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Champions Beyond = Introduction

IINITIRO

ne of the best things about playing

Champions is that there are so few

restrictions on where characters can

go and what they can do when they get
there. They might visit vast subterranean realms,
or journey to the undersea city of Atlantis, or
visit another dimension. Most intriguingly of all,
they might go into space. Since the earliest days
of superhero comics, adventures away from Earth
— on the Moon, on another planet, or in the vast
darkness of space itself — have been a prominent
part of the genre. Superheroing in space allows
creators to mix Science Fiction and Superheroes
to whatever extent they like, and makes possible
stories and adventures of such vast cosmic scope
and power that they simply can’t be confined to a
single planet (even one as interesting as Earth).

Champions Beyond brings this sort of outer

space adventure and excitement into your Cham-
pions game. It looks at whats going on in the
Milky Way Galaxy of the modern-day Champions
Universe — everything from criminal machina-
tions on the Moon, to strange alien planets super-
heroes sometimes visit, to amazing alien civiliza-
tions so far away from Earth that Humanity’s
never even heard of them. It’s perfect for injecting
some cosmic adventure into your character or
campaign!

SUPER"HUMAN”

For ease of reference, Champions Beyond
sometimes uses the term “superhuman” to
refer to individuals with superpowers who
aren’t actually Human. Technically it would
be more accurate to refer to superperseids,
supermalvans, superqularr, and so on, but
that would become awkward. So when you
read “superhuman,” assume it means someone
who has superpowers regardless of his species
unless the context indicates otherwise.

DUGTION

Chapter One, Life From Beyond, discusses
Humanity’s history to date with aliens and other
things from outer space (which is mainly a chron-
icle of invasions, since Humans don’t yet have the
capability to visit other star systems on a regular
basis). It also discusses how Humanity (and/or
various governments and institutions) currently
deal with the issues and problems posed by the
existence of extraterrestrial life and civilizations.

Chapter Two, Whos Out There?: Alien Species
Of Known Space, describes the handful of alien
species that Humanity’s aware of that aren’t
covered in a later chapter, such as the Ackalians,
the Mandaarians, the Perseids, and the Sirians. It
includes both what Humanity knows about those
species, and information humans don't have yet
(but that superheroes might).

Chapter Three, The Moon, reveals what’s occur-
ring on the Moon in the Champions Universe as
of 2011. As far as most Humans know it’s a barren
satellite world — but in fact there’s a lot going
on there, not all of it helpful or safe for Earth.

The Malvans have set up a secret arena to stage
superpowered gladiatorial battles for their own
amusement, the ancient city of Selenus seethes
with revolt, and the supervillain Revenger, long
thought dead, lurks in a hidden cavern and plans
to show Earth why he got his name.

Chapter Four, The Solar System, expands
beyond Earth’s immediate orbit to look at her
celestial neighbors, including Venus, Mars, the
asteroid belt, and Jupiter. It’s not always as calm
and quiet out there as most people think!

Chapter Five, Malva: Planet Of The Super-Glad-
iators, describes Malva, the most technologically-
advanced planet in the Galaxy. Freed of all need to
support themselves, and granted immortality by
their ultra-science, the Malvans have become the
ultimate decadents. Malvan civilization is perhaps
best known for the fearsome gladiatorial battles
the planet’s ruler, the Phazor, stages for his and his
subjects’ amusement.

Chapter Six, The Hzeel: Blue-Skinned Invaders,
discusses a threat to Earth that Humanity isn’t
even aware of yet: the Hzeel, an aggressive species
of short, blue-skinned beings who are at war with
the Perseids and want to use mankind’s home-
world as an observation post and staging ground.

