by
scientist Julia Hoskins.

1940

1940, March: Professor Nesmith and Megan are kidnapped
by Nazi agents. Megan is given the Paragon Formula,
transforming into Pendragon.

Klause Totenheim harnesses the “N-Ray” from the Ragnarok
Stone. Creating a suit of N-Ray Armor, he becomes Hauptman
Klaue and convinces Adolf Hitler to create an army of
ubermensch under Klaue’s command: the Reichslowen.

1940, April: Seeking justice for his people from the ocean
destruction caused by surface dwellers, Prince Ravas
attacks New York City. He battles Promethean over the
city. The battle lasts hours, ending in a stalemate between
fire and water powers. Promethean explains to Ravas that
the surface world is at war, but the United States is not
currently involved. Understanding, Ravas offers to pay for
the destruction caused by the battle. Newspapers dub the
Atlantean prince as “Sea Devil.”

After the altercation with Sea Devil, Promethean is
deputized by the New York Sheriff’s Department to act as a
law enforcement officer.

1940, MAY 11: BRITISH PRIME MINISTER
CHAMBERLAIN RESIGNS and is replaced by
Winston Churchill.

1940, June: Amber O’Dea begins adventuring as Lady Ghost.

1940, JUNE 22: FRANCE SIGNS ARMISTICE
WITH NAZI GERMANY.

1940, August: First appearance of Winged Avenger.
Deborah Sahle begins using her supernatural powers to
punish evil-doers as the Black Witch.

1940, October: Ludwig Weisse consumes a variant
Paragon Formula, becoming Der Weisse Schaedel.

1940, NOVEMBER 5: FDR ELECTED TO
UNPRECEDENTED THIRD TERM as US President
beating out Republican Wendell Willkie. FDR’s VP is
Henry A. Wallace.

1940, December: First appearance of Banner.

The Masked Alliance expands its roster to include
Banner, Caesar, Golden Sun, Lady Ghost, Promethean, and
Winged Avenger. Gunslinger leaves the team.

1941

1941, January: Pendragon rescues Prime Minister
Winston Churchill from being assassinated by the Nazi
agent Ubermensch. Megan is heralded as a national hero.
Childhood friend and SIS agent Christine Chase is assigned
to Pendragon to aid in her efforts.

1941, March: President Roosevelt formulates a plan
to exploit a loophole in the Lend-Lease Act that allows
America to loan the Allies personnel for “consultation”
purposes; sending costumed heroes to the European front
to act against the German army.




1941, April: French geologist Emile Tessier first becomes
Solitaire.

Spurned by her male scientific peers, Julia Hoskins
begins creating robots to commit crimes as the Calculator.

1941, JUNE: NAZIS GO TO WAR WITH USSR,
breaking the non-aggression pact.

1941, August: First appearance of Marathon in Kansas
City, Missouri.
The Russians activate their top covert agent: Red Spider.

1941, November: First appearance of Victory; thwarting
giant robots from robbing banks and corporate facilities.
The robots are discovered to be the creations of the
Calculator.

1941, December 1: In an effort to halt the aggression of the Nazis
and Hitler, the Masked Alliance is gathered by Caesar and plan
a secret invasion of Germany to eliminate the Nazi leadership.
Once in Germany, Caesar betrays the Masked Alliance; leading
the heroes into a Nazi ambush led by Cougar. Many of the
Masked Alliance (Captain Rocket, Domino, Lovecraft, and
Winged Avenger) are killed in the attack. Several members
survive, thanks to the efforts of Victory. Caesar assumes the
mantle of Hauptman Arysh (Captain Aryan).

1941, DECEMBER 7: JAPAN BOMBS PEARL
HARBOR, HAWAII. THE UNITED STATES
OFFICIALLY ENTERS WWII; DECLARING
WAR ON THE AXIS POWERS.

1941, December 22: Pendragon, Promethean, Red Spider,
and Sea Devil join forces to battle the Reichslowen and
other super-humans of the Axis powers. Their team is
code-named “The Allies.”

1942

1942, JANUARY: THE NAZIS BEGIN ENACTING
THE “FINAL SOLUTION,” leading to the execution of
over five million Jews in concentration camps across Europe.

1942, JANUARY 1: UNITED NATIONS
DECLARATION SIGNED by U.S., UK, USSR, and
22 other countries. It pledges a united front against the
Axis powers.

1942, March: The Calculator creates the synthetic villain Volt.

1942, APRIL: THE UNITED STATES BEGINS
SENDING JAPANESE FAMILIES TO INTERNMENT
CAMPS. The heroine Golden Sun is never seen again.

1943
1943, February: Chemistry professor Jefferson Kid begins
adventuring as American Wonder.

1943, March: First modern appearance of Princess
Sthenia, seen aiding the German Afrika Corps. Sthenia is
defeated and imprisoned by Sea Devil and Victory.

1943, JULY: MUSSOLINI ARRESTED and the Italian
Fascist government falls; Marshal Pietro Badoglio takes
over and negotiates with Allies.

1943, September: Anton Hentzau leads a special forces
unit to rescue Italian dictator Benito Mussolini.

1943, November: Promethean defeats Nachtfledermaus.

1943, DECEMBER 4: THE GREAT DEPRESSION
OFFICIALLY ENDS IN THE UNITED STATES.

1944

1944, February: The vampire assassin Nachtoter is
revealed to be Lord Jonathan Howlett. Nachtoter is
destroyed by the Promethean.

1944, JUNE 6: D-DAY. Allied forces invade Normandy
in a massive push to liberate France and defeat Germany.
Pendragon leads the Allied forces onto the beach. She kills
Nazi pilot Woltenhabicht in battle.

1944, AUGUST 25: PARIS IS LIBERATED.

1945

Hauptman Klaue attempts to open a dimensional portal to

Asgard and allow Ragnarok to come to Earth. Pendragon

throws Klaue and herself into the portal, forcing the door closed.
8-year-old Michael Sacks is rescued from a Nazi

concentration camp by American soldiers. He is adopted

by a Jewish soldier and sent to Chicago.

1945, April 30: The Promethean enters Hitler’s bunker.
Several minutes later, the bunker explodes, killing all inside.

1945, MAY 7: GERMANY SURRENDERS.
With the loss and death of his friends and allies, Prince
Ravas leaves the surface world and returns to Atlantis.

1945, AUGUST 14: JAPAN SURRENDERS. WWII ends.

1945, October: Regina Howlett is born to Lady Josephine
Howlett. She is the illegitimate daughter of Marathon.

1946

The Ku Klux Klan is reformed in the southern United
States as the Black Legion, in opposition to the Civil
Rights Movement.

1947
Lady Ghost retires.
Amber O’Dea marries Martin Maywood.

1948

1948, MAY 14: THE STATE OF ISRAEL IS
FORMED IN THE MIDDLE EAST. The next day,
the armies of four Arab countries — Egypt, Iraq, Syria,
and Transjordan — launch the 1948 Arab-Israeli War. The
invasion designed to prevent the establishment of a Jewish
state and drive the Jews into the sea.




1948, July: After escaping a military prison, Anton
Hentzau assumes the code name “Junker” and forms The
Horde from the remnants of the Reichslowen, Schutz-
Staffel, and Thule Society.

1948, AUGUST: THE HOUSE UN-AMERICAN
ACTIVITIES COMMITTEE (HUAC) begins holding
televised congressional hearings.

1949

1949, MARCH 10: A CEASE-FIRE IS DECLARED
IN THE ARAB-ISRAELI WAR. The intervention of
the Masked Alliance reduces military and civilian death to
only a few hundred.

1949, MAY 11: ISRAEL IS ADMITTED INTO THE
UNITED NATIONS. The UN also declares the use of
“super-humans and ‘special operatives’” to be against the
rules of war in all future conflicts. Furthermore, a military
pact is signed with all member nations to prevent the
research or creation of super-humans for the purpose of
military use.

1949, December: Princess Sthenia appears in New York
City, causing millions of dollars of damage before she is
defeated by the combined efforts of the Masked Alliance.

1950
1950, JUNE 25: KOREAN WAR BEGINS.

1950, July: The Calculator creates the first Centurion;
a synthetic man able to mimic the powers of the Masked
Alliance! The Centurion is destroyed and its parts scattered.

1952
When brought before the HUAC and ordered to publicly
unmask themselves, the remaining members of the Masked
Alliance refuse and retire. Many other costumed heroes
follow suit.

Abel Shepherd joins the U.S. Army.

1953

Princess Sthenia reappears in New York City, causing even
more destruction before she is finally defeated by Victory
and Marathon.

After he is assigned to the front in Korea, Abel Shepherd’s
unit is slaughtered by North Korean soldiers. Running
through the Korean forest, Abel becomes lost and discovers
an ancient temple. While attempting to loot the temple of its
riches, Abel is absorbed into an accursed gemstone.

1953, JULY 27: KOREAN WAR ENDS.

1954

1954, November: Nuclear testing in the Bikini Atoll
releases a Lemurian Kaiju. The kaiju swims to Japan and
all but destroys the city of Tokyo before it is finally killed
by the Japanese Self-Defense Forces.

1955
1955, June: Michael Sacks joins the army.

1955, Summer: Dean Shepherd visits Israel, where he
meets Jakob Magden. At this time, Jakob is hunting down
Nazi criminals who slaughtered his family during the war.

1955, NOVEMBER 1: VIETNAM WAR BEGINS.

1956

Dragon King secretly reforms his criminal empire.

1956, November: Dean Shepherd, with the assistance of his
counterpart Jakob Magden, publishes his discovery of the
evolution of Metas. The world at large reacts with fear and
loathing at the thought “Shepherd’s Meta-Men.” Newspapers
across Europe and America denounce these “Metas” as freaks
of nature.

1957

American Wonder dies while attempting to run from the
Chicago police.

1957, OCTOBER: THE SOVIET UNION LAUNCHES
SPUTNIK, the first orbital satellite, into Earth’s
atmosphere.

1958
Marathon retires.

The United States Supreme Court abolishes the use of
the capital punishment; suggesting that the death penalty
is a “cruel and unusual” punishment, and therefore
unconstitutional under the Eighth Amendment.

1959

1959, OCTOBER 7: THE USSR PROBE LUNA 3
SENDS BACK THE FIRST EVER PHOTOS OF
THE FAR SIDE OF THE MOON. The photographs
reveal the location of an alien city (created millions of
years ago by the Ancient 13). Vladimir Ivanishin begins
training for his expedition to this alien city.

1959, DECEMBER 1: THE ANTARCTIC TREATY
IS SIGNED, banning all military activity on the continent.
Antarctica is set aside as a scientific preserve.

1960
1960, NOVEMBER: JOHN F. KENNEDY IS
ELECTED PRESIDENT OF THE UNITED STATES.

1961
1961, June: Michael Sacks begins fighting crime in
Chicago as Geist.

1961, July: Regina Howlett begins manifesting super-
speed powers and adventuring as the heroine Rocket Girl.

1961, AUGUST: THE BERLIN WALL GOES UP.




1962

1962, May: King Okeanos of Atlantis dies. Ravas assumes
the throne of Atlantis.

1962, October: The Horde orchestrates the events of the
Cuban Missile Crisis, nearly causing the United States and
the Soviet Union to destroy each other in a nuclear war.
The Horde’s efforts are exposed and thwarted by a pair of
Metas: Dean Shepherd and Jakob Magden.

1963

1963, June: With the growing threat of the Horde, Marine Colonel
Martin Haywood convinces the Pentagon to form a covert team
of super-humans under his command: Project Olympus.

The Calculator reappears, having created a new and
improved Centurion. The heroes of Project Olympus thwart
the Calculator’s programming and turn the Centurion into
a hero.

1963, July: Nathaniel Night is born.

1963, November 22: President John Kennedy is assassinated
by Der Weisse Schaedel. Ludwig Weisse is soon afterwards
gunned down by retired WWII hero Banner.

1963, December: Project: Olympus captures Edward Hyde.

1964
Dragon King adopts Guang Yi as his heir.

1964, June: Edward Hyde escapes his federal prison.

1965

1965, July: A United Nations strike force, under the
command of MI6 agent Christine Chase, assaults the island
headquarters of the Horde. Junker dies in the assault and
the Horde leadership is broken.

Dean Shephard and Jakob Magden venture to the Sacred
Lands and form the Meta Commune where Metas can come
to develop their powers in safety. Here, they encounter
Gabriel (aka Raptor).

1966

With the downfall of the Horde, the scientific branch
reforms as Advanced Technology Operations Management
(ATOM).

1967
A new Winged Avenger appears in London, battling agents
of ATOM.

1968
1968, APRIL 4: MARTIN LUTHER JR. IS
ASSASSINATED IN MEMPHIS, TENNESSEE.

1968, October: The agents of Project Olympus are ambushed
by Dragon King. With most of the team dead or crippled,
Project Olympus is abandoned by the U.S. government.

1969

1969, April: Vladimir Ivanishin leads a team of trained
chimpanzees to land on the moon. During the landing, the
spacecraft’s radio and rockets are destroyed and the Soviet
government believes Vladimir to be dead. In truth, Vladimir
discovers the lunar city-state of the Ancient Thirteen. He
uses Lunarian Blue to transform his chimpanzees into
intelligent super-apes with powers. Before he can augment
himself, Vladimir succumbs to starvation and exposure.
However, he returns as an undead wraith that will later
come to be known as the Russian Ghost.

1969,JULY 24: APOLLO 11 LANDS ON THE MOON.
Dell Greyson is born.

1969, September 6: The final appearance of the second
Winged Avenger.

1972

The Apollo 17 mission team is attacked by the Russian
Ghost on the moon,; killing one of the astronauts. To protect
the lives of their astronauts, NASA cancels all further
moon landings.

1973

The Dragon King dies. Guang Yi assumes control of his

criminal empire, renaming himself Grand Emperor.
After discovering ancient Lemurian technology in the

possession of the Dragon King, Grand Emperor begins searching

the world for more artifacts of the Serpent Man Empire.

1974
Nathaniel Night discovers fantasy novels and role-playing
games; becoming enthralled by the “world of magic.”

1974, August: Martin Maywood dies.

1974, October: Alexander Dodge is transformed into a vampire.

1975
Kalisha Okiro is born.

1975, APRIL 30: SAIGON FALLS. Vietnam War ends.
1977

Olivia Lehane is born as a dhampir after her mother is
attacked by a vampire.

1980

Tiberius Rex “Ti” Rawlins is born.

1981

As the number of Metas increases in the world, the
United States government creates M Division to monitor
known Meta powers and seek to make use of them for
government purposes. M Division is also responsible for
the development of anti-Meta weaponry and tactics.




Hearing of the formation of M Division, Jakob Magden
forsakes his “human name” and assumes the mantle
of Polarity. Fearing that Polarity is turning his back on
normal humans, Dean Shepherd attempts to overthrow
Magden. Shepherd is defeated and allowed to leave
the Meta Commune with Gabriel. Polarity renames the
commune as “New Avalon,” the home of the Meta Nation.

Dean Shepherd returns to San Francisco, determined to
continue his work.

Gabriel begins traveling the world, eventually settling
down in the Canadian wilderness.

1982

Dean Shepherd travels to Africa and frees Kalisha Okiro
from Arnaud Touré. Dean adopts Kalisha as his ward and
returns to the United States with her.

1983

1983, October: The Merlin of Earth and Alexander Dodge
assault Castle Dracula and retrieve the Book of Darkest
Necromancy. Using the Book, the Merlin transforms
Dodge from a vampire into a normal human.

1984
Kayleigh Kane is born to Katherine Kane, under the
direction of the Scions of Asmodeus.

1984, September: Secking escape from their oppressive
home world, a handful of Machina rebels find refuge on Earth.

1984, October: Ten-year-old Xander Drake creates a new
computer processor which he sells to attend college and
invest in his future.

1986

1986, APRIL 26: THE CHERNOBYL NUCLEAR
POWER PLANT SUFFERS AN INADVERTENT
EXPLOSION OFITS CORE. Large quantities of radioactive
fuel and core material are released into the atmosphere. The
radiation results in transforming humans, animals, and even
plant life into monstrous mutants. Over the next several months,
the Chernobyl area is cordoned off by massive walls to prevent
the radiation mutants from leaving the area.

1986, May: Eli Wyatt is born.

1986, August: Imbued with the power of the Titans, Hecate
banishes the gods from Olympus.

An amnesiac teenage girl is discovered in the Boreal
Forest of northern Canada. She is adopted by the Blayne
family and named Jennifer.

1986, October: The Geist captures Edward Hyde.

1987

The Geist makes his last public appearance.
Nathaniel Night graduates with a Ph.D. in Anthropology.

1988

Jonathan Rockford begins his martial arts film career.

1989
1989, NOVEMBER 9: THE BERLIN WALL IS
TORN DOWN, symbolizing the end of the Cold War.

1990
1990, March: Pavel and Wioletta Niemczyk are born in Poland.

1990, November: While studying scrolls of King Arthur in
London, Nathaniel Night is attacked by minions of Lord
Orkus. Night is rescued by the Merlin of Earth and begins
training in the study of true magic.

1991
1991, February: Young Ti Rawlins is diagnosed with a
degenerative bone disease.

1991, July: Olivia Lehane first sates her thirst for blood. This
attack is witnessed by the vampire Milady Pierce. Milady
takes in Lehane and trains her to be an assassin — The Ripper
— against her enemies in the supernatural community.

1991, November: While filming an adaptation of “Vlad
the Impaler” in Romania, actor Gary Reeves falls in love
and marries model Ilsa Vaduva.

1992
1992, October: Polarity celebrates the birth of his
daughter: Power Star.

1993
Ti Rawlins undergoes an experimental procedure with M
Division to cure his illness.

1993, August: First appearance of the Kaiser Sentai
Force in Tokyo, Japan.

1993, NOVEMBER 1: THE EUROPEAN UNION IS
FOUNDED IN MAASTRICHT, NETHERLANDS.

1993, December: Hauptman Klaue returns to Earth from
the Zero Zone. Realizing the world has changed, he forms
a society of villains — The Overlords — as a means to
secretly control world politics and economics.

1994

1994, April: The Olympian sorceress Circe and the British
nobleman Nigel Blackstone are the first to join Klaue as
Spellbinder and Blackguard.

Herakles begins starring in a television series based on
his legendary journeys.

1994, September: Kayleigh Kane manifests her Meta
powers and runs away from home when her mother,
Katherine, reveals that Kayleigh will be the avatar of a
dark goddess. Kayleigh is found by Dean Shepherd and
brought to San Francisco.




1994, October: Sixteen-year-old Okaga Touma joins the
Kaiser Sentai Force as their sixth member: Silver Gun Kaiser.

1995
Andreas d’Arkandyesh is expelled from Stanford
University and deported from the United States.

IIsa Vaduva discovers her husband cheating and murders him
with her powers. Medical reports deem the cause of death as an
aneurism. Ilsa inherits Reeves’ estate and forms Voluptuary, a
company creating marital aids and adult entertainment.

1995, August: Distraught that his film career is going nowhere,
Jonathan Rockford agrees to participate in the Immortal
Fighters Tournament. John befriends Ji-hye Samagwi and Chen
Longwei. After defeating the black dragon Xuanlong, John is
imbued with the mystical power of chi and immortality.

1996
1996, May: Dell Greyson is transformed into Grendel.

1996, July: Andreas d’ Arkandyesh leads an army of Romanian
citizens against a growing threat of vampires in the country.
The vampire Count Orlok is forced to flee the country. Andreas
assumes control of Romania as its ruler: Lord d’Arec.

1996, October: Mordred slays the parents of Arthur and
Freya Ambrose; believing he has eliminated every other
bloodline of Arthur Pendragon.

1996, December: Freya Ambrose manifests Meta powers
and is placed into the custody of Dean Shepherd.

1997
1997, April: The original Kasier Sentai Force disbands.
Only Okaga Touma continues fighting as Gun Kaiser.

1997, July: The Grand Emperor makes his public debut
and assumes control of the city of Hong Kong.

1997, August: Inspired by the Grand Emperor, a South Korean
super-human team known as the Annihilators of Darkness
invade North Korea. They execute General Secretary Kim
Jong-il and his family. Subduing the North Korean military,
the Annihilators bring about a reunification of the Korean
nation. Although fearing retaliation from the Chinese Special
Defense Force, the efforts of the Annihilators and the Grand
Emperor inspire a number of Chinese warlords and super-
humans to form their own individual Chinese States.

1998
The triplets Sakura, Setsuko, and Shigeko are born to
Professor Nakano.

1998, June: Ti Rawlins joins the U.S. Marine Corps.

1999

1999, January: Ilsa Vaduva founds Voluptuary
Productions. She invades the New York Stock Market and
makes $150 million in one day.

Dean Shepherd and Gabriel are reunited. Together with
Kalisha Okiro, they form the first faculty members of the
Shepherd Academy.

1999, November: The final episode of Herakles’ television
show airs.
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2000

2000, December: Dell Greyson is captured by General
Thaddeus Colt. Doctor Seymour Stevenson is revealed for
having originally transformed Dell into Grendel. Stevenson
attempts to augment his own mind and body with Dell’s
blood, becoming The Superior! Grendel defeats Superior
and flees into the Canadian wilderness.

2001

2001, August: Simon Sanders is transformed into Recluse.

2001, September: The Shepherd Academy officially
opens. The first class of Vindicators is formed.

2001, SEPTEMBER 11: THE WORLD TRADE
CENTER BUILDINGS ARE DESTROYED IN NYC.
Polarity and Meta Nation deliver an ultimatum to the
United States to stop developing Metas as living weapons.
Lord Orkus sends the demon Phobia to sow fear in
the United States and weaken the dimensional barriers
between worlds.

2001, October: PATRIOT Act is passed and CASTLE is
formed.

After being transformed into a vampire, geneticist
Sarra Matsoukas consumes an experimental formula,
transforming into Daywalker. Sarra leaves Greece to join
Lord d’Arc in Romania.

2001, November: The Challenger Foundation ventures
into space and are transformed when exposed to atomic
and hyper-space radiation. The Challengers make their
public debut when Atlantis attacks the eastern coast of the
United States.

During the Atlantean invasion, EMT Jennifer Blayne is
struck by lightning, driving her into a coma.

Count Khabal betrays the Merlin of Earth and opens
the magical sanctum to the forces of Orkus. The Merlin is
slain, but the Eye of Odin passes to Nathaniel Night; who
becomes the new Merlin. Night pushes the forces of Orkus
back and closes the dimensional barrier.

2002

2002, January: Jaliera d’Cruz is kidnapped by the forces
of Baron K’0z and taken to the Nanoverse. Barton Flynn
trains his cousin Jack to use a nano-particle suit and travel
to the Nanoverse to rescue Jaliera.




2002, February: Adam Gregory first transforms into a
werewolf. He runs away from home and begins adventuring
as Midnight Wolf.

2002, March: The armored hero Spartan makes his first
public appearance.

The Challengers discover the comatose body of
Pendragon during an expedition into the Zero Zone.
Pendragon awakens upon returning to Earth. Although
chronologically 78 years old, Megan Nesmith is
physiologically only 21 years old, thanks to the Paragon
Formula placing her in a form of suspended animation.

2002, May: The first class of Vindicators graduates from
the Shepard Academy.

2002, July: The Challengers assist Ade Mujambe Lisimba
to sneak into Ophar, where he is invested with the sovereign
powers of the Gold Lion.

Discovering that the Opharan coup lead by Odysseus
Dankana and Silverback is supported by Lord d’Arc,
the Challengers venture to Romania, where they are
overcome by d’Arc’s forces. Lord d’Arc intends to use
the Orichalchum of Ophar to grant himself greater power.
Before d’Arc can use the machine, he is betrayed by one
of his own agents who is revealed to be the first Faez
UltraKnight.

First appearance of Kraken.

2002, August: Jennifer Blayne awakens from her coma as
Jupiter and begins traveling the world, performing heroic deeds.

Bobby Kidd makes a deal with Death to save the life of
his girlfriend, Rachel Davidson. Bobby is transformed into
the Pale Rider.

2002, September: Myrmidon and Vespa return from the
Nanoverse.

2002, September: Ember, Permafrost and Recluse first
band together to prevent Scarab from stealing technology
from Wyatt Armaments.

Ti Rawlins’ unit is ambushed by al-Qaeda militants.
After recovering from his wounds, Ti joins M Division.

2002, October: Richard Hughes and Savannah Gale are
married.

2003

2003, March: Bebe is empowered by Hecate and set
against Jupiter. After Bebe defeats Jupiter, Hecate attempts
to slay Jupiter but is driven away by the sudden appearance
of Herakles; the Prince of Olympus having come to take
Jupiter’s birthright for his own. Jupiter defeats Herakles
and then defeats Bebe.

2003, May: Simon Sanders graduates from high school.

2003, June: While in Russia, Jupiter battles a radiation
mutant at Chernobyl, saving the life of Pavel Lumichev.
Pavel is transformed into Fallout by the radiation.

The Calculator is defeated by the Challengers and
revealed to the world as Julia Hoskins; the original creator
of the Promethean.

2003, July: Oscar Rameses transforms himself into Red
Cap, becoming one of Recluse’s most dangerous villains.

2003, August: Jupiter finds Zeus’ Thunderbolt, gaining
her full godly powers. She also discovers that Hecate was
responsible for banishing the gods from Olympus.

2003, September: Simon Sanders begins attending New
York University.

Kayleigh Kane leaves the Vindicators to attend
Manhattan College in NYC in fall. Kayleigh becomes a
fashion model to fund her college lifestyle.

2003, October: Raptor helps CASTLE Director Nathan
Storm find Dell Greyson.

Arthur Ambrose is approached by Nathaniel Night;
venturing to Avalon and imbuing Arthur with the powers of
King Arthur of Camelot. Arthur Ambrose begins fighting
the forces of evil as Lionheart.

2003, December: The Challengers discover the hidden
city-state of Agartha. The Challengers agree to keep the
location of Agartha hidden from the world.

2004

2004, January: During an attack by the alien Faez,
Katherine Danshov absorbs the powers of the Khor solider
Wal-Las. She joins CASTLE as Knightstar.

2004, May: Eli Wyatt exposes the illegal dealing of the
Wyatt Armaments board of directors. WA is dissolved and
Eli forms a new company: Wyatt Industries. Eli Wyatt
publicly reveals that he is Spartan.

Jonathan Rockford retires from acting and moves to New
York City. He secretly begins to fight crime as Dragon Fist.

2004, June: Hecate sends Talos to attack Jupiter’s adopted
mortal family. Jupiter cannot destroy Talos, but manages to
banish it to the far reaches of outer space.

2004, September: The Sentinels are formed when Hecate
attempts to summon an army of evil from Tartarus.

Construction begins on Wyatt Island; an artificial island
off the coast of new York City that will serve as the base of
operations for CASTLE and the Sentinels.

2004, October: Seeing opportunity in the aftermath of the
Sentinels’ battle with Hecate’s forces and the destruction
wrought to the city, the enigmatic Crime Czar begins
maneuvering to assume control of all non-superhuman
criminal activity in New York City. He gains allies with
anti-superhuman activist groups and politicians, adding to
his financial coffers.

2004, November: The Challengers stop Molokk from
escaping the Zero Zone and invading Earth. Richard




Hughes is forced to destroy his dimensional portal to halt
the invasion. Dana Chandler is sucked into a dimensional
portal and transported to the desert world of Sera. During
the attack, Morgan Evers is bathed in extra-dimensional
energy and transformed into Nightfall.

2004, December: Polarity creates a doomsday weapon and
uses it to create a typhoon against the Philippines. More
than 1,000 are dead or missing.

Peacekeeper robots are launched by the USA against
New Avalon. Polarity reprograms the robots and sets them
against the USA. The Sentinels and Vindicators destroy the
Peacekeepers. The Sentinels aid the Vindicators in a raid
on New Avalon. When it is revealed that Polarity has been
manipulating events on both sides to create a human/Meta
war, Mercury and Violet turn against Polarity. Polarity is
captured and the Meta Nation is scattered.

Retaliatory attacks by anti-Meta hate groups strike the
Shepherd Academy, injuring Dean Shepherd and many
students. CASTLE orders the school closed and the
Vindicators to be disbanded.

2005

2005, February: The Challengers discover Dana Chandler
on Sera and return her to Earth. Dana assumes the heroic
identity of Daenara.

2005, March: Secundus the Sun-Eater attempts to
consume the sun; creating his energy conversion matrix
at the Indian Point Energy Center. The Challengers and
Sentinels battle Secundus and his alien minions; eventually
gaining an ally with the Qutrider. Secundus’ conversion
matrix is destroyed, and he is forced to flee Earth in a
weakened state.

Jordan Garner gains superpowers from exposure to the
fallout of the energy conversion matrix. She assumes the
heroic identity of Power Prism.

2005, April: First appearance of the Jersey Devil.

2005, May: After creating the first generation of Lasher
armor, Gregore Gustav attacks Eli Wyatt at the World
Science fair in New York City. Gustav is defeated and sent
to prison. He is later liberated from prison by agents of
Xander Drake.

Arnold Vex and his crew steal the plans for experimental
equipment and weapons from Wyatt Island. Vex begins
committing crimes as Pteranodon.

2005, June: First appearance of Anvil and the incorporation
of White Hats, Inc.

Bebe is defeated by Jupiter and sent to prison. While in
jail, an author interviews Bebe and writes a novel based on
her life: “School of Hard Knocks.”

2005, July: Hauptman Klaue sets the amassed might of
the Overlords against the Sentinels; attacking Wyatt Island.

Many heroes and villains are injured in the battle that lasts
almost 2 full days. Nigel Blackstone (aka Blackguard) is
critically wounded during the assault. Nightfall is almost
completely absorbed into his own shadow by strange
creatures of pure darkness.

Billie-Jeanne Beauchamp joins CASTLE as Kite.

Abel Shepherd reappears in the modern day as a magical
engine of destruction. He attempts to kill Dean Shepherd
before he is defeated by the semi-retired Vindicators.

Cordelia Drake begins her criminal career as Panther.

2005, October: The Acolyte begins his plot to unleash
Omega with the unwitting aid of Power Star.

The Jersey Devil defeats Adonis. Ezekiel Novak is sent
to prison.

2005, December: After Panther steals wealth and blackmail
evidence from the Crime Czar, the Czar sends his Liquidators
against Cordelia Drake. Recluse rescues Panther from
the assassins, and the two costumed adventurers begin an
incredibly physical but short-lived relationship.

2006
2006, February: First appearance of Judgement.

2006, May: Erica Simmons first attacks the Sentinels as
Lady Tartarus.

2006, June: Simon Sanders begins dating Stacy Holmes.

Wanting to win Recluse back, Cordelia Drake turns
herself into the NYC police and vows to “go straight”
when she is released from prison.

Abel Shepherd allies with Balor in the United Kingdom.
The two find a suit of magical armor for Abel, protecting
him from magical and psionic attacks. Abel renames
himself “Impact.”

2006, July: Nekrotron first appears, assuming control of
Spartan’s armor. Nekrotron-1 is destroyed by the Sentinels.

2006, September: Red Cap kidnaps and almost murders
Stacy Holmes. When Simon attempts to break up with her,
Stacy reveals she knows Simon is Recluse.

2006, October: Gregore Gustav creates the Stalin armor and
attacks Eli Wyatt. Gustav is defeated and again sent to prison.
Xander Drake’s involvement with Gustav remains confidential.

2007

2007, March: Bebe escapes prison with the assistance
of the Overlords. Assuming the villain name “Hard
Knocks,” Bebe battles Grendel at the World Trade Center
reconstruction zone.

2007, May: Simon Sanders graduates from college.

2007, August: Nathaniel Night and Cantor join forces to
defeat Lord Orkus.

2007, September: Dean Shepherd forms a second class of
Vindicators.




2007, November: The Coalition for Humanity attacks
and kidnaps the Vindicators. The Vindicators are able to
escape as Kayleigh Kane begins to manifest powers of the
Dark Queen.

2007, December: The Faez begin infiltrating key positions
on Earth; assuming the guises of heroes, villains, politicians,
and celebrities. Jordan Garner is one such human replaced
by a Faez infiltrator.

While hunting for Meta Nation fugitives, Knightstar is
attacked by Maverick and driven into a coma. Maverick
uses her new powers to smash open M-Division’s Meta-
prison and release the Meta Nation prisoners.

2008

2008, March: Vindicators battle Polarity in the Sacred
Lands. Dean Shepherd believes his students to be slain
in battle and closes the Shepherd Academy. A grieving
Kayleigh Kane is targeted by Phantasm.

2008, April: The Royal Lions are formed in Great
Britain. Founding members include Cavalier, Glamour,
Lionheart, Outcry, and Whisper.

2008, September: Olympic swimmer Mizushima Jiro
transforms into Mako Shark. During his transformation,
he kills Chinese athletes Chen Qingquan and Long Aisen;
imbuing Wu Long with the power of Trinity.

2008, November: Ines Sabato is infected with lycanthropy
by a were-jaguar. To prevent succumbing to lycanthropy,
she hunts down the creature that infected her and kills
it. Ines wears the skin of the lycanthrope, transforming
her into a natural were-jaguar, gaining full control of her
powers. She begins adventuring as the heroine Jaguar.

After discovering M Division is secretly operated by
the Horde, Ti Rawlins leaves and assumes the identity
of Killjoy.

2009
2009, April: The European Union forms their own
international hero team: The Paragons.

2009, June: Simon Sanders and Stacy Holmes are married.
The Vindicators return to Earth from the Sacred Lands
and the Academy is reopened.

2009, July: Cordelia Drake is released from prison. She
initially tried to partner with Recluse before once again
striking out on her own.

2009, August: The Scions of Asmodeus targets Kayleigh

Kane to serve as their avatar of their infernal Dark Queen.
Kayleigh Kane is exorcised. She decides to leave the

Vindicators to pursue a life away from heroics.

2009, September: Suzette “Skipper” Silverman begins
attending the Shepard Academy as a new student.

Perhaps as a result of the exorcism of the Dark Queen,
the demon-spawn Heartless escapes from Hell, unleashing
666 evil souls onto the world.

2009, October: The Vindicators stop agents of Meta
Nation from assassinating the US Senate, after a proposed
bill to register all Metas is brought forth. The Vindicators
are aided by Ingress — the daughter of Bastian and Skipper
from the future — who warns of a dark future should the
assassination succeed.

With Ingress’ timeline gone, she is stuck in the present.

The Meta Registration Bill is deemed to be
unconstitutional and dies on the Senate floor.

2009, November: Unable to control her powers since
fully absorbing Knightstar, Maverick approaches Dean
Shepherd to allow her to join the Academy.

First appearance of the Hyper Kawai-3 in Tokyo, Japan.

2009, December: The Antiquarian kidnaps several models
from a photo shoot, including Kayleigh Kane, Stacy
Holmes-Sanders, and Kimmy Neumeyer. With the aid
of Chuck Mallard, the humans escape the alien prison.
Chuck begins living with Kimmy Neumeyer.

2010

2010, April: The Ixion Deepwater oil rig crew discovers
the ruins of a Lemurian city. Exploring the city, several
members of the crew are possessed by the ghosts of
serpent-men. The possessed crewmen slay the remaining
crew and destroy the oil rig, spilling hundreds of thousands
of gallons of crude oil into the ocean.

The Deepwater Oil rig is capped off by an incredibly
angry Sea Devil.

The possessed Ixion crewmen travel to Kejahatan, where
they receive cybernetic augmentation and become the
Ophidian Scourge.

Overpower is empowered. He battles the Sentinels,
eventually losing control of his powers and getting sucked
into a black hole of his own creation.

2010, May: With Polarity having been removed from
power and imprisoned, Power Star petitions the United
Nations to accept New Avalon as a sovereign nation.

2010, July: Pendragon defeats Hippolyta and her
Amazons, saving humanity from sterilization bombs.

2010, September: The Ophidian Scourge begins recruiting
human agents to fill their ranks and seek out the Ouroboros Halo.

2010, October: Adonis is released from prison. Using his
underworld connections, he becomes the absolute head of
all vice crime in the New York and New Jersey area.

2010, December: The Outrider heals Katherine Danshov,
awakening Katherine from her coma. Knightstar seeks
vengeance against Maverick, only to discover Mav has joined
the Vindicators, seeking redemption for her past deeds.




2011

2011, January: The Horde attempts to infiltrate and
assume control of the Ophidian Scourge with a collection
of their own serpent-themed villains.

Knightstar travels into space to find Wal-Las. After
discovering that Wal-Las was killed by a collection of
his enemies, Knightstar joins the Warpspeed Warriors to
defend Freespace against alien threats.

Kraken makes clones of Simon Sanders, intending to
drive Simon insane and destroy his life.

Shooting Star impersonates Knightstar and infiltrates
CASTLE and the Sentinels. Through her position, she
is able to get several other Overlords into positions of
authority within CASTLE and Sentinels (as reserve
members). This includes Mummer, Scarab, Technomancer,
and Titan.

2011, March: The Ophidian Scourge discovers the
location of the Ouroboros Halo in Antarctica. Placing it on
the mantle of the Grand Emperor — the human descendent
of the king of pre-sunken Lemuria — Apophis begins to
influence the world.

Teddy Evans and Kayleigh Kane are married.

2011, March 11: Apophis uses his power to create a
massive earthquake. Japan is struck by a tsunami, killing
thousands.

2011, April: Apophis unleashes deadly tornados on the
southern United States.

While the Sentinels deal with the natural disasters caused
by the Ouroboros Halo, Brute, Pendragon, and Violet track
down the Ophidian Scourge and remove the Ouroboros
Halo from the Grand Emperor.

2011, July: The Sentinels prevent Hippolyta from taking
over ATOM.

2011, September: Raptor travels to Japan, following
rumors of a man who claims to know Gabriel’s identity.

Dean Shepherd welcomes a third class of students to the
Shepherd Academy.

2011, October: After a public battle with ATOM, the
teenage class of the Shepherd Academy name themselves
Meta Force.

2012

2012, January: The Horde, commanded by Czarina,
attempts to overthrow the Japanese government through
the influential Omura Corporation. Raptor almost single-
handedly stops the Horde plot.

2012, February: Knightstar returns to Earth, exposing
Shooting Star as an imposter. Hauptman Klaue attempts
to use the CASTLE protocols to overthrow the USA, but
is thwarted. The Overlord infiltrators in both CASTLE and
the Sentinels are exposed and imprisoned.

2012, March: Nekrotron reappears and creates Paradigm.
Paradigm kidnaps the majority of the Sentinels; Violet’s
brain is transferred into the body of Galatea. Paradigm and
Galatea aid the Sentinels in destroying Nekrotron.

2012, April: Count Orlok attempts to transform the Royal
Lions and the Vindicators into super-powered vampires.
Glamour and Tempest are transformed into Orlok’s
“brides.”

Calvin Raynolds manifests his Meta power, destroying
his home town in an earthquake. Meta Force — commanded
by Vindicators member Gremlin — are sent to investigate.
They battle the witch Semiramis before she can drain the
life force from Calvin. Calvin joins the Shepherd Academy
as Caldera.

2012, May: New Avalon is recognized by the United
Nations.

2012, October: Orlok’s vampire forces are scattered by the
Royal Lions and the Night Watch.

While attempting to resurrect the vampire Tempest,
Kalisha is reborn as a young teenage girl.

2012, November: Atlantis convicts the Ixion Oil Company
with numerous criminal charges for the 2010 oil spill. The
CEO and board of directors are fined and imprisoned.

2012, December: Cheryl Dipsee begins fighting crime in
Chicago as Chipmonk.

President Eslam ibn Mourad declares Sutehk as the
pharaoh of Egypt.

2013

2013, January: Recluse joins the Sentinels.

2013, February: CASTLE initiates “Operation: Clean Slate,”
to rehabilitate super-criminals. The first team of agents
includes Mummer, Scarab, Shooting Star, Technomancer,
and Titan.

2013, FEBRUARY 15: A METEOR EXPLODES
OVER THE RUSSIAN CITY OF CHELYABINSK.

2013, March: Jordan Halloway discovers his online friend
is actually a Machina. Sigma-Xi joins Meta Force.

2013, April: After an altercation with the Operation:
Clean Slate, the Overlords dub members of this team as
“Defectors.”

In a gambit to assume control of Earth, the Faez begin
turning public opinion against the hero community. Several
heroes replaced by Faez infiltrators act aggressive and
destructive in their pursuit to fight crime, adding fuel to
public discontentment.

2013, September: In an attempt to create a new pantheon
of gods — ones whom she can control — Hecate transports the
young heroes and villains of Earth to Olympus to engage in
trials of survival. This includes many young students of the




Shepherd Academy (including the age-regressed Tempest),
the young heroine Chipmonk, and the Renegades.

2013, October: Cordelia Drake joins White Hats, Inc.

2013, November: Shooting Star exposes Hauptman Klaue
as the secret leader of the Overlords. CASTLE uses the
Defectors to target Overlord operations and attempt to hunt
down Klaue.

2013, December: The young champions of Earth confront
Hecate. Before she can be defeated, Hecate uses the Throne
of Olympus to banish the young champions from the realm
and back to Earth.

2014
2014, February: Following the birth of his first child,
Mary, Recluse leaves the Sentinels.

2014, March: Curtis Hawkins joins CASTLE as Harrier.

2014, June: The Faez infiltrator assuming the identity of
Pendragon disrupts all CASTLE operations and attempts to
assassinate the Castellans (the head council of CASTLE).

Faez UltraKnights attempt to capture the members of the
world’s superhuman teams. Many heroes are taken by the
aliens’ surprise attack. The Faez set up a massive military
base in Salt Lake City, Utah.

The Faez attempt to conquer the African nation of Ophar,
but are driven back by the Opharan military.

2014, July: Meanwhile, the real Pendragon escapes
from a Faez prison ship with all of the captured human
prisoners and returns to Earth. They expose the Faez plot,
revealing the alien infiltrators, but not before the Faez are
in possession of all Earth’s authority figures. The Sentinels,
Vindicators, and Royal Lions lead an army of heroes and
humans against the Faez. They are aided by Power Star,
who allows the human resistance to use the city-state of
New Avalon as their base of operations.

2014, August: While fighting the Faez Emperor, it is
revealed that he and his UltraKnights are all Manes! The
Manes use an artifact of the Ancient Thirteen to transform
all Faez on Earth into Manes. With the aid of the alien hero
Gan, the Astral Knight’s Dimensional Nullifier is plugged
into the Ancient Thirteen’s artifact and all of the Manes on
Earth are imprisoned in the Zero Zone. Much of Salt Lake
City is destroyed in the battle.

2015
2015, April: The Defectors battle the collected might of
the Overlords in Hauptman Klaue’s secret headquarters.
Before they can capture Klaue, the Defectors are betrayed
by Shooting Star; who helps Klaue escape.

The Jersey Devil exposes the identity of the Crime Czar:
Augustus Shaw.

2015, May: The third class of Vindicators (Meta Force)
graduates from the Shepherd Academy.

Lord d’ Arc — with the aid of Magna — begins an invasion
of the hidden city of Agartha; intent on capturing their
stores of the mutagenic Lunarian Blue. As allies of Agartha,
Atlantis and Ophar come to the aid of the Miscreations.

2015, June: As the Agarthan Invasion continues, Magna
attempts to betray Lord d’Arc. The Lord of Romania
anticipates the betrayal and entraps Magna in a machine that
channels his mind control powers through Lord d’Arc; using
his new powers to subjugate the armies of Agartha, Atlantis,
and Ophar. With access to Atlantis’ and Ophar’s orachalchum
stores, Lord d’Arc creates a new suit of manatech armor
for himself. Lord d’Arc slays Suzerain VII of Agartha and
forces the Agarthan royal family to flee to Ophar.

2015, July: ATOM attempts to mass-produce a variant
of the size-altering Flynn nano-partcles. Myrmidon and
Vespa destroy the ATOM laboratory and their prototype
Drone army.

Gold Lion, Sea Devil, and Suzerain VIII enlist the aid of
Richard Hughes to contact the Antiquarian. From the alien,
they acquire weapons to drain the new powers of Lord d’Arc
and free their peoples from d’Arc’s control. In exchange for
sparing his life, d’Arc agrees to withdraw his forces from
Agartha. The Antiquarian is given d’Arc’s orachalchum
manatech armor before returning to outer space.

Suzerain VIII is anointed as the new monarch of Agartha.
He is betrothed to Twilight.

2015, August: Rumors circulate in the Chicago underworld
that a new Geist has appeared.

2015, September: Jordan Garner becomes a private
investigator. Although she is invited to join White Hats,
Inc., Jordan politely declines; favoring to work as an
independent agent.

2015, October: After several financial setbacks, Recluse
joins White Hats, Inc.

2015, October 31: The Apparition threatens to blanket
Chicago in fear-inducing chemicals. The new hero of
Chicago is revealed to be the protégé of the original Geist.

2016

2016, March: Geist and Jupiter discover that Drake
Industries has been stockpiling alien weapons since the
Faez invasion. Confronting Xander Drake, they discover
the industrialist to be a Faez UltraKnight; hiding since 2014.
With the aid of the Olympian myrmidon Dyson, the heroes
defeat the UltraKnight and rescue the real Xander Drake.

2016, May: The Acolyte successfully frees Omega, who
begins his renewed crusade to bring humanity under his
power. Omega collects powerful Metas to aid in his efforts,
including Dean Shepherd, Polarity, Tempest and Whisper.




Over the next several months, members of the
Challengers, Sentinels, and Vindicators begin mysteriously
disappearing. After sampling their powers, Omega feeds
the heroes’ bodies into his captured Genesis Forge to serve
as his fanatical minions.

2016, June: A massive earthquake strikes New York
City, causing untold damage. The public becomes aware
of the disappearing heroes when no sign of the Sentinels,
Challengers, or even Recluse is seen. (Events of the
“Disaster Day” adventure.)

2016, July: Following the events of Disaster Day and the
apparent disappearance of the region’s costumed heroes,
the New York City area sees a massive increase in criminal
activity. The forces of the Crime Cartel and the Crime
Czar’s Syndicate begin recruiting costumed villains. Low-
powered and non-powered criminals begin committing
major crimes in an attempt to “audition” for recruitment.

2016, August: After becoming aware of the threat posed
by Omega, the sorceress Semiramis attempts to transform
the people of St. Louis into an army of psychic vampires
like herself. Her plans are thwarted by the Defectors.

2016, November: Xander Drake is elected as President of
the United States.

2017
2017, January: Kaiju appear across Earth in unprecedented
numbers.

2017, January 20: Xander Drake takes office as President
of the United States.

2017, February: In an attempt to stymie the kaiju army
assaulting Earth, the Sentinels hunt down and imprison
Echidna the Mother of Monsters. The kaiju continue to
ravage countries across the world.

2017, May: The origin of the kaiju is tracked down to
a living island known as Protean. With the combined
efforts of the Challengers, Hyper-Kawaii-3, Sentinels, and
Vindicators, the Protean’s kaiju are defeated. Unable to
destroy the island, Protean is cast into outer space.

2017, September: Eleven-year-old Mathilde James
discovers the legendary sword Caliburn in Dozmary Pool,
transforming into Princess Excalibur.

2017, November: In a desperate gamble to rid Hecate of
the power of the Olympian Throne, Jupiter, Lady Erinyes,
and Ravas use their divine artifacts to travel to Tartarus
and free the titan Cronos. The titan proceeds to destroy
Olympus. The three young gods — with the aid of Gaea
— use their artifacts to cut the Elysian Fields free from
Olympus, preventing the realm from being destroyed. As
Olympus explodes, Hecate transfers her divine life force
into the body of the myrmidon Dyson.

THE XANDER DRAKE
PRESIDENTIAL CAMPAIGN

Following the 2014 Faez invasion, Xander Drake saw
the opportunity to grasp onto additional power and
political clout by running for President of the United
States. Already charismatic and wealthy, he promised the
Republican voter base a campaign they could not lose.
Drake ran a campaign based on preying on the fears of
every man, woman, and child that the aliens would return.
That without making America a military powerhouse
once again, they would be taken over again by an alien
menace! The fact that Xander Drake himself had been
abducted by the Faez only boosted his credibility with
the voters.

Immediately following his inauguration, President
Drake began to enact numerous executive orders calling
for expanding the powers of the military to hunt down
possible alien threats, imprison extraterrestrials without
the right to trial, increasing military spending (most of
which would be contracted to his former companies)
to build advanced weapons to fight any potential alien
threats, and seizing alien technology for the use of
American forces (again, sending the technology to
his own companies, allowing Drake to edge out other
weapons manufacturers).

President Drake also broadened the powers of
Operation: Second Chance to allow the U.S. military
forces and intelligence agencies to forcibly enlist the aid
of any super-powered criminal in prison to use as an asset.




CHEPTER 2
A LEGENDARY WORLD?!

In this chapter, we will explore the world of Legends Earth
and beyond. While the world is familiar in names and places,
some of the nations are changed by the presence of beings with
superhuman powers. In addition, nations of myth have been
discovered to be real, such as the undersea kingdom of Atlantis.
Read on and explore the world of Legends Earth and beyond!

EGYPT

Ancient Egypt was one of six great civilizations to rise up
following the prehistoric era. This kingdom formed around
the Nile River in northern Aftica and is one of the earliest and
greatest civilizations in ancient history. The country was ruled
by the pharaoh, a being chosen by the gods and empowered
with the right to rule over others. For almost 3,000 years, Egypt
was one of the most influential countries in the Mediterranean.

This all changed with the coming of Alexander the Great;
altering Egyptian culture with influence from the Greeks.

LEGENDARY/EGYRT]

Beings with extraordinary powers have existed in Egypt
since its inception. The gods of Egypt helped guide
humanity to form this ancient civilization. These gods —
unlike the Greek Olympians — were not immortals; but
did have extended life spans, and they could only be slain
with powerful weapons and magic. The gods walked and
worked beside humanity for centuries. After the god of
darkness, Sutehk, betrayed and killed his brother, Osiris,
Egypt fell into a dark age of oppression. Only with the
rise of Horus — Osiris’ son and heir — was Sutehk defeated.
Horus was crowned as the new pharaoh of the Gods.

After witnessing the destruction in the wake of the wars
between the gods of light and darkness, and the mortal lives
lost in the divine conflict, Horus decreed that Egyptian gods




must leave the mortal realm. From their celestial city, the
Egyptian gods would watch and guide humanity from afar.
Horus gave his bracers to the mortal pharaoh, Menkaure, to
wear as a sign of his favor and as a power to defend the people.
By touching the bracers together, the pharaoh could call on the
power of Horus and become a living avatar of the god.

Over time, the bracers were used less and less by the
pharaohs of Egypt and eventually buried with the other
treasures of Pharaoh Tutankhamen in 1323 BC.

In 760 BC, the nation of Kush invaded and conquered Egypt
with the aid of a godlike super-human named Fitsume. The
Kushites ruled Egypt for over a century until they were pushed
out of the Nile Empire by the time-traveling Pharaoh Atum-Ra.
The new pharaoh attempted to persuade the powerful —and still-
youthful — Fitsume to become his protégé. Fitsume agreed and
learned much of Atum-Ra’s secrets before eventually betraying
the pharaoh. Armed with Atum-Ra’s futuristic technology,
Fitsume formed the Cult of Omega and proceeded to conquer
the known world. Fitsume was eventually defeated by Princess
Sthenia. After the debacle with Fitsume, Atum-Ra retreated
from public view, placing the rule of Egypt in the hands of
his councilors. He would return from time to time, eventually
placing the crown of the pharaoh onto one of his sons.

Egypt was conquered by Alexander the Great in 332 BC.
This would end the rule of the true Egyptians and begin the
Ptolemy Dynasty; the final line of rulers to command the
Nile Empire as pharaohs. With the death of Cleopatra in 30
BC, the Ptolemy dynasty came to an end. Rome ruled Egypt,
losing control several times to Arabic nations until Egypt
was finally captured by the Muslin Rashidun army in 640
AD. The Ottoman Empire ruled the lands of Egypt from the
16th century until the lands fell into the hands of the British
Empire in 1882. Egypt was granted independence from the
British Empire in 1922, forming a new monarchy.

During the 1930s and 1940s, Egypt was the site of many
battles between Allied forces and the German Nazi army.
The Nazis had been scouring Egypt at the behest of the
Thule Society in search of ancient magical treasures that
would help them win the war.

Following a revolution in 1952, Egypt was reformed as a
republic, forming the Egypt that is familiar to the modern world.

[THE|RETURNIOE{SUTEHK!

The Republic of Egypt had a small number of heroes and
villains throughout its history. Many of these super-humans
beings possess mystical origins; empowered by artifacts or
magic from the times of Ancient Egypt. As these mortals
used their powers, they attracted the attention of the
Egyptian gods back towards Earth and the forgotten Nile
Empire. The gods had thought that humanity had turned
from them long ago. But as these mortals called on their
powers more and more, the Egyptian gods took notice.
None more so than the dark god Sutehk. He whispered
from the darkness to mortals; granting promises of power in
exchange for their worship and support. The Cult of Set grew in
power and political influence throughout Egypt. The Americans

had their new living god in Jupiter. Egypt now had its own. The
Setites rallied political influence over the country and eventually
elected a new President with the politically popular Eslam ibn
Mourad; who was secretly the high priest of the Cult of Set.
On December 21, 2012, Sutehk took his first step into the
mortal world for the first time in centuries. In a public ceremony,
President ibn Mourad transferred the rule of Egypt to Sutehk,
proclaiming the god as the new “Pharaoh of the Nile Empire.”
Sutekh’s rule has been both a blessing and a curse for
Egypt. Using his godly powers, Sutehk has transformed
the land from a desert into a verdant paradise of lush green
fields. This has severely reduced hunger and want for the
people of Egypt. On the other hand, Sutehk is very much a
tyrant. He demands utter obedience from his subjects and it
is against the law to speak out against the pharaoh or his rule.

HEROESIOEEGYRT,

Since assuming control of Egypt, Sutehk and his forces have
sought out and eliminated most of the heroes of the country.
The common people began to fear that they would never again
live in a free society. Oppression was everywhere, despite the
great abundance. Then came the hope they had been praying
for; in the form of the newest Winged Avenger. This hero has
been gathering allies among those with powers and skills who
want Egypt to be free of Sutehk’s rule. They strike against the
dark god and his secret police: the Cult of Set.
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'Winged Avenger (PL 10)

Strength 9, Stamina 9, Agility 9, Dexterity 9

Fighting 9, Intellect 3, Awareness 3, Presence 3

POWERS

Bracers of Horus: 135 points; Removable (-27 points)

Divine Awareness: Enhanced Beginner’s Luck; Senses 8
(Precognition [limited to “cosmic events’], Postcognition
[limited to the lives and events of former wearers of the
Bracers of Horus]) - 5 points
Divine Body: Enhanced Abilities 45 (Agility 9, Dexterity
9, Fighting 9, Stamina 9, Strength 9); Immunity 10 (Life
Support) - 100 points
Shielding Bracers: Impervious Toughness 9 (Sustained)
- 9 points
Solar Powers: Array (Alternate Effects of Strength)
¢ Holographic Projections: Visual Illusion 9 - 1 point
¢ Solar Bolt: Ranged Damage 9 - 1 point
* Solid Light Constructs: Create 9 - 1 point

Wings of Light: Flight 9 (1,000 mph) - 18 points
ADVANTAGES
Fearless, Ultimate Effort (Will)

Enhanced: Beginner's Luck
SKILLS

Expertise (Archaeology) 6 (+9), Insight 6 (+9), Perception
2 (+5), Persuasion 6 (+9)

OFFENSE

Initiative +9

Solar Bolt +9 (Ranged, Damage 9)
Unarmed +9 (Close, Damage 9)
DEFENSE

Dodge 11, Parry 11, Toughness 9
Fortitude 11, Will 9

POWER POINTS

Abilities 18 + Advantages 2 + Defenses 12 + Powers 108 +
Skills 10 = 150 Total

COMPLICATIONS

Past Lives: Winged Avenger can often get lost in the
identities of the previous wearers of the Bracers of Horus.

Secret Identity: The current identity of the Winged
Avenger is unknown.

Solar Powered: When not in direct sunlight, Winged
Avenger is Power Impaired. If he is placed in absolute
darkness, Avenger is Power Disabled.

Weakness: The Bracers of Horus depend on the willpower
of the wearer; the maximum rank of the bracer’s powers is
equal to the wearer’s Will rank.

he original Winged Avenger of the WW2-era

was British archaeologist Horace Farrow. Horace
discovered the Bracers of Horus in a secret chamber within
the tomb of King Tutankhamen. He unlocked the power
of the Bracers of Horus to become a hero and fight against
the Axis and evil supernatural forces until he was slain in
a Nazi ambush that decimated the Masked Alliance. The
Bracers disappeared for decades after the ambush, until a
second Winged Avenger appeared in the late 1960s. This
Avenger had a short career.

The current Winged Avenger — much like the second
incarnation of this hero — is a complete mystery. No one
seems to know his identity. All that is known is that he
opposes the tyranny of Sutehk and his evil minions.

JVILERINS[OEIEGY RN,

The Nile Empire is a land rife with evil and villainy. The
rise of Sutehk has brought oppression and tyranny to the
land, allowing villains to flourish everywhere. Besides the
god of darkness and his fanatical cultists, many mundane
criminals and superhuman beings have found Egypt to be a
sanctuary for their kind.

Annunaki (PL 10)

Strength 11, Stamina 13, Agility 2, Dexterity 3
Fighting 4, Intellect 7, Awareness 3, Presence 4
POWERS

Earth Control: Array (30 points)
* Shape Stone: Transform Earth and Rock into Altered-
Shaped Earth and Rocks 10 (Continuous) — 30 points
¢ Move Earth: Perception Ranged Move Object 10
(Limited to earth and stone) — 1 point
* Propel Rocks: Ranged Damage 10 — 1 point
e Tunneling: Burrowing 10 — 1 point

Huge Size: Growth 8 (Innate, Permanent; -4 active
Defenses included) — 17 points

Invulnerable: Immunity 2 (Aging, Disease); Impervious
Toughness 10 — 12 points

Levitation: Flight 7 (250 mph) — 14 points
ADVANTAGES

Daze (Intimidation), Language 1 (Arabic [Egyptian is
native]), Startle




SKILLS

Close Combat (Unarmed) 2 (+6), Expertise (Ancient
History) 2 (+9), Intimidation 6 (+14), Perception 2 (+5),
Ranged Combat (Earth Powers) 6 (+9)

OFFENSE

Initiative +2

Propel Rocks +9 (Ranged, Damage 10)
Unarmed +6 (Close, Damage 11)
DEFENSE

Dodge 4, Parry 6, Toughness 13
Fortitude 15, Will 5

POWER POINTS

Abilities 62 + Advantages 3 + Defenses 16 +
Powers 76 + Skills 9 = 166 Total

COMPLICATIONS

Motivation: Annunaki seeks to help the Cult of Omega
awaken their sleeping deity.

Strength of the Earth: While using his levitation power
or if unable to touch the solid ground, Annunaki is Strength
and Stamina Disabled. If removed from the ground for an
extended period of time, Annunaki falls into a hibernative
state, becoming Incapacitated and Unaware.

he giant being known as Annunaki was discovered in

an enormous tomb in the Egyptian desert during the
1920s; resting in a sarcophagus suspended over the floor.
This massive humanoid corpse gave credence to the theory
of giant humanoids living during the time of Ancient Egypt;
ruling the smaller humans like living deities. Paying tribute
to the manner in which they found the giant mummy, the
European scientists kept Annunaki suspended off the
ground as they examined him.

After studying the giant mummy, Annunaki was eventually
returned to Cairo and put on display in the Ancient History
Museum. The sinister Cult of the Slumbering God saw
Annunaki as their once-living deity and sought to awaken
the ancient giant. Their efforts were thwarted by the Masked
Alliance and the cultists were sent to prison.

However, fate intervened in recent years when renovations
to the museum caused Annunaki to fall from his suspended
perch; dropping to the ground. Finally touching the ground
after thousands of years, Annunaki awoke!

The 30-foot-tall giant mummy tore through the streets
of Cairo, terrorizing the people and demanding to be
worshipped as a god. The monster was eventually defeated
by the newest Winged Avenger, who tricked Annunaki to
fly after him long enough to once again fall into a state of
suspended hibernation.

Sutehk has recently re-awoken the slumbering mummy and
is attempting to persuade the giant to his join the dark god.

THE TRUTH ABOUT ANNUNAKI

In ancient times, the warrior Fitsume created the Cult
of Omega to follow him on his crusade to remake
the world in his image. Annunaki was already a
powerful man — a giant standing well over 10 feet
tall! — who saw Omega as a means to accumulate
greater power. Annunaki swore to serve Omega
and was granted powers by Omega’s futuristic
technology stolen by the time-traveler Atum-Ra.
Following Omega’s defeat at the hands of Sthenia,
Annunaki attempted to continue Omega’s crusade.
Despite his vast intellect and great power, Annunaki
was not the equal of Omega and his followers soon
scattered apart. Annunaki decided to subject himself
to mummification until the time came when Omega
would once again arise from his slumber.




E [THE[CULT{OEISET]
These fanatics are the minions of Sutehk and serve as the
i % secret police of the pharaoh. At their lowest levels, the
L cultists are trained in “peacekeeping” and enforce the will
1 of Sutehk. These minions are armed well and use the SWAT
officer template. Each unit of Setites are commanded by a
Set’shemsu: a human who has proven their loyalty after years
of service and been empowered by the dark god himself.

At the head of the Cult of Set are the shadow priests.
These men and women are not only Set’shemsu, but also
powerful sorcerers. The head of their order is the former
President Eslam ibn Mourad.

Set’shemsu (PL 7)

Strength 3, Stamina 2, Agility 1, Dexterity |
Fighting 4, Intellect 1, Awareness 1, Presence |

. POWERS

Animal Forms: Array (15 points)
¢ Crocodile Form: Enhanced Advantage 2 (Fast Grab,
Improved Hold); Enhanced Stealth 8 (Limited to while
in water); Strength-Based Damage 2 (“bite”’; Improved
Critical); Immunity 2 (Suffocation; Limited to half-effect);
Movement 1 (Environmental Adaptation [aquatic]);
Swimming 5 (8 mph) - 15 points
* HyenaForm:Enhanced
Stealth 4 (Limited to tall
grass); Strength-Based Damage
2 (“bite”; Improved Critical);
Senses 5 (Low-Light Vision,
Olfactory [acute, extended,
tracking]); Speed 2 (8
mph) - 1 point
* Scorpion
Form: Enhanced
Advantage 2 (Fast
Grab, Improved Hold);
Strength-Based Damage
2 (“pincers and stinger”;
Improved Critical); Movement
1 (Wall-Crawling);  Senses
2 (extended, ranged tactile);
Speed 2 (8 mph) - 1 point

¢ Serpent Form:
Enhanced Advantage 2 (Fast
Grab, Improved Hold); Strength-
Based Damage 2 (“venomous
bite”; Improved Critical, Reach,
Secondary Effect); Movement
1 (Slithering) - 1 point

Magical Resistance: Nullify
Magic 4 (Broad, Reaction);
Protection 4 - 24 points

EQUIPMENT

Kopesh: Strength-Based Damage 3 (Improved Critical) - 4
points

Radio: Feature 1 (Communications) - 1 point

ADVANTAGES

Benefit (Egyptian Law Enforcement), Close Attack 3,
Equipment 1, Fearless, Ritualist

SKILLS

Athletics 4 (+7), Expertise (Magic) 6 (+7), Expertise
(Streetwise) 6 (+7), Expertise (Survival) 6 (+7), Insight 2
(+3), Intimidation 4 (+5), Investigation 2 (+3), Perception
2 (+3)

OFFENSE

Initiative +1

Animal Weapons +7 (Close, Damage 5/19-20)
Kopesh +7 (Close, Damage 6/19-20)
Unarmed +7 (Close, Damage 3)

DEFENSE

Dodge 5, Parry 8, Toughness 6
Fortitude 6, Will 5
POWER POINTS

Abilities 28 + Advantages 7 + Defenses 12 + Powers 42 +
Skills 16 = 105 Total

COMPLICATIONS

Accident: While assuming an animal form, Set’shemsu
cannot speak and have no hands.

Fanatic: Set’shemsu are completely loyal to Sutehk.

Set’shemsu are the mortal humans that have proven
themselves fanatically loyal to Sutehk. For their devotion,
they have been granted the power to resist magic and injury
and assume the forms of wicked desert creatures. Shadow
priests are Set’shemsu that possess the following additional
traits (+30 points):

Skills: Ranged Combat 6 (Magic) +7

Powers: Magical Spells: Array (24 points)

* Animate Mummy: Summon Mummy 8 (Active,
Controlled, Limited to animating available mummy in
local area) - 24 points

¢ Darkness: Burst Area Ranged Visual Concealment 4
(Attack) - 1 point

* Eldritch Blast: Ranged Damage 7 (Affects Incorporeal
2) - 1 point

* Healing Touch: Healing 7 - 1 point



Sutehk (PL 15)

Strength 11, Stamina 15, Agility 3, Dexterity 5

Fighting 11, Intellect 7, Awareness 6, Presence 13
POWERS

Divine Body: Immortality 16 (Limited [not if slain by
divine power]); Immunity 2 (Aging, Disease); Impervious
Toughness 12 - 30 points

Divine Mind: Mental Communication 3 (Subtle);
Comprehend 4 (Languages); Impervious Will 12 - 33 points

Divine Powers: Array (38 points)

e Bestow Curse: Affliction 12 (Impaired, Disabled,
Transformed [cursed character cannot spend Action
Points]); Resisted and Overcome by Will; Cumulative,
Instant Recovery, Progressive, Subtle 2 - 38 points

e Death Touch: Weaken Stamina 12 (Resisted by
Fortitude; Progressive) - 1 point

* Dimensional Portal: Movement 2 (Dimensional
Travel [mystical realms]; Portal) - 1 point

* Hypnotic Control: Perception Ranged Affliction
10 (Dazed, Compelled, Controlled); Resisted and
Overcome by Will; Cumulative, Insidious, Subtle,
Visual-Sense Dependent - 1 point

* Plasma Blast: Ranged Damage 12 - 1 point

ADVANTAGES

Artificer, Benefit 6 (Pharaoh of Egypt, Wealth 5), Fast
Grab, Improved Defense, Improved Initiative, Ritualist,
Trance

COMPLICATIONS

SKILLS

Deception 6 (+19), Expertise (History) 2 (+9), Expertise
(Magic) 6 (+13), Insight 2 (+8), Intimidation 6 (+19),
Perception 2 (+8), Persuasion 2 (+15), Ranged Combat
(Plasma Blast) 6 (+11)

OFFENSE
Initiative +7

Bestow Curse/Death Touch +11 (Close, Affliction 12 or
Weaken 12)

Hypnosis Perception (Ranged, Affliction 10)
Plasma Blast +11 (Ranged, Damage 12)
Unarmed +11 (Close, Damage 11)
DEFENSE

Dodge 9, Parry 13, Toughness 15
Fortitude 17, Will 12

POWER POINTS

Abilities 142 + Advantages 12 + Defenses 16 + Powers
105 + Skills 16 =291 Total

Infamy: Sutehk is the Egyptian god of darkness and
storms. He is also known at Set or Seth.

Relationship: Sutehk is the son of Ra. His brother is
Osiris; whose son, Horus, is Sutehk’s nephew. Sutehk is
the father of Anubis.

Treacherous: Sutehk is petty, vicious, and cunning. He
happily enters into bargains with others, only to stab them
in the back later. He is never completely honest with anyone.

Bom to Ra, the father of all Egyptian gods, Sutehk was
passed over by Ra in favor of his brother Osiris to become
pharaoh. This angered Sutehk enough to kill his brother and
scatter Osiris’ body across the Nile Empire. The god of darkness
ruled with an iron fist for many years until he was overthrown
by Horus and forced to retreat from the mortal world.

After thousands of years of exile, Sutehk once again sits
on the throne in Cairo, Egypt as the pharaoh of the Nile
Empire. Although he would like to extend the power he
controls to other nations, Sutehk knows that the heroes of
Earth — especially the Merlin Nathaniel Night — will not
allow the dark god to expand his influence. In the meantime,
Sutehk plans his conquest from his golden palace, confident
that his political machinations will help grow his power.




Perhaps more so than any other country on Earth, Ophar is a
land of secrets and mystery. Nestled within the heart of Africa,
Opbhar is a resource-rich country. The citizens are wealthy
and want for nothing, thanks to the advanced technology
possessed by the country. This technology is made possible
by the Opharan’s access to the rare orichalchum material.
Besides Agartha and Atlantis — both of which are removed
from general Earth society by their very locations — Ophar is
the only country on Earth populated by non-super humans in
possession of orichalchum. As such, the technology level of
this nation is at least 50 years beyond the rest of the world,
rivaling even the fantastic devices created by geniuses like
Dick Hughes and Eli Wyatt.

Thanks to this miraculous technology, all want is
removed from the citizen of Ophar. Everyone has a home,
plentiful food, and access to medical care. This allows the
Opharans to pursue careers in the arts and science; giving
the country a beautiful mix of appearances between high-
tech science fiction and traditional African culture.

The leaders of Ophar are a tribal council made up of the eldest
members of society; providing their wisdom to the figurchead
king and national defender of Ophar: The Gold Lion.

Gold Lion (PL 10)

Strength 4, Stamina 6, Agility 7, Dexterity 4
Fighting 7, Intellect 3, Awareness 6, Presence 4
POWERS

Enhanced Senses: Enhanced Perception 4 (Limited
to Tracking), Senses 6 (Infravision, Low-Light Vision,
Olfactory [acute, extended, tracking]) — 7 points

ORICHALCHUM

This miraculous metal fell to the world thousands of years
ago in a crashed Inphinite vessel passing by the planet. The
original Opharans discovered the crash site and used the metal
to create weapons far more advanced than any other tribe in
Africa. This allowed them to create a society just as advanced;
surpassing any other civilization on Earth at the time.

Orichalchum appears to be a gold-colored metal with
the ability to absorb energy. By absorbing kinetic energy,
orichalchum grows stronger and more difficult to break.
By absorbing electromagnetic energy, the metal is able to
redirect the power, channeling energy bolts. The energy-
absorbing properties of orichalchum has become diverse
under scientific study by the Opharans.

This material fills the slot of all miracle and super-tech metals
in the Legends Universe; allowing a variety of technological
devices to be created from its use. Access to orichalchum is
incredibly limited to those outside of Agartha, Atlantis, and
Ophar. While the material has been found in scares quantities
around the world, these sources are usually held by wealthy
and powerful people unwilling to share with others.

Orichalchum Weave Armor: 25 points; Removable (-5 points)

Armor: Immunity 5 (Ballistic Damage); Impervious
Toughness 4 — 9 points

Weapons: Array (15 points)
* Claws: Strength-Based Damage 5 (Improved Critical,
Penetrating 9) — 15 points
* Darts: Ranged Multiattack Damage 5 — 1 point

ADVANTAGES

Accurate Attack, All-Out Attack, Benefit 7 (Diplomatic
Immunity, King of Ophar, Wealth 5), Close Attack 3,
Connected, Contacts, Defensive Attack, Improved Critical
(Unarmed), Improved Disarm, Improved Grab, Improved
Hold, Improved Initiative, Improved Trip, Languages 3
(Arabic, English, French, Russian [Swahili is native]),
Leadership, Power Attack, Ranged Attack 5, Second
Chance (Acrobatics checks with Tumbling), Skill Mastery
(Acrobatics), Takedown

SKILLS

Acrobatics 6 (+13), Athletics 6 (+10), Expertise
(Economics) 6 (+9), Expertise (Politics) 6 (+9), Insight 6
(+12), Intimidation 2 (+6), Investigation 2 (+5), Perception
6 (+12, +16 tracking), Persuasion 6 (+10), Stealth 6 (+13),
Technology 6 (+9), Treatment 2 (+5), Vehicles 2 (+6)

OFFENSE

Initiative +11

Claws +10 (Close, Penetrating Damage 9/19-20)
Darts +9 (Ranged, Multiattack Damage 5)
Unarmed +10 (Close, Damage 4/19-20)
DEFENSE

Dodge 13, Parry 13, Toughness 6
Fortitude 12, Will 8
POWER POINTS

Abilities 82 + Advantages 34 + Defenses 24 + Powers 27 +
Skills 31 = 198 Total

COMPLICATIONS

Enemy: Feedback and Silverback.

Honor: Ade is an honorable fighter and a deeply ethical
person. He respects others who are strong and honorable.

Motivation: Patriotism. Ade is fiercely proud of his
country and its traditions. However, he is a civilized man
and trying to have his people adopt the modern traditions
of the technological world.

Responsibility: King of Ophar.

de Mujambe Lisimba was born to the royal family of Ophar;
secluded kingdom deep in central Africa. Ade’s father,




Kimoni, served as the king
and protector of Ophar
and its great treasure: a
vast mine containing the
largest known deposit of
orichalchum in the world.

When Ade grew into
adolescence, Kimoni
sent him to school
in England, where
Kimoni hoped a modern education would help
impress Ade the importance of maintaining a
balance of tradition and logic. While Ade was
away, his father was killed by his rival, Mosi
Jelani the Silverback, with the aid of the Grecian
scientist Odysseus Dankana. Ade attempted to
avenge his father, but was easily defeated by the
powerful Silverback.

To combat the technological weapons of Dankana
and Silverback, Ade sought out the assistance of the
Challenger Foundation.

With their help, Ade was able to steal inside the Temple
of the Lion and attain his birthright. He was bestowed
with the spiritual powers of the Lion as well as gaining the
orichalchum armor and weapons passed down through his
family. Properly armed, Ade revealed himself as the new
Gold Lion and defeated Silverback, banishing him and
Dankana from Ophar.

Since becoming king and Gold Lion of Ophar, Ade has
slowly opened the borders of his kingdom to outsiders;
even allowing scientists to study the orichalchum mines
to help improved the collective world technology. Ade
is a powerful voice in world politics, speaking against
corporate greed, racial and social injustice, and promoting
environmental issues.

Recently, Ade was seen in the company of the Atlantean
Euadne — niece of King Ravas. Rumors are circulating of
a proposed marriage between the two. Given both Atlantis
and Ophar are powerful in the mystical world and possess
vast stores of orichalchum ore, this alliance could make
these two nations a rival for any other superpower on Earth.