ABBREVIATIONS

This book uses the
following abbre-
viations to refer to
other HERO System
books:

6E1: The HERO
System 6th Edition,
Volume I: Character
Creation

6E2: The HERO
System 6th Edition,
Volume II: Combat
And Adventuring

APG: The HERO
System Advanced
Player’s Guide

GU: Champions
Universe

CV1,2,3:The
respective three
volumes of Cham-
pions Villains

HSB: The HERO
System Bestiary

HSEG: The HERO
System Equipment
Guide

HSG: The HERO
System Grimoire

HSMA: HERO
System Martial Arts

HSS: HERO System
Skills
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Chapter Seven, The Qularr: Creators Of
Monsters, describes the Qularr, who first attacked
Earth in the Sixties, and then again in 2009.
Having established a permanent beachhead on
Monster Island during their 2009 attack, they’re
now trying to conquer the rest of the planet.

Chapter Eight, The Gadroon: Green-Skinned
Masters Of Gravity, describes the third current
major alien threat to Earth. Using their gravitic
technology, the batrachoid Gadroon have fortified
a landing zone in the Canadian wilderness and
even infiltrated some major cities using holo-
graphic disguises.

Chapter Nine, The Elder Worm: Terrors Of
The Galaxy, details an enemy Humanity has been
aware of for years — the hideous Elder Worm, the
people of the master villain called the Slug — but
did not know is actually from outer space. Their
combination of super-sorcery and super-tech-
nology may make the Elder Worm the deadliest of
all of mankind’s alien menaces.

Chapter Ten, The Star*Guard, describes the
Milky Way’s greatest protection against all sorts of
dangers: the Star*Guard, a millennia-old “galactic
police force” whose members wield powerful Star-
Staffs in the fight against injustice, cruelty, and
evil. Having recently suffered a devastating attack
at the hands of an old enemy, the Guard is in the
midst of regrouping... and rebuilding back to its
old heights of glory and power.

Chapter Eleven, Secrets Of The Galaxy, contains
information that Humanity as a whole, and even
most superheroes, are totally unaware of... or
nearly so. (Some other pieces of information
that are known to few, if any, people are left in
earlier chapters for ease of reading and consis-
tency of presentation.) It covers alien species
that Humanity’s never heard of or had contact
with, information on various cosmic artifacts and
phenomena that superheroes might have to deal
with (including the strange mineral kelvarite),
and reveals the secret history of the mysterious
Progenitors who were so instrumental in the
evolution of Humanity and many other sentient
species.

So make sure you're prepared for the rigors of
space, are ready to confront the powerful beings
and villains who inhabit the Galaxy, and know
how to find your way home — it’s time for super-
powered adventure with Champions Beyond!

Hero System 6th Edition

MMO INTO RPG,
RPG INTO MMO

Champions Beyond includes material based
on the massively multiplayer online (MMO)
roleplaying game Champions Online created by
Cryptic Studios. While a lot of effort has been
devoted to making sure the MMO content
is accurately represented in these books in
HERO System terms, MMOs and RPGs aren't
the same type of game, so the same type of
content isn’t appropriate for each one. For
example, a villain’s lair in an MMO is deliber-
ately simple, often with one room leading to
another to guide game play. That doesn’t make
much sense for an RPG, where it’s possible
(and often very useful) to expand things
beyond the scope of an MMO. Similarly, a
villain or costume that works well on-screen
in an MMO might not be as appropriate for a
paper-and-pencil RPG (and vice-versa!).

Thus, the MMO-based information in
this book, while containing the essence of the
Champions Online presentation, may add to
it, or rework it in minor ways, to make things
more “realistic” and appropriate for an RPG.
Characters who have one or two simple abili-
ties in Champions Online may get fleshed out
into more detailed characters with a greater
variety of powers in this book, since an RPG
character sheet isn't constrained by the same
restrictions as an MMO. And of course, there
may be some MMO secrets that you should
only be able to learn by playing the MMO
itself.

So don’t be surprised if you see some slight
variation between the Champions Universe
as portrayed in this book and the Champions
Universe of Champions Online. The differ-
ences are just the result of the book taking
the wonderful elements Cryptic Studios has
created and doing even more with them.