GOLD LION AS A VILLAIN

With the advanced technology possessed by Ophar and
the fanatical loyalty possessed by the citizenry towards
their king-protector, it would be easy to make Gold Lion
as villain for a Legendary campaign. More than any other
villain in the world, a tyrannical Gold Lion would have
the means to bring about plans for world domination.
With allies in Agartha (mistreated by a fearful humanity
throughout their history) and Atlantis (tired of mankind
polluting their ocean homes), the King of Ophar could
seek to rule the world as a technologically-superior
“benevolent” monarch.




The People’s Republic of China is the world’s most
populous country. Before the turn of the century, China
boasted to be the second-largest country in terms of
land mass. Possessing huge diversity in terrain — from
lush rainforests to arid deserts — as well a diversity in
culture; China has one of the longest recorded histories
on Earth, including different regional histories as well
as ethnic groups and living languages. One would be
hard-pressed to find a country more rich and various in
culture than China.

Throughout China’s history, the country has been
a succession of imperial dynasties. After the Xinhai
Revolution in 1912, the last emperor was replaced with
the Republic of China. The leaders of the ROC were
forced to retreat China for Taiwan when the Chinese
Communists established the current government in
Beijing in 1949.

The greatest modern change to China’s geography
came during the late 1990s. When Great Britain decided
to turn the rule of Hong Kong over to the Chinese
government, Beijing’s newest prize was torn from
their hands by the enigmatic Grand Emperor. This self-

styled monarch — possessed of powerful techno-magical
weaponry — claimed Hong Kong for himself; a separate
sovereign state from China. Beijing attempted to recover
Hong Kong with their armies on several occasions.
However, the Grand Emperor had many superhuman
allies, including the dragon-like monster Jin Lung, who
repelled the Chinese forces. Eventually, Beijing was
forced to realized they would be unable to take Hong
Kong by force.

Inspired by the example of the Grand Emperor — and
suffering from the famine that was plaguing the land —
a team of young North Korean superhuman vigilantes
known as the Annihilators of Darkness attempted to take
control of their home country from its dictators. Using their
powers, the Annihilators assaulted the home of the General
Secretary and executed the family of Kim Jong-il.

As news spread of these incidents in southern Asia,
more superhuman beings began to make their mark on
the region. Beijing soon found that superhuman warlords
and martial arts “heroes” now claimed the provinces of
Gansu, Qinghai, Sichuan, Xinjiang, and Xizang (Tibet)
as independent states. This effectively cut the land
mass of China in half. While Beijing still controlled
the eastern regions of China, the western regions have
become a land of warring feudal states controlled by
vigilante heroes, warlords, and gangs of Meta youths.




CHINESE{SPECIALIDEEENSEIEORGE!

Before the loss of Hong Kong and half the provinces fell
to chaos and disorder, Beijing was content enough to allow
Chinese “heroes” to operate independently of the country’s
law enforcement. Those who battled against the law and
sought to remove the Communist government were branded
as villains, hunted down, and quietly eliminated in prison.
Following the turn of the millennia, Beijing announced that
any man or woman born in China possessing abilities
beyond those of “normal human achievement” would
be forced into service with the newly-formed Chinese
Special Defense Force.

Those in the CSDF are the only recognized “heroes of
China.” Any superhumans not found in the ranks of the
CSDF are branded criminals and hunted down. Captured
superhuman criminals are allowed the opportunity to
recant their evil ways and join the CSDF. They otherwise
spend the rest of their lives in prison.

Officers of the Chinese Special Defense Force wear
a military police uniform of China. This uniform is
augmented with a sash, depicting the officer’s code-name,
and a mask to conceal the officer’s confidential identity from
the criminal element. Of course, the Chinese government
keeps a secret file of the identities of their CSDF officers,
as well as their powers and abilities.

These officers tend to live mobile lives. They are
constantly on the move from one location to another,
placed where the government believes their powers and
abilities are needed the most. It is rare for an officer of the
CSDF to live in one area for longer than a year.

Strength 6, Stamina 10, Agility 6, Dexterity 6
Fighting 6, Intellect 3, Awareness 9, Presence 6
POWERS

Trinity Awareness: Senses 10 (Hearing [extended],
Olfactory [acute, extended, tracking], Postcognition
[Limited to memories of Long Aisen and Chen Qingquan],
Vision [extended, rapid]) - 8 points

Trinity Skills: Enhanced Advantages 8 (Defensive Attack,
Improved Critical [Unarmed], Improved Smash, Improved
Trip, Instant Up, Power Attack, Startle, Takedown);
Enhanced Skill 6 (Vehicles) - 14 points

Trinity Speed: Leaping 2; Speed 5 (60 mph) - 7 points
ADVANTAGES

Attractive, Benefit 2 (CSDF Officer and Security
Clearance), Skill Mastery (Athletics)

Enhanced: Defensive  Attack, Improved Critical
[Unarmed], Improved Smash, Improved Trip, Instant Up,
Power Attack, Startle, Takedown

SKILLS

Acrobatics 6 (+12), Athletics 6 (+12), Close Combat
(Unarmed) 6 (+12), Expertise (Law Enforcement) 6
(+9), Expertise (Popular Culture) 2 (+5), Insight 6 (+15),
Intimidation 6 (+12), Investigation 6 (+9), Perception 2
(+11), Persuasion 2 (+8), Vehicles 0 (+12)

OFFENSE

Initiative +6

Unarmed +12 (Close, Damage 6/19-20)
DEFENSE

Dodge 8, Parry 8§, Toughness 10
Fortitude 10, Will 9

POWER POINTS

Abilities 104 + Advantages 4 + Defenses 4 + Powers 29 +
Skills 24 = 165 Total

COMPLICATIONS

Responsibility: Trinity is protective of the Chinese people.




Three Hours of Power!: Wu Yang may only remain active
as Trinity for three hours at a time, after which she must
return to her normal human form which is powerless and
has the following Abilities (Str 1, Sta3,Agl 1, Dex 1, Fgt 1,
Awr 4, Pre 3) with corresponding adjustments to her Skills
and Defenses for three hours. While active, Trinity’s mind
and body is a composite form of Wu Yang, Long Aisen,
and Chen Qingquan. Wu Yang is the dominant mind in the
Trinity form, but she is able to access the memories and
skills of her composite partners.

Growing up on together in Shenzhen, there was no more
inseparable a trio of friends than Chen Qingquan,
Long Aisen, and Wu Yang. Born on the same day — and by
all accounts at the same exact time — these three competed
with each other in all endeavors. They were excellent
students and ever better in athletics. The three excelled to
the degree that they all attended the 2008 Olympics in their
respective fields: Chen in swimming, Long in martial arts,
and Wu in gymnastics. This would be both their end and a
new beginning.

During a swimming match, Chen Qingquan was the first
victim of the newly transformed Mako Shark. Trying to
come to the aid of his friend, Long Aisen soon fell to the
jaws of Mizushima Jiro. As she watched in horror, Wu
Yang felt her body invigorated. As the bodies of her life-
long friends and lovers breathed their last, their souls found
their way into her body, transforming Wu into a gestalt
human form filled with the strength and speed of all three.
With her newfound powers, Wu chased off the monstrous
Mako Shark; preventing any more victims from perishing.

Wu Yang was quickly whisked away by the Chinese
authorities. After studying the extent of her powers, Wu
was drafted into the Chinese Special Defense Force. After
receiving her police training, she was given a uniform and
the code-name “Trinity.”

HONGIKONG

Hong Kong is the seat of power for the Grand Emperor
and his minions. Formerly a British colony leased to Great
Britain for 99 years, Hong Kong was to revert back to
the control of China in 1997. On the day of the transfer
of power: July 1, 1997, the Grand Emperor appeared and
claimed Hong Kong for himself. After a rocky succession,
the Grand Emperor appointed executive, legislative, and
judicial rulers over Hong Kong while the Emperor himself
focused on his personal projects: the discovery of more
artifacts from the age of Lemuria.

To a large degree the people of Hong Kong are free to
live their lives. They continue to trade with the rest of the
world. And thanks to the technological developments of
the Grand Emperor, the Hong Kong region has advanced
medical technology, excellent public transportation, and the
most skyscrapers in the world.

Although boasting great wealth, the income inequality
of Hong Kong is severe. The rich and business-savvy curry
the favor of the Grand Emperor and his minions while the
common folk tend to live a basic existence.

The Grand Emperor maintains a collection of minions
that serve as his Imperial Guard. These minions come in
three ranks: the Guard, the Vanguard, and the Imperial
Bodyguard. The Guard are made up of human soldiers
who have sworn their loyalty to the Grand Emperor and
serves as the basic police and military forces of Hong
Kong. They are armed with mundane weapons and use
the basic soldier template. The Vanguard are those who
have risen through the ranks of the Guard and proven
their worth and value to the Grand Emperor. These special
soldiers gain access to advanced technology and weapons,
such as powered armor and energy blasters. Officers within
the Vanguard are sometimes trusted to wear one the Grand
Emperor’s own Lemurian Power Rings, should they prove
worthy. The Imperial Bodyguard are those sword directly
to the Grand Emperor. These men and women have been
augmented by the technomagic of the Grand Emperor to
become superhuman beings. The kaiju Jin Lung serves as
the leader of the Imperial Bodyguard.

Chen Longwei (PL 10)

Strength 4, Stamina 6, Agility 6, Dexterity 6
Fighting 7, Intellect 3, Awareness 6, Presence 3
ADVANTAGES

Agile Feint, All-Out Attack, Assessment, Chokehold,
Close Attack 3, Defensive Attack, Diehard, Evasion,
Extraordinary Effort, Fast Grab, Grabbing Finesse, Great
Endurance, Improved Critical (Unarmed) 4, Improved
Defense, Improved Disarm, Improved Initiative 2, Improved
Hold, Improved Trip, Instant Up, Move-By Action, Power
Attack, Precise Attack 2 (Close; Concealment and Cover),
Seize Initiative, Takedown 2, Trance, Uncanny Dodge

SKILLS

Acrobatics 6 (+12), Athletics 6 (+10), Close Combat
(Unarmed) 6 (+16), Deception 6 (+9), Expertise (Eastern
Philosophy) 6 (+9), Insight 2 (+8), Intimidation 6 (+9),
Perception 6 (+12), Persuasion 2 (+5), Ranged Combat
(Thrown) 6 (+12), Stealth 2 (+8), Treatment 2 (+5)

OFFENSE

Initiative +14

Unarmed +16 (Close, Damage 4/16-20)
DEFENSE

Dodge 12, Parry 13, Toughness 6
Fortitude 12, Will 8




S

POWER POINTS

Abilities 82 + Advantages 34 + Defenses 20 + Powers 0 +
Skills 28 = 164 Total

COMPLICATIONS

Motivation: Chen seeks to live the life of a quiet,
unassuming man. However, his martial prowess and noble
heart often cause him to help others in danger.

Relationship: Unknown to Chen, he is the son of the
infamous Dragon King.

hen Longwei lived an unassuming life as a martial
arts instructor in Hong Kong. As devotee of peace
and discipline, Chen was believed to be the greatest
martial artist in all of the land. Chen had an opportunity
to prove his mettle when invited to participate in the
Immortal Fighters Tournament in the mythical realm of

Xuanpu. Here, Chen befriended martial arts action film
star Jonathan Rockford and Korean temple priestess Ji-hye
Samagwi. Although Chen knew himself to be a superior
fighter than his companions, he sacrificed his placement
in the combat rankings to allow his new friend Jonathan to
battle the dragon Xuanlong for immortality.

After witnessing the array of immortal and inhuman
warrior waiting in the wings to conquer Earth, Chen devoted
himself once again to the protection of the innocent. He
returned to Hong Kong to train the next generation of
warriors, only to find his home city falling under the rule
of a powerful would-be dictator: the Grand Emperor.

Under the guise of a simple martial arts instructor,
Chen Longwei uses his martial prowess to help those less
fortunate than himself. He invites those willing to learn
under him to live in and care for his training hall; teaching
his students to fight for truth and justice in the face of evil
and tyranny.

Grand Emperor (PL 11)

Strength 3, Stamina 6, Agility 4, Dexterity 4
Fighting 6, Intellect 7, Awareness 3, Presence 3
POWERS

Chi Training: Immunity 1 (Starvation and Thirst);
Strength-Based Damage 3 (Improved Critical 4) - 8 points

Genius: Quickness 2 (Limited to Mental) - 1 point

Mental Link to Rings: Remote Sensing 9 (Visual; Limited
to Sensing Around the Power Rings) - 9 points

Power Rings of Lemuria: 109 points; Removable (-22 points)
Directed Wind Current: Flight 7 (250 mph) - 14 points

Kinetic Force Field: Impervious Toughness 11; Protection
S; Sustained - 16 points

Restricted: Feature 1 (Only the Grand Emperor and those
he deems worthy may use the Power Rings) - 1 point

Ring Powers: Array (55 points)

¢ Disintegration Ray: Ranged Weaken Toughness
11 (Affects Objects, Resisted by Fortitude); Linked
Ranged Damage 11; Dynamic - 56 points

¢ Arctic Blast: Ranged Affliction 6 (Hindered and
Vulnerable, Defenseless and Immobile); Resisted by
Dodge, Overcome by Fortitude; Cumulative, Extra
Condition, Limited to Two Degrees; Linked Ranged
Damage 6 (Resisted by Fortitude); Dynamic - 2 points

e Darkness Field: Ranged Burst Area Visual

Concealment Attack 4; Dynamic - 2 points
¢ Electrical Blast: Ranged Damage 6; Dynamic - 2 points
¢ Flame Jet: Line Area Damage 6 (Area 2 [60-ft. line]);
Dynamic - 2 points
* Flame Wave: Cone Area Damage 6; Dynamic - 2 points




Graviton Light-Bending: Ranged Burst Area
Affliction 6 (Impaired, Disabled, Unaware); Resisted
and Overcome by Fortitude; Cumulative, Limited
to Visual Senses; Linked Environment 6 (Impede
Movement [-2 ranks]); Dynamic - 2 points

Kinetic Beam: Ranged Penetrating Damage 9;
Dynamic - 2 points

Kinetic Manipulator: Move Object 6; Dynamic - 2 points
Matter Control: Ranged Transform Anything into
Anything Else 6; Dynamic - 2 points

Mind Control: Ranged Affliction 6 (Dazed,
Compelled, Controlled); Resisted and Overcome by
Will; Cumulative, Concentration; Dynamic - 2 points
Wind Control: Burst Area Move Object 6; Dynamic
- 2 points

ADVANTAGES

Benefit 5 (Wealth 5), Defensive Attack, Diehard, Eidetic
Memory, Equipment 10, Great Endurance, Improved
Disarm, Improved Grab, Improved Hold, Improved
Initiative, Improved Smash, Improved Trip, Inventor,
Languages 2 (Cantonese, English [Mandarin is native]),
Power Attack, Trance, Weapon Break

SKILLS

Close Combat (Unarmed) 2 (+8), Expertise (History)
6 (+13), Expertise (Science) 6 (+13), Insight 2 (+5),
Intimidation 6 (+9), Investigation 2 (+9), Perception 2
(+5), Persuasion 2 (+5), Ranged Combat (Power Rings)
6 (+10), Sleight of Hand 6 (+10), Technology 6 (+13),
Treatment 6 (+13)

OFFENSE
Initiative +8

Arctic Blast +10 (Ranged, Affliction + Damage 6)

Disintegration +10 (Ranged, Weaken + Damage 11)
Electrical Blast +10 (Ranged, Damage 6)

Fire Blast Area (Close, Damage 6)

Kinetic Beam +10 (Ranged, Penetrating Damage 9)
Mind Control +10 (Ranged, Affliction 6)
Unarmed +8 (Close, Damage 6/16-20)
DEFENSE

Dodge 6, Parry 8, Toughness 11
Fortitude 8, Will 9

POWER POINTS

Abilities 72 + Advantages 31 + Defenses 12
+ Powers 105 + Skills 26 = 246 Total

COMPLICATIONS

Enemy: Spartan has thwarted the Grand Emperor and
his plans for conquest on several occasions.

Honor: The Grand Emperor always keeps his word.

Motivation: The Grand Emperor seeks to bring the world
under his rule. To accomplish this, he is always seeking
ancient technology from the days of the Atlantean/
Lemurian Wars.

Power Loss: The Disintegration Ray requires a tremendous
amount of power to use. Once the ray has been activated, it
cannot be used again for the rest of the scene.

In the early twentieth century, the Dragon King formed a
vast criminal empire with the ideology to amass enough
wealth an power that would allow him to gain control
of the world’s nations. From this position of power, the



Dragon King sought to bring the world under his control to
rule as an Eastern emperor. His efforts were thwarted again
and again by the Masked Alliance. Eventually the Alliance
dismantled his criminal empire and the Dragon King was
believed to be destroyed.

In truth, the Dragon King went underground and hid
during the years of World War Two. The war allowed the
Dragon King to covertly reform his empire. However, the
setbacks placed on him by the Masked Alliance made the
Dragon King realize he would need an heir to his empire.
He found a young boy in a Chinese orphanage named
Guang Yi. The Dragon King took the boy into his care and
filled his mind with tales of destiny and power. Guang Yi
was told he was the last heir to the Chinese throne and that
someday he would ascend to power and rule the world.

When he was 15 years old, Guang Yi was given a ring
by the Dragon King as a symbol of his power. The Dragon
King had found the ring in a trove of ancient treasures from
the days of ancient Lemuria. However, he was never able
to access its true power. That changed when the ring was
given to Guang Yi. The youth was able to control the power
of the ring. He was also able to sense the location of more
of these powerful artifacts. The Dragon King attempted to
stop Guang Yi from attaining this power, so Yi orchestrated
the death of his mentor.

Yi assumed control of the Dragon King’s criminal empire
and used its resources to seek out more Lemurian artifacts.
After discovering all of the artifacts linked to his ring
of power — a deed that took several decades — Yi named
himself the “Grand Emperor” and in a public display of
power, claimed sovereignty over the most powerful city in
China: Hong Kong.

At the time of the Grand Emperor’s declaration, the city
was in transition of ownership between England and China.
The Chinese government attacked the Grand Emperor, but
he used his artifacts to turn the tide of the army. He also
used his powers to awaken a Lemurian kaiju from under
the Great Wall — the dragon Jin Lung — whom the Grand
Emperor placed as a guardian over the city.

With the turn of the 21st century, the Grand Emperor
found a new threat to his rule: the futurist hero Spartan.
Eli Wyatt recognizes the Grand Emperor’s power as the
advanced technology that it is; not a magical power as Yi
would have the world believe it to be. Spartan has sworn to
expose the Grand Emperor and tear down his empire.

To battle Spartan, the Grand Emperor has used his
Lemurian artifacts to empower several men and women
whom have sworn loyalty to his throne. In addition to
using these enforcers to battle the armored hero, the Grand
Emperor has set his agents to begin taking territory away
from the Republic of China. Slowly but surely, the Grand
Emperor is laying claim to what he believes is his birthright.

Jin Lung (PL 13) &

Strength 12, Stamina 13, Agility 3, Dexterity 6
Fighting 10, Intellect 1, Awareness 4, Presence 4
POWERS

Kaiju Attacks: Array (40 points)

¢ Acid Breath Mist: Ranged Cloud Area Damage 10
(Secondary Effect) - 40 points

¢ Acid Breath Stream: Ranged Damage 10 (Secondary
Effect) - 1 point

e Hypnotic Gaze: Perception Ranged Affliction
11 (Dazed, Compelled, Controlled); Resisted and
Overcome by Will; Cumulative, Visual Sense-
Dependent - 1 point

e Natural Weapons (Claws/Fangs): Burst Area with
Unarmed Damage; Reach 4 - 1 point

¢ Whipping Tail: Burst Area Affliction 12 (Vulnerable,
Prone); Resisted by Parry, Overcome by Fortitude;
Area 2 (60-ft.), Cumulative, Limited to Two Degrees
- 1 point

Kaiju Body: Immunity 5 (Aging, Cold, Disease, Heat,
Poison); Impervious Toughness 13 - 18 points

Kaiju Senses: Senses 5 (Low-Light Vision, Olfactory
[acute, extended, tracking]) - 5 points

Shapeshifting: Array (25 points)
* Dragon Form: Elongation 4 (Limited to Extra Limb);
Extra Limb 1 (tail); Flight 6 (120 mph; Wings); Growth
16 (Limited [does not add to Strength or Staminal]) -

25 points
¢ Humanoid Form: Morph 3 (any humanoid form) - 1
point
Telepathy: Mental Communication 2  (Subtle);
Comprehend 3 (Speak and Understand Languages);
Enhanced Insight 8 (Limited to Evaluate) - 17 points i
ADVANTAGES

Daze (Intimidation), Diehard, Great Endurance, Startle
SKILLS

Deception 6 (+10), Expertise (Magic) 6 (+7), Expertise
(Science) 6 (+7), Insight 6 (+10, +18 evaluate),
Intimidation 6 (+18/+10 in humanoid form), Perception 2
(+6), Technology 6 (+7)

OFFENSE
Initiative +3

X
Acid Breath Area (Ranged, Damage 10) 3
Acid Stream +6 (Ranged, Damage 10)

Hypnotic Gaze Perception (Ranged, Affliction 11)




Natural Weapons Area (Close, Damage 12)
Tail Area (Close, Affliction 12)

Unarmed +10 (Close, Damage 12)
DEFENSE

Dodge 1/9*, Parry 4/12*, Toughness 13
Fortitude 15, Will 10

*in humanoid form
POWER POINTS

Abilities 106 + Advantages 4 + Defenses 16 + Powers 110
+ Skills 19 =255 Total

COMPLICATIONS

Enemy: The Chinese Government seeks to destroy Jin
Lung in its efforts to assume control of Hong Kong.

Loyalty: Jin Lung feels a sense of loyalty towards the
Grand Emperor; as the Emperor was responsible for
freeing the kaiju from its slumber.

Power Loss: Jin Lung cannot use his Kaiju Attacks while
assuming a humanoid form.

Rash: Jin Lung is not foolish or stupid, but it does seek to
handle problems directly.

Vulnerability: Jin Lung’s Impervious Toughness is
Disabled vs. magical attacks.

in Lung is a dragon-like Lemurian Kaiju that was buried
J in Asia hundreds of thousands of years ago towards the
end of the Atlantean Wars. Its massive, serpentine body
would become the foundation of the Great Wall of China.
The alchemical engineers of the Great wall thought the
region was simply rich with magical power they could use
to fortify the wall against attacks. As the magical energies
permeating Jin Lung were drained to empower the stone
magic that fortified the Great Wall, so too did the body of
the kaiju diminish.

The kaiju was finally awoken from his great slumber
in 1997, when the Grand Emperor used his Lemurian
Power Rings to summon Jin Lung from underneath the




Great Wall. The kaiju now serves as the guardian of the
Grand Emperor’s palace in Hong Kong. Jin Lung is a loyal
servant of the Grand Emperor and is learning to interact
with humanity, despite his initial Lemurian training to
destroy mankind. Through the Grand Emperor, Jin Lung
has started to learn the “secrets” of science and technology.
To the people of Hong Kong, they see Jin Lung as born
a blessing and curse. The dragon is seen as a protector
against the aggressions of Communist China. However, the
massive kaiju is also seen as an inhuman monster.

Laser Bolt (PL 10)

Strength —, Stamina 4, Agility 3, Dexterity 3
Fighting 3, Intellect 4, Awareness 2, Presence 2
POWERS

Light Form: Immunity 32 (Critical Hits, Fortitude
Effects); Insubstantial 3 (Innate, Permanent) - 53 points

Light Generation: Array (22 points)
¢ Holograms: Illusion 11 (Visual) - 22 points
¢ Laser: Ranged Damage 11 - 1 point
e Light: Environment 2 (Light) - 1 point

Light Speed: Flight 18 (500,000 mph) - 36 points
ADVANTAGES

Improved Critical 2 (Lasers)
SKILLS

Deception 2 (+4), Expertise (Physics) 6 (+10), Intimidation
2 (+4), Perception 2 (+4), Ranged Combat (Lasers) 6 (+9)

OFFENSE

Initiative +3

Laser +9 (Ranged, Damage 11)
DEFENSE

Dodge 9, Parry 9, Toughness 4
Fortitude Immune, Will 8
POWER POINTS

Abilities 32 + Advantages 2 + Defenses 18 + Powers 113 +
Skills 9 = 174 Total

COMPLICATIONS

Infamy: Member of the Grand Emperor’s Imperial Guard.

Temper: Having lost his physical human form, Laser
Bolt is becoming less rational and more unstable as time
progresses.

Gau Binglin had been a young scientist serving under
the Dragon King for a short number of years before
the Grand Emperor took power from his mentor. Gau was
one of the first to pledge his loyalty to the Guang Yi when
he took on the mantle of Grand Emperor. For his loyalty,
the Grand Emperor rewarded Gau with a rank within his
Imperial Guard. Using his light-manipulating power ring
combined with a chemical application of Lunarian Blue,
the Grand Emperor transforms Gau into a being made of
living photonic energy.

Although thrilled with his powers at first, Gau quickly
discovered he missed physical contact with others. The
Grand Emperor has been searching for a mean to allow Gau
to reassume his physical body, but all efforts have yet to be
successful. In the meantime, Laser Bolt has been one of the
Grand Emperor’s most successful agents in his control of
Hong Kong and personal crusade against Spartan.




JAPAN

The Land of the Rising Sun is an island nation off the
eastern coast of Asia. The country consists of many
different islands divided into eight different districts. Japan
has a population of roughly 1/3 the United States all in an
area about the size of the state of California. Japan is one
of the great economic powers of the world, possessing
one of the most highly educated populations and highly
skilled workforces in the world. It is well known for its
contributions to science and modern-day technology.

Japan maintains a powerful military known as the Japan
Self-Defense Force. While the country has given up its
rights to declared war on other nations, Japan is more
than capable of defending itself against enemy aggressors.
More often than not, this takes the form of giant monsters
(aka Kaiju)!

The Japanese have a strong sense of tradition and honor.
They strive for perfection in all things; an outlook that
has led to them becoming one of the great world powers,
business, and technological leaders. At the same time,
the Japanese are well known for innovation... sometimes
to odd extremes. Japanese television is well-known for
colorful animated shows (anime) and game shows pitting
everyday contestants in weird obstacle courses.

Japan has the second-largest population of super-
powered individuals, outside of the United States. Some
claim this is due to Japan’s high rate of nuclear power
plants and ambient radiation. Whatever the truth may be,
super heroes are popular. Given the population density,
super hero sightings are more frequent in Japan than in the
United States. Heroes are featured on billboards, posters,
on television commercials, and numerous “reality” shows
and soap operas.

Popular culture in Japan has embraced heroes like no where
else in the world. Fans of heroes will dress in outfits styled
after their favorites. They often gather in cliques of like-
minded hero-worshipers where they can discuss their chosen
obsession. The more adventurous of these fans will go out
and attempt to fight crime in the name of their hero. Oddly
enough, villain fan cliques are just as popular as hero cliques.

MONSTERJISTAND

Located in the Pacific Ocean is a mysterious island
surrounded by sea mines and buoys with automated
warnings; alerting sea vessels and airplanes to turn away
and not to approach the island under any circumstance.
The island has never been successfully explored. The only
maps of it exist as photos taken from orbital satellites. This
is Monster Island... and it lives up to its name.




Several giant monsters — called Kaiju — make
their home on the island. While many of these
beasts appear to be nothing more than giant
versions of terrestrial creatures, other kaiju
appear in more horrific forms. Despite their
varied appearance, all are massive in size; the
smallest recorded kaiju being the size of a small
house (size rank 0) while the largest have been
much bigger (size rank 3+)!

One would think that kaiju would have been
destroyed, given the frequent attacks on Japan and the
eastern Asian region. However, every attempt to eradicate
the kaiju has been unsuccessful. Monster Island seems
to have a new population of kaiju available mere months
after any such culling. This has led scientists to believe that
there must be a large cave system under Monster Island
leading to the subterranean Hollow Earth; where kaiju are
known to also exist.

Scientists have noted that few kaiju sustain
themselves off of standard food (meat or vegetables).
Rather, they subsist on energy. Kaiju activity is more
frequent during the daylight hours than at night. This
leads scientists to believe kaiju primarily absorb solar
radiation to sustain themselves. Kaiju are also attracted to
powerful energy sources. Because of its frequent use of
nuclear power plants, Japan has become a frequent target
for kaiju attacks. In the hopes to decrease future kaiju
attacks, Japan is quickly attempting to convert their power
generation from nuclear to solar.

Kaiju, Average (PL 12)

Strength 13, Stamina 13, Agility 0, Dexterity 0
Fighting 2, Intellect 0, Awareness 3, Presence 9
POWERS

Armored Skin: Impervious Toughness 16; Protection 3 -
19 points

Kaiju Senses: Senses 4 (Low-Light Vision, Olfactory
[acute, extended, tracking]) - 4 points

Kaiju Sized: Growth 14 (Innate, Permanent; -7 active
defenses included) - 29 points

Swallow Whole: Affliction 13 (Hindered and Vulnerable,
Defenseless and Immobile, Paralyzed and Unaware;
Resisted by Dodge, Overcome by Strength; Cumulative,
Extra Condition, Grab-Based, Instant Recovery, Limited
to creatures of Size Rank -1 or smaller, Progressive);
Linked to Damage 13 (Reaction [while target is afflicted])
— 78 points

ADVANTAGES
Daze (Intimidation), Diehard, Fast Grab, Startle

SKILLS

Athletics 6 (+19), Close Combat (Unarmed) 6 (+8),
Intimidation 6 (+22), Perception 6 (+9)

OFFENSE

Initiative +0

Unarmed +8 (Close, Damage 13)
DEFENSE

Dodge 6, Parry 7, Toughness 16
Fortitude 15, Will 9
POWER POINTS

Abilities 24 + Advantages 2 + Defenses 32 + Powers 130 +
Skills 12 =200 Total

COMPLICATIONS

Disability: Kaiju cannot speak. Their clawed hands offer
limited manipulation.

Power Loss: Kaiju armor only protects from exterior
attacks. From the interior, they are not Impervious.




ince the year 1954, Japan has been beset by giant
monsters: Kaiju! The first of these horrors appeared
after nuclear testing at the Bikini Atoll. The monster

' L tore through the city of Japan, causing unprecedented

destruction, until it was finally slain by the Japanese

] 1 Defense Force. Several other such horrors have appeared
4 and attacked Japan since the first.

A small number of Japanese heroes have attempted to

halt the kaiju to deter them from their destructive paths.
T Over the last several decades of monster attacks, many
.s heroes have lost their lives to these creatures.

This “average” kaiju stands 90 feet tall and has a
thick armored hide. It resembles something akin to an
anthropomorphic whale covered in tortoise shells. Kaiju
are smarter and faster than people would initially believe.
Despite their size, kaiju are incredibly agile and quick.
In addition, they are not merely rampaging monsters

.- with animal instincts. Kaiju have been witnessed to learn
quickly, adapt to incoming attacks, and think creatively.

HEROESIOERIABPAN

With a dense population, Japan’s heroes make an effort to
stand out as individuals. They trademark catchphrases and
costume logos to make themselves more recognizable to
the general public. More than anywhere else in the world,
heroes in Japan are not just crime fighters, they are pop-
culture icons. Fame-seeking heroes purposefully
move to Japan to attain the level of adulation
they cannot achieve elsewhere.
News programs and “hero-watcher” shows
will often rank the heroes by points. Points are
gathered by being first to the scene of a crime,
catching criminals, and rescuing civilians and
property. The hero with the most points at the
end of the year is ranked as the most successful
—i.e. popular — hero of the year.

Not all Japanese heroes seek out adulation and
fame. Some are true to the “code of the hero;” to
protect the innocent and overcome evil without
being a glory-hound.

Hyper Kawaii-3 (PL 10)
Strength 12, Stamina 12, Agility 3, Dexterity 6

Fighting 6, Intellect 4, Awareness 4,
Presence 4

POWERS

Hyper-Movement: Array (24 points)
Hyper-Flight: Flight 12 (8,000 mph) —
24 points

* Hyper-Speed: Speed 12 (8,000 mph) —

1 point

Hyper-Powers: Alternate
Effects of Strength

e Freezing Breath: Cone Area
Affliction 10 (Hindered and
Vulnerable, Defenseless
and Immobile); Resisted
by Dodge, Overcome
by Damage;
Cumulative,
Extra Condition,
Instant
Recovery, Limited
to Two Degrees — 1 point

* Hyper-Breath: Close Cone
Area Move Object 10 (Limited to
pushing or pulling) — 1 point

* Hyper-Punching: Multiattack
Damage 12 — 1 point

e Laser Vision: Ranged
Damage 12 — 1 point

Hyper-Senses: Senses 9 (Extended
Hearing, Extended Vision 3,
Infravision, Vision Penetrates
Concealment) — 9 points

Hyper-Speed:  Enhanced  Advantage 8
(Improved Initiative 3, Interpose, Move-By Action,
Redirect, Takedown 2); Quickness 13 — 21 points

Invulnerability: Immunity 15 (Cold, Corrosive Effects,
Disease, Heat, Poison, Radiation); Impervious Toughness
12 — 27 points

Power Boost: Variable 1 (Limited to Enhanced Flight,
Speed, or Strength) — 6 points

ADVANTAGES

Attractive, Diehard, Favored Foe (Kaiju), Improvised
Weapon, Set-Up, Teamwork

Enhanced: Improved Initiative 3, Interpose, Move-By
Action, Redirect, Takedown 2

SKILLS

Expertise (Popular Culture) 6 (+10), Intimidation 2 (+6),
Perception 2 (+6), Persuasion 6 (+10)

OFFENSE

Initiative +15

Freeze Breath Area (Close, Affliction 10)
Laser Vision +6 (Ranged, Damage 12)
Unarmed +6 (Close, Damage 12)
DEFENSE

Dodge 5, Parry 8, Toughness 12
Fortitude 14, Will 6



POWER POINTS

Abilities 102 + Advantages 6 + Defenses 8 + Powers 92 +
Skills 8 = 216 Total

COMPLICATIONS

Fame: Heroes of Tokyo.

Motivation: Justice. The Hyper Kawai-3 have dedicated
themselves to protecting the city of Tokyo and honoring
the memory of their father.

Relationship: Sakura, Setsuko, and Shigeko are devoted
to each other.

Professor Nakano — the head scientist in charge of
studying kaiju, their powers, and vulnerabilities
— sought some means of super-charging or instilling
Meta powers into others. He hoped to find some means
to creating a super-powerful group of guardians that
could protect Japan from the constant threat of giant
monsters. Fate would eventually come to test Professor
Nakano’s theory.

On November 2009, a kaiju found its way to Nakano’s
neighborhood; smashing through his own home and
critically injuring Nakano and his nine-year-old triplet
daughters. To save their lives, a desperate Nakano
injected his experimental Meta serum into each of his
daughters. Soon after the serum entered their bodies,
Sakura, Setsuko, and Shigeko found themselves
transformed! Nakano watched as his daughters ﬂew mto
the sky and destroyed the kaiju attacking =
their home. Returning to their father,
the sisters held Professor Nagano
until he succumbed to his wounds.
Before he passed away, he made each
of his daughters vow to use their powers
to protect humanity. Sakura, Setsuko,
and Shigeko agreed.

The impressive battle between
the sisters and the kaiju was an
instant media sensation. With their
amazing powers and cute outfits, the
sisters were soon named the Hyper
Kawai-3 by the internet. Sakura,
Setsuko, and Shigeko continue to
honor the last wish of their father,
using their powers to protect
humanity. Having recently graduated
high school, the 18-year-old heroines
are prepared to take their destinies
by the hand and serve as the official
heroines of their country by joining
the Japan Self-Defense Force.

INDIVIDUAL POWERS

The Hyper Kawai-3 have traits unique to each sister.
SAKURA, AKA HYPER-BLUE

(232 POINTS TOTAL)

Sakura is the de-facto leader of the trio. She has a keen
tactical mind and is able to motivate her sisters with
quick and decisive commands.

Intellect 7, Presence 7
Advantages: Eidetic Memory, Inspire 5, Leadership

Skills: Expertise (Tactics) 6 (+13), Expertise (Popular
Culture) 6 (+13), Intimidation 2 (+9), Persuasion 6 (+13)

SETSUKO, AKA HYPER-GOLD

(227 POINTS TOTAL)

Setsuko is fiery and passionate. She loves to fight and
occasionally has to be reined in by her sisters. A fan of
martial arts and action films, Setsuko likes to mimic the
maneuvers of combat she sees in movies and television.

Advantages: All-Out Attack, Fast Grab, Improved
Critical (Unarmed) 4, Improved Smash, Power Attack,
Startle

Skills: Intimidation 6 (+10)
SHIGEKO, AKA HYPER-RED

(234 POINTS TOTAL)

Shigeko is kind and compassionate; desiring a connection
to all living creatures. As such, she has developed an
empathy with animals and the ability to speak any
language. A talented singer, Shigeko has also amplified

g her voice to use in conjunction with her hyper-powers.

Powers: Additional Hyper-Powers: Alternate Effects of

Strength

* Hyper-Scream: Cone Area Damage 8 (Resisted by
Fortitude) — 1 point

* Hyper-Scream: Cone Area Affliction 8 (Impaired,
Disabled, Unaware); Resisted and Overcome by
Fortitude; Cumulative, Limited to Hearing Senses
— 1 point

Hyper-Empathy: Comprehend 6 (Animals, Languages)
— 12 points

Advantages: Animal Empathy
Skills: Expertise (Singing) 6 (+10)




Immortal Angel Princess (PL 8)

Strength 2, Stamina 4, Agility 3, Dexterity 3

Fighting 2, Intellect 3, Awareness 4, Presence 9

ADVANTAGES

Animal Empathy
SKILLS

POWERS

Angelic Transformation!: Feature 2 (Instant Change into
any outfit) - 2 points

Angelic Wings: Leaping 2; Movement 2 (Dimensional
Travel [Faerie Realm], Safe Fall) - 6 points

Angel Princess Aura: Enhanced Attractive 2; Enhanced
Presence 5 - 12 points

Supernatural Awareness: Senses 2 (Detect Supernatural
Evil [ranged mental sense]) - 2 points

Angel Scepter: 40 points; Easily Removable (-16 points)

Scepter Shielding: Enhanced Defense 18 (Dodge 9, Parry
9) - 18 points

Scepter Powers: Array (20 points)
¢ Immortal Angel Holy Lance!: Ranged Damage 9
(Affects Insubstantial 2) - 20 points
* Immortal Angel Conjuration!: Create 9
¢ Immortal Angel Purification!: Nullify Mind Control
and Summon 9 (Broad) - 18 points

Close Combat (Unarmed) 2 (+5), Expertise (Popular
Culture) 6 (+9), Expertise (Tokyo) 2 (+5), Insight 6 (+10),
Perception 2 (+6), Persuasion 6 (+15), Ranged Combat
(Angel Scepter) 2 (+5)

OFFENSE

Initiative +3

Scepter Blast +5 (Ranged, Damage 9)
Unarmed +2 (Close, Damage 2)
DEFENSE

Dodge 12, Parry 11, Toughness 4
Fortitude 6, Will 10

POWER POINTS

Abilities 50 + Advantages 1 + Defenses 12 + Powers 44 +
Skills 13 = 120 Total

COMPLICATIONS

Awkward: Kazumi is still getting used to transforming
between his normal male form and his heroic female form.
This often results in awkward situations and confusion
with his budding sexual identity.

Power Loss: Kazumi is Powerless in his normal human form.
Secret Identity: Tanaka Kazumi.

Young: Kazumi is a legal minor and tends to make foolish
and impulsive choices.

bright and spirited adolescent boy, Kazumi is an
xcellent student in school and beloved child to his
parents. One day, on his way home from school, Kazumi
rescued a small fox from a vicious dog. In truth, this
fox was a kitsune who promised her benefactor a wish
in appreciation for her rescue. Kazumi wished to have
adventures like his favorite magical girl cartoons and
comics. The kitsune agreed to the wish and went on its way.
The next day, Kazumi awoke to find a golden locket with
pearlescent angel wings under his pillow. Compelled to
speak a magical phrase, Kazumi was transformed... into an
actual magical girl! Soon enough, Kazumi discovered that his
rescuing of the kitsune had attracted all manner of monstrous
yokai (evil Japanese spirit-monsters) to the boy’s presence.
Evil fiends began to infiltrate the school and neighborhood of
Kazumi — possessing his friends and family — forcing Kazumi
to transform into Immortal Angel Princess.
Kazumi is still getting used to fighting the forces of evil. In
addition, he is still getting used to transforming into a beautiful
teenage girl and the complications that brings to his life.



Gun Kaiser (PL 10)

Strength 6, Stamina 6, Agility 4, Dexterity 4
Fighting 9, Intellect 2, Awareness 2, Presence 4
POWERS

Go, Kaiser Sentai Force, Go!: Feature 1 (Quick Change
into Gun Kaiser Armor) - 1 point

Kaisers Never Quit!: Regeneration 2; Protection 2 - 4 points

Kaiser Power Up!: Enhanced Strength 3 (Reaction [when
taking Damage], Fades) - 12 points

Kaiser Leaping!: Immunity 5 (Falling Damage); Leaping
3 - 8 points

Shot-Bracers: 20 points; Removable (-4 points)

Shot-Assisted Momentum: Enhanced Dodge 2; Enhanced
Leaping 1 - 3 points

Shot-Bracer Attacks: Array (16 points)
* Shot-Blast: Ranged Damage 8§ - 16 points
* Shot-Assisted Punches: Strength-Based Damage 3 -
1 point
ADVANTAGES

All-Out Attack, Attractive, Diehard, Equipment 26 (Silver
Dragon Mecha), Improved Aim, Improved Critical 4 (Shot-
Bracers 2, Unarmed 2), Improved Initiative, Power Attack,
Quick Draw, Ranged Attack 6, Takedown 2

SKILLS

Acrobatics 6 (+12), Athletics 6 (+13), Close Combat
(Mecha) 4 (see below), Expertise (Paleontology) 6 (+8),
Expertise (Popular Culture) 6 (+8), Perception 2 (+4),
Persuasion 2 (+6), Stealth 2 (+6), Technology 6 (+8),
Vehicles 6 (+10)

OFFENSE

Initiative +8

Shot-Blast +10 (Ranged, Damage 8/18-20)
Shot-Punch +9 (Close, Damage 9/18-20)
Unarmed +9 (Close, Damage 6/18-20)
DEFENSE

Dodge 12, Parry 11, Toughness 8
Fortitude 8, Will 8

POWER POINTS

Abilities 74 + Advantages 45 + Defenses 16 + Powers 41 +
Skills 21 = 197 Total

COMPLICATIONS

Fame: Gun Kaiser is the last active member of the Kaiser
Sentai Force.

Motivation: Protector of the Innocent.

Power Loss: Gun Kaiser is Powerless in human form.
Quirk: Must gesture emphatically while speaking in costume.
Secret Identity: Okaga Touma

By the time Okaga Touma had joined the Kaiser Sentai
Force, they were already an established team of heroes
defending Tokyo from alien invaders and giant monsters.
Unknowingly coming to the aid of Pink Rapier Kaiser in her
human identity as Hato Koharu, Touma drew the attention
of the Sentai Force’s greatest enemy: Red Oni. Believing he
could draw out the Sentai Force by attacking Touma, Red
Oni sent monsters to harass Touma. Not only was Touma
able to handle his own until the Sentai Force arrived, he was
apparently the missing link the team had been seeking to
complete their numbers. Touma joined the Kaiser Sentai
Force as their six member: the Silver Gun Kaiser!

After high school, many of the Kasier Sentai Force
started to go their own way. New heroes had appeared and
the teenagers felt they had served humanity to their fullest.
Touma also went to college and eventually graduated with
a doctorate in Paleontology. But the call to help others
was always there. Of all the members of his former team,
Touma has never stopped fighting evil as the Gun Kaiser.
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When forced to battle giant monsters, the Kaiser Sentai
Force would summon their mecha. The mecha of Gun
Kaiser is the Silver Dragon.

Gun Kaiser Silver Dragon Mecha (PL 10/EP 26)

Strength 12, Stamina —, Agility 4, Dexterity 4

Fighting 4, Intellect —, Awareness 2, Presence —
POWERS

Gargantuan Size: Growth 12 (Permanent, Innate) - 25 points

Robotic Body: Immunity 30 (Fortitude Effects);
Impervious Toughness 12; Reach 3 with Strength Damage
- 45 points

Robotic Maneuvers: Array (7 points)
¢ Robotic Wings: Flight 7 (250 mph) - 7 points
* Robotic Legs: Leaping 2; Speed 5 (60 mph) - 1 point

Sensor Suite: Senses 7 (Accurate Radio [radar], Direction
Sense, Extended Hearing, Extended Vision, Infravision,
Radio) - 7 points

Silver Dragon Arsenal: Array (18 points)
¢ Silver Dragon Lightning Blast: Ranged Multiattack
Damage 9 - 18 points

» Silver Dragon Sword: Penetrating 12 with Strength
Damage - 1 point

GUN KAISER PILOT TRAITS
Close Combat (Mecha) 4 (+8), Vehicles 6 (+10), Ranged
Attack 6, Fortitude 8, Will 8

OFFENSE

Initiative +4

Lightning Blast +10 (Ranged, Multiattack Damage 9)
Sword +8 (Close, Penetrating Damage 12)

Unarmed +8 (Close, Damage 12)

DEFENSE

Dodge 8, Parry 8, Toughness 12

Fortitude Immune, Will Inmune
POWER POINTS
Abilities -2 + Defenses 28 + Powers 104 = 130 Total

GO, KAISER SENTAI FORCE, GO!
Although the original Kaiser Sentai Force has disbanded,
it is possible for other young heroes to fill in their shoes.
Unknown to the rest of the world, the Kaiser Sentai Force
received their powers from an alien entity known as
Zerkxes. This entity is actually an avatar of the Cosmic
Forge and uses its abilities to empower the Kaiser Sentai
Force members, as well as create and maintain their
armor, weapons, and mecha. This is done in a manner
similar to the transformation that created the Astral
Knight Gan (see below).

Since the original team disbanded, Zerkxes has been
searching for a new collection of young heroes worthy
enough to become the next Sentai Force. Zerkxes has
prepared a new set of armor, weapons, and mecha for
these would-be heroes. But, just like the Cosmic Forge
itself, Zerkxes will only trust the powers it grants to those
who are truly noble of heart.

Japan has a large number of costumed villains; both

native and alien. Just like heroes, villains from other
countries come to Japan for the fame — and benefits
from said fame — it might garner them. These villains don’t
so much commit crimes for the sake of money or world
domination. They just want to get their names in the papers
and build a collection of groupies.

The more sinister villains of Japan are beings that are
truly alien to both the country... and sometimes the planet.
Besides the giant kaiju of Monster Island, Japan is filled
with a number of creatures from another dimension known
as “yokai.” These mythological horrors come in all shapes



and sizes and seek to corrupt innocent minds and drive
humans to commit evil acts. Temples and spiritual places
have been used as prisons for the yokai for centuries.
However, industrialization of Japan has torn down several
temples, allowing the yokai imprisoned within to escape
and terrorize the human population. Hunters of the
supernatural, like the Night Watch have been seen battling
these monsters, and heroes like Immortal Angel Princess
seem particularly adept at cleansing the corrupting
influence of yokai.

Unknown to the general public, the Kaiser Sentai Force
has been fighting a war against the forces of an exiled
Agarthan scientist who calls himself Red Oni. From his
hidden citadel located somewhere in a dimensional fold
near Monster Island, this Miscreation seeks to experiment
on humanity and local fauna by transforming them into
monstrous living weapons.

Red Oni (PL 11)

Strength 6, Stamina 9, Agility 2, Dexterity 4
Fighting 3, Intellect 9, Awareness 3, Presence 6
POWERS

Bio-Draining Aura: Reaction Weaken Stamina 3 (Resisted
by Fortitude) - 12 points

Kinetic Absorption: Immunity 80 (All Damage; Limited
to half-effect); Protection 3 - 43 points

Kinetic Enhanced Power: Array (23 points)

¢ Kinetic Blast: Ranged Damage 12 (Quirk [Ranks
of Damage are equal to current ranks of Strength; -1
point]) - 23 points

* Kinetic Field: Create 12 (Quirk [Ranks of Create are
equal to current ranks of Strength; -1 point]) - 1 point

¢ Kinetic Field: Impervious Toughness 12 (Quirk
[Ranks of Impervious are equal to current ranks of
Strength; -1 point]) - 1 point

Kinetic Enhanced Power: Enhanced Strength 6 (Reaction
[when struck with Damage], Fades, Limited [Strength only
increases 1 rank when struck with Damage at least 1 rank
over his current Strength]) - 18 points

ADVANTAGES

Benefit 6 (Cipher, Wealth 5), Daze (Intimidation), Fascinate
(Intimidation), Inventor, Languages 3 (Cantonese, English,
Japanese, Russian [Agarthan is native]), Startle

SKILLS

Close Combat (Unarmed) 6 (+9), Deception 2 (+8),
Expertise (Genetics) 6 (+15), Expertise (Physics) 6 (+15),
Intimidation 6 (+12), Perception 2 (+5), Persuasion 2 (+8),
Ranged Combat (Kinetic Blast) 2 (+6), Technology 6
(+15), Treatment 6 (+15)

OFFENSE

Initiative +2

Kinetic Blast +6 (Ranged, Damage 6 - 12)
Unarmed +9 (Close, Damage 6 - 12)
DEFENSE

Dodge 8, Parry 9, Toughness 12
Fortitude 11, Will 9

POWER POINTS

Abilities 84 + Advantages 13 + Defenses 20 + Powers 98 +
Skills 22 =237 Total

COMPLICATIONS

Arrogance: Red Oni is a brilliant but twisted scientist. He
has no respect for life, shaping it into any form he desires.

Cipher: Most beings on Earth do not know Red Oni exists.

Enemies: Kaiser Sentai Force.

Prejudice: Red Oni is a Miscreation of Agartha. His form
is monstrous, appearing to be a skinless humanoid.




he mysterious being known as Red Oni is a scientist

exiled from the hidden city of Agartha. Before his
exile, Red Oni attempted to use a special process to solidify
the mutagenic Lunarian Blue substance into a concentrated
form. Using this “Echidna Stone,” Red Oni channeled his
energy projection powers through the material to transform
animals and inanimate objects into monstrous beings. He
attempted to use these monsters to conquer Agartha but
was eventually defeated and exiled from the city.

Unfortunately, Red Oni was able to find a storage of
Lunarian Blue in the Hollow Earth tunnels under Monster
Island. With this material, he recreated the Echidna Stone
and began a campaign to send monstrous kaiju to Japan to
kidnap human for his experiments. Soon afterwards, Red
Oni’s monsters began being destroyed by Japan’s newest
heroes: Kaiser Sentai Force.

Forced to create one monster after another to destroy
this new threat to his plans, Red Oni began to exhaust the
power of the Echidna Stone. Soon, he was unable to create
giant monsters; forcing Red Oni to use his waning Echidna
Stone to transform normal humans into monstrous villains.

Currently, Red Oni is seeking a new storage of Lunarian
Blue to recreate his Echidna Stone. When he does, Red
Oni will renew his assault against the final member of the
Kaiser Sentai Force: Gun Kaiser.

THE ECHIDNA STONE
This artifact of evil is created using an alchemical process
known only to Red Oni. By channeling energy through
the stone, Red Oni is able to transform animals, humans,
and inanimate objects into monsters. Furthermore, he
can cause these monsters to become kaiju with another
burst of concentrated energy.

When formed, Red Oni placed the Echidna Stone into
the head of his staff; a symbol of his great power.

Echidna Stone: 100 points; Easily Removable (-40 points)

Echidna Stone: Affliction 10 (Transform Living Creature
Into Monster); Resisted and Overcome by Fortitude;
Continuous, Limited to Third Degree - 30 points

Create Monstrosity: Transform Any Physical Object
into a Monster 8 (Continuous) - 40 points

Enlarge Monstrosity: Growth 12 (Affects Others Only,
Extended Range 6, Limited to monsters, Ranged) - 30 points

EUROBE
ROMANIA

Romania is a country found the far east of Europe. It
borders the Black Sea, Bulgarian, Hungary, Moldova,




Serbia, and the Ukraine. The capitol of the country is the
city of Bucharest. Romania is a member of the European
Union, but given the isolationist attitude of its ruler,
Andreas d’Arkandyesh (aka “Lord d’Arc”), its position in
the EU is tenuous at best. One of the few things keeping
Romania’s standing in the EU is its exceptional scientific
and technological developments.

Romania is a republic in name only, as Lord d’Arc
has served as the nation’s supreme leader and effective
monarch since 1996. After returning from the United States
in 1995, Andreas discovered the leaders and aristocracy of
Romania had been transformed into vampires under the
leadership of Count Orlok. The people of the country were
effective cattle to the upper-class. Armed with his advanced
knowledge of both science and mysticism, Andreas led
a revolution against the vampires. After the last of them
had been driven back into the wilderness, Lord d’Arc was
famously elected as leader of Romania; a position he has
retained to this day.

During the day, Romania appears to be an ideal country
of friendly people and advanced socialized technology.
All citizens of Romania have free access to the internet,
education, medical care, food, and a home to live in. The
people are free to pursue any career they choose, but work
in one of the many campuses and factories that produce
the advanced technology developed by Lord d’Arc are the
most popular jobs.

At night, everything changes. The entire country is under
a strictly-enforced curfew. Everyone is expected to be in
their homes by sunset. Tourists are expected to be in their
hotels or hostels at the same time. Once the sun goes down,
anyone discovered on the streets will have to contend with
the robotic security patrols that guard the cities in search of
law-breakers and vampires.

Romanian Security Robot (PL 5)

Strength 4, Stamina —, Agility 3, Dexterity 3
Fighting 4, Intellect 0, Awareness 0, Presence 0

Powers: Force Blaster: Ranged Damage 6; AE - Stunner:
Ranged Affliction 6 (Dazed, Stunned, Incapacitated);
Resisted and Overcome by Fort; Robot Body: Immunity
30 (Fortitude Effects); Impervious Toughness 3; Protection
4; Robot Mind: Radio Communication 3; Immunity 10
(Mental Effects); Senses 6 (Darkvision, Direction Sense,
Distance Sense, Radio, Time Sense); Advantages: Eidetic
Memory; Skills: Expertise (Romania) 6 (+6), Intimidation
6 (+6); Offense: Init +2; Force Blaster/Stunner +3 (Ranged
Affliction or Damage 6); Unarmed +4 (Damage 4);
Defenses: Dodge 5, Fort Immune, Parry 6, Tgh 4, Will 2

Totals: Abilities 18 + Advantages 1 + Defenses 6 + Powers
78 + Skills 6 = 109 points

Romanian Heavy Security Robot (PL 10)

Strength 10, Stamina —, Agility 2, Dexterity 6
Fighting 6, Intellect 4, Awareness 6, Presence 0

Powers: Force Blaster: (AE of Strength) Ranged
Damage 8; Robot Body: Immunity 30 (Fortitude Effects);
Impervious Toughness 9; Protection 11; Robot Mind:
Radio Communication 3; Immunity 10 (Mental Effects);
Senses 6 (Darkvision, Direction Sense, Distance Sense,
Radio, Time Sense); Advantages: Eidetic Memory; Skills:
Expertise (Romania) 6 (+10), Intimidation 6 (+6); Offense:
Init +2; Force Blaster +6 (Ranged Damage 8); Unarmed +6
(Damage 10); Defenses: Dodge 4, Fort Immune, Parry 8,
Tgh 11, Will 8

Totals: Abilities 58 + Advantages 1 + Defenses 6 + Powers
79 + Skills 6 = 150 points

omania has been dealing with evil supernatural
forces throughout most of its history. Vampires and
werewolves are “common sights” in the Carpathian
Mountains. Natives of Romania never venture into any




of the caves found in the Carpathians. Few that do ever
return... the same. Tourists to Romania think of the local
superstitions as quaint and medieval; perhaps putting on a
show for the tourists. But the truth is that Romania has been
plague by vampires and their evil minions for thousands
of years. And given the recent vampire incursions, the
locals are bound and determined to remain free of these
evil forces. The first occurred in the 1990s and was halted
by Lord d’Arc. The second occurred in 2012, when Count
Orlok attempted to transform a number of superheroes
into vampires. For several months, Orlok and his super-
powered vampire minions terrorized Europe. They were
eventually defeated by the combined forces of the British
Royal Lions and the Night Watch.

Believing the supernatural threat to be currently
contained, Lord d’Arc set his sights on acquiring his
own stores of the precious orichalchum metal and
mutagenic Lunarian Blue. With the aid of the exiled
Agarthan monarch Magna, d’Arc attacked the city of
Agartha. Atlantis and Ophar came to the aid of Agartha,
forestalling d’Arc’s invasion. When Magna attempted to
betray Lord d’Arc, Andreas was prepared for the ruse. He
captured Magna and placed the Miscreation in a machine
that amplified Magna’s mind control powers. Lord d’Arc
used the machine to control the minds of the soldiers of
Agartha. Gaining control of Atlantis and Ophar with his
mind control machine, d’Arc forged a new suit of armor
from orichalchum and slaying the former king of Agartha:
Suzerain VII. This forced the Agarthan Royal Family to
flee their city and seek aid in Ophar.

Gold Lion, Sea Devil, and Suzerain VIII enlisted the aid
of Richard Hughes to contact the alien Antiquarian. From
this being, they acquire weapons to drain the new powers
of Lord d’Arc and free their peoples from d’Arc’s control.
In exchange for sparing his life, d’Arc agreed to withdraw
his forces from Agartha. The Antiquarian was given
d’Arc’s orichalchum manatech armor before returning to
outer space.

Since the war, Lord d’ Arc’s popularity among the people
of Romania has been tenuous as best. They are starting to
see Andreas not as their national hero, but more as a self-
important monarch. Time will tell if Lord d’Arc can win
back the hearts of his people.

Lord d’Arc (PL 12)

Strength 7/4*, Stamina 4, Agility 4, Dexterity 2
Fighting 6/4*, Intellect 7, Awareness 7, Presence 7

*without armor

POWERS

Battle Armor: 151 points; Removable (-30 points)

Armor: Impervious Toughness 9, Protection 5 — 14 points

Electrical Field: Damage 12 (Burst Area with 9 ranks,
Reaction [when touched or grabbed]) — 57 points

Rockets: Flight 7 (250 mph) — 14 points
Sealed Systems: Immunity 10 (Life Support) — 10 points

Sensor Systems: Senses 10 (Direction Sense, Distance
Sense, Extended Hearing 2, Extended Vision 2, IR Vision,
Radio, Time Sense, Ultra-Hearing) — 10 points

Targeting Systems: Enhanced Fighting 2, Enhanced
Ranged Attack 2 — 6 points

Video Communicator: Radio Communication 4 — 16 points

Weapons Systems: Array (22 points)
* Force Field Projector: Create 11 (Impervious)—22 points
* Kinetic Bolt: Ranged Damage 10 — 1 point
* Servo Muscles: Enhanced Strength 3 — 1 point

Hyper-Inventor: Enhanced Technology 4, Quickness 4
(Limited to Mental Tasks) — 4 points

Magic Spells: Array (24 points)

* Mental Transfer: Perception Ranged Affliction 11
(Transformed); Resisted and Overcome by Will; Insidious,
Limited to the Third Degree, Side Effect (target’s mind
controls Lord d’Arc’s body), Subtle — 24 points

* Mystic Bolt: Ranged Damage 11 (Affects Insubstantial
2) — 1 point

e Portal: Movement 2 (Dimensional Travel 2 [mystical
dimensions]; Portal) — 1 point

e Summons: Summon 3 (Active, Indifferent Attitude,
Heroic, Broad Variable Type [supernatural creatures])
— 1 point

EQUIPMENT
Blaster Pistol: Ranged Damage 5 — 10 points

Castle d’Arc: Headquarters (Size: Huge; TGH: 14;
Features: Communications, Computer, Defense System,
Deathtraps, Effect [“Time Machine” Super-Movement
(Temporal Move 3), Affects Others], Fire Prevention
System, Garage, Grounds, Hangar, Holding Cells,
Laboratory, Library, Living Space, Personnel, Power
System, Security System 3 [DC 30], Workshop) — 31 points

ADVANTAGES

Artificer, Benefit 7 (Diplomatic Immunity, Monarch of
Romania, Wealth 5), Connected, Diehard, Eidetic Memory,
Equipment 9, Fascinate (Intimidation), Favored Foe (The
Challenger Foundation), Fearless, Inventor, Languages 4
(Cantonese, English, Latin, Russian [Romanian is native]),
Ritualist, Skill Mastery 2 (Intimidation, Technology),
Well-Informed

SKILLS

Expertise (Artist) 6 (+13), Expertise (Magic) 6 (+13), Expertise
(Pianist) 6 (+13), Expertise (Science) 6 (+13), Insight 6 (+13),




Intimidation 6 (+13), Perception 6 (+13), Persuasion 6 (+13),
Ranged Combat (Kinetic Bolt) 6 (+10), Technology 6 (+17),
Vehicles 2 (+4)

OFFENSE

Initiative +4

Kinetic Bolt +10 (Ranged, Damage 10)
Mystic Bolt +4 (Ranged, Damage 11)
Pistol +4 (Ranged, Damage 5)
Unarmed +6 (Close, Damage 7)
DEFENSE

Dodge 10, Parry 12, Toughness 9
Fortitude 10, Will 13
POWER POINTS

Abilities 78 + Advantages 32 + Defenses 24 + Powers 152
+ Skills 31 =317 Total

COMPLICATIONS

Arrogant: Lord d’Arc has a massive ego and is incredibly
body-proud; believing himself to be the perfect specimen
of humanity. He often refers to himself in the Third Person.

Honor: Andreas has a strong sense of personal honor. He
considers it demeaning to break a promise once his word
is given. However, Andreas will happily lie to potential
allies and turn on them when the time is ripe, should
he not consider them his peers.

Infamy: Lord d’Arc is the considered to be most
dangerous man on Earth and the iron-fisted tyrant
of Romania.

Motivation: Andreas seeks to bring the entire world under
his direct control. To this end, he has amassed an incredible
amount of personal power to fuel his goals.

Responsibility: Lord d’Arc takes his position as monarch
of Romania very seriously. He seeks to ensure the safety
and comfort of those who are under his rule.

Rival: Andreas holds a special enmity with Richard Hughes
of the Challenger Foundation. He is the only person whom
d’Arc considers to be his intellectual equal.

Andreas d’Arkandyesh was born to a family of servants
in service to a Romanian nobleman. Even as a child,
Andreas possessed intelligence well beyond his years,
but was forced to conceal his talents in the face of “his
betters.” When valuable items began to disappear from
the nobleman’s home, the blame was placed on Andreas’
family, who were cast out of the household and ostracized
from gaining new employment. Homeless and destitute,
Andreas watched helplessly as his parents died from
exposure. But Andreas’ indomitable will would not allow
him to succumb to such a pathetic fate.

Andreas sought out his long-lost relatives; folks spoken
of only in hushed tones by his parents when they thought
their son could not hear. He found his aunt Luana living
deep in the Hoia Forest and discovered she was a powerful
witch. Sensing great potential in her nephew, Luana agreed
to teach Andreas in the arts of magic and alchemy. The
young man excelled in his studies as he had in his scientific
education. Within only a few years, Andreas mastered
every spell Luana taught him. While Andreas hungered for
more power, fate would intervene.

Luana was slain by a vampire from the county of
Transylvania. Seeking to avenge his aunt, Andreas followed
the monster to its lair, only to discover more of the horrors
living throughout the Carpathian Mountains and under the
bowels of Castle Dracula. To fight this scourge, Andreas
developed weapons both mystical and scientific. Soon,
the young man gained fame as a slayer of monsters and a
performer of miracles.

The scientific creations Andreas developed in his war
against the undead attracted the attention of an American




company. They approached Andreas and offered to send
him to be formerly educated at Stanford University if he
agreed to work for them after graduation. Andreas saw
them as a means to an end and agreed to the terms.

At Stanford, Andreas would meet Richard Hughes, who
would quickly become his intellectual rival. As intelligent and
indomitable as Andreas believed himselfto be, Richard would
seemingly outthink him at every turn. Determined to outmatch
Richard Hughes, Andreas attempted to create a device that
would allow one to travel through both space and time.
When he activated the device, it exploded, destroying most
of the building Andreas was in and injuring many students
and faculty. For his reckless experimentation, Andreas was
expelled from Stanford and deported from the United States.

Returning to Romania, Andreas joined an order of monks and
used their metalworking forge to craft himself a suit of armor.
He was determined to never again suffer an injury as he had
experienced in the explosion. Andreas then avenged his family by
slaying the nobleman who had ousted them from his home, only to
discover that the nobleman was in the early stages of vampirism!

Andreas quickly discovered that a master vampire by
the name of Count Orlok was attempting to gain control of
Romania by transforming the wealthy families and powerful
politicians into the undead. Andreas exposed the vampire’s

plot and led the people of Romania to fight against the
undead. While Count Orlok managed to escape, his scheme
was foiled and Andreas was seen as the savior of a nation.

As the hero of Romania, Andreas placed himself as ruler of
the country — naming himself Lord d’ Arc — and began enacting
strict laws as a means to “‘ensure the safety of Romanians against
the scourge of the unnatural.” Today, Romania is considered
one of the most technologically-advanced countries in Europe —
if not the world — thanks to the innovations of its monarch. Lord
d’Arc sees his rule of Romania as a blueprint to how the world,
as a whole, should be governed.

Now that d’Arc possessed unfettered power over his own
nation, he has set his sights on avenging wrongs done to him
in the past. Most notably is his quest to overcome Richard
Hughes of the Challenger Foundation. Lord d’Arc blames
Richard for sabotaging his time machine which Andreas has
successfully recreated at his home in Castle d’Arc. Using
this device, d’Arc scours the world in search of ancient
artifacts to use in his campaign for world domination.

LORD D’ARC AS A HERO

While his deeds may seem altruistic and for the betterment
of the Romanian people, Lord d’Arc is ultimately interested
only in himself and making his mark on history. A truly
heroic Lord d’Arc would battle the vampire menace and
use his magical and technological resources to help others
without seeing them as a stepping stone to ultimately
controlling the world. This more noble-hearted d’ Arc may
still be kind of a jerk — he does still have that superiority
complex — but his heart is in the right place, and he does
want to make the world safe for normal people.

(THEIHANDSIOF{D;ARC

During his years as ruler of Romania, Lord d’ Arc has acquired
a number of allies to help him maintain order and execute his
will. Besides a number of trusted mundane agents and secret
police officers, Andreas also maintains a defense force of
super-powered beings known as “The Hands of d’Arc.”

Adam (PL 10)

Strength 9, Stamina 10, Agility 3, Dexterity 3
Fighting 4, Intellect 6, Awareness 2, Presence 3
POWERS

Electrical Absorption: Enhanced Strength 2; Enhanced
Speed 2; Fades, Reaction (when struck with electricity
damage) - 14 points

Large: Growth 2 (Innate, Permanent [-1 active defenses
included]) - 5 points

Invulnerability: Immunity 7 (Critical Hits, Electrical
Damage); Impervious Toughness 3 - 10 points

Rapid Healing: Regeneration 5 - 5 points



ADVANTAGES

Artificer, Chokehold, Diehard, Fast Grab, Fearless, Great
Endurance, Improved Grab, Improved Hold, Improvised
Weapon, Inventor, Ritualist, Startle

SKILLS

Close Combat (Unarmed) 2 (+6), Expertise (Literature) 6
(+12), Expertise (Magic) 12 (+18), Intimidation 6 (+10),
Perception 2 (+4), Ranged Combat (Thrown) 2 (+5),
Technology 12 (+18), Treatment 6 (+12)

OFFENSE

Initiative +3

Unarmed +6 (Close, Damage 9)
DEFENSE

Dodge 8, Parry 9, Toughness 10
Fortitude 12, Will 8

POWER POINTS

Abilities 72 + Advantages 12 + Defenses 20 + Powers 39 +
Skills 24 = 166 Total

COMPLICATIONS

Prejudice: Adam’s massive size and scarred appearance
often causes fear and hatred in others.

Suspended Animation: If exposed to Extreme Cold or a
Cold Power of rank 6 or more, Adam begins to enter a form
of suspended animation. he remains Helpless and Unaware
until he is removed from the Extreme Cold and thawed.

Temper: Although normally eloquent and even-tempered,
Adam flies into a rage when treated like a monster by others.

Determined to prove that death could be overcome by
science, Doctor Victor Frankenstein crated a creature
of great physical power and intelligence from the bodies of
numerous dead humans. Each body part and organ was chosen
specifically to create “the perfect man.” Using alchemy and
electricity to bring the body together and finally bring it to life,
Frankenstein had succeeded in his experiment.

Unfortunately, the monster Victor had made was like
a child, and lashed out with violent force at his creator.
Disappearing into the wilderness, the creature was found
by a poor family who named the creature Adam and taught
him to speak and read; a process taking only several
months, as the creature was more “remembering” how to
do these things, rather than learning from nothing.

Adam eventually returned to confront Victor and
demanded to be given a bride like himself. When Victor
refused, Adam began to slay Victors family and eventually
came after Victor himself. Victor fled into the Arctic, where
Adam followed. Both were believed to be slain by the
freezing clod of the north.

Nazis. One of their scientists, Emil Jeste, acquired the
journals of Victor Frankenstein. Adam wandered the

However, Adam eventually returned and lived in
Frankenstein Castle as a hermit. He attempted to learn 4
everything he could from Victor’s books and experimental
notes in an attempt to recreate the process that brought
Adam to life. But Adam’s efforts never succeeded. Despite
his failures, Adam became a master of science and magical
knowledge.

Adam was forced out of Frankenstein Castle by the

European countryside, doing his best to avoid contact
with humanity. Finally, he was found in the Carpathian
Mountains by Andreas d’Arkandyesh and offered a place
in Lord d’Arc’s new society. Adam has been a loyal agent
of d’Arc for many years.

*B-ZARK!*
“heh heh heh HEH! HA! Do... that.... AGAIN!
— Adam, after being stuck by Suzereign's
lightning bolt during the Agarthan War




Daywalker (PL 10)

Strength 5, Stamina 10, Agility 4, Dexterity 4
Fighting 4, Intellect 6, Awareness 4, Presence 3
POWERS

Blood Rejuvenation: Healing 10 (Limited to self only,
Restorative, Source [blood]) - 10 points

Creature of the Night: Senses 5 (Darkvision, Olfactory
[acute, extended, tracking]) - 5 points

Distend: Insubstantial 1 (Limited to Escaping) - 4 points
Levitation: Flight 5 (60 mph) - 10 points

Vampire Powers: Array (5 points)

* Hypnotic Gaze: Affliction 10 (Fatigued, Exhausted,
Asleep); Resisted and Overcome by Will; Visual
Sense-Dependent; Cumulative, Distracting - 5 points

e Claws and Fangs: Strength-Based Damage 2
(Improved Critical) - 1 point

Wall-Crawling: Movement 2 (Wall-Crawling 2) - 4 points
ADVANTAGES

Benefit 1 (Wealth 1), Close Attack 6, Daze (Intimidation),
Dichard, Evasion, Fascinate (Intimidation), Fast Grab,
Fearless, Improved Hold, Improved Initiative, Startle

SKILLS

Deception 2 (+5), Expertise (Biology) 6 (+12), Expertise
(Genetics) 6 (+12), Insight 2 (+6), Intimidation 6 (+9),
Perception 6 (+10), Stealth 6 (+10), Treatment 6 (+12)

OFFENSE

Initiative +8

Claws and Fangs +10 (Close, Damage 7/19-20)
Hypnotism +10 (Close, Affliction 10)
Unarmed +10 (Close, Damage 5)

DEFENSE

Dodge 10, Parry 10, Toughness 10
Fortitude 12, Will 6

POWER POINTS

Abilities 80 + Advantages 17 + Defenses 16 + Powers 39 +
Skills 23 = 175 Total

COMPLICATIONS

Bloodlust: If Daywalker does not feed on blood at least
once per night, she becomes Strength-, Stamina-, Fighting-,
and Intellect-Impaired. Prolonged blood starvation leads to
these Abilities becoming Disabled.

Nocturnal Transformation: During the day, Sarra
Matsoukas appears to be a normal human woman. During
the night, she transforms into a bat-like monster.

Vulnerable: Daywalker is Vulnerable to light-based
powers and effects.

From her laboratory in Greece, geneticist Sarra Matsoukas
corresponded over many years with Romanian leader
Andreas d’Arkandyesh (aka “Lord d’Arc”). Few scientists
in the world believed in the serious vampire problem cursing
Romania or the constant war fought between d’ Arc’s forces and
the undead. Lord d’Arc discovered Metsoukas’ brilliant work
with blood transfusions and genetic augmentation; believing
the woman could help rid the world of vampires through use
of science. The geneticist doubted d’Arc’s sincerity until she
received her first “test subject:” an actual vampire!

Unfortunately for Matsoukas she was unprepared for the
power of the vampire and was accidentally bitten during
a blood collection. The geneticist began to change into
an undead monster, lusting for human blood. Luckily,
Matsoukas had already started working on a preliminary
serum. Desperate to halt her transformation into a monster,
she injected himself with the experimental formula.




While the formula halted the immediate transformation,
it was not a complete cure. During the day, Sarra Matsoukas
is a normal human woman. But during the night, she
transforms into a bat-like monstrosity. She does her best to
sate her thirst for blood with animals or plasma purchased
from blood banks; determined never to feed on a living
human for fear of passing her vampire curse.

Since her transformation, Matsoukas has moved her
laboratory to Romania, where she can better study the
vampire condition and someday find a cure for both herself
and the potential hundreds afflicted by vampirism.