CHAPTER
ONE

LIFE FROM BEYOND:
HUMANITY’S HISTORY WITH ALIENS
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NEERFROMYBEYOND,

umanity’s had a known history of interac-

tion with alien life — most often, unfortu-

nately, in the form of repelling invasions

by hostile (or simply greedy) extrater-
restrials — since 1938. There’s some evidence... or
at least assertions and stories... of aliens visiting
Earth prior to that (for example, the claim that the
mysterious Empyreans of Arcadia were created by
the even more mysterious alien Progenitors), but
verifiable incidents only began taking place in the
early twentieth century.

1938 :ATHEFMARTIAN]INVASION

Humanity’s first exposure to alien life after
years of science fiction stories and idle speculation
came with shock and surprise the night of October
30, 1938. Without warning that evening, five alien
spacecraft landed in a field near Grover’s Mill,
New Jersey. The unseen occupants used robots
to quickly construct an opaque metal dome over
their ships.

The police and National Guard quickly
responded, but bullhorn-projected requests for
information and offers to talk peacefully were met
only with mysterious mechanical sounds from
inside the dome. Finally the commander of the
National Guard detachment sent a squad forward
to make contact with the dome and search for
some sort of door. As the squad approached,
suddenly the dome split open. Where once
there had been five spaceships, now five vehicles
mounted on tall tripod legs rose up from the
ground. Without warning one of them pointed a
tube at the squad and projected a reddish-orange
beam. Caught in the full force of the tripod’s fear-
some heat-ray, the soldiers instantly burst into
flames and fell to the ground as lifeless mounds
of charred flesh. The onlookers, uniformed and
civilian alike, barely had time to register what had
happened before the other tripods opened fire as
well, killing everyone within range.

So began the rampage of what journalists soon
described as “Martians.” Entire swaths of New
Jersey were laid waste by heat-rays and the aliens’
other weapon, poison gas that killed everything it
came into contact with (and left the flesh or plant
matter it killed disfigured with an oddly reddish
color). Despite the best efforts of law enforcement
and what few military units could be assembled in
time, the five tripods made their way northward
virtually unimpeded. Radio announcers, some
nearly hysterical, reported the aliens’ progress
toward their presumed target: New York City.

As panic filled the streets of America’s greatest
city, four extraordinary individuals — the rookie
superheroes Cowboy, Dr. Twilight, Optimus, and
Sea Hawk — each decided to respond to the threat
as best he could. Serendipitously, each of them
encountered the Martians at roughly the same
time in the sparsely-settled area between New
Brunswick and Newark. Though none of them
had ever met, they instinctively recognized in
each other that special spark of valor that marks a
true hero and began working together. Sea Hawk
used her strength and speed, and Dr. Twilight
his powers of light and darkness, to attack the
tripods directly, while Cowboy tried to damage
the vehicles’ legs with precisely-placed shots and
Optimus cleverly used features of the landscape to
slow the tripods down.

The first foray didn’t go well for the heroes.
Several of them were badly scorched by heat-
rays, and Optimus and Sea Hawk both narrowly
avoided being subjected to poison gas. But as the
tripods approached the outskirts of Newark, the
tables turned when Cowboy got lucky with a shot
that damaged one of the “knees” in the central
tripod’s forward leg. The tripod nearly collapsed;
the two on each side of it had to move quickly to
prop it up.

Now unable to move quickly, the tripods soon
found themselves at the heroes’ mercy. Doctor
Twilight’s and Sea Hawk’s attacks slowly but surely
began to have an effect, with cracks appearing
in two tripods’ domes, and Optimus used some
nearby electronic equipment to devise a weapon
that caused the Martians heat-rays to malfunction
— one so badly that it somehow “turned” on itself,
melting that tripod into a mound of slag.
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The tripods battled on for nearly half an hour,
but it soon became as apparent to them as to
the heroes and human onlookers that they were
fighting a losing battle. Suddenly each of them
began to vibrate with a high-pitched whine, and
their domes started to show signs of heating up.
Warned by Optimus, the four heroes fled the
scene just in time to get away from the tripods
before they exploded with a massive detonation
that virtually atomized the vehicles. All that was
left were the remains of the metal dome and a
few bits and pieces of tripod leg, all of which were
quickly gathered up and removed from public
view by the United States government. The four
heroes, recognizing how effective they were as a
team, formed the Defenders Of Justice.

1959:3THE}YEAR]OF)
JALIENARTIFACTS)

Humanity’s next confirmed contact with alien
life didn’t attract the attention of superheroes: it
created them.

In early 1959, several astronomers, govern-
ment agencies around the world, and researchers,
including US government scientist Michael
Renton, detected a large comet approaching Earth.
For some reason it seemed to be heading directly
toward the planet, and from an angle that made
little sense for a comet. Renton became convinced
that (a) “Comet X” (as he called it) wasn’t a natural
phenomenon, and (b) it posed a serious danger to
Earth. It took months of meetings, but he finally
convinced his superiors, and then their superiors
(all the way up to President Eisenhower) that
the threat couldn’t be ignored. With the papers
spreading stories about the “Doomsday Comet,”
and people panicking and building shelters, the
government scrambled to find a way to avert
disaster.

One solution the government rejected as
impractical was Renton’s idea of sending a space-
ship and crew out to meet Comet X millions of
miles from Earth. Officials claimed that there
wasn't time to build a ship, and scoffed at Renton’s
claim that hed been building one in the basement
of his home. Realizing there was no other hope,
Renton finished work on his ship, the Jules Verne,
in early April 1959, just as the comet entered the
outer solar system. Renton and his hastily-assem-
bled crew — his friend Ray Briggs as pilot, Ray’s
sister Patty to operate the sensors and radio, his
old college buddy John “Whit” Whitley as geolo-
gist and explosives expert, and his kid brother
Allen — launched the craft in time to meet Comet
X slightly beyond the orbit of Mars.

Renton soon discovered that his analysis had
been correct: Comet X was no ordinary comet.

It was stable enough for the Verne to land on.
Renton, Whitley, and Allen Renton went off to
plant the explosives they hoped would destroy the
comet, while the Briggs siblings went exploring.

They didn't get far before they were captured by a
pair of sophisticated robots. As the robots carried
them inside Comet X, they learned it wasn’t a
comet at all — it was a starship!

The captain of the vessel, Ajok, explained that
he was a member of the Kuzane — a species of
nigh-immortal aliens who currently existed as
disembodied intellects elsewhere in the ship.
Kuzane bodies were remarkably like Humans’
(albeit with copper-colored skin), and theyd
been searching the Galaxy for centuries to find
a compatible species whose forms they could
inhabit. When their instruments detected Earth
and analyzed its inhabitants, theyd headed there
immediately.

Meanwhile, the Renton brothers and Whitley
had found their own way inside and avoided
the Kuzane guard-robots. They came upon
Ajok giving the Briggses a tour of the vessel and
overpowered him. Once Patty explained the full
extent of the danger facing Earth, Renton knew
the “comet” had to be destroyed. Whitley planted
his explosives in secret places while Renton
programmed the ship’s master computer to self-
destruct. The five friends just made it to the Verne
in time to blast off ahead of the explosion. They
barely survived the blast wave... and the wave of
strange, alien radiation that followed it had an
unpredicted effect on their Human bodies. Each of
them was transformed in some way (most notably
Whitley, who became rocky-fleshed) and gained
superhuman powers. The world would soon come
to know them as the Fabulous Five, the premier
superhero team of the Silver Age.

THE CREATION OF VANGUARD

But as amazing as that incident was, it wasn’t
the only time that year that alien science altered
a Human for the better. In September a soldier
named Jeffrey Sinclair, assigned to protect an
American anthropological expedition in Tibet,
accidentally became separated from his compan-
ions during a freak snowstorm. Stumbling
half-blinded through the Tibetan wilderness in
search of shelter, he unknowingly made his way
through a hidden mountain pass into the Valley of
the Lotus, site of the mysterious Nyingpa Temple
(“Temple of the Ancient Ones”). The monks there
found him when he collapsed on the Temple’s
steps near death.