Knightfall (PL 10)

Strength 3, Stamina 6, Agility 3, Dexterity 3
Fighting 4, Intellect 6, Awareness 2, Presence 3
POWERS

Manatech Armor: Immunity 7 (Electrical Damage,
Suffocation); Impervious Protection 3; Removable (-3
points) - 10 points

Manatech Lance: Array (18 points); Easily Removable
(-4 points)
* Force Blaster: Ranged Multiattack Damage 6 - 18 points
e Grappler: Ranged Affliction 6 (Hindered and
Vulnerable, Defenseless and Immobile); Resisted by
Dodge, Overcome by Damage; Cumulative, Extra
Condition, Limited to Two Degrees - 1 point
¢ Stake Thrower: Ranged Damage 9 - 1 point

EQUIPMENT

Hover-Cycle: Vehicle (Size M; Strength 1; Speed Flight
6; Defense 10; Toughness 8) - 16 points

Sword: Strength-Based Damage 3 (Improved Critical)
- 4 points

ADVANTAGES

Benefit (Champion of Romania), Equipment 4, Precise
Attack (Close; Concealment)

SKILLS

Athletics 6 (1+9), Close Combat (Manatech Lance) 6 (+10),
Expertise (History) 2 (+8), Insight 6 (+8), Intimidation 6 (+9),
Perception 2 (+4), Ranged Combat (Manatech Lance) 6 (+9),
Technology 6 (+12), Treatment 2 (+8), Vehicles 6 (+9)

OFFENSE

Initiative +3

Force Blast +10 (Ranged, Multiattack Damage 6)
Grappler +10 (Ranged, Affliction 6)

Stake +10 (Ranged, Damage 9)

Sword +4 (Close, Damage 6/19-20)

Unarmed +4 (Close, Damage 3)

DEFENSE

Dodge 9, Parry 10, Toughness 9
Fortitude 12, Will 8
POWER POINTS

Abilities 60 + Advantages 6 + Defenses 24 + Powers 26 +
Skills 24 = 142 Total

COMPLICATIONS

Fame: Knightfall is known as the Champion of Romania.

Loyalty: Lilith is loyal to Lord d’Arc and the people of
Romania.

Motivation: Lilith is determined to destroy Count Orlok
and his evil progeny.

Lilith Blaque was born to a family serving the Romanian
noble house of Hunyadi. When the Hunyadi’s were
transformed into vampires by Count Orlok, Lilith’s family
was the first to be used as human chattel. The vampires
would come and feed upon them night after night.

When Andreas d’Arkandyesh led his revolution against
the vampire families, Lilith was the only one remaining




alive in her family. Determined to avenge her fallen loved
ones, Lilith became one of the most exceptional vampire
slayers in Romania. Only Lord d’ Arc himself has destroyed
more undead than Lilith. When she came to d’Arc’s
attention, Andreas decided to make an example of Lilith.

Creating a suit of manatech armor and weapons, he
transformed Lilith Blaque into Knightfall the “Champion
of Romania.”

DARK(EORCESIINIROMANIA)

Romania is tied to the powers of supernatural evil. Several
locations within its borders are filled with all sorts of
monsters and horrors.

The Hoia-Baciu Forest is renowned as the “world’s most
haunted forest.” Its trees and vegetation are twisted and horrific
in appearance; appearing as though they have been constantly
burned. All who enter the woods feel a constant
sense of unease and paranoia. It is as though the
very forest hates the presence of intruders. The
sighting of ghosts, hags, werewolves, strange
glowing lights, and UFOs have been reported in
the Hoia. Like most regions of supernatural evil,
when night falls in the forest, it seems to happen
much faster than normal.

Located in central Romania and nestled
against the Carpathian Mountains is the
county of Transylvania. The
borders of this county are
clearly defined by an
omnipresent storm of
dark clouds that shrouds
the land in eternal darkness.
This dark storm was created
by Count Orlok following Lord
d’Arc’s revolution. The Master of
vampires wanted to let the mortals
of Romania know Orlok’s power
still reigned over his homeland and
that any who strayed within would
be his prey. The center of the dark
storm is Castle Dracula. Once the
home of Vlad Tepes — who was
transformed into the vampire Dracula
by Orlok — this castle is the seat of
power of the King of Vampires. Castle
Dracula exists in two worlds: our own
world of Earth and that of a parallel, but
darker shadow world of decay and evil.

JVAMBIRES]

Although vampires did not originate
in Romania, they have their strongest
presence in this country. Vampire clans
have scattered all over the world, but
are drawn to Romania for the strong

evil presence located here: Count Orlok, the Master of
Earth’s Vampires.

Vampires and werewolves have a strong connection in
the Old World. It is said that when a werewolf is slain, it
transforms into a vampire. Whether this is true or not has
never been officially tested by any modern occultists. As
vampires are required to sleep during the daylight hours,
they are protected by their mortal servants. Some vampires
use humans whom they have dominated with their undead
powers. But the most powerful vampires use werewolves
as their chosen daylight protectors.

Both vampires and werewolves propagate their kind
by biting; infecting mortals with their supernatural virus
that transforms the mortal into a monster. Any bite from a
werewolf can infect a human with lycanthropy. However,
vampires must undergo a longer process. A simple bite or
random feeding will not create a new vampire. To create

a new vampire, a vampire must drink the blood of a
human while exposed to the light of the moon over the
course of three nights in a row. Thus, to create a scion,

the would-be vampire master must curb its desire to
drain the mortal dry of its vital fluids.

Count Orlok (PL 10)
Strength 7, Stamina —, Agility 6, Dexterity 6

Fighting 6, Intellect 3, Awareness 10, Presence 5

POWERS

Blood Bond: Mental Communication 4 (Limited
to anyone from whom Orlok has drained blood) —
12 points

Blood Drain: Weaken Stamina 6 (Resisted by
Fortitude; Concentration, Grab-Based, Limited to 2
ranks per round) — 3 points

Shadowless: Visual Concealment 4 (Innate, Limited
to casting shadows or a reflection in mirrors,
Permanent) — 5 points

Summoning and Controlling: Array (60 points)
¢ Control Weather: Environment 12 (Intense Cold,
Intense Heat, Impede Movement [-1 rank], Visibility
[-2 Perception]); Selective — 60 points
* Mind Control: Perception Ranged Affliction 10
(Dazed, Compelled, Controlled); Resisted and
Overcome by Will; Cumulative, Visual Sense-
Dependent — 1 point
e Summon Animals: Summon 3 (Controlled, Horde,
Multiple Minions 7, General Broad Type [bats and
wolves]) — 1 point

The Dead Are Swift: Enhanced Advantage 4
(Improved Initiative, Move-By Action, Takedown 2);

FE-  Speed 6 (120 mph) - 10 points




Transformation: Array (22 points)
e Bat Form: Flight 6 (120 mph; Wings); Shrinking 8 —
22 points
e Mist Form: Flight 4 (30 mph); Immunity 2 (Critical
Hits); Insubstantial 2 — 1 point
* Wolf Form: Senses 3 (Acute, Extended Olfactory),
Speed 5 (60 mph) — 1 point

Undead Body: Immortality 4; Immunity 30 (Fortitude
Effects); Impervious Toughness 12; Protection 12;
Regeneration 4 - 62 points

Undead Senses: Senses 6 (Darkvision, Olfactory [acute,
extended, tracking]) — 6 points

ADVANTAGES

Accurate Attack, All-Out Attack, Benefit 4 (Ruler of Earth’s
Vampires, Wealth 3), Defensive Attack, Fearless, Hide
In Plain Sight, Improved Critical (Unarmed), Improved
Disarm, Improved Grab, Improved Hold, Improved
Trip, Language 3 (English, German, Russian, Turkish
[Romanian is native]), Power Attack, Ritualist, Takedown

SKILLS

Close Combat (Unarmed) 8 (+14), Deception 6 (+11),
Expertise (Magic) 6 (+9), Insight 6 (+16), Intimidation 6
(+11), Perception 6 (+16), Persuasion 6 (+11), Stealth 6 (+12)

OFFENSE

Initiative +10

Bite +6 (Close, Weaken 6)

Mind Control Perception (Ranged, Affliction 10)
Unarmed +14 (Close, Damage 6/19-20)
DEFENSE

Dodge 8, Parry 8, Toughness 12 (Impervious 12)
Fortitude Immune, Will 12
POWER POINTS

Abilities 74 + Advantages 20 + Defenses 6 + Powers 184 +
Skills 25 =309 Total

COMPLICATIONS

Blood Dependency: Orlok must feed on blood to survive.
If he has not fed in two days, he is Impaired. Two days
afterwards, he is Disabled. He is normal once he feeds on
blood. Upon seeing blood, Orlok must make a DC 15 Will
check or attack.

Infamy: Orlok is the ultimate embodiment of evil in mankind.

Obsession: Orlok must make a DC 15 Will check to avoid
smashing a mirror.

Power Loss: Impervious Toughness; not vs. holy or silver attacks.
Vulnerability: Orlok is Toughness Disabled against fire damage.

Weakness: Direct sunlight or effects that duplicate sunlight
inflict rank 6 Damage on Orlok each round of exposure.
Orlok must make a competing Will check vs. an opponent’s
Presence check when presented with a holy object or be
unable to approach the individual holding the holy device.
Orlok cannot enter a dwelling unless freely invited by an
occupant. Orlok is Immobilized if his heart is pierced with
a wooden stake.

rlok has been a vampire as long as he can remember.

His most distant memory can be traced back to the
2nd Century AD. When the Black Plague tore through
Europe in the mid-1300s, Orlok became the master of
all vampires on Earth; promising safety from the plague
by transforming hundreds of dying men and women into
vampires. The Inquisition hunted down the children of
Orlok, eventually finding and capturing the fiend himself.
The Catholic agents tried again and again to destroy the
vampire master only to have Orlok return each time.

Unable to permanently destroy Orlok, the Inquisition
used their mystical powers to imprison the vampire
within the Carpathian Mountains. There he remained,
starving for blood but unable to perish for a century.
The few adventurous men who entered the caves under
the mountains were quickly hunted and consumed by
the horror.

In the year 1460, Vlad Tepes was fatally wounded in
battle with the Turkish army. He fled from the battle,
hiding in the Carpathian Mountains from Turkish patrols.
Here, the Transylvanian nobleman encountered Orlok. At
first, the monstrous vampire saw only a quick meal. But
looking at Vlad, Orlok saw a younger version of himself.
Orlok used his blood to transform Vlad into a vampire;
renaming him “Dracula.” When Dracula overcame the
Turks and renounced the power of Christianity from
Transylvania, he removed the barrier holding Orlok
within the Carpathian Mountains.

Orlok moved into the depths of Castle Dracula and
served as Vlad’s advisor for the next 400 years. Through
his protégé, Orlok hoped to once again spread the influence
of the undead across the world. Their plan came to fruition
in the late 1800s, when Dracula purchased several plots
of land in London to serve as his lairs in England. Here,
Dracula would create vampires from the nobility of
the most powerful empire of the world. Unfortunately,
Dracula’s plan was quickly discovered by Abraham Van
Helsing and his allies. Dracula was forced to flee London
and return to Transylvania. Before he could return to the
safety of Castle Dracula, Van Helsing managed to track
and destroy the vampire.




Orlok railed against the walls of Castle Dracula, once
again thwarted by mere mortals. He sulked in the dungeons
of the castle for several decades, until another British
nobleman — Jonathan Howlett — came in search of clues
left behind by Bram Stoker’s novel for Dracula’s hidden
treasure. What Howlett found was Orlok! The vampire
set upon Howlett and transformed him into a vampire.
He hoped to do, through Howlett, what Dracula failed
to accomplish. Unfortunately, World War I soon began,
preventing Orlok and Howlett from enacting their plan.
When the Great War ended and Germany turned to the
National Socialist Party, Orlok saw an opportunity to ally
with a powerful conquering force.

Orlok sent Howlett to serve as a Nazi agent. Assuming
the code-name ‘“Nachtoter,” Howlett was an assassin
working to eliminate the top agents of the Allies, until he
was destroyed by the Promethean.

Undeterred from his goal of world domination, Orlok
continues to search for a new protégé to serve as his
agent against humanity. Rarely does he act without
the use of an intermediary. Currently, the Master of
Vampires is attempting to gather an alliance of the
scattered vampire clans.

Vampire, Average (PL 6)
Strength 4, Stamina —, Agility 3, Dexterity 3
Fighting 3, Intellect 1, Awareness 0, Presence |

POWERS

Blood Bond: Mental Communication 4 (Limited to anyone
from whom the vampire has drained blood) — 12 points

Blood Drain: Weaken Stamina 4 (Resisted by Fortitude;
Concentration, Grab-Based, Limited to 1 rank per round)
— 2 points

Shadowless: Visual Concealment 4 (Innate, Limited to
casting shadows or a reflection in mirrors, Permanent) — 5
points

Summoning and Controlling: Array (12 points)
¢ Mind Control: Perception Ranged Affliction 4 (Dazed,
Compelled, Controlled); Resisted and Overcome by
Will; Cumulative, Visual Sense-Dependent — 12 points
¢ Summon Animals: Summon 3 (Controlled, General
Type [bats and wolves]) — 1 point

Transformation: Array (22 points)
e Bat Form: Flight 6 (120 mph; Wings); Shrinking 8 —
22 points
e Mist Form: Flight 4 (30 mph); Immunity 2 (Critical
Hits); Insubstantial 2 — 1 point

Undead Body: Immunity 30 (Fortitude Effects);

Impervious Protection 6; Regeneration 4 - 46 points

Undead Senses: Senses 6 (Darkvision, Olfactory [acute,
extended, tracking]) — 6 points

ADVANTAGES

Improved Initiative
SKILLS

Expertise (Pick Two) 6 (+7), Insight 4 (+4), Perception 4
(+4), Stealth 4 (+7)

A vampire possesses any Skills known in life.
OFFENSE

Initiative +7

Bite +3 (Close, Weaken 2)

Mind Control Perception (Ranged, Affliction 4)
Unarmed +3 (Close, Damage 4)

DEFENSE

Dodge 5, Parry 5, Toughness 6

Fortitude Immune, Will 6

POWER POINTS

Abilities 20 + Advantages 1 + Defenses 10 + Powers 107
+ Skills 9 = 147 Total

COMPLICATIONS

All vampires have the same Complications as Count Orlok.

Vampire Hierarchy: A vampire is Impaired against any
vampire that is older than itself. If trying to battle or
overcome their direct creator, a vampire is Disabled.

This build for an “average” vampire is a newly-created
undead spawn. As they continue to exist, a vampire grows
in power. Vampires also grow in power by creating more
scions to rule over. Master vampires take care to make
sure their own scions are not creating too many progeny to
become a threat.

Vampire, Strigoi: These monstrous vampires serve as the
elite guard of Count Orlok. Unlike normal vampires, who
appear as pale-skinned humans, strigoi have embraced their
monstrous lineage. These vampire appear to be human-
sized bat-like monsters. Their arms have transformed into
leathery wings, and their feet are able to manipulate objects
like a normal hand.
Strigoi use the same build as average vampires with the
following changes:
* Remove “Summoning and Controlling” Array
* Remove “Bat Form.” Strigoi can only transform into
mist form.
* Add Wings: Flight 6 (120 mph) - 6 points
e Add Fast Grab, Improved Hold, and Startle to
Advantages.
* Add Intimidation 8 (+9) to Skills.




The former Ukrainian Soviet Socialist Republic was a
state of the USSR until it gained its independence from the
Soviet Union in 1991. In 2014, Russian President Vladimir
Putin attempted to annex the Ukraine, during a time of
civil unrest. Russian troops were forced out of the Ukraine
in 2015, following a successfully-negotiated ceasefire.
Currently, the Ukraine is aiming to modernize its economy
and laws in the hopes of joining the European Union.

On the afternoon of April 27, 1986, the Chernobyl Nuclear
Power Plant suffered a catastrophic accident resulting in an
explosion of the core. Radioactive steam was released into the
surrounding area; forcing the evacuation of the nearby city of
Pripyat. The radiation results in transforming humans, animals,
and even plant life into monstrous mutants. Over the next
several months, the Chernobyl area is cordoned off by massive
walls to prevent the radiation mutants from leaving the area.
To this day, radiation mutants from Chernobyl are a
danger to the Ukraine. The massive walls surrounding the
Chernobyl area are constantly patrolled by the Ukrainian
military with orders to destroy anything attempting to enter
or exit the walls. The rare exception are scientific teams
allowed into the area to take samples in the attempt to
permanently cleanse the area of the mutagenic radiation.

UNITED KINGDOM

The United Kingdom consists of four countries: England,
Northern Ireland, Scotland, and Wales. The UK is a
constitutional monarchy governed by a Parliament and
Prime Minister. The monarchy is a figurehead family
responsible for maintaining the traditions of the country.
The Monarch (currently Queen Elizabeth II) serves as
the head of state and helps consult, encourage, and warn
against policies of the government.

The United Kingdom has seen its fair share of costumed
heroes and villains during its history. In ancient times, the
warrior queen Boudica wielded the power of her Celtic
gods to lead armies in revolt against the Roman Empire
in Britain. Although she was slain by a Roman demigod,
her lineage continues to this day; giving rise to women of
great power.

Britain was the home of Camelot; the kingdom of Arthur
— the son of the Roman knight Uther Pendragon — and the
knights of the Round Table. Guided by the wizard Merlin
— the original head of his order and ancestor to the current
Merlin: Nathaniel Night — the heroes of Camelot brought
civilization to the British Isles. They were challenged by
the supernatural forces of Morgaine Le Fae and her armies
of unseelie faeries. Even after the betrayal of Mordred,
the knights of Camelot were victorious in the defeat of
Morgaine’s forces, bringing peace and stability to the land.




Another legendary hero of Britain’s history includes
the Hooded Man (aka Robin of Sherwood). His legend of
robbing from the rich to give to the poor endures to this day.
Unknown to many is that the Hooded Man is the identity
of several individuals chosen by the forest god Herne.
The most famous of which included Robin of Loxley and
Sir Robert of Huntington. Sightings of the Hooded Man
continue to endure into the modern era. The most recent
Hooded Man appeared during World War 2, fighting Nazis
with sword and bow alongside the Allies.

Dark forces have also descended upon the UK during
its storied history. Towards the end of the 18th Century,
the vampire Count Dracula plagued the streets of London
before he was chased back to Romania by the Harkers
and Professor Van Helsing. The alchemist Edward Hyde
conducted a series of grizzly murders under the pseudonym
of “Jack the Ripper” before he was chased from the nation.
And then there was the enigmatic Dragon King who tried
to replace Britain’s Parliamentary government with his
own kingdom based on Imperial China.

Much like the rest of the world, the UK witnessed an
increase in the population of masked adventurers and
genuinely-powered super-humans during the days of
the second World War. During the war, the UK was the
launching point from which Allied heroes would assault
Hitler’s “Fortress Europa.” In 1941, President Roosevelt
formulated a plan to exploit a loophole in the Lend-Lease
Act that allowed America to loan the Allies personnel for
“consultation” purposes; sending costumed heroes to the
European front to act against the German army. The Allies
and the Masked Alliance were given the use of the Howlett
family mansion to serve as their headquarters during the
war. This almost proved disastrous when Lord Jonathan
Howlett was revealed to be the Nazi agent and vampiric
assassin Nachtoter. Luckily, the vampire was destroyed by
the Promethean before lasting harm could be done.

Without a doubt, the greatest of all British heroes during
WWII was Pendragon. Megan Nesmith was a shining
example of all that was good and noble. After rescuing
Prime Minister Winston Churchill from the villainous
Ubermench, she was assigned to lead a special task force to
capture or eliminate the Nazi’s Reichslowen (superhuman
elite soldiers). Pendragon fulfilled her duties with courage
and dignity unmatched by her peers. She disappeared and
was believed to be slain during the end of the war. At the
dawn of the 21st century, she was discovered in the Zero
Zone and returned to Earth, where Pendragon continues to
fight evil.

Thanks to Pendragon’s example, women’s liberation
movements succeeded in their endeavors soon after the
end of the war; granting women equal rights in every ‘First
World country’ well before they occurred in our own world.

[AVALON

Just beyond humanity’s perception of the world is a sister-
dimension; a realm of magic and whimsy ruled by the
faeries. The United Kingdom sits on one of the largest
connections between the mortal world the Realm of the
Fey. Mystical circles enable one to transfer between the
two worlds at certain points of the year.

The Faerie Kingdom of Avalon has shared a special
connection with the British Isles for thousands of years.
Avalon is a reflection of the United Kingdom, although
with a strong lean towards magic and the supernatural.
The kingdom is ruled by Oberon and his Queen Titania.
Both are incredibly powerful faeries; equal to some
deities in their power. Despite their great power, both fey
royalty are more involved in their own hedonistic desires
rather than ruling.

The United Kingdom is a land of law and order; but
it also has criminals and villains. So too does the realm
of Avalon. Evil and unseelie faeries constantly threaten
the rule of Oberon and Titania. These dark fey serve the
blackguard Mordred, a villain from the era of King Arthur
who seeks to discover the hidden prison of his mother,
Morgaine, and release her to rule Britain.

Strength 3, Stamina 4, Agility 4, Dexterity 4
Fighting 4, Intellect 4, Awareness 3, Presence 6
POWERS

Fey Ancestry: Immunity 1 (Aging) - 1 point

Inner Mysticism: Array (31 points)

e Astral Projection: Remote Sensing 9 (Auditory,
Mental, and Visual; Dimensional 2 [mystical realms],
Limited [physical body is helpless], Subtle 2) - 31 point

* Alter Appearance: Morph 4 - 1 point

e Mystic Shield: Protection 5; Impervious Toughness 9;
Impervious Will 9; Sustained - 1 point

¢ Project Image: Illusion 9 (Visual and Auditory;
Dimensional 2 [mystical realms], Limited to creating
an illusion of Mordred) - 1 point

Magic Spells: Array (36 points)

* Animate Object: Summon 9 (Broad Variable Type
[any inanimate object]) - 36 points

* Charm: Perception Ranged Affliction 9 (Dazed,
Compelled, Controlled); Resisted and Overcome by
Will; Cumulative - 1 point

* Conjure: Create 9 (Continuous, Innate, Precise) - 1
point

e Eldritch Blast: Ranged Damage 9 (Affects

Insubstantial 2) - 1 point




* Fearsome Presence: Perception Ranged Affliction 9
(Impaired, Disabled, Controlled [to flee]); Resisted
and Overcome by Will; Cumulative - 1 point

e Ilusion: Illusion 9 (Visual and Auditory) - 1 point

e Mystic Bonds: Ranged Affliction 9 (Hindered and
Vulnerable, Defenseless and Immobile); Resisted
by Dodge, Overcome by Damage; Extra Condition,
Limited to Two Degrees - 1 point

¢ Teleportation: Teleport 9 (Change Direction, Change
Velocity, Easy) - 1 point

e Transmutation: Transform Objects into Differently-
Shaped Objects 9 (Continuous) - 1 point

Unseelie Sword: Array (12 points); Easily Removable (-6
points)
e Reflect Energy: Deflect 12 (Reflect, Limited to
Energy Attacks) - 12 points
¢ Sword Strike: Strength-Based Damage 4 (Improved
Critical 4, Penetrating 4) - 1 point

ADVANTAGES

Accurate Attack, Benefit 2 (Wealth 2), Defensive Attack,
Improved Disarm, Improved Initiative, Power Attack,
Ritualist, Taunt

SKILLS

Athletics 6 (+9), Close Combat (Swords) 6 (+10),
Deception 6 (+12), Expertise (Equestrian) 6 (+10),
Expertise (History) 6 (+10), Expertise (Magic) 6 (+10),
Insight 2 (+5), Intimidation 2 (+8), Perception 2 (+5),
Persuasion 6 (+12), Ranged Combat (Magic) 6 (+10)

OFFENSE

Initiative +4

Charm/Fear Perception (Ranged, Affliction 9)
Eldritch Blast +10 (Ranged, Damage 9)

Mystic Bonds +10 (Ranged, Affliction 9)

Sword +10 (Close, Penetrating 4, Damage 7/16-20)
Unarmed +4 (Close, Damage 3)

DEFENSE

Dodge 10, Parry 10, Toughness 9
Fortitude 10, Will 9
POWER POINTS

Abilities 64 + Advantages 9 + Defenses 24 + Powers 87 +
Skills 27 =211 Total

COMPLICATIONS

Honorable: Despite his villainous tendencies, Mordred
considers himself a noble knight of Camelot. He will keep
his word and fight with honor.

Motivation: Morded seeks to find the prison of his mother,
Morgaine Le Fey, and free her from Merlin’s power.

Obsession: Morded wants to rule Britain as its rightful king.

Relationship: Mordred is the son of Arthur Pendragon and
Morgaine Le Fey.

HEROESIOEITHE[UNITED]KINGDOM

The UK contains a large population of super powered beings.
Most of these beings are mystical in origin, thanks to the
UK’s close proximity with the Realm of Avalon. However,
the UK also has its fair share of Metas and scientific geniuses.

Most large cities in the UK will have at least one or
two costumed adventurers. But when it comes to famous
heroes of the land, none compare to the Royal Lions. This
team of heroes was gathered together in the spring of 2008.
Since its founding, the Lions’ roster had largely remained
the same; only recently adding a new member to the team:
former Meta Force member Barghest in 2015.
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Barghest (PL 9)

Strength 4, Stamina 9, Agility 4,
Dexterity 4
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‘ Fighting 6, Intellect 2, Awareness
‘ 4, Presence 3

POWERS

Lupine Combat: Enhanced
Advantage 2 (Startle, Uncanny
Dodge [hearing]); Enhanced
Dodge 2; Enhanced Fighting 2 —
8 points

Lupine Physiology: Enhanced
Skill 24 (Athletics 8, Insight 8,
Intimidation 4, Perception 4);
Enhanced Stamina 5 — 22 points

Lupine Legs: Speed 4
(30 mph) — 4 points

Lupine Senses: Senses 9 (Extended
Hearing, Infravision, Low-Light
Vision, Olfactory [acute, extended,
tracking], Ultra-Hearing,
Ultravision) — 9 points

Lupine Weapons (Bite/
Claws): Strength-

Based Damage 1

(Improved Critical) - 2 points

EQUIPMENT

Uniform: Concealment 1 (Technological Meta-Detectors),
Feature 3 (Commlink, Compass, Watch) — 5 points

ADVANTAGES

Benefit (Lions of England Member), Equipment 1,
Language 1 (English [Gaelic is native]), Teamwork

Enhanced: Startle, Uncanny Dodge (hearing)
SKILLS

Athletics 2 (+14), Expertise (Fantasy Literature) 6 (+8),
Insight 2 (+14), Intimidation 0 (+7), Perception 2 (+10)

OFFENSE

Initiative +4
Natural Weapons +6 (Close, Damage 5/19-20)
Unarmed +6 (Close, Damage 4)

DEFENSE

Dodge 8, Parry 8, Toughness 9
Fortitude 11, Will 6

POWER POINTS

Abilities 58 + Advantages 4 + Defenses 8 + Powers 45 +
Skills 6 = 121 Total

COMPLICATIONS

Accident: When Grace goes into heat, she exhibits strong
animalistic behavior. This causes her no end of guilt, due
to her moral beliefs.




Prejudice: Grace is a Meta. Her appearance contains several
lupine traits, including wolf-like eyes, nose, and claws.

Relationship: Grace is the adopted daughter of Freya Ambrose.

Religious: Grace was raised in a religious household. She
holds strongly to her faith and lets her conscience guide her
actions. She is insecure when her faith is called into question.

Grace was raised in a religious household in Scotland
until the day she manifested her Meta powers. Her
parents chased her from the household and disowned the
young girl; forcing her onto the streets. Grace was found
by Freya Ambrose — “Whisper” of the Royal Lions — who
adopted the young girl. As an alumni of the Shepherd
Academy, Freya sent Grace to the United States to study
under her mentor and control her animalistic powers.

As a member of Meta Force, Grace has found a new
family and friendships she never though she would ever
have. Among her friends, she is the moral compass of the
team; always trying to get them to do what is right, as
opposed to what is easy.

Upon graduation in 2015, Grace joined her adoptive
mother and the other members of the Royal Lions.

Strength 3, Stamina 3, Agility 4, Dexterity 2

Fighting 6, Intellect 3, Awareness 2, Presence 2
POWERS

The Blackstone Sword: 43 points; Easily Removable (-18 points)

Deflect Energy: Enhanced Dodge 6 (Limited to Energy);
Immunity 20 (Energy Damage; Limited to Ranged Attacks,
Sustained) - 13 points

Summon Sword: Feature 1 (by focusing on the sword,
Cavalier may summon the Blackstone Sword to him,
crossing time and dimensions to do so) - 1 point

Sword Attacks: Array (27 points)
e Mystic Trap: Reaction Damage 9 (when the unworthy
attempt to hold the blade; Uncontrolled) - 27 points
¢ Reflect Energy: Deflect 12 (Limited to Energy,
Reflect) - 1 point
¢ Sword Strike: Strength-Based Damage 3 (Improved
Critical, Penetrating 6) - 1 point

EQUIPMENT

Chainmail Armor: Protection 3 - 3 points

Commlink: Feature 1 (Communicator) - 1 point

Additional Gear: Thanks to his own inventiveness, Cavalier
often carries additional equipment during adventures.

ADVANTAGES

Accurate Attack, Benefit 4 (British Nobility, Royal Lions
Member, Wealth 2), Defensive Attack, Equipment 4,

Improved Critical (Sword), Improved Disarm, Improved
Initiative, Inventor, Power Attack, Second Mastery
(Technology), Taunt

SKILLS

Close Combat (Sword) 6 (+12), Deception 2 (+4), Expertise
(Physics) 6 (+9), Expertise (Riding) 6 (+9), Perception 2
(+4), Ranged Combat (Reflect Energy) 6 (+8), Technology
6 (+9), Treatment 2 (+5), Vehicles 6 (+8)

OFFENSE

Initiative +8

Sword +12 (Close, Penetrating Damage 6/18-20)
Unarmed +6 (Close, Damage 3)

DEFENSE

Dodge 6/12 vs. energy, Parry 12, Toughness 6
Fortitude 9, Will 8




POWER POINTS

Abilities 50 + Advantages 17 + Defenses 20 + Powers 25 +
Skills 21 = 133 Total

COMPLICATIONS

Motivation: Acceptance. Cavalier seeks to restore the
good name of the Blackstone family; tarnished by the
actions of his father.

Relationship: Thomas is the son of Nigel Blackstone (Blackguard).
Secret Identity: Thomas Blackstone.

’I‘homas Blackstone was born to Nigel Blackstone. Soon
after discovering her husband was the costumed criminal
Blackguard, Nigel’s wife left taking Thomas with her. Young
Thomas vowed that someday, he would return honor and dignity
to the Blackstone family name. In 2005, Nigel Blackstone
almost lost his life when the Overlords made a massive attack
against the Sentinels. Fearing he would perish from his injuries,
Nigel was desperate to make amends with his family; sending
for his wife and child. By this time, Thomas was just graduating
from college with a degree in engineering.

After meeting with his family, Nigel was sent to prison
while Thomas and his mother returned to Blackstone
Manor. While going through Nigel’s villainous inventions,
Thomas discovered a hidden passage leading to a series
of caves under the manor. Here, Thomas found the armor
and magical sword of his ancestor and namesake; a former
Knight of the Round Table. Taking the magical sword, the
spirit of Sir Thomas arose and knighted young Thomas.

Armed with the family’s ancestral armor and sword,
young Thomas Blackstone began fighting crime as
Cavalier. When the British Government called for heroes
to join a government-sanctioned team, Thomas believed he
had discovered a means to restore his family honor.

Glamour (PL 10)

Strength 3, Stamina 9, Agility 6, Dexterity 2
Fighting 3, Intellect 1, Awareness 3, Presence 2
POWERS

Animal Communication: Comprehend 2 (Animals);
Enhanced Insight 8 (Limited to Animals) — 6 points

Empathic Shapeshifting: Variable 9 (Assumed Forms
and Mimicked Powers; Limited to humanoid forms, Move
Action) — 63 points

Empathy: Senses 3 (Detect Emotions [analyze, ranged
mental sense]) - 3 points

Fey Body: Immunity 2 (Aging, Cold) - 2 points
Levitation: Flight 7 (250 mph) — 14 points
ADVANTAGES

Animal Empathy, Benefit 2 (Royal Lions Member, Princess
of Avalon)

SKILLS

Close Combat (Unarmed) 2 (+5), Deception 6 (+8),
Expertise (Popular Culture) 6 (+7), Insight 2 (+5, +13
animals), Perception 2 (+5)

OFFENSE

Initiative +6

Unarmed +5 (Close, Damage 3)
DEFENSE

Dodge 8, Parry 9, Toughness 9
Fortitude 11, Will 9

POWER POINTS

Abilities 58 + Advantages 3 + Defenses 16 + Powers 88 +
Skills 9 = 174 Total

COMPLICATIONS

Empathic Metamorph: Kyla is a very self-conscious person,
and sometimes loses control of her shape shifting powers because




of it. She sometimes changes shapes unconsciously, according
to the emotions others around her are feelings towards her. For
example, when Lionheart is mad at her, she shape shifts slightly
so she is not as pretty-looking. Alternatively, when Lionheart is
happy with her, she tends to appear more beautiful and can even
mimic his powers, as his love for Kyle imprints upon her. Any
time she is in a situation where this might occur, she is allowed a
DC 15 Will check to resist the subconscious urge to shape shift.

Impulsive: Kyla often does things with no regard to
the consequences.

Relationship: Kyla is the daughter of King Oberon of Avalon.
She is married to Arthur St. John Ambrose (Lionheart).

Vulnerability: Kyla’s empathic mind is “open” to
influence. She is Will Impaired vs. mind control effects.

yla was born the child of two worlds. Her father is

Oberon, King of the faerie nation of Avalon. Her
mother was a teenage New Age druidess who found herself
trapped in the faerie world after practicing a sacred rite one
Midsummer night. After spending a night in the company
of Oberon, the king returned the druidess to her home on
Earth. Nine months later, Kyla was born.

As a child, Kyla was always very whimsical, spending
hours at a time in the forest with animals and sometimes her
faerie-friends. When Kyla became a teenager, she began to
manifest her powers. This drew the attention of Mordred, who
sought to use the young changeling as his new minion. Under
Mordred’s authority, Kyla grew ugly and cold-hearted.

Luckily, she was soon discovered by Arthur Ambrose,
shortly after gaining his powers as Lionheart. He overcame
Mordred’s influence on Kyla and brought the young
changeling home, sensing she was more than she appeared.
With Arthur’s goodness to draw upon, Kyla became
radiant and beautiful. She also found the benefit of using
her powers to help others rather than causing harm.

After Count Orlok attempted to transform Kyla into one of his
vampire brides in 2012, the Royal Lions were able to exorcise
the demon from her body. The threat of losing Kyla from his
life convinced Arthur to finally marry his lover. The marriage
was officiated in Avalon by Oberon and Titania themselves.

Kyla’s typical use of her Empathic Metamorph includes
the following forms:

Giant Size: Growth 4 (Limited [does not add to
Stamina]); Linked Enhanced Strength 3 - 10 points

Lover of Lionheart: Enhanced Abilities (Strength
8, Stamina 2); Enhanced Advantage 4 (Attractive
2, Fascinate 2 [Deception, Persuasion]); Enhanced
Persuasion 8; Impervious Toughness 6 - 34 points

Monster Form: Enhanced Advantage 2 (Daze [Intimidation],
Improved Critical [claws]); Enhanced Skill 12 (Intimidation
6, Perception 6); Senses 4 (Olfactory [acute, extended,
tracking]; Strength-Based Damage 3 (claws) - 15 points

Lionheart (PL 12)

Strength 12, Stamina 11, Agility 6, Dexterity 6
Fighting 9, Intellect 3, Awareness 9, Presence 4
POWERS

Mystic Defenses: Impervious Toughness 6; Impervious
Will 6 - 12 points

Mystic Senses: Senses 5 (Extended Hearing, Extended
Vision, Olfactory (Acute, Extended) - 5 points

Mystic Speed: Flight 9 (1,000 mph) - 18 points
ADVANTAGES

Attractive, Benefit 4 (British Intelligence Security
Clearance, Royal Lions Member, Wealth 2)




SKILLS

Expertise (British Folklore) 6 (+9), Expertise (Physics)
6 (+9), Insight 2 (+11), Perception 2 (+11), Persuasion 6
(+10), Ranged Combat (Thrown) 2 (+8), Technology 2 (+5)

OFFENSE

Initiative +6

Unarmed +9 (Close, Damage 12)
DEFENSE

Dodge 12, Parry 11, Toughness 11
Fortitude 13, Will 11
POWER POINTS

Abilities 120 + Advantages 5 + Defenses 12 + Powers 35 +
Skills 13 = 185 Total

COMPLICATIONS

Power Loss: As the heir of Arthur Pendragon, Arthur’s powers
are strongly connected to the British Isles and the extra-
dimensional realm of Avalon. When he is away from the British
Isles, Arthur’s Fighting, Agility, Awareness, Dexterity, Strength,
Stamina, and Flight drop by 1 rank each day until a minimum of
2 is reached (with appropriate changes to Skills and Defenses).

Relationship: Arthur is married to Kyla (Glamour). He is
the brother of Freya Ambrose (Whisper).

Responsibility: Although Arthur would like to live a
normal life, he is devoted to the protection of the
United Kingdom and Avalon.

Secret Identity: Arthur St. John Ambrose.

Arthur St. John Ambrose and his
sister Freya were born to
British nobility. Unknown
to the family, they
were the direct
descendents of
the Pendragons
of Camelot!
While Arthur

and his sister were away at school, their parents
were slain by Mordred. The wicked knight had
long been seeking the other heirs of Arthur
Pendragon and eliminating them to remove
any challengers to his would-be kingdom.

After the mysterious deaths of his parents,
Arthur threw himself into his schooling. He
excelled in science and history; taking particular
interest in British history and folklore.

Soon after Arthur graduated from the
Thames University, he was approached by a man claiming
to be the Merlin of Earth. Nathaniel Night told Arthur the
truth of his parents’ deaths and that Arthur was the true heir

to the Pendragon bloodline of Camelot. Arthur ventured
with Nathaniel to the realm of Avalon where the Merlin
showed him the resting place of King Arthur of Camelot.
Here, the spirit of King Arthur imbued Arthur Ambrose
with the powers to protect Avalon and the British Isles.
Knowing his life would be in danger from Mordred and
his forces, Arthur chose to conceal his powers from the
general public. The only person he told was his sister, Freya;
who revealed she was also imbued with mental powers of
her own. Donning a costume, Arthur began fighting evil as
“Lionheart.” During his adventures, he encountered the fey
woman Kyla and quickly fell in love with the faerie.
When the British Government announced it would be
forming a team of heroes to protect the United Kingdom, Arthur
and Freya decided to reveal their powers to British Intelligence;
becoming the founding members of the Royal Lions.

Outcry (PL 10)

Strength 3, Stamina 3, Agility 3, Dexterity 3
Fighting 4, Intellect 3, Awareness 3, Presence 3
POWERS

Sonar: Enhanced Perception 8 (Limited to Hearing); Senses
8 (Hearing [Accurate, Counters Visual Concealment,
Counters Illusion]) — 10 points

Sonic Flight: Flight 5 (60 mph) — 10 points

Sonic Generation: Array (36 points)
* Disruptive Scream:
Cone Area Affliction
9 (Dazed, Stunned,
Incapacitated); Resisted
and Overcome by Fortitude;
Concentration, Cumulative — 36 points
* Disrupt Electronics: Nullify
10 (Broad, Concentration) — 1 point
* Focused Scream:
Ranged Damage 11 — 1 point
* Hypneotizing Voice: Perception
Ranged Affliction 10 (Dazed, Compelled,
Controlled); Resisted and Overcome by
Will; Concentration, Hearing Sense-
Dependent, Instant Recovery — 1 point
¢ Sonic Scream: Ranged Damage
12 (Limited to Objects) — 1 point
e Unfocused Scream: Cone
Area Damage 9 — 1 point

ADVANTAGES

All-Out Attack, Benefit 3 (Interpol Security
Clearance, Royal Lions Member, Wealth),
Connected, Contacts, Defensive Roll 3, Improved
Disarm, Improved Trip, Languages 3 (English,
French, German, Scottish [Gaelic is native]),
Move-By Action, Power Attack, Takedown




SKILLS

Athletics 2 (+5), Close Combat (Unarmed) 2 (+6),
Deception 2 (+5), Expertise (Law Enforcement) 6 (+9),
Insight 2 (+5), Investigation 6 (+9), Perception 2 (+5, +12
hearing), Persuasion 6 (+9), Ranged Combat (Pistols) 2
(+5), Ranged Combat (Sonic Powers) 6 (+9), Stealth 6
(+9), Technology 2 (+5), Treatment 2 (+5), Vehicles 2 (+5)

OFFENSE

Initiative +3

Disruptive Scream Area (Close, Affliction 9)
Focused Scream +9 (Ranged, Damage 11)
Hypnotizing Voice Perception (Ranged, Affliction 10)
Unarmed +6 (Close, Damage 3)
Unfocused Scream Area (Close, Damage 9)
DEFENSE
Dodge 10, Parry 9, Toughness 6/3*
Fortitude 9, Will 9

*without Defensive Roll
POWER POINTS

Abilities 50 + Advantages 17 + Defenses 24 + Powers 61 +
Skills 21 = 173 Total

COMPLICATIONS

Accident: While flying, Caerul finds it hard to hear above
his own scream; his Perception is Disabled.

Enemy: Eamon Byrne (Balor).

Honest: Caerul is friendly, honest, and open in his
relationship with people. It is obvious in both his attitudes
and actions that he loves life.

Prejudice: Caerul Quinn is a Meta.

Relationship: Caerul used to be married and a father, until
his family was slain by Balor.

aerul Quinn always held a strong sense of right and
wrong, becoming a police officer after leaving school.
His investigative work rose him through the ranks and
eventually into Interpol. Caerul would hunt down many
international criminals; always careful to conceal his
Meta powers from his superiors. But when he took the
Eamon Burne case, Caerul would earn himself a lifetime
enemy. Agent Quinn chased Burne across Europe; the two
clashing many times. The relationship became personal
when Eamon killed the wife and daughter of Agent Quinn.
Discharged from the case, as it had become a personal
vendetta, Caerul continued to seek out Eamon on his own.
With the formation of the Royal Lions, Caerul joined
the British government as “Outcry.” He believed that the
Royal Lions would have resources to better hunt down and
destroy Balor.

Strength 9 (4), Stamina
4, Agility 9 (3), Dexterity 3

Fighting 9 (4), Intellect 3,
Awareness 6, Presence 3

POWERS

Mental Powers: Array (19 points)

* Mental Probe: Mind Reading 9
(Subtle) - 19 points

* Psychokinetic Blade: Damage
9; Linked Affliction 9 (Dazed,
Stunned, Incapacitated); Resisted
and Overcome by Will - 1 point

¢ Telekinesis: Move Object
9 (Subtle) - 1 point

¢ Telekinetic Strength: Enhanced
Strength 5 - 1 point

¢ Telekinetic Projection: Ranged
Damage 9 - 1 point

Mental Senses: Senses 6 (Danger Sense,
Detect Living Creatures [acute, radius, ranged
mental sense], Mental Awareness) - 6 points

Mind Over Matter: Enhanced Advantages
4 (Diehard, Evasion, Great Endurance,
Uncanny Dodge); Enhanced Agility 6;
Enhanced Fighting 6; Leaping 3; Speed 3
(16 mph) - 34 points

Telepathy: Mental Communication 4 (Subtle); Linked
Comprehend Languages 4 - 25 points

ADVANTAGES

Agile Feint, Attractive 2, Benefit 4 (British Intelligence

Security Clearance, Royal Lions Member, Wealth 2), i

Defensive Roll 2, Grabbing Finesse, Improved Disarm, L]

Precise Attack (Close Concealment), Takedown 2, Trance .
Enhanced: Diehard, Evasion, Great Endurance,

Uncanny Dodge

SKILLS £

Acrobatics 6 (+15), Athletics 2 (+11), Deception 6 (+9), '
Expertise (Modeling) 2 (Pre; +5), Insight 2 (+8), Perception ;
2 (+8), Ranged Combat (Telekinesis) 6 (+9)

OFFENSE

Initiative +9

Psychokinetic Blade +9 (Close, Penetrating Damage 9 + "
Affliction 9) 3

Telekinesis +9 (Ranged, Damage 9)
Unarmed +9 (Close, Damage 9)




DEFENSE
Dodge 11, Parry 11, Toughness 6/4*
. Fortitude 6, Will 12
*without Defensive Roll
r { POWER POINTS

Abilities 60 + Advantages 15 + Defenses 12 + Powers 88 +
Skills 13 = 188 Total

COMPLICATIONS

Flirtatious: Freya enjoys wearing revealing clothing and
flirting with those around her.

Heir of the Lionheart: As Arthur Ambrose’s sister, Freya
is destined to assume the mantle of Lionheart should her
brother ever fall.

Prejudice: Freya is a Meta.

. Relationship: Freya Ambrose is the younger sister of Arthur
Ambrose (Lionheart). Freya is attracted to JC Halloway
(Codex of Meta Force), but feels their age difference may be
inappropriate. Freya is the adopted mother of Grace (Barghest).

Ruthless: Freya’s beauty masks a stern

= personality. She is willing to sacrifice
.’
iy

herself and others for the greater good.
e

reya is the younger sister of
Arthur Ambrose. Ever the
beautiful and obedient child,
Freya was the pride and joy of
her parents. After the deaths of
their parents, Freya and Arthur
were separated for a time; each
being sent to a private school
to educate each in the means
of being a proper British
lord and lady. Shortly
afterwards, Freya was
wracked with headaches;
forcing the school to
search for a specialist to
ease her affliction. Freya
was given to the custody of
Dean Donovan Shepherd.
Under his guidance, Freya
discovered how to control
her Meta powers. She
was Dean’s first student;
educated before the
official formation of
the Shepherd Academy.
Thanks to Freya’s success,
Dean was able to prove the
effectiveness of the Academy to
the United States government
and receive accreditation.

7%

After leaving Dean Shepherd’s care, Freya began a career
in modeling while finishing her schooling. She kept her
powers a secret from all, eventually revealing them to her
brother, when they reunited during a Christmas party. When
the British Government announced it would be forming a
team of heroes to protect the United Kingdom, Arthur and
Freya decided to reveal their powers to British Intelligence;
becoming the founding members of the Royal Lions.

(VILERINS[OETHE{UNITEDIKINGDOM!

Before the appearance of super-powered beings in the
days of World War 2, the British Empire saw a number of
villains threatening its rule.

Vampires have been an ever-constant threat to the people of
the UK since the late 1800s. When Dracula scoured the streets
of London, he created a number of undead servants to do his
bidding. Many of them were destroyed, but several remained
hidden to grow in power and influence. One such vampire
was Milady Pierce; the ruler of London’s supernatural
underground until she was destroyed by Olivia Lehane (aka
“The Ripper”) in the 1990s. As recent as 2012, Count Orlok
attempted to transform all of the Royal Lions into the undead.
He was eventually defeated and driven back to Romania.

BLACK KNIGHTS

The Black Knights are a notorious band of mercenary
villains based out of the United Kingdom. There leader is
the relentlessly-sinister Balor. Other members include Abel
Shepherd and the teenaged Black Bean Sidhe.

Balor (PL 10)

Strength 3, Stamina 6, Agility 3, Dexterity 3
Fighting 4, Intellect 4, Awareness 3, Presence 3
POWERS

Hellfire Blast: Array (15 points)
* Force Blast: Ranged Damage 6; Linked Move Object
3 (Limited to Pushing) - 15 points
* Scorching Blast: Ranged Damage 6 - 1 point

Magical Rod: 21 points; Easily Removable (-8 points)

Deflecting Shield: Impervious Toughness 9; Protection 3;
Sustained - 12 points

Rod Attacks: Array (8 points);
¢ Empower Hellfire Blast: Enhanced Ranged Damage
4 - 8 points
e Cudgel: Strength-Based Damage 7 - 1 point

ADVANTAGES

Benefit 3 (Wealth 3), Daze (Deception), Fascinate
(Intimidation), Improved Aim, Improved Critical 2
(Hellfire Blast), Improved Initiative, Languages 3 (English,
French, Scottish, Welsh [Gaelic is native]), Leadership,
Quick Draw, Ritualist, Set-Up, Teamwork




SKILLS

Athletics 6 (+9), Close Combat (Rod) 6 (+10), Deception
6 (+9), Expertise (Magic) 6 (+10), Expertise (Streetwise)
6 (+10), Insight 2 (+5), Intimidation 6 (+9), Perception 2
(+5), Persuasion 6 (+9), Ranged Combat (Hellfire Blast)
6 (1+9), Stealth 2 (+5), Technology 2 (+6), Vehicles 2 (+5)

OFFENSE
Initiative +3
Cudgel +10 (Close, Damage 10)
Hellfire Blast +9 (Ranged, Damage 10/18-20)
Unarmed +4 (Close, Damage 3)
DEFENSE
Dodge 9, Parry 10, Toughness 9/6*
Fortitude 8, Will 9
*without Deflecting Shield
POWER POINTS

Abilities 58 + Advantages 17 + Defenses 20 + Powers 29 +
Skills 26 = 150 Total

COMPLICATIONS

Enemy: The Royal Lions. Balor has a special enmity with
Outcry; whose wife and daughter he murdered.

Hunted: Eamon is wanted by Interpol.
Motivation: Greed!

Relationship: Eamon considers Abel Shepherd (Impact)
to be his best friend. He is the father figure of Black Bean
Sidhe (pronounced Black Banshee); a young girl who is
secretly the daughter of Outcry.

Relentlessly Sinister: Eamon is remarkably pleasant for
a murderous villain. He delights in teasing others with
sinister phrases spoken in the most innocent of manners.

amon started his career as a criminal at a young age.

Everyone in his village knew to “watch out for the
Bymne child!” Despite his infamy, Eamon developed a
charismatic personality to deter suspicion. He was always
kind and personable with others, even when stabbing them
in the back.

Life changed for Eamon when his family home burned
down, killing his parents. Sifting through the ruins of his
home, Eamon discovered that his parents were sorcerers;
practitioners of dark magic. Taking their talismans and
fetishes, Eamon discovered one artifact undamaged from
the fire: an ornately-carved wooden rod. Speaking the
words on the rod, Eamon found himself transformed. He
was able to project blasts of supernatural fire from his
hands. By focusing his power through the rod itself, his
powers were even greater than normal.

Now that he was
in possession of true
power, Eamon became
a criminal worth worrying
about. Luckily for his
village, the young villain
felt he had outgrown the
tiny town. Traveling to
London, Eamon set
himself up as a new
criminal-for-hire.
One job after another
came to Eamon; who
now called himself
“Balor,” after the
mythological King
of Demons.

After making
aname for
himself in
London, Balor
decided
to take his
criminal
enterprise  to
other parts of Europe.
He hired himself out as
a criminal mercenary. However,
his dangerous powers and charismatic
personality drew the attention of not only his criminal
employers but also law enforcement agencies.

One Interpol agent in particular: Caerul Quinn sought
out Balor for many years.

Black Bean Sidhe (PL 9)

Strength 2, Stamina 4, Agility 3, Dexterity 3

Fighting 2, Intellect 2, Awareness 3, Presence 2
POWERS !

Acute Hearing: Senses 6 (Accurate, Extended, Ultrasonic .
Hearing) - 6 points

Shielded Senses: Immunity 10 (Sonic Powers) - 10 points

Sonic Scream: Array (54 points)
e Sonic Scream: Ranged Affliction 9 (Impaired, ’
Disabled, Unaware); Resisted and Overcome by
Fortitude; Cumulative, Limited to Hearing Senses;
Linked Ranged Damage 9; Concentration - 54 points
e Sonic Burst: Burst Area Affliction 9 (Impaired,
Disabled, Unaware); Resisted and Overcome by
Fortitude; Cumulative, Limited to Hearing Senses;
Linked Burst Area Damage 9; Concentration - 1 point
¢ Sonic Disruption: Ranged Weaken Toughness 10
(Affects Objects Only); Linked Ranged Damage 10
(Affects Objects Only); Concentration - 1 point

-

: -“-.-'




* Sonic Stunning: Cone Area Affliction 9 (Dazed and
Hearing Impaired, Hearing Disabled and Stunned,
Incapacitated and Unaware); Resisted and Overcome
by Fortitude; Concentration, Cumulative, Extra
Condition - 1 point

Vibratory Flight: Flight 5 (60 mph); Linked Shapeable
Area Affliction 6 (Impaired, Disabled); Resisted and
Overcome by Fortitude; Area 2 (60-ft. area), Cumulative,
Limited to Flight Path, Limited to Hearing Senses, Limited
to Two Degrees - 16 points

ADVANTAGES

Languages 1 (Gaelic [English is native]), Set-Up,
Teamwork

SKILLS

Acrobatics 2 (+5), Deception 2 (+4), Expertise (Criminal)
6 (+8), Insight 2 (+5), Intimidation 2 (+4), Perception 2
(+5), Ranged Combat (Sonic Scream) 6 (+9), Stealth 2 (+5)

OFFENSE

Initiative +3

Sonic Burst Area (Close, Affliction + Damage 9)
Sonic Stunning Area (Close, Affliction 9)

Sonic Scream +9 (Ranged, Affliction + Damage 9)
Unarmed +2 (Close, Damage 2)

DEFENSE

Dodge 9, Parry 8§, Toughness 4
Fortitude 10, Will 5

POWER POINTS

Abilities 42 + Advantages 3 + Defenses 20 + Powers 89 +
Skills 12 = 166 Total

COMPLICATIONS

Accident: While using her Flight, Fiona is Hearing
Disabled.

Hunted: Wanted by Interpol.

Power Loss: Fiona is Powerless in any environment or
situation where she is unable to use her voice.

Prejudice: Fiona is a Meta. She is distrustful of non-
Metas; having been raised to believe normal humans seek
all Metas harm.

Relationship: Fiona was raised by Eamon Byrne (Balor)
whom she sees as a father figure. She considers Abel
Shepherd to be her “uncle.”

Secret: Fiona is actually the daughter of Outcry (Caerul Quinn).

iona is the daughter of Outcry. Before joining the
Royal Lions, Outcry was an Interpol agent tasked with

hunting down and capturing the infamous super-human
criminal Balor. After numerous close calls, Balor retaliated
against Agent Caerul Quinn by attacking his family. Balor
killed Quinn’s wife and daughter.

Or so he made it seem to believe. While Balor did, in
fact, slay Quinn’s wife, he kidnapped Fiona and started
brainwashing the six year old girl to believe Balor was
protecting her from enemies of her father. Balor raised
Fiona to believe that normal humans were trying to kill
her because her father — and thus Fiona, by default — was
a Meta. Given the heavy anti-Meta propaganda occurring
in the world at the time, Fiona was quick to believe Balor.

For her own protection, Fiona did everything Balor asked
her to do without question. After all, he was her protector.
Balor knew best how to keep her safe.

When Fiona manifested her Meta powers during puberty,
Balor began training her to use her powers to join him on
his criminal activities. Wearing a ghoulish costume, Fiona
became the Black Bean Sidhe (Black Banshee). She fights
alongside Balor and his partner-in-crime, Impact, against
the Royal Lions and other heroes across the world.

Impact (PL 12)

Strength 12, Stamina 12, Agility 2, Dexterity 2
Fighting 6, Intellect 2, Awareness 2, Presence 3
POWERS

Invulnerability: Immunity 21 (Cold Effects, Corrosive Effects,
Disease, Poison, Radiation, Starvation and Thirst, Suffocation);
Impervious Toughness 16; Protection 4 - 41 points

Mystic Armor: Immunity 20 (Magical Effects, Mental
Effects); Removable (-4 points) - 16 points

Ramming Speed: Speed 4 (30 mph) - 4 points

Unstoppable Charge: Burrowing 9 (Penetrating);
Enhanced Strength 4; Immunity 5 (Entrapment Effects);
Limited to While Moving - 16 points

ADVANTAGES

Benefit 1 (Wealth 1), Daze (Intimidation), Diehard, Move-
By Action, Startle, Takedown 2

SKILLS

Athletics 6 (+18), Close Combat (Unarmed) 2 (+8), Expertise
(Military) 6 (+8), Intimidation 6 (+9), Perception 2 (+4)

OFFENSE

Initiative +2

Charge +8 (Close, Damage 16)
Unarmed +8 (Close, Damage 12)
DEFENSE

Dodge 8, Parry 8, Toughness 16
Fortitude 14, Will 8




POWER POINTS

Abilities 82 + Advantages 7 + Defenses 16 + Powers 78 +
Skills 11 = 193 Total

COMPLICATIONS

Armor: Abel’s armor is affixed to his body with
Rank 11 fixtures.

Infamy: Impact is the largest and toughest man
on the planet. He is used to getting what he wants
when he wants it.

Relationship: Abel is the younger half-brother of
Dean Donovan Shepherd. Abel considers Balor to
he his best friend and partner in crime.

Temper: The war-spirits possessing Abel drive him to
heights of rage often resulting in great destruction.

Vengeful: Abel seeks to avenge any wrong done to him.

Weakness: Abel is Defense Disabled vs. magical and
mental attacks.

bel Shepherd was born to Bartholomew Shepherd and

his second wife: Justine. Bartholomew had a young
son from a previous marriage — Dean Donovan Shepherd
—upon whom he doted. Dean was a gifted young man with
incredible intelligence and physical prowess. Abel was
born with even greater physical abilities than his older
brother, but significantly lacked his intellect.

Justine was also a problem. She cared nothing for the
Shepherd children; even her own son. She only cared for
the wealth and lifestyle that Bartholomew provided her
through their marriage. As Bartholomew was much older
than she was, Justine often engaged in affairs with younger
men. These affairs were discovered by Dean Shepherd,
thanks to his emerging telepathic powers. Dean informed
his father, and Justine was ousted from the Shepherd
family. Unfortunately, she sued and won custody of Abel.

After the divorce, Abel’s life was nothing but misery.
Justine cared nothing for him, and considered the child a noose
around her neck. This resulted in Abel spending as much time
away from home as possible. He found camaraderie in street
gangs which eventually lead to him spending time in and out
of various juvenile detention centers.

When Abel turned eighteen, he joined the Army and
fought during the Korean War. On one fateful day, Abel’s
unit was attacked by enemy forces in the dense Korean
forests. His unit was cut down by enemy gunfire and Abel
was seriously injured. He retreated and found a vine-covered
temple in which he hid from the North Korean soldiers.

As Abel’s blood fell onto the strange writing engraved on the
floor, it activated the dormant necromantic magic that infused
the temple! Abel found a secret treasure room within the
depths of the temple and began collecting the amassed wealth.
However, when he touch a magical gemstone, he activated the
magic of the temple and was absorbed into the gem.

Fifty years would pass before

Abel returned to the mortal

world. When he did return, he was 'ﬁ

transformed — like a caterpillar into

a butterfly — into a living engine of

destruction. The magic that transformed

Abel compelled him to seek out those who had wronged
him in life and vent his wrath upon them.

Abel returned to the United States and sought out
his unloving mother. Justine had passed several years
beforehand, leaving Abel frustrated. He then proceeded to
seek out Dean Shepherd; his long-lost brother responsible
for dividing his family. Although physically powerful,
Abel was no match for Dean’s mental powers. Dean was
able to pacify the raging Abel and exorcise the spirits of
war that filled his body.

The situation was only temporary. The war-souls of the
ancient temple continue to seek out Abel and possess his
body; fueling his desire for vengeance and destruction. He
has since acquired a suit of mystical armor that protects
his mind from the powers of telepaths like Dean Shepherd.

With his invulnerable body and mystical armor, Abel is
a rival for any hero or team of heroes. He has battled the
Vindicators on many occasions, as well as the Sentinels
and Royal Lions. As “Impact,” Abel is making use of his
powers to serve as a mercenary with the Black Knights.




NORTHIAMERICR

L
enowned for its peaceful land and good government,
q Canada is a welcoming place for heroes that hope to
4 maintain law and order. Few villains call Canada home,

and the ratio of costumed heroes and villains swings clearly
towards the heroes by a wide margin.
| Since the Faez invasion of 2014 and the anti-alien
sentiment growing in the United States, Canada has become
a haven for the more exotic and inhuman-appearing super
powered beings of North America.

Arctic FoXX (PL 10)

Strength 2, Stamina 4, Agility 4, Dexterity 4
Fighting 4, Intellect 2, Awareness 2, Presence 5
P POWERS

Arctic Adaptation: Immunity 7 (Cold, Cold Damage, Heat);
Movement 1 (Environmental Adaptation [ice]) — 9 points

Ice Armor: Environment 1 (Intense Cold);
Impervious Toughness 6; Protection 6;
Sustained — 13 points

Ice Generation: Array (24 points)
e Arctic Blast: Ranged

Damage 12 — 24 points
¢ Deep Freeze: Ranged
Affliction 8  (Fatigued,
Exhausted, Incapacitated);
Resisted and overcome by

Fortitude — 1 point
e Ice Bonds: Ranged
Affliction 8 (Hindered and
Vulnerable, Defenseless
and Immobile); Resisted by
Dodge, Overcome by Damage;
Cumulative, Extra Condition,
Limited to Two Degrees — 1 point
e Ice Sheet: Environment 4
(250 feet; Extreme Cold, Impede
Movement [-2 ranks]); Linked
Burst Area Affliction 8 (Vulnerable,
Prone); Resisted by Dodge,
Overcome by Acrobatics; Limited
to Two Degrees — 1 point

e Ice Wall: Create 12
(Permanent) — 1 point
e Icicle Burst: Ranged

Multiattack Damage 8 — 1 point

* Rescue Slide: Selective Area

Movement 1 (Safe Fall);
Affects Others — 1 point

Ice Slides: Flight 6 (120 mph;
Platform) — 6 points

ADVANTAGES

Attractive, Benefit 1 (Wealth 1), Daze (Deception),
Fascinate (Deception), Favored Environment (Extreme
Cold), Language 1 (English [French is native])

SKILLS

Athletics 6 (+8), Deception 6 (+11), Expertise (Fashion
Model) 6 (+8), Expertise (Ice Skating) 2 (+6; Agility),
Expertise (Survival) 4 (+6), Perception 2 (+4), Persuasion
6 (+11), Ranged Combat (Ice Generation) 4 (+8)

OFFENSE
Initiative +4

Arctic Blast +8 (Ranged, Damage 12)

Ice Generation +8 (Ranged, Damage or Affliction 8)
Unarmed +4 (Close, Damage 2)
DEFENSE

Dodge 6, Parry 6, Toughness 10
Fortitude 10, Will 4
POWER POINTS

Abilities 54 + Advantages 6 + Defenses 12 + Powers 58 +
Skills 20 = 150 Total

COMPLICATIONS

Enemy: Jenny’s evil alternate, Black Ice, seeks to capture,
use, and subvert Jenny in her own nefarious schemes.

Motivation: Thrill-seeker. Jenny loves to be the center of
attention. She likes to show off her powers and abilities. A fan
of fashion, Arctic FoXX regularly changes her superhero outfit.

Quirk: Jenny has a habit of acting ditzy and flirty. This
often leads others to make ill-informed judgments about
her character.

Vulnerability: Jenny is Toughness Impaired vs. fire- and
heat-based damage.

Weakness: Jenny’s Powers are Impaired in areas of Intense
Heat and Disabled in areas of Extreme Heat.

enny was born and raised in Montreal, Canada. A fan of

fitness and fashion, she became a model; quickly gaining
popularity due to her beauty and flirtatious nature. While
on a location shoot in the northern Canadian wilderness,
a gang of smugglers kidnapped the photography crew
and models. Jenny attempted to escape her captors but
was seen fleeing their camp and chased deeper into the
wilderness. She would have been captured again had fate
not intervened.

Boreas, the wintry Spirit of the North, witnessed Jenny’s
plight and was enamored with her beauty. The immortal
being swept Jenny into his embrace, infusing the mortal



woman with a portion of his own power. Filled with the
spirit of the Wintry North, Jenny was able to summon the
power of cold and ice. She used her new powers against
her pursuers, forcing them to flee with a sudden blizzard.

Jenny thanked the Spirit of the North, vowing to only
use the powers he had granted her for good. Boreas helped
guide Jenny back to the smugglers’ camp, where she was
able to rescue her colleges. Luckily, Jenny’s new powers
allowed her to cover herself with icy armor, preventing
them from recognizing their rescuer.

Jenny stayed in the northern wilds of Canada for a
few days, learning to use her powers under the tutelage
of Boreas. She then made her way back to civilization,
making a story about being saved by a member of the
Canadian Royal Mounties.

Having experienced the thrill of fighting evil, Jenny
created a costume for herself and created the code name
of “Arctic FoXX.” Due to her flirtatious nature, Jenny
was quickly recognized by her close friends and colleges.
However, as they owed Jenny their lives, they agreed to
keep her secret safe.

While visiting Los Angeles, Jenny battled the sorceress
Lady Tartarus as Arctic FoXX. The villainess used
her magic to transform Arctic FoXX’s own ice into a
collection of demonic duplicates of Jenny. FoXX was
able to destroy all but one of the icy duplicates who
continues to survive to this day as “Black Ice.” Having
the same appearance, memories, and powers as Jenny
— but twisted by a malicious personality — Black Ice has
made Jenny’s life troublesome over and over again.

(The Arctic FoXX character and Jenny Poussin s likeness
are used with Jenny Poussin § permission.)

ARCTIC FOXX AS A VILLAIN

After gaining her powers from Boreas, Jenny’s heart
turned to ice; making her cold and indifferent to the
world. With her new powers, Jenny seeks nothing more
than to serve her own hedonistic lifestyle. She freezes
anyone who gets in her way of doing what she wants;
leaving a trail of frozen lovers and enemies in her path.

Mexico is a nation of contrasts. The land is full of both
barren deserts and beautiful, verdant vistas. Some of the
wealthiest people in the world live here, while the rest deal
with massive poverty. These stark contracts have given rise
to some of the greatest heroes. Most of these heroes belong
to the vigilante “Luchadors;” an alliance of professional
wrestlers who use their masked identities and celebrity to
fight crime and help the weak.

“No one escapes the grasp of El Grande!”
— battle cry of the Luchador El Grande

[El Diablo Toro (PL 8)

Strength 8, Stamina 8, Agility 0, Dexterity 2

Fighting 6, Intellect 2, Awareness 6, Presence 4
POWERS

Animal Senses: Senses 7 (Olfactory [acute, tracking],
Vision [radius darkvision]) - 7 points

Bull-Sized: Growth 2 (Innate, Permanent; -1 active
defenses included) - 5 points

Demonic Physique: Immortality 1 (Limited if destroyed
by holy weapons or dealt with via mystical means);
Immunity 30 (Fortitude Effects); Impervious Toughness
8 - 39 points

Demonic Powers: Array (Alternate Effects of Strength)
¢ Hellfire Breath: Ranged Damage 8 - 1 point
¢ Hellfire Wave: Cone Area Damage 8 - 1 point
¢ Infernal Bite: Weaken Stamina 8 (Concentration, Grab-
Based, Limited to 1 rank per round); Linked Affliction 8
(Dazed, Compelled, Controlled); Resisted and Overcome
by Will; Cumulative, Grab-Based - 1 point
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Shapeshifting: Array (22 points)
¢ Hellfire Smoke Form: Flight 5 (60 mph); Immunity 2
(Critical Hits); Insubstantial 2 - 22 points
* Bovine Appearance: Concealment 2 (all magical
senses); Morph 1 (normal bull form) - 1 point

ADVANTAGES

Daze (Intimidation), Diehard, Fearless, Language 2
(English, Spanish [Aztec is native])

SKILLS

Close Combat (Unarmed) 2 (+8), Intimidation 6 (+10),
Perception 2 (+8), Ranged Combat (Fire Breath) 6 (+8),
Stealth 6 (+4)

OFFENSE

Initiative +0

Bite +8 (Close, Weaken 8 plus Affliction 8)
Hellfire Breath +8 (Ranged, Damage 8)
Unarmed +8 (Close, Damage 8)
DEFENSE

Dodge 6, Parry §, Toughness 8
Fortitude Immune, Will 8
POWER POINTS

Abilities 64 + Advantages 5 + Defenses 8 + Powers 77 +
Skills 11 = 165 Total

COMPLICATIONS

Motivation: Like most demons, Diablo Toro seeks to
cause strife and suffering on the world.

Power Loss: Impervious Toughness; not vs. holy or silver
weapons.

Prejudice: El Diablo Toro appears to be a humanoid bull
with eyes that glow with hellfire. His appearance cannot
help but strike fear in others.

Years ago in Mexico, a wealthy rancher fired his
animals’ caretaker when the caretaker wanted more
money for the dangerous work he was performing. After
being fired, the caretaker sought out a means to get his
revenge upon the wealthy rancher. He summoned a blood-
thirsty Aztec demon to possess the rancher’s prized bull.
Unfortunately, the caretaker did not prepare a protective
circle to guard against the monster he had created. Since
that day, El Diablo Toro has been a menace to the world.
Even when its body is slain, the vampiric spirit simply
moves on to possess a new bull; returning to threaten the
world another day!

UNITED STATES

In terms of sheer numbers, the United States has one of the
largest populations of super-powered beings in the world.
Many believe this to be because of the nation’s history of
being the “land of opportunity.”




With most of its population gathered along the east and west
coasts, these are also the locations of the most costumed hero
sightings. The center of the country has its share of heroes
and villains, but these are only a small handful in each state,
when compared to the number encountered on either coast. A
costumed hero sighting is about as frequent as seeing a film or
television celebrity. It occurs almost every day, but it is still a
thrill when it happens and tends to blow up social media.

CHICAGQ

The Windy City has earned a less vaunted nick-name in recent
years: Villain City. Since the economic downturn in 2000,
Chicago has seen a rise in crime and gang-related violence.
Businesses and wealthy families have been leaving the city in
droves, leaving the impoverished and local business owners to
fend for themselves against the rising criminal element.

In its desperation to return businesses to their city,
Chicago has turned to CEO Lauren Fleming of the Black
Snake private security firm. Since coming to the city,
Black Snake has privatized Chicago’s police, public safety
operations, and prisons.

Strength 2, Stamina 3, Agility 3, Dexterity 3
Fighting 2, Intellect 3, Awareness 4, Presence 3
POWERS

Gas Projectors: Array (50 points); Removable (-10 points)
¢ Fear Gas: Cloud Area Affliction 10 (Entranced,
Compelled, Controlled); Resisted Fortitude; Overcome
by Will; Limited to Fear, Olfactory Sense-Dependent,
Progressive; Linked Cloud Area Weaken Will 10
(Resisted by Fortitude; Olfactory Sense-Dependent,
Progressive) - 50 points
¢ Obscuring Mist: Cloud Area Visual Concealment 4
(Attack) - 1 point

EQUIPMENT

Hgn

(Chemistry) 6 (+9), Insight 2 (+6), Intimidation 6 (+9),
Investigation 2 (+5), Perception 2 (+6), Persuasion 2 (+5),
Ranged Combat (Chain) 6 (+9), Stealth 6 (+9)

OFFENSE

Initiative +3

Chain +9 (Ranged, Grab 4)

Fear Gas Area (Close, Affliction 10 + Weaken 10)
Unarmed +8 (Close, Damage 2)

Chains: Array (12 points)
¢ Chain: Move Object 4 (Damaging) - 12 points
¢ Swinging: Movement 2 (Safe Fall, Swinging) - 1 point

Concealed Armor: Protection 3 (Subtle) - 4 points
Mask: Immunity 2 (Suffocation) - 2 points

Spooky Costume: Enhanced Daze (Intimidation) - 1 point
ADVANTAGES

Benefit 3 (Wealth 3), Equipment 4, Hide in Plain Sight,
Skill Mastery (Stealth)

SKILLS

Athletics 6 (+8), Close Combat (Unarmed) 6 (+8),
Deception 2 (+5), Expertise (Business) 6 (+9), Expertise

DEFENSE

Dodge 9, Parry 8, Toughness 6
Fortitude 9, Will 6
POWER POINTS

Abilities 46 + Advantages 9 + Defenses 20 + Powers 39 +
Skills 27 = 140 Total

COMPLICATIONS

Enemy: Geist

Motivation: Greed and Power. The Apparition seems to
want to be the criminal overlord of all Chicago.

Secret Identity: Lauren Fleming.
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ne of the newest villains to appear in the Chicago area is
the mysterious Apparition. This fear-monger first appeared
a couple of years ago on Halloween. The Apparition laced the

' city’s water with fear-inducing chemicals, causing the entire city
: to experience paranoid delusions and nightmarish visions. As
; q the citizens of Chicago threatened to tear each other apart, the
F criminal was able to help himself to the vaults of several banks

and businesses until he was thwarted by the modern-day Geist.
The Apparition was able to escape, preventing Geist from
b} discovering the Apparition’s true identity. Since then, the
Apparition has appeared several more time, usually under
the same modus operandi: using fear gas or chemicals to
distract citizens and law enforcement while the Apparition
conducts his true crime.

In truth, Apparition is Lauren Fleming, the CEO of Black
Snake. She has manipulated the city by secretly depositing
criminals loyal to her (whether they know it or not) in Chicago to
increase the crime rate and force the city to accept her petition to
- privatize their police force and emergency services. By adding her

fear-inducing chemicals to the city’s water supply, the paranoia of
the population has only added to her campaign of evil.

Lauren has now made Chicago a city where criminals and
villains can operate freely, so long as they do not interfere
with her plans. She has even gained private control of the
prisons, allowing her to secretly release criminals and rent
their skills to others for a share of the take.

Chipmunk (PL 10)

Strength 3, Stamina 3,
Agility 7, Dexterity 2

Fighting 7, Intellect 2,
Awareness 4, Presence 2

POWERS

Animal
Communication:
Comprehend 2
(Animals; Limited
to rodents) - 2 points

Animal Senses: Senses 2
(Low Light Vision, Acute
Olfactory) - 2 points

Climbing: Movement
2 (Wall-Crawling
2) - 4 points

Prehensile Tail: Extra
Limb 1; Enhanced
Advantage 3 (Fast

Grab, Improved Grab,

Improved Hold) - 4 points

Rodent Swarm Distraction:
Luck Control 2 (Negate Action
Points, Force Re-Rolls) - 6 points

Rodent Swarm Distraction: Ranged Burst Area Affliction
10 (Impaired, Disabled); Resisted and Overcome by Will;
Limited to Two Degrees - 20 points

Strong Legs: Leaping 2; Strength-Based Damage 1 - 3 points
EQUIPMENT

Bags of Nuts: Feature 1 (Chipmunk has a seemingly
endless supply of nuts secreted on herself) - 1 point

Flying Squirrel Suit: Flight 2 (Gliding); Movement 1
(Safe Fall) - 4 points

ADVANTAGES

Animal Empathy, Close Combat 2, Defensive Roll 3,
Equipment 1, Improved Defense, Luck 5, Power Attack,
Set-Up, Teamwork

Enhanced: Fast Grab, Improved Grab, Improved Hold
SKILLS

Acrobatics 6 (+13), Athletics 6 (+9), Expertise (Animal
Handling) 6 (+8), Insight 2 (+6), Perception 2 (+6), Stealth
2 (+9), Technology 2 (+4)

OFFENSE
Initiative +7
Kick +9 (Close, Damage 4)
Rodent Swarm Area (Ranged, Affliction 10)
Unarmed +9 (Close, Damage 3)
DEFENSE
Dodge 13, Parry 13, Toughness 6/3*
Fortitude 9, Will 6

*without Defensive Roll
POWER POINTS

Abilities 60 + Advantages 16 + Defenses 20 + Powers 41 +
Skills 13 = 150 Total

COMPLICATIONS

Disability: Chipmunk cannot swim.

Motivation: Unlike her father and sister, Chipmunk wants
to use her powers to help others and be a hero!

Power Loss: Chipmunk cannot use Rodent Swarm
Distraction if unable to summon rodents from the local area.

Prejudice: Chipmunk is a meta. Her unusual appearance
often strikes others as silly.

Relationship: Chipmunk has “bad blood” in her family.
Her father is the villainous Mammal Master and her older
sister is Bad Bunny.

heryl Dipsee grew up in the crime-ridden streets of
Chicago. Despite the danger of her neighborhood,




CHIPMUNK AS A VILLAIN
The apple does not fall far from the tree. In this case,
neither did Cheryl. She stood by her father and joined his
criminal gang with her sister. The three animal-powered
villains have formed a team with other animal-powered
criminals; naming themselves “The Crime Zoo.”

neither Cheryl or her older sister Belinda ever felt that
they were in danger. This was because their father
was the notorious super villain Mammal Master;
a Meta able to control swarms of small rodents
to his bidding. And no one wanted to suffer the
wrath of a man with such powers by causing
harm to his beloved children.

When Belinda got her meta powers at 14,
she joined her father’s criminal activities as
Bad Bunny. But Cheryl knew she wanted more
from life than the small world they lived in and
the constant visitations to prison to see her father
during the holidays. Cheryl swore if she acquired
powers like her family, she would use them for good!

Much like her older sister, Cheryl got her Meta
powers when she turned 14. Using her father’s
contacts, she was able to get a costume. She then
started fighting crime in Chicago as the heroic
Chipmunk! Cheryl’s hit the big-time when she single-
handedly defeated Mammal Master’s crime
gang; sending her own father to prison and
convincing her sister to quit being a criminal
in exchange for putting her talents to modeling
and professional MMA fighting.

In the years since her debut, Cheryl has teamed up with
an unlikely assortment of heroes and hopes to one day even
join the Sentinels. During her heroic career, she has also
made a number of enemies, including several powerful
villains such a Hecate, Lord d’Arc, and Nekrotron.

The Geist (PL 9)

Strength 3, Stamina 4, Agility 4, Dexterity 4
Fighting 6, Intellect 3, Awareness 4, Presence 6
EQUIPMENT

Gliding Cloak: Movement 1 (Safe Fall) — 2 points

Fireproof Costume: Immunity 6 (Fire Damage, Heat;
Limited to half-effect) — 3 points

Swing Line: Movement 1 (Swinging) — 2 points

Weapons: Array (18 points)
¢ Explosive Darts: Ranged Burst Area Damage 6 — 18
points
* Cestus Gloves: Strength-Based Damage 1 — 1 point

=

e Darts: Ranged Damage 3 (Feature [silver]) — 1 point

¢ Telescoping Truncheon: Enhanced Athletics 4
(Limited to Leaping); Strength-Based Damage 2
(Reach) — 1 point

White Noise Earpieces: Enhanced Fortitude 6 (Limited to
Sonic Attacks) — 3 points
ADVANTAGES

Accurate Attack, Benefit 5 (Alternate Identity 2, Wealth 3),
Connected, Contacts, Defensive Attack, Defensive Roll 4,
Equipment 7, Improved Disarm, Improved Grab, Improved
Hold, Improved Initiative, Improved Trip, Second Chance
(Deception checks with Disguise)

SKILLS

Acrobatics 6 (+10), Athletics 6 (+9), Close Combat
(Unarmed) 2 (+8), Deception 6 (+12), Expertise
(Business) 6 (+9), Expertise (Soldier) 6 (+9), Insight 2
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(+6), Intimidation 6 (+12), Investigation 6 (+9), Perception
2 (+6), Persuasion 2 (+8), Ranged Combat (Firearms) 6
(+10), Ranged Combat (Thrown) 2 (+6), Stealth 6 (+10),
Technology 2 (+5), Treatment 2 (+5), Vehicles 6 (+10)

OFFENSE

Initiative +4

Cestus Gloves +8 (Close, Damage 4)
Dart +6 (Ranged, Damage 3)

Explosive Dart Area (Ranged, Damage 6)
Truncheon +6 (Close, Damage 5)
Unarmed +8 (Close, Damage 3)
DEFENSE

Dodge 10, Parry 8, Toughness 8/4*
Fortitude 6 (12 vs. sonics), Will 6

*without Defensive Roll
POWER POINTS

Abilities 68 + Advantages 26 + Defenses 12 + Powers 0 +
Skills 37 = 143 Total

COMPLICATIONS

Motivation: Justice!
Prejudice: Michael is Jewish.

PTSD: Michael Sacks has suffered numerous trauma over
his life; from being a prisoner of the Nazis during WWII
to a hardened soldier during Vietnam. He often finds it
difficult to interact normally in public.

Temper: Michael reacts strongly when he confronts
criminals or fascists.

GEIST AS A VILLAIN

The journey from costumed hero to vigilante is a short
fall. Thanks to his untreated PTSD, Michael Sacks fell...
hard! Shortly after donning his costume, Michael started
not just beating criminals; but purposefully hospitalizing
them. And after an encounter with a rapist and murder of
several young girls, Michael finally snapped. He began
leaving no criminals alive. He punishes criminals with
maximum ruthlessness and permanent consequences.

he legend of the Geist goes back decades to the days

following WWII. When the Allied forces invaded
Germany and discovered the numerous death camps created
by the Nazis, they found horror and tragedy. One Jewish
American soldier adopted a young boy — Michael Sacks —
who had lost his entire family to the camps. Michael was
taken to America and raised in a loving family in the busy

city of Chicago. But the events he had experienced haunted
Michael. He made a vow to never again allow suffering or
injustice take root in the world.

When Michael turned 18, he joined the Army Recon.
He and a small unit of men were assigned to travel to
Vietnamese villages to determine their allegiance during
the war. After serving two tours in Vietnam, Michael
returned home and told his family of his plan to fight crime.

With his military assets, Michael attended college and
studied business and criminology. With his keen mind for
business, he was able to make several investments that
quickly paid off. These funds would allow him to set his
plans into motion.

To gather information about the criminal underworld,
Michael assumed several identities around the city. One
of his most prominent “criminal” identities is as Joey
“Wheels” Wheeler; a former cab driver-turned-wheelman
known for his impressive driving skills.

Inspired by other costumed heroes, Michael created a
ghostly outfit to illicit fear in his criminal enemies. That
night, the Geist first stalked the streets of Chicago. He
quickly gained a reputation among criminals for being the
ghost of a slain police officer. Others said he was the spirit
of vengeance given physical form. Michael cultivated
these legends by never seeking fame like other costumed
heroes. He stayed in the shadows and hunted at night.

The Geist would have many adventures in Chicago and
around the world. Michael Sacks eventually retired from
crime-fighting in the mid-1980s at the behest of his family.
However, only a few short years ago, a new ghostly hero has
started to stalk the streets of the Windy City. Tales are starting
to circulate of a new Geist haunting the criminal underworld!

WHO IS THE NEW GEIST?

The identity of the modern-day Geist is left open for a
possible player character to fill. Michael Sacks is still
alive, although old and cranky! He is helping to train the
new Geist and guide his crime-fighting activities from a
computer in his remote headquarters. As crime has only
increased in Chicago, Geist has taken on new members
for his team — like Goblin — to help curtail the rise of evil.

Goblin (PL 10)

Strength 3, Stamina 3, Agility 7, Dexterity 6
Fighting 7, Intellect 3, Awareness 4, Presence 2
EQUIPMENT

Arsenal: Array (10 points)
e Stun Gun: Affliction 5 (Dazed, Stunned,
Incapacitated); Resisted and Overcome by Fortitude;
Cumulative — 10 points




e Collapsible Quarterstaff: Strength-Based Damage 2
(Reach, Split) — 1 point

e Throwing Blades: Multiattack Ranged Strength-
Based Damage 2 — 1 point

Gear: Feature 6 (Commlink, Cutting Torch [Weaken
Toughness 2; Affects Objects Only], Handcuffs, Multi-
tool, Rebreather, UV Flashlight) — 6 points

Grapple Launcher: Array (4 points)
* Entangle: Move Object 3 (Limited to pulling, Tether)
— 4 points
* Swing Line: Movement 2 (Safe Fall, Swinging) — 1 point

Mask: Senses 1 (Ultra Vision) — 1 point

Wrist Computer Hacking Algorithm: Feature 1
(computer); Enhanced Technology 8 (Limited to security)
— 3 points

ADVANTAGES

Agile Feint, Benefit (Wealth 1), Close Attack 6, Defensive
Roll 4, Equipment 5, Evasion, Favored Environment

(Urban), Grabbing Finesse, Hide in Plain Sight, Jack of

all Trades, Move-By Action, Quick Draw, Power Attack,
Redirect, Skill Mastery (Acrobatics), Takedown

SKILLS

Acrobatics 6 (+13), Athletics 6 (+9), Deception 6
(+7), Expertise (Streetwise) 6 (+9), Investigation 6
(+9), Perception 6 (+10), Ranged Combat (Thrown)

6 (+13), Stealth 6 (+13), Technology 6 (+9, +17
security), Treatment 2 (+5)

OFFENSE

Initiative +7

Quarterstaff +13 (Close, Damage 5)

Stun Gun +13 (Close, Affliction 5)

Throwing Blades +13 (Ranged, Multiattack Damage 5)
Unarmed +13 (Close, Damage 3)

DEFENSE

Dodge 13, Parry 13, Toughness 7/3*

Fortitude 9, Will 10

*without Defensive Roll
POWER POINTS

Abilities 70 + Advantages 28 + Defenses 24 + Powers 0 +
Skills 28 = 150 Total

COMPLICATIONS

Hatred: Goblin hates the Horde; this organization was
responsible for the death of his parents.

Motivation: Goblin — like his mentor — likes to see justice
served.

Relationship: Goblin is the protégé of Geist.
Secret Identity: Lex Lyons.

lexander Lyons’ parents were undercover CASTLE

agents. They were discovered and killed by the
Horde when Lex was only a child. He was taken in, and
trained as the protégé of, the Chicago hero, Geist. His
natural agility and extreme parkour skills allow him to
navigate any urban terrain with great ease. Combined
with his keen knowledge of and expertise with
computers, few criminals are safe from the Goblin!
Now that he is an adult, Goblin is looking to become
his own hero; away from the somewhat fanatical crime
fighting that his mentor, Geist, undertakes.




Mammal Master (PL 7)

Strength 2, Stamina 2, Agility 2, Dexterity 2
Fighting 3, Intellect 4, Awareness 2, Presence |

POWERS

Mammal ESP: Remote Sensing 5 (Hearing and Visual;
Medium - tiny mammals, Simultaneous) - 15 points

Mammal Speech: Comprehend 2 (Animals; Limited to
tiny mammals) - 2 points
Mammal Swarm Shield: Protection 4; Sustained - 4 points
Swarm of Rats: Array (42 points)

¢ Swarm Confusion: Ranged Shapeable Area Affliction

7 (Dazed and Impaired, Hindered and Disabled);
Resisted and Overcome by Will; Area 3 [120-ft area],

Concentration, Extra Condition, Limited to Two
Degrees - 42 points
* Swarm Attack: Ranged Shapeable Area Damage 7 - 1 point
¢ Swarm Obscurement: Ranged Shapeable Area Visual
Concealment 4 Attack - 1 point

ADVANTAGES

Animal Empathy, Set-Up, Taunt
SKILLS

Deception 6 (+7), Expertise (Animal Handler) 6 (+10),
Intimidate 4 (+5), Perception 2 (+4), Sleight of Hand 6
(+8), Vehicles 2 (+4)

OFFENSE

Initiative +2

Swarm Attacks Area (Ranged, Affliction or Damage 7)
Unarmed +3 (Close, Damage 2)

DEFENSE

Dodge 4, Parry 5, Toughness 6

Fortitude 8, Will 4

POWER POINTS

Abilities 36 + Advantages 4 + Defenses 12 + Powers 65 +
Skills 13 = 130 Total

COMPLICATIONS

Coward: Xander looks for easy money with minimal
danger. He will run from any direct confrontations.

Power Loss: Without suitable tiny mammals in the area,
Mammal Master cannot use his Swarm powers.

Prejudice: Xander Dipsee is a Meta.
Relationship: Xander is the father of Bad Bunny and Chipmunk.

his Chicago-area villain is widely regarded as a joke

in the Meta-villain community. Xander Dipsee is a
Meta gifted with the power to communicate and control
the actions of tiny mammals: mice, rats, squirrels, and
other rodent-sized animals. Few consider his powers to be
dangerous, until they are suddenly swarmed en mass by a
horde of these tiny, biting beasts!

Despite his peculiarities, Xander is a happily-married man
and has two daughters: Belinda and Cheryl. Both children
are Metas whom Xander has coerced into joining him on
his criminal activities. While the lepus-powered Belinda
(aka “Bad Bunny”) took to criminal activity, Cheryl (aka
“Chipmunk”) has chosen instead to use her powers as a hero.
This has made her a great disappointment to Xander. Even
more so when Chipmunk made her public debut by capturing
Xander and his entire criminal gang; sending all to prison.

He is currently incarcerated on Riker’s Island in New
York City. However, he is confident his parole will soon be
granted, allowing him to return home to Chicago.



MAMMAL MASTER AS A HERO

Xander Dipsee is still considered a joke of a hero, despite
all he has done to clean up the streets of Chicago. He has
all but decided to retire, now that his two heroic daughters
have decided to follow in his footsteps. Perhaps he’ll get
a job as an animal control officer...

SANJERANCISCO]

Famous for its liberal, progressive nature, San Francisco is
the cultural, commercial, and financial center of northern
California. The city is popular with tourists and known for
its steep rolling hills, cool summers, and landmarks (such
as Alcatraz, cable cars, Chinatown, Fisherman’s Wharf,
and the Golden Gate Bridge).

With the rise of superhuman crime in the 21st century,
San Francisco begrudgingly reopened and refurbished the
Alcatraz Federal Penitentiary to be used as a facility to
incarcerate superhuman criminals.

At the same time, the city has become the center of
superhuman youth culture. The opening of the Shepard
Academy — a school for young Metas to learn to control
their powers while also gaining a top-notch education —
has become both a blessing and a curse for the locals. The
school is often a target for anti-Meta hate groups and has
been destroyed (and rebuilt) more than once.

i

THE SHEPHERD ACADEMY

Headquarters — Size: Huge; Toughness: 8; Features:
Combat Simulator, Communications, Computer, Defense
Systems, Fire Prevention System, Garage, Grounds, Gym,
Hangar, Infirmary, Laboratory, Library, Living Space,
Power System, Security System, Workshop — 23 points

Delphi: Remote Sensing 20 (Mental); Senses 11 (Detect
Metas [acute, extended 7, radius, ranged mental sense]);
Quirk (restricted to telepaths) — 30 points

he Shepherd Academy is located in the Sea CIiff

region of San Francisco; a neighborhood known for its
affluent residents and large — often outlandish — mansions.
Since its opening, the residents of Sea Cliff have been less
than pleased with the Shepherd Academy, as they feel it
has drawn too much attention — and noise — to the normally
serene neighborhood.

Before the official founding of the Academy, this
mansion served as the home and educational center for
only two students: Kalisha Okiro (an Ivorian weather
controller) and Freya Ambrose (a British telepath). With
the aid of these young ladies, Dean Shepherd developed
what has become his curriculum for future students of the
Shepherd Academy. They were soon joined by Gabriel,
who had become accustomed to the world of Earth.




When the Academy received official accreditation, Dean
Shepherd added a dormitory building in preparation to
house its students. Even though the first class of students
only included half a dozen members, more students have
been added to the roster of the Shepherd Academy over the
last several years. Some of the students of previous classes
have decided to stay on and serve as new faculty, whereas
others has taken their learned skills and diploma to be used
elsewhere in the world.

Located in a vault accessible only by Dean Shepherd and
Vindicators members is a great machine known as Delphi.
This machine allows those empowered with telepathy to
expand their power across the entire planet.

THE VINDICATORS

Among the students of the Shepherd Academy are an elite
group of individuals called the Vindicators. These students
— and some faculty members — are assigned to seek out
new Metas at the guidance of Dean Shepherd; inviting the
new Metas to join the Academy if they choose. Should
the new Metas prove to be dangerous to themselves or
others around them, the Vindicators are trained to use their
powers to contain the dangerous Meta and detain them for
the authorities.

Vindicators Interceptor: Vehicle (Size: Gargantuan;
Strength: 12; Speed: Flight 10 [2,000 mph]; Defense: 10;
Toughness: 11; Features: Concealment [radio senses],
Navigation System) — 26 points

The Interceptor is a fast-flying VTOL aircraft designed
to get the Vindicators field team to the location of a
discovered Meta threat.

Vindicators Uniform: Concealment 1 (Technological
Meta Detectors); Feature 3 (Commlink, Compass, Watch)
— 5 points

Vindicator uniforms are all of the same cut and style, fitted
to the individual student. Each student is allowed to customize
the colors pattern of their uniform to their preference. Masks
are optional and come in a variety of styles.

Dean Donovan Shepherd (PL 11)

Strength 2, Stamina 6, Agility 1, Dexterity 3
Fighting 1, Intellect 6, Awareness 10, Presence 6
POWERS

Astral Form: Remote Sensing 11 (Auditory, Mental,
Visual; Limited [physical body is defenseless, Subtle 2) —
35 points




Mental Powers: Array (45 points)

e Mind Blast: Perception Range Damage 11
(Resisted by Will, Subtle) — 45 points

e Mental Invisibility: Burst Area Visual
Concealment Attack 4 (Resisted by Will,
Selective) — 1 point

¢ Mental Probe: Mind Reading 11 (Subtle) — 1 point

e Mind Control: Perception Range Affliction 11 (Dazed,
Compelled, Controlled); Resisted and Overcome by
Will; Cumulative, Subtle — 1 point

e Mind Wipe: Perception Ranged Affliction 11
(Transformed); Resisted and Overcome by Will;
Cumulative, Insidious, Limited to the Third Degree,
Subtle — 1 point

 Telekinesis: Perception Range Move Object 2 — 1 point

Telepathic Awareness: Enhanced Awareness 6; Quickness
2 (Limited to Mental Tasks); Senses 8 (Detect Living
Creatures [acute, radius, ranged], Detect Superpowers
[analyze, ranged], Mental Awareness) — 21 points

Telepathy: Mental Communication 4
Comprehend 4 (Languages) — 25 points

EQUIPMENT

Wheelchair: Feature 1 (allows Dean to move at normal
speed) — 1 point

ADVANTAGES

Benefit 5 (Founder of the Shepherd Academy, Wealth
3, Vindicators Member), Connected, Eidetic Memory,
Equipment 16, Skill Mastery (Persuasion)

SKILLS

Deception 6 (+12), Expertise (Genetics) 6 (+12), Expertise
(Instructor) 6 (+12), Expertise (Physics) 6 (+12), Insight 6 (+16),
Perception 2 (+12), Persuasion 6 (+12), Technology 6 (+12)

OFFENSE

Initiative +1

(Subtle);

Mind Blast Perception (Ranged, Damage 11)

Mind Control/Wipe Perception (Ranged, Affliction 11)
Unarmed +1 (Close, Damage 2)

DEFENSE

Dodge 3, Parry 3, Toughness 6

Fortitude 8, Will 12

POWER POINTS

Abilities 66 + Advantages 24 + Defenses 8 + Powers 131 +
Skills 22 =251 Total

COMPLICATIONS

Disability: Dean is an old man, and his body is beginning
to fail him. He is Speed Impaired.

Prejudice: Dean is a Meta. While he tries to promote
peaceful coexistence with humanity, he is pro-Meta. He
will rarely use his powers on other Metas without their
permission, but he has no problem with using them against
normal humans.

Quirk: In the presence of overwhelming or supernatural
evil, all of Dean’s powers are Impaired.

Relationship: Dean’s younger half-brother is Abel
Shepherd. He considers the students of the Shepherd
Academy to be his family.

Rival: Polarity

ean Shepherd was born to a wealthy family in San

Francisco in 1934. His mother died in childbirth and
Dean was raised by a nanny while his father found comfort
in a new and younger wife. From his step-mother, Dean
soon received a younger brother: Abel. Even as a youth,
Dean quickly became aware that his step-mother wanted
nothing to do with him or Abel. The only thing she wanted
was the wealth of Dean’s father and the comfort that came
from the lifestyle.

When Dean’s powers manifested, he was able to
telepathically discover that his step-mother was cheating
on his father and stealing money from the family account.
Revealing these facts to his father, Dean was pleased to see




his step-mother ousted from the house. Unfortunately, she
also sued for custody of Abel. After the divorce, Dean’s
father sent Dean to military school.

Dean inherited his father’s estate shortly after graduating.
He used his new finances to attend various colleges, where he
studied genetics and physics in an effort to better understand
his own powers. Coming to the realization that other Metas
might exist, Dean began a search for others of his kind. This
is when he encountered Jakob Magden, who was hunting
down former members of the Nazi party responsible for
killing his family during World War Two. Taking up his
friend’s cause, the two exposed their powers to the world
when they stopped the plot of the Horde in 1962.

The existence of Metas managed to be a well-kept secret
between their own kind until the events of the Cuban
Missile Crisis in 1962. When the Horde attempted to start
a nuclear war between the United States and the United
Soviet Socialist Republic, their efforts were discovered
by a pair of Metas: Dean Donovan Shepherd and Jakob
Magden. They used their impressive powers to expose the
Horde plot as well as outing their existence — and that of all
Metas — to the world!

These two heroes sought peaceful coexistence with
normal humanity and a place where they could teach other
Metas to use their powers safely. However, no one would
allow these super-powerful beings to create a commune
full of “living weapons” in their country without being
allowed to make use of the Metas for their own purposes.
As this was against Shepherd and Magden’s ideals, they
looked elsewhere for a refuge.

The two men and their followers found a dimensional
pocket leading to a primordial paradise; a place that came
to be known as the Sacred Lands. Here, they felt they could
create the Meta Commune and train their students in peace.
The efforts of the commune were aided by a native of the
land: a savage who proved to be a Meta himself. This man
was named Gabriel by Dean Shepherd. With the commune
established, Dean, Jakob, and Gabriel would make occasional
forays to earth to find new Metas as they appeared.

In 1981, as the United States witnessed more Metas
appearing in their populace, Congress created M Division
to monitor known Meta powers and seek to make use of
Metas for government purposes. M Division was also
responsible for the development of anti-Meta weaponry
and tactics.

Hearing of the formation of M Division, Jakob Madgen
decided to forsake his “human name” and assumed the
mantle of Polarity. Fearing that Polarity was turning
his back on humanity, Dean Shepherd attempted to
overthrow Magden. Unfortunately, Shepherd and his allies
were defeated. Shepherd was allowed to leave the Meta
Commune, accompanied by Gabriel. After Shepherd’s
departure, Polarity renamed the commune as “New
Avalon;” the home of the Meta Nation.

Dean Shepherd returned to his home in San Francisco.
Upset at the turn of events in the Sacred Lands and the
loss of his best friend, Jakob, Dean withdrew from public
attention and decided to let humanity continue on without
his interference.

In 1991, Dean sensed the manifestation of a powerful
Meta. Following this Meta’s presence to the Ivory Coast,
Dean discovered a powerful and malicious telepath
named Arnaud Touré who was using his powers to find
and control young children as slaves. Although powerful,
Arnaud was unskilled in the use of his powers and easily
defeated by Dean Shepherd. Among the children Touré
possessed was a young girl named Kalisha Okiro, whom
Dean sensed was about to manifest her Meta potential.
Dean took young Kalisha back to America with him,
adopting her as his ward.

Realizing young Metas were using their powers against
humanity, and the fear and hatred this would foster, Dean
made the decision to found a school; a place of learning
where young Metas could come to learn basic education
as well as train to use their powers. This time, the place
would not be separated from humanity. This would be a
school open to public view; a place where he could prove
to humanity that Metas where not to be feared.

Dean spent the next several years traveling the world
in search of friends he had left behind and reconnecting
with humanity. He reformed alliances and rebuild bridges
within his personal relationships. He also continued to
seek out talented individuals and educators who would be
willing to help young Metas.

Dean Shepherd’s greatest obstacle was with the United
States government in receiving the accreditation he wanted
for the academy. He spent the better part of a decade
meeting with security councils and congressional hearings
to how his academy would be a benefit to the community.
Finally, in 1999, Dean Shepherd was granted accreditation
and allowed to open the Shepherd Academy.

LOS ANGELES

The City of Angels is a place famous for celebrity sightings,
movie-making, and cultural decadence. It is the second
most populous city in the United States and the most
populous city in California. Founded as a Spanish colony,
the Los Angeles of Legends Earth is known of its plethora
of angel statues. Angelic iconography is found in all parts
of the city and in its architecture. Costumed heroes of the
city — of which there are many — are commonly referred to
as “angels.”

The superhuman population of LA is second only to
New York City. Despite the large number of heroes in
the city, few of these costumed adventurers have formed
themselves into teams or organizations. Those teams that
have formed in the past have been small and short-lived.




Herakles (PL 12)

Strength 12, Stamina 12, Agility 4, Dexterity 2

Fighting 6, Intellect 3, Awareness 3, Presence 6
POWERS

Immortal: Immortality 4 (Limited [not if slain in
Olympus]) — 2 points

Invulnerability: Immunity 2 (Aging, Disease); Impervious
Toughness 4 — 6 points

Nemean Lion Skin: Impervious Toughness 8 [stacks with
Invulnerability]; Removable (-2 points) — 6 points

Olympian Mace: Feature 1 (Indestructible); Penetrating with
Strength Damage 12; Easily Removable (-6 points) — 7 points

Strong Legs: Leaping 6 — 6 points
ADVANTAGES

Benefit 2 (Wealth 2), Chokehold, Fast Grab, Improved
Grab, Improved Hold, Languages 1 (English [Greek is
native]), Power Attack, Skill Mastery (Athletics), Ultimate
Effort (Strength Checks)

SKILLS

Athletics 6 (+18), Close Combat (Mace) 2 (+8), Close
Combat (Unarmed) 6 (+12), Expertise (Greek Mythology)
6 (+9), Intimidation 2 (+8), Perception 2 (+5), Ranged
Combat (Bows) 6 (+8), Ranged Combat (Thrown) 2 (+4)

OFFENSE

Initiative +4

Mace +8 (Close, Penetrating Damage 12)
Unarmed +12 (Close, Damage 12)
DEFENSE

Dodge 6, Parry 12, Toughness 12
Fortitude 14, Will 9

POWER POINTS

Abilities 96 + Advantages 10 + Defenses 16 + Powers 27 +
Skills 16 = 165 Total
COMPLICATIONS

Fame: Herakles — more popularly known as Hercules — is
a famous hero of legend.

Motivation: Thrill-seeker and hedonist. He gives in to fulfilling
his appetites with food, drink, and attractive companionship.

Relationship: Herakles is the son of Zeus. He is the elder
half-brother of Jupiter, whom he desires.

Rival: Herakles sees King Ravas of Atlantis as a romantic
rival for Jupiter.

Temper: The rages of Herakles are legendary.

HERAKLES AS A VILLAIN
Due to his selfish personality, Herakles has been both hero and 1
villain over his long lifetime. Currently, he has accepted his

role as second to Jupiter; despite his being the elder sibling.

This could potentially be a ruse, and Herakles is simply

biding his time until he can best Jupiter and reclaim what he

believes to be his birthright as the new heir of Olympus.

erakles was born thousands of years ago, in the days of ancient

Greece. He is the son of Zeus and the mortal woman Alcmene
—wife of General Amphitryon of Thebes. The exploits of Herakles
—both good and bad — are the stuff of legend. He had defeated men
and monsters, only to retire from adventuring and marry his lover
Megara; whom would be slain by Herakles’ own hands during a
violent rage. To repent for his transgression, Herakles underwent
twelve impossible labors and adventured with the Argonauts.
When the demigod founded the Olympic Games, his legendary
place in history was forever sealed; allowing Herakles to ascend to
full godhood and join his divine family in Olympus.

The adventures of Herakles continued in Olympus and its
associated realms away from mortal eyes. He’d occasionally
return to Earth to “slum it” with humanity and leave behind
tales of god-like beings performing impossible deeds.

When Hecate used the power of the Titans
to remove Zeus from the throne and
banish all of the gods from Olympus,
Herakles was not exempt from her
power. He found himself flung from the
heavens and fell into the desert not far
from Los Angeles. Unable to return
to Olympus, Herakles found
solace in the City of Angels. With
his handsome face and physical
power, he was always able to find
easy work and companionship.
The Olympian even starred in a
briefly-run television series about
his legendary journeys.

Herakles has become aware
of the appearance of his
younger sister Jupiter and
her discovery of Zeus’
Thunderbolt. He has sought
to challenge Jupiter on several
occasions for rightful possession
of the Thunderbolt, only to
be defeated each time by his
sibling. Herakles is now content
that Jupiter is the rightful
bearer of their father’s
weapon and the one true
hope to restoring the Gods
to the realm of Olympus.
To this end, he has pledged
his service to Jupiter.




NEW YORK CITY

The city of New York is the largest city in the United States
and is described (especially by its own inhabitants) to be
the cultural, financial, and media capital of the world. The
city’s fast pace, big-businesses, and high-politics give New
York the nick name of “the city that never sleeps.”

New York City consists of five boroughs: Brooklyn,
Queens, Manhattan, The Bronx, and Staten Island. Each
borough has its own culture and pace and considers the
other boroughs to be friendly rivals as “the toughest streets
to live on in New York.”

For many decades, the city of New York was considered
a cesspool of filth, crime, and unstoppable urbanization.
Since the terrorist attack of September 11, 2001, the city
has turned its image around. Uniting like never before in
its history, New Yorkers have combined to become one
cohesive city and have started cleaning their neighborhoods
in a show of community pride.

As the most populous city in the United States, New
York City is also the home of the most superhuman beings
in the country. It also serves as the headquarters to some of
the most famous heroes and villains on the planet. These
include the Challenger Foundation (a private company
devoted to expanding the boundaries of knowledge and
science), the Sentinels (the official superhuman defense
force of the United States), and the White Hats (a private
security firm made up of super-human beings to defend the
general public against superhuman threats).

Crime has always been a problem in NYC. In the past, crime
was regulated by the Italian mafia families. However, the last
of the mafia were removed from New York by the efforts of
the web-spinning hero Recluse. Since then, the control of crime
has been split between the two warring forces of the Crime
Cartel (made up of a number of super-human villains devoted
to domination of the city) and the Syndicate of the mysterious
Crime Czar (who tends to deal with more mundane crimes).

THEIBEAT.DOWN

For those who know where to look, the streets of New
York City hold entertainment for all sorts of tastes. There is
even a secret club where the influential and wealthy gather
to have a night of drinking, carousing, and revelry; all the
while watching super-human gladiators fight each other.
This secret club is called “The Beat-Down.” It is always in
a different place, and only those with money to spend on the
fighters and expensive services are given its new location.
The Beat-Down is a major production, similar to
professional wrestling. The regular fighters are often paired
in mock battles that tell long-running “soap-opera” style
stories of grudge-matches, partnerships, and betrayals. A
massive television screen displays statistics of the fighters,
complete with exciting intro music and the occasional
pyrotechnics. For those unable to attend the live event, the
Beat-Down also streams over the Dark Web for fans.

Gambling on the fighters is encouraged at the Beat-Down.
This provides the producers with most of their revenue.
Otherwise, the renting of private booths, food, drinks, and
companionship is provided by the Beat-Down establishment.
Renting the private “companionship” of one of the fighters is
always the most expensive commodity available.

Down-on-their-luck heroes and villains will often sign up
with the Beat-Down to make a few bucks until something
better comes along. These Metas often develop a new
costume and personality to prevent their normal hero or
criminal actives from suffering association with the Beat-
Down. meanwhile other Metas consider the Beat-Down to
be a decent retirement option.

The Beat-Down Arena is a large, well-illuminated, and
enclosed circular dome. This is to prevent stray attacks
from harming the audience. The Arena is 60 feet in diameter
with a reinforced concrete floor (Tgh 8) and a 30-foot-tall
transparent aluminum dome (Tgh 10). Four cameramen ring
the outside of the dome and two camera drones fly inside the
dome to capture the action for the web-streaming audience.
As the drones almost always get hit during battles, spares are
on standby to be replaced between bouts.

Casino (PL 9)

Strength 2, Stamina 3, Agility 6, Dexterity 6
Fighting 6, Intellect 3, Awareness 4, Presence 4
POWERS

Improbable Luck: Enhanced Advantage 16 (Agile Feint,
Beginner’s Luck, Defensive Attack, Defensive Roll 3,
Evasion 2, Luck 5, Redirect, Second Chance [Deception
checks with Trick], Uncanny Dodge) - 16 points

Probability Control: Luck Control 2 (Prevent Hero Point,
Force Re-Roll) - 6 points

EQUIPMENT

Arsenal: Array (16 points)
¢ Blaster Rifle: Ranged Damage 8 - 16 points
» Explosive Dice: Ranged Burst Area Damage 5 - 1 point
* Metallic Throwing Cards: Ranged Strength-Based
Multiattack Damage 2 - 1 point

Various Espionage Gear: Feature 7 - 7 points
ADVANTAGES

Benefit 3 (Cipher, Wealth 2), Equipment 5, Improved Aim,
Improved Critical (Rifles), Improvised Weapon, Jack of All
Trades, Languages 2 (English, Spanish [Portuguese is native]),
Move-By Action, Power Attack, Precise Attack 2 (Ranged,
Concealment and Cover), Quick Draw, Ranged Combat 3

Enhanced: Agile Feint, Beginner s Luck, Defensive Attack,
Defensive Roll 3, Evasion 2, Luck 5, Redirect, Second
Chance [Deception checks with Trick], Uncanny Dodge




SKILLS

Acrobatics 6 (+12), Athletics 6 (+8), Close Combat
(Unarmed) 6 (+12), Deception 6 (+10), Expertise (Military)
6 (+9), Expertise (Streetwise) 6 (+9), Insight 6 (+10),
Intimidation 2 (+6), Investigation 2 (+5), Perception 2 (+6),
Persuasion 2 (+6), Sleight of Hand 6 (+12), Stealth 6 (+12),
Technology 2 (+5), Treatment 2 (+5), Vehicles 2 (+8)

OFFENSE
Initiative +6
Blaster Rifle +9 (Ranged, Damage 8/19-20)
Dice Area (Ranged, Damage 5)
Throwing Cards +9 (Ranged, Multiattack Damage 4)
Unarmed +12 (Close, Damage 2)
DEFENSE
Dodge 12, Parry 12, Toughness 6/3*
Fortitude 9, Will 6

*without Defensive Roll
POWER POINTS

Abilities 68 + Advantages 22 + Defenses 20 + Powers 22 +
Skills 34 = 166 Total

COMPLICATIONS

Prejudice: Casino is a Meta. Her
Meta features are apparent by

giving her chalk-white skin and
hair. Casino often dyes her hair
and wears face-paint to conceal
these exotic features.

Relationship: Casino is often in the
casually-amorous company of one
or more of her Beat-Down fighters.

assidy Reyes’ family moved
from Brazil to the United States
when Cass was an infant. She joined the
U.S. Marines right out of high school
and earned several accolades during her
first tour. Sometime during Cass’ second
tour of duty, she manifested as a Meta;
gaining chalk-white skin and the ability
to manipulate probability around her
to her benefit. With her newfound
powers, Cassidy mustered out of the
Marines and served as an expensive
mercenary and bodyguard for
several years.

Always on the lookout for a
“sure-thing,” Cassidy came across
plans for an illegal gladiator
arena in Las Vegas. Taking the
idea for herself, Cassidy
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left her
bodyguard
company and
using what
collateral
she had
started what
eventually
became The
Beat-Down!
Reinventing
her persona as
“Casino,” Cassidy
is the owner and
hostess of Beat-
Down. She seeks out
new talent when she
can, but maintains a
steady cast of super-
human gladiators
for her customers.
Thanks to the subtle
use of her powers, she
is able to manipulate
fights to her own ends.
Although she never
participates in any
Beat-Down battles, A
Casino’s combat
prowess is well-documented from the occasional
police or hero raid on her facilities.

Champion (PL 9)

Strength 4, Stamina 6, Agility 4, Dexterity 4

Fighting 6, Intellect 2, Awareness 3, Presence 2
POWERS

Champion Armor: 30 points; Removable (-6 points)

Armor: Impervious Protection 4 - 8 points

Arsenal: Array (20 points)

¢ Saw Blade Launcher: Ranged Multiattack Damage 6
(Improved Critical 2) - 20 points

e Steel Net Launcher: Ranged Affliction 4 (Hindered

and Vulnerable, Defenseless and Immobile); Resisted

by Dodge, Overcome by Strength; Cumulative, Extra

Condition, Limited to Two Degrees, Progressive - 1 point

e Trident: Strength-Based Damage 3 (Improved

Critical, Reach) - 1 point




ADVANTAGES

EQUIPMENT

Assessment, Benefit (Ambidexterity), Chokehold, Close
Attack 4, Diehard, Fast Grab, Great Endurance, Improved
Grab, Improved Hold, Power Attack

SKILLS

Acrobatics 2 (+6), Athletics 6 (+10), Deception 6 (+8),
Expertise (Performer) 6 (+8), Expertise (Streetwise) 6
(+8), Insight 6 (+9), Intimidation 2 (+4), Perception 2 (+5),
Ranged Combat (Champion Weapons) 6 (+10)

OFFENSE

Initiative +4

Saw Blades +10 (Ranged, Multiattack Damage 6/18-20)
Steel Net +10 (Ranged, Affliction 4)

Trident +10 (Close, Damage 7/19-20)

Unarmed +10 (Close, Damage 4)

DEFENSE

Dodge 8, Parry 8§, Toughness 10
Fortitude 12, Will 5

High-Tech Walking-Stick: Array (9 points)
* Sleeping Aerosol: Affliction 8 (Fatigued, Exhausted,
Asleep); Resisted and Overcome by Fortitude; Reach
- 9 points
e Stick Strike: Strength-Based Damage 2 (Improved
Critical 2) - 1 point

ADVANTAGES

Accurate Attack, All-Out Attack, Benefit 4 (Wealth 4),
Chokehold, Connected, Contacts, Defensive Attack,
Equipment 2, Fast Grab, Great Endurance, Improved
Critical (Unarmed) 2, Improved Disarm, Improved Grab,
Improved Hold, Improved Trip, Language 4 (Japanese,
Italian, Mandarin, Russian, Spanish [English is native]),
Power Attack, Second Chance (Will checks vs. Mind
Control), Takedown, Well-Informed

SKILLS

Athletics 6 (+11), Close Combat (Walking Stick) 2 (+8),
Deception 6 (+9), Expertise (Business) 12 (+15), Expertise
(Streetwise) 12 (+15), Insight 6 (+10), Intimidation 6 (+9),
Perception 2 (+6), Persuasion 6 (+9)

POWER POINTS

OFFENSE

Abilities 62 + Advantages 13 + Defenses 14 + Powers 24 +
Skills 21 = 134 Total

COMPLICATIONS

Motivation: Fame. The Champion loves the spotlight and
the perks that come from being the best!

Relationship: Dolph considers Casino to be his friend; she
always knows what’s best for him.

Temper: Due to his extensive brain damage, Dolph
Nightfall is prone to bouts of rage.

olph Nightfall was a professional wrestler and MMA
fighter for several years, until his career was cut short by
intense brain damage. Although he was still willing to work,
none of the professional circuits would hire him. Finally,
Dolph was approached by Casino. She offered Dolph a chance
to reclaim his fame with her new project: The Beat-Down.
Casino’s engineers created a suit of armor for Dolph
reminiscent of the old Roman gladiators. Casino was
unsure Dolph would actually be up to the task of fighting
actual super-humans. But after he won multiple fights,
Dolph earned his name in the arena: Champion.

Crime Czar (PL 10)

Strength 5, Stamina 7, Agility 3, Dexterity 3
Fighting 6, Intellect 3, Awareness 4, Presence 3
POWERS

Dense Muscles: Impervious Protection 2 - 4 points

Initiative +3

Aerosol +8 (Close, Affliction 8)

Stick +8 (Close, Damage 7/18-20)
Unarmed +6 (Close, Damage 5/18-20)
DEFENSE

Dodge 9, Parry 8, Toughness 9
Fortitude 9, Will 10

POWER POINTS

Abilities 68 + Advantages 28 + Defenses 16 + Powers 4 +
Skills 29 = 145 Total

COMPLICATIONS

Enemies: Jersey Devil, Judgment, Recluse, and White
Hats, Inc. are often interfering with the Crime Czar’s
operations. As such, they are considered to be on his list
of enemies. He has hired assassins on several occasions in
attempts to destroy these heroes.

Motivation: Greed and Power! The Crime Czar rules
criminal operations in the New York City and New Jersey
region with an iron fist.

Rivalry: The Crime Czar’s syndicate often runs afoul of
the operations of the super-villainous Crime Cartel.

Secret Identity: Augustus Shaw.

Augustus Sergeyevich was raised on the crime-ridden
streets of Chicago; his father serving as an enforcer




to the local Russian mob. Augustus was a smart child, but
after being beating for showing off his intelligence, he
learned to conceal his wits and instead focus on his physical
prowess. Being a large child, Augustus grew to be a large
man. His father, who had been physically abusive towards
his wife and child, soon found the tables turned on him
when Augustus was large enough to beat his father to
death with his bare hands.

Claiming self defense, and showing off the bruises on
his mother’s body and his own as evidence, Augustus
was able to avoid going to juvenile hall for the murder
of his father. With his street smarts and physical power,
Augustus soon gathered a small group of loyal friends
to his side and began to control the crime on his block;
and within a year his neighborhood.

When the local super-criminals took notice of
Augustus’ operation, they demanded a cut of the action.
Seeing a potential out, Augustus arranged to sell his
entire operation to the villains and use the capital to move
to New York City under a new name: Augustus Shaw. He
found employment with the Calabria crime syndicate as a
low-level enforcer. Augustus learned how New York crime
operations worked and served as a good soldier until the fall
of the Calabria family at the hands of Recluse.

Seizing the opportunity, Shaw created the persona of the
Crime Czar. He gathered the assets of the Calabria family,
including their primary enforcers: Mordechai Graves and
the Liquidators. When the Sentinels battled the forces of
Hecate in 2004, entire neighborhoods of Manhattan were
destroyed by the conflict. With cheap housing becoming
available, Augustus Shaw put himself forward as a
social philanthropist, helping people find new homes and
employment. Meanwhile, he worked his own people into
local businesses and construction to allow his criminal
enterprises to flourish right under the noses of the NYPD.

With most of the mundane (i.e. non-super-powered)
criminal operations running through Mordechai Graves,
Augustus Shaw is able to “keep his hands clean,” and keep
himself off the radar of most heroes and law enforcement
officers. Shaw tries to keep away from “super-crime,”
preferring to stay away from the perception of costumed
heroes. Shaw does not consider the high-end heroes

CRIME CZAR AS A HERO

Augustus has seen the kind of damage that crime can
do to a community and the people in it. Lives ruined by
violence, drugs, and poverty has deeply affect the man
and he seeks to put an end to it... by controlling the crime
in New York! As the mysterious Crime Czar, Augustus
can control criminal activities, manipulating the law-
breakers to prevent them from committing violence
against the innocent or selling drugs to children. When
someone steps out of line from his Syndicate, he calls on
the heroes to remove the rogue element.

to be his problem, but he often comes into conflict with
the local neighborhood heroes, such as the Jersey Devil,
Recluse, and the White Hats. Major criminal operations in
the New York City and New Jersey area must be approved
by the Czar. Without his approval, criminals engaging in
major criminal activities find the Czar’s forces moving
against them; either pushing them out of the region or
eliminating them as rivals.




WYATT ISLAND

Located in Lower New York Bay between Brooklyn and
Staten island is an artificial island that is considered to be a
marvel of modern engineering. Named after its creator, Eli
Whyatt, this island serves as the headquarters for CASTLE
— the United States’ superhuman police force and anti-
terrorist unit — and their superhuman response team: the
Sentinels. Realizing the headquarters of the United States
premier team of superhuman agents would be a target for
villains and terrorists, CASTLE commissioned Sentinels
member Eli Wyatt (aka Spartan) to create the artificial
island away from populated areas.

Despite CASTLE’s worries, Wyatt Island is popular
destination spot for tourists and locals alike. People take
the ferry ride to the island every day to take a tour of the
Sentinels’ headquarters and buy merchandise of their
favorite superheroes.

Wyatt Island - Headquarters of CASTLE and the Sentinels
(Size Awesome; TGH 12; Features Combat Simulator,
Communications, Computer, Defense System, Dock,
Fire Prevention System, Garage, Grounds, Gym, Hangar,
Holding Cells, Infirmary, Isolated, Laboratory, Library,
Living Space, Personnel, Power System, Security System
3 [DC 30], Workshop) - 31 points

HIDDENILANDS

Earth has had a history of ancient civilizations rising and
falling. Some of these civilizations have not completely
fallen; they have simply retreated from view. Hidden
behind dimensional folds or located in distant and remote
locations, these hidden lands are still being discovered by
modern scientific explorers.

AGARTHA

Before recorded history, the Ancient Thirteen visited
Earth and saw the potential within the different races on
its surface. Ignoring the Serpent Men of Lemuria and
their worship of the demon Apophis, the Ancient Thirteen
focused on the races of humanity. Taking an entire tribe of
Cro-Magnon and another tribe of Homo Sapiens, the god-
like aliens altered the races of humanity with a mutagenic
compound (currently known as Lunarian Blue). From the
Homo Sapiens, the Blue created a race of super-human
beings; stronger, tougher, and larger than normal humanity.
These became the royalty of the nation of Atlantis.
However, the Blue affected the Cro-Magnon differently.
They too gained amazing super-human powers, but it
also altered their shapes, transforming the humans into
monsters! The Atlanteans — terrified and sickened by
these monstrous cousins — attempted to destroy these
Miscreations. The Ancient Thirteen halted the slaughter

between the two races. They gathered the Miscreations,
giving them a magnificent city to live in as their own and
hiding it from the world within a dimensional fold. This
city is Agartha.

Over thousands of years, the Miscreations of Agartha
have occasionally ventured from their city to see to
the development of humanity. Every time, they tried
to hide their monstrous features for fear of being slain.
Mythological heroes tell stories of how they overcame
these “monsters.” Meanwhile, the Agarthans decided to
remain secluded from humanity until it could be proven
that both races could live in peace.

In2003, whileinvestigating a strange energy phenomenon
within the Bermuda Triangle, the Challenger Foundation
was accidentally pulled into a dimensional fold hiding
Agartha. At first, the Agarthans believed the Challengers
to be violent invaders (thanks to a misunderstanding by
Brute). Eventually, it was discovered that the Challengers
were merely explorers. The Challengers agreed to keep the
location of Agartha a secret from Earth until the Agarthans
chose to reveal themselves. To study modern humanity,
the Royal family sent Lady Twilight as a representative to
Earth. Twilight joined the Challengers on many adventures,
allowing her to study the best and worst humanity had to
offer. After several years, Twilight returned to Agartha to
come to the aid of the crown-prince Suzerain VIII.

In 2015, Agartha was forced into the world spotlight
when Lord d’Arc and the exiled Agarthan Magna invaded
the City of Monsters. The war lasted several months, killing
King Suzerain VII, forcing the Royal Family of Agartha out
of their own city, and drawing in the countries of Atlantis
and Ophar to come to the aid of the Agarthans. In the end,
Lord d’Arc’s armies were defeated and he was forced to
return to Romania without the stores of orichalchum he
sought to acquire. After the war, Agartha witnessed the
crowning of a new King Suzerain VIII.

LIEE/INJAGARTHA!

The City of Agartha is roughly the size of Manhattan Island
and surrounded by farms and parks on its outskirts. The
city is home to roughly 18,000 Miscreations. Due to its
small population, breeding is strictly monitored by the
High Senate to maintain the delicate balance of resources.
Although most Agarthans are distantly related to each
other, thanks to thousands of years of seclusion from Earth,
the millennia of exposure to Lunarian Blue has provided
them “perfect” genetics; removing any fear of inbreeding.
Agartha is ruled by a Royal Family. The current king is
the young Suzerain VIII. He is aided in his efforts by the
queen-mother Regina and betrothed to Lady Twilight. The
Royal Family is counseled by the High Senate; whose body
is made up of the heads of each household from Agartha.
The City of Monsters is so named for the inhuman and
often bestial appearance of its inhabitants: the Miscreations.




While many Miscreations are still vaguely humanoid in
shape and appearance, easily one-quarter of the population
are of such diverse appearances that the city requires
special building to accommodate these individuals. As
such, the architecture of Agartha is unlike anything else on
Earth. Most of the homes appear to be cave-like entrances
burrowed into the walls of the city. Inside each of these
caves are every modern comfort one can imagine. Thanks
to the technology provided by the Ancient Thirteen, the
Agarthans are a highly-advanced society.

Much like Atlantis and Ophar, Agartha is one of the
few places on Earth one can find the energy-absorbing
super-metal known as Orichalchum. The Agarthans use
orichalchum to create weapons and defenses for their
militia. The most advanced weapons and defenses of
Agartha involve tachyon fields. Their weapons project
subatomic particles at speed faster than the speed of light
while force fields are erected, holding the subatomic
particles in a suspension field where they bounce back
and forth at speeds faster than light. In times of invasion, a
massive tachyon dome protects the city itself.

All Agarthan citizens are required to take part in the
militia, learning to use their super-human powers in
combat. At the age of twelve, every Agarthan is exposed
to the mutagenic Lunarian Blue, transforming them into
a Miscreation. After learning to master their newfound
powers, the Agarthans are conscripted into the militia for
a term of no less than four years. More often than not,
the militia serves as the law-enforcement arm of the city.
After their first tour of duty, an Agarthan can choose to
continue their duty with the militia or find another means
of employment within the city.

It is unnecessary for any Agarthan to seek full-time
employment in any endeavor. Food, shelter, an education,
and basic necessities are freely provided to all citizens of the
city. But most Agarthans feel it to be their civic duty to use
their individual powers for the betterment of the community.

Miscreation, Average (PL 7)

Strength 4, Stamina 6, Agility 3, Dexterity 4
Fighting 3, Intellect 3, Awareness 3, Presence 3

POWERS The average Miscreation has one Power at
rank 6; SKILLS Expertise (Agarthan History) 6 (+9),
Expertise (Choose One) 6 (+9), Perception 2 (+5);
OFFENSE Initiative +3; Unarmed +3 (Close, Damage
4); DEFENSE Dodge 5, Fortitude 8, Parry 5, Toughness
6, Will 5

POWER POINTS Abilities 58 + Advantages 0 + Defenses
8 + Powers 12+ + Skills 7 = 85+ Total

COMPLICATIONS Responsibility Miscreations are an
extremely close — almost tribal — society. Their devotion to
their city is unshakable.

Calamity (PL 10)

Strength 10, Stamina 10, Agility 0, Dexterity 0

Fighting 6, Intellect 2, Awareness 2, Presence 4
POWERS

Canine Physiology: Speed 2 (8 mph) - 2 points

Canine Senses: Senses 6 (Low-Light Vision, Extended
Ultra-Hearing, Olfactory [acute, extended, tracking]) - 6
points

Telelocation: Senses 14 (Mental Detection [acute,
extended 12]; Limited to Miscreations) - 7 points

Teleport: Array (42 points)

* Long-Ranged Teleport: Teleport 12 (Accurate,
Change Velocity, Increased Mass 5, Limited to
Extended) - 42 points

e Short-Range Teleport: Teleport 12 (Change
Direction, Change Velocity, Increased Mass 5,
Turnabout) - 1 point

¢ Extended Teleportation: Movement 2 (Space Travel
2; Portal) - 1 point

ADVANTAGES

All-Out Attack, Diehard, Fast Grab, Great Endurance,
Improved Hold, Languages 3 (Cantonese, English, Russian
[Agarthan is native]), Set-Up, Startle, Teamwork




SKILLS

POWERS

y ol

Athletics 6 (+16), Close Combat (Unarmed) 2 (+8),
Expertise (Survival) 6 (+8), Insight 6 (+8), Intimidation 6
(+10), Perception 6 (+8)

OFFENSE

Initiative +0

Unarmed +8 (Close, Damage 10)
DEFENSE

Dodge 6, Parry 8, Toughness 10
Fortitude 12, Will 8

POWER POINTS

Abilities 68 + Advantages 11 + Defenses 16 + Powers 59 +
Skills 16 = 170 Total

COMPLICATIONS
Disability: Calamity has no hands.

Prejudice: Calamity appears to be a large alien canine. She
is often treated by those who don’t know her as nothing
more than a dumb animal.

Relationship: Calamity’s best friend is Lady
Twilight.

alamity was raised in the home of Lady
Twilight, where she was Twilight’s
childhood friend. When Calamity came
of age, she was exposed to Lunarian Blue
and transformed into an alien canine.
Although she also gained the ability
to teleport across vast distances,
Calamity was traumatized by the
shocking transformation her body
had undergone. She no longer
recognized herself in the mirror
and could barely speak. Only
the companionship of her
childhood friend allowed
Calamity to avoid taking her
own life and accepting the new
life she had been given.
Calamity is often in the
company of Lady Twilight and
has devoted herself to helping
Miscreations ~ with  exceptionally
monstrous appearances to accepting
their new forms and powers.

Cenobite (PL 10)

Strength 6, Stamina 6, Agility 4,
Dexterity 4

Fighting 7, Intellect 3, Awareness
7, Presence 4

)%

Analytical Mind: Senses 8 (Detect Weakness [acute,
analytical, ranged visual sense], Direction Sense, Distance
Sense, Rapid Vision, Time Sense) - 8 points

Martial Prowess: Array (11 points)

e Perfect Strike: Strength-Based Damage 6 (Improved
Critical 4, Inaccurate, Penetrating 12); Limited to
targets studied for at least 2 rounds - 11 points

e Stunning Blow: Affliction 10 (Dazed, Stunned,
Incapacitated); Resisted and Overcome by Fortitude - 1 point

ADVANTAGES

Assessment, Benefit 1 (Head of the Agarthan Monastic
Order), Chokehold, Close Attack 3, Defensive Attack,
Fast Grab, Great Endurance, Improved Critical (Unarmed)
4, Improved Disarm, Improved Grab, Improved Hold,
Improved Initiative, Improved Smash, Improved Trip,
Languages 3 (Cantonese, English, Russian [Agarthan is
native]), Power Attack, Takedown 2, Trance, Weapon Break

SKILLS

Acrobatics 6 (+10), Athletics 6 (+12), Close Combat
(Unarmed) 2 (+12), Expertise (Philosophy) 6 (+9), Insight
6 (+13), Intimidation 2 (+6), Perception 6 (+13), Persuasion
6 (+10), Treatment 2 (+5)

OFFENSE

Initiative +8

Perfect Strike +8 (Close, Penetrating Damage 12/16-20)
Stunning Blow +10 (Close, Affliction 10)

Unarmed +12 (Close, Damage 6/16-20)

DEFENSE

Dodge 10, Parry 13, Toughness 6

Fortitude 8, Will 9

POWER POINTS

Abilities 82 + Advantages 27 + Defenses 16 + Powers 20 +
Skills 21 = 169 Total

COMPLICATIONS

Brutally Honest: Cenobite abhors falsehood and lies.
This unfortunately applies to himself as well. He has no
problem identifying the flaws in others and attempting to
correct them without regard to the feelings of his subjects.

Responsibility: As the leader of the Agarthan Monastic
Order, it is Cenobite’s duty to council the Royal Family
and train new Miscreations in the control of their powers.

Within the city of Agartha is a palatial garden tended
to by the monks and students of the Agarthan
Monastic Order. The Order is responsible for training new
Miscreations in the control of their powers. The head of the



Order is Cenobite, a man known for both his great wisdom
and his biting tongue. As the tutor to the last three kings of
Agartha, Cenobite is valued for his insight and knowledge.
He is often found in the company of Suzerain VIII when
not attending his duties with the Order.

Magna (PL 9)

Strength 5, Stamina 6, Agility 3, Dexterity 3
Fighting 3, Intellect 9, Awareness 3, Presence 6
POWERS

Mental Control: Array (37 points)

¢ Mind Control: Perception Ranged Affliction 9 (Dazed,
Compelled, Controlled); Resisted and Overcome by
Will; Cumulative, Subtle - 37 points

e Mind Switch: Perception Ranged Affliction 9
(Transformed); Resisted and Overcome by Will;
Cumulative, Insidious, Limited to Third Degree, Side Effect
(Target’s mind controls Magna’s body), Subtle - 1 point

¢ Telepathic Invisibility: Concealment 10 (all senses);
Limited to Minds, Resistible by Will (DC 20) - 1 point

Sensory Link: Remote Sensing 9 (All Senses); Limited to
Targets of Mind Control, Mental Sense Dependent - 27 points

Super-Intelligence: Enhanced Intellect 2; Quickness 9
(Limited to mental) - 13 points

Telepathic Translator: Hearing Perception Area
Comprehend 3 (Languages; cannot read); Affects Others
- 12 points

EQUIPMENT

Magna has access to the advanced technology of Agartha
and is usually in possession of 45 equipment points of
high-tech weapons and gear.

ADVANTAGES

Benefit 4 (Wealth 4), Daze (Deception), Equipment 9,
Fascinate (Deception), Inventor, Languages 3 (Cantonese,
English, Russian [Agarthan is native])

SKILLS

Deception 6 (+12), Expertise (Science) 6 (+15), Insight 6
(+9), Intimidation 2 (+8), Investigation 2 (+11), Perception
2 (+5), Persuasion 6 (+12), Technology 6 (+15)

OFFENSE
Initiative +3

Mind Control Perception (Ranged, Affliction 9)

Unarmed +3 (Close, Damage 5)
DEFENSE

Dodge 9, Parry 9, Toughness 6
Fortitude 8, Will 9

POWER POINTS

Abilities 72 + Advantages 19 + Defenses 20 + Powers 91 +
Skills 18 =220 Total

COMPLICATIONS

Accident: Magna often assumes the memories and
personality quirks of those he mind controls. This
occasionally makes Magna appear insane until he is able to
reassert control of his own mind.

Motivation: Magna seeks power. His ultimate goal is
to rule Agartha as its “rightful” king and from Agartha,
assume control of Earth.

Relationship: Magna is the elder brother of Regina. He
has an unhealthy attraction to his own sister; believing only
their “pure royal blood” can create the future of Agartha.

Magna is the elder sibling of one of Agartha’s most
prestigious noble families. Even as a youth, Magna
loved his sister Regina for her beauty and charisma. When
Regina was betrothed and eventually wed to King Suzerain
VII, Magna saw the rise in personal power to be his chance
to reach the highest level of power in Agartha and take his
sister for himself. Only the king stood in his way.




When the Challenger Foundation discovered Agartha and
introduced the city-state to Earth, the younger generation
embraced the chance to join Earth society. Meanwhile,
Magna gathered the older generation of conservative
and isolationist Miscreation, forming an organization of
Separatists determined to keep Agartha “pure” of human
taint. When Magna was discovered to be the head of the
Separatists, he fled Agartha and started to make allies with
other villains who could help him conquer the city.

Regina (PL 9)

Strength 4, Stamina 6, Agility 3, Dexterity 6
Fighting 6, Intellect 3, Awareness 6, Presence 6
POWERS
Hair Tricks: Array (4 points)
¢ Hair Climbing: Movement 2 (Wall-Crawling 2) —
4 points
* Hair Crawling: Speed 4 — 1 points
e Hair Propeller: Close Cone Area Move Object 4
(Limited to pushing targets away) — 1 point

Prehensile Hair: Elongation 2 (Limited to hair), Extra
Limb 5 (Innate, Projection) — 12 points

Prehensile Hair Control: Enhanced Advantage 4
(Choke-hold, Fast Grab, Improved Grab, Improved Hold),
Enhanced Dexterity 3 (Limited to hair), Enhanced Strength
5 (Limited to hair) — 12 points

Tough Hair: Protection 3 (Impervious 9); Limited to Hair
— 6 points

ADVANTAGES

Attractive, Benefit 3 (Queen-Mother of Agartha, Wealth 2),
Languages 3 (Cantonese, English, Russian, Sign Language
[Agarthan is native]), Skill Mastery (Insight)

SKILLS

Close Combat (Prehensile Hair) 2 (+8), Expertise (Politics)
6 (+9), Insight 6 (+12), Perception 2 (+8), Persuasion 6
(+12), Sleight of Hand 6 (+12, +15 with hair)

OFFENSE

Initiative +3

Hair +8 (Close, Damage 9)
Unarmed +6 (Close, Damage 4)
DEFENSE

Dodge 9, Parry 8, Toughness 6
Fortitude 8, Will 8
POWER POINTS

Abilities 80 + Advantages 8 + Defenses 12 + Powers 36 +
Skills 14 = 150 Total

COMPLICATIONS

Prejudice: Regina has an unnaturally large and thick mane
of white hair. Her eyes are milky-white, with no visible iris
or pupils.

Relationship: Regina is the younger sister of Magna. She
is the queen-mother of Suzerain VIIIL.

Responsibility: Regina is dedicated to the safety of Agartha.

‘/\ Rﬁgina is the queen-mother of Suzerain VIII,
== aving been the wife of Suzerain VII. She

was born to one of the wealthiest families of the
city-state; the head of their family having sat on the
High Senate since the founding of Agartha. When Regina
came of age, she was exposed to the mutagenic Lunarian
Blue; giving her the power to manipulate her hair as an
additional limb. After mastering her powers, she was

%/ betrothed and eventually married to Suzerain VII, the

monarch of Agartha. She bore him a son and stood by
her husband until his death in 2015.

Regina serves as the chiefadvisor to her son; the current
king of Agartha: Suzerain VIII. She is an advocate to
uniting Agartha with the other nations of Earth.



Stallion (PL 9)

Strength 6, Stamina 10, Agility 3, Dexterity 3
Fighting 6, Intellect 2, Awareness 3, Presence 3
POWERS

Powerful Legs: Array (24 points)

¢ Shockwave: Burst Area Damage 6 (Area 2 [60-ft.
radius]); Linked Burst Area Affliction 6 (Dazed and
Hindered, Stunned and Prone); Resisted by Dodge,
Overcome by Fortitude; Area 2 (60-ft. radius), Extra
Condition, Instant Recovery, Limited to Ground
Targets, Limited to Two Degrees - 24 points

* Kick: Strength-Based Damage 3 (Improved Critical 2,
Penetrating 6) - 1 point

Strong Legs: Immunity 5 (Falling Damage; Affects
Others, Limited to half-effect); Leaping 6; Speed 3 (16
mph) - 14 points

EQUIPMENT

As Commander of the Agartha Militia, Stallion often
carries 30 equipment points of high technology on him
when he is “on duty.” This typically includes:

Anti-Gravity Harness: Flight 5 (Hover) - 5 points
Commlink: Feature 1 (Communications) - 1 point

Tachyon Blaster: Ranged Multiattack Damage 8 - 24
points

ADVANTAGES

All-Out Attack, Attractive, Benefit 3 (Agarthan Militia
Commander, Wealth 2), Equipment 6, Languages 3
(Cantonese, English, Russian [Agarthan is native]),
Leadership, Power Attack, Startle

SKILLS

Athletics 6 (+12), Close Combat (Kick) 2 (+8), Expertise
(Agartha) 6 (+8), Insight 2 (+5), Intimidation 6 (+9),
Investigation 2 (+4), Perception 2 (+5), Persuasion 2 (+5),
Technology 2 (+4), Treatment 2 (+4), Vehicles 6 (+9)

OFFENSE

Initiative +3

Kick +8 (Close, Penetrating 6 Damage 9/18-20)
Shockwave Area (Close, Damage + Affliction 6)

Unarmed +6 (Close, Damage 6)
DEFENSE

Dodge 9, Parry 8, Toughness 10
Fortitude 12, Will 5

POWER POINTS

Abilities 72 + Advantages 17 + Defenses 12 + Powers 39 +
Skills 19 = 159 Total

COMPLICATIONS

Prejudice: Stallion has the legs and hoofs of a horse in
place of human legs.

Responsibility: Stallion is the Militia Commander of the
City of Agartha.

s a youth, Stallion was known for his rakish good

looks. After receiving his “gifts” from the Lunarian
Blue, his body was transformed; altering his legs to appear
like those of a powerful horse. Entering the militia, Stallion
found his calling in life. He stayed on for one tour after
another, until he eventually became the senior-most officer
and Commander of the entire city militia.




-

Strength 11/6*, Stamina 9, Agility
3, Dexterity 3

Fighting 4, Intellect 4, Awareness

y. , Presence 4
POWERS
Destructive Voice: Ranged
Penetrating Damage 16 - 48
points
Electromagnetic Channeling

Suit: 35 points; Removable
(-7 points)

Conversion:
10 (Electrical

Electrical
Immunity
Effects) - 10 points

Electromagnetic Conversion: Array
(Alternate Effects of Destructive Voice)
* FElectrical Blast: Ranged
Damage 11 - 1 point
* Electromagnetic Pulse: Close
Burst Area Nullify Electronics
11 (Area 2 [60-ft. radius], Broad,
Simultaneous) - 1 point
e Energy Solidification: Create
11 (Moveable) - 1 point
¢ Force Field: Impervious
% Toughness 11; Protection 2;
Sustained - 1 point
¢ Hyper-Strength: Enhanced
Strength 5; Improved Critical 4, Penetrating 11 - 1 point

Electron Flight: Flight 8 (500 mph) - 16 points

Energy Detection: Senses 4 (Detect Energy [acute, radius,
ranged mental sense]) - 4 points

ADVANTAGES

Attractive 2, Benefit 6 (Monarch of Agartha, Wealth 5),
Inspire 2, Languages 3 (Cantonese, English, Russian,
Sign Language [Agarthan is native]), Leadership, Ranged
Combat 9, Trance

5 SKILLS

Close Combat (Unarmed) 6 (+10), Expertise (Politics)
1 6 (+10), Insight 6 (+10), Intimidation 2 (+6), Perception
2 (+6), Ranged Combat (Electromagnetic Channeled
Powers) 2 (+14), Technology 2 (+6)

f OFFENSE
¥ Initiative +3
c Destructive Voice +12 (Ranged, Penetrating Damage 16)
Electrical Blast +14 (Ranged, Damage 11)
i Unarmed +10 (Close, Penetrating Damage 11/16-20)

DEFENSE
Dodge 9, Parry 10, Toughness 11/9*
Fortitude 11, Will 10
*without force field
POWER POINTS

Abilities 74 + Advantages 24 + Defenses 20 + Powers 76 +
Skills 13 =207 Total

COMPLICATIONS

Accident: Suzerain cannot speak without causing great
destruction with his voice. If he is muzzled or gagged,
Suzerain can only cause 6 ranks of Damage with his
Destructive Voice.

Relationship: Suzerain is the son of Regina. His uncle is
Magna. Suzerain is betrothed to Twilight.

Responsibility: Suzerain is the monarch of Agartha.

Suzerain VIII is the son of Queen-Mother Regina and
the former monarch of Agartha: Suzerain VII. Like all
Agarthans, when he came of age, Suzerain was exposed
to the mutagenic Lunarian Blue. However, the scientist
in charge of the procedure was secretly mind-controlled
by Suzerain’s uncle Magna; who attempted to use the
dangerous chemical to assassinate the royal heir. The mind-
controlled scientist was stopped and Suzerain was saved,
but he was forever changed. Exposed to more Lunarian
Blue than any other Agarthan in history, Suzerain became
super-charged with electromagnetic power. Even the
slightest word spoken by Suzerain would vibrate nearby
molecules to such a degree that they would explode!

Forced into silence, Suzerain was trained by Cenobite
— the head of the monastic order of Agartha — to meditate
and control his powers. He was also trained in sign
language by Lady Twilight; who had befriended Ember
of the Challenger Foundation. With the aid of Agarthan
scientists, Suzerain was provided with a suit of energy-
absorbing orichalchum that could channel his destructive
voice to manipulate electromagnetic energy around him.

Before he could assume his place in the royal court,
Suzerain was forced to flee Agartha following the death
of his father at the hands of Lord d’Arc of Romania.
Gaining allies in Atlantis and Ophar, Suzerain VIII and
Regina reclaimed Agartha from Lord d’Arc. Suzerain VIII
was crowned as the new king of Agartha and betrothed to
Lady Twilight. Suzerain had hoped to solidify an alliance
with the Earth nations by marrying a “princess” of either
Atlantis, Ophar, or Romania. However, he acquiesced to
the Agarthan High Senate by engaging in a traditional
marriage to Twilight to keep the peace with traditionalists
and Separatists within the city.



Twilight (PL 10)

Strength 3, Stamina 6, Agility 4, Dexterity 4

Fighting 3, Intellect 3, Awareness 3, Presence 2
POWERS
Elemental Control: Immunity 10 (Weather Effects) - 10 points

Elemental Manipulation: Array (63 points)

¢ Control Weather: Environment 9 (Extreme Cold,
Extreme Heat, Visibility [-5 Perception]); Selective -
63 points

* Earthquake: Ranged Burst Area Affliction 10 (Dazed
and Vulnerable, Stunned and Prone); Resisted by
Dodge, Overcome by Fortitude; Area 4 (250-ft.
radius), Extra Condition, Secondary Effect, Limited to
Two Degrees, Limited to along the ground - 1 point

* Elemental Manipulation: Move Object 11 - 1 point

¢ Extinguish Flame: Nullify Fire 11 (Broad) - 1 point

* Fire Blast: Ranged Damage 11 - 1 point

* Move Earth: Burrowing 11 - 1 point

* Tornado: Cylinder Area Move Object 6 (Damaging)
- 1 point

Wind-Powered Flight: Flight 5 (60 mph) - 10 points
ADVANTAGES

Attractive, Benefit 3 (Crown-Princess of Agartha, Wealth
2), Languages 3 (Cantonese, English, Russian, Sign
Language [Agarthan is native]), Set-Up

SKILLS

Deception 2 (+4), Expertise (History) 6 (+9), Insight 2
(+5), Perception 2 (+5), Persuasion 6 (+8), Ranged Combat
(Elemental Powers) 2 (+6), Treatment 6 (+9)

OFFENSE

Initiative +4

Earthquake Area (Ranged, Affliction 10)
Fire Blast +6 (Ranged, Damage 11)
Unarmed +3 (Close, Damage 3)
DEFENSE

Dodge 10, Parry 9, Toughness 6
Fortitude 8, Will 9
POWER POINTS

Abilities 56 + Advantages 8 + Defenses 20 + Powers 89 +
Skills 13 = 186 Total

COMPLICATIONS

Motivation: Thrill-Seeker. Twilight wants to explore Earth.
She sees the opportunity to visit the strange corners of the
world outside Agartha as the greatest adventure one can

have. She often accompanies the Challenger Foundation
with the exploration of the new and unknown.

Prejudice: Twilight has lavender-colored skin and violet
hair with pink highlights.

Relationship: Twilight is the betrothed of Suzerain VIII.
Her best friend is Ember of the Challenger Foundation.

Responsibility: Twilight is the representative of Agartha to
the United Nations. She is also the crown-princess of Agartha.

fter the Challenger Foundation discovered the city-

state of Agartha in 2003, Lady Twilight was sent
with the Challengers to learn about Earth and the progress
that had been made in the millennia since the sinking of
Atlantis. Twilight delighted in being away from Agartha
and exploring the world outside her city-state. She
befriended Ember and went on many adventures with the
Challengers and other heroes of Earth.

When Twilight learned of the forced silence of Suzerain
VIII, she returned to Agartha and taught the royal heir and
his friends and family Sign Language so that Suzerain
could communicate with his followers. Soon afterwards,
Twilight was caught up in the war between Agartha and
Romania. Following the war, Twilight agreed to become
betrothed to Suzerain VIII in an effort to help stabilize the
tumultuous city-state.
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ATLANTIS

Hundreds of thousands of years ago, before recorded
history, a powerful race of godlike aliens known as the
Ancient Thirteen came to Earth and created the artificial
continent of Atlantis to serve as their base of operations.
Using their technological magic, the Ancient Thirteen took
members of the prehistoric human race and transformed
them into a race of servitors: the first Atlanteans.

The physically- and mentally-superior Atlanteans placed
themselves above the mundane humanity and sought to
eradicate the other servitors of the Ancient Thirteen: the
monstrous Miscreations. The Ancient Thirteen wanted peace
between their servants, and created the city of Agartha for the
Miscreations; placing it in a dimensional fold and away from
the superior-minded Atlanteans. When the Ancient Thirteen
left Earth, they placed Atlantis as the head of civilization,
decreeing that humanity would be ruled by the Atlanteans.

The civilization of Atlantis continued to expand. When
the Atlanteans first encountered the ophidian Naga of
Lemuria, they instantly thought of them as an inhuman
enemy that needed to be destroyed. The Naga saw a similar
enemy in the Atlanteans. War was inevitable and raged
for centuries. Both sides created living weapons with the
technologies left behind by the Ancient Thirteen — terrible
monsters and engines of destruction that would come to be
known as “kaiju.”

In the final days of the war, both civilizations were
destroyed. The Lemurians used the untapped power of the
Ouroboros Halo to sink the continent of Atlantis, while the
Atlanteans used their own doomsday weapons against the
Naga. As Atlantis sank under the ocean, an underground
reservoir of Lunarian Blue — the mutagenic comp