The monks rescued Sinclair and nursed him
back to health over the next several weeks. Since
the only way out of the Valley was now impass-
able due to winter storms, Sinclair stayed and
learned something of the Temple’s lore. When he
found out that the Temple was the repository of
an ancient, supposedly mystical artifact called the
Bell of the Chosen, curiosity drove him to find
out where it was kept. Even though no one but the
lama was supposed to enter that room, Sinclair
couldn’t resist seeing the Bell. Once he was inside,
a strange compulsion to ring the Bell entered his
mind. Though he knew hed be discovered, he gave
in and rang the Bell.
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The next thing he remembered was waking up
three hours later in another room, surrounded by
every monk in the Temple. He expected them to
be angry, but instead they seemed... happy, even
worshipful of him. Stranger still, he felt better;
he was definitely more muscular, possibly a little
taller, and felt filled with strength and vigor.

Sinclair soon discovered that the mystic powers
of the Bell were only for a Chosen One born once
a millennium... and apparently he was that person!
The Bell’s energies had infused his body, granting
him tremendous superpowers. He was strong
enough to juggle house-sized boulders without
strain, withstood every weapon the monks hit
him with or fired at him, could fly and move at
incredible velocity, and more. Seemingly every
cell, organ, and system within his body had been
hyper-powered by the Bell. Knowing he could now
survive the rigors of the Tibetan winter, Sinclair
thanked the monks profusely and flew back to
rejoin the expedition, pretending to have survived
with the help of a peasant family.

Upon returning to the States, Sinclair decided
to put his powers to good use as a superhero,
chose the name Vanguard, and soon helped to
reform the Justice Squadron. From that day until
his death at the hands of Dr. Destroyer in 1992, he
was widely regarded as the single most powerful
superhuman on Earth... and according to most
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1965:1THEJQULARR] INVASION

It was a good thing Humanity now had the
Fabulous Five and Vanguard as its protectors,
for just six years later Earth experienced its first
full-scale alien invasion attempt. The attackers this
time were the Qularr, a quasi-insectoid, quasi-
crustaceanoid species from a planet whose loca-
tion remains unknown to this day (see Chapter
Seven for more information on the Qularr).
Approaching under the concealment of the stealth
fields generated by their starships, the Qularr
scouted Earth in search of the right place to create
a beachhead for their invasion. Exactly why they
targeted Earth for attack likewise remains uncer-
tain; most experts assume they wanted Earth’s
copious resources (particularly biological ones).

In May 1965 the Qularr apparently found
what they were looking for in a small, unnamed
barrier reef island about a hundred miles oft the
coast of Japan. At the time it was unclear why they
chose that particular location. Decades later the
revelation of potential Lemurian and Elder Worm
artifacts in that area, and of mineral deposits on
the island, makes scholars wonder if there was
more to the choice than tactical benefit.

The island as it originally existed was too small
and fragmented to suit Qularr purposes, so they
changed it. Using their advanced alien technology

experts still holds that title today, nearly twenty
years after his death.

THE KR'AAN WAR

The Fabulous Five went out into space on many occasions during
their career as a team. One of the most notable was also one of the
earliest. In 1963, Amazing Man was working on a device he called the
Telluric Scanner — a “television into space” that would let mankind
view distant planets and stars easily. While testing it, he happened to
“glimpse” a group of gigantic silicon beings on a desolate planet. They
were working with some strange, enormous crystalline devices that
looked dangerous to Amazing Man in a way he couldn’t quite define.

Suddenly, as if sensing they were being spied upon, the silicon
beings somehow traced Amazing Man’s “signal” and used one of their
own devices to transport him and the rest of the Fabulous Five thou-
sands of light-years to them. Barely able to breathe in the thin atmo-
sphere, the Five soon found out their kidnappers called themselves the
Kr’Aan (or at least that’s what it sounded like). Before they could learn
more, a group of spherical energy beings (whom the Five later discov-
ered were called the Az’arc’a) and physical beings of various species
attacked the Kr'Aan. An Az’arc’a leader “spoke” to the Five through
their radios and told them the Kr’Aan were building a super-weapon,
the Crystalline Starshatter, capable of destroying stars and perhaps the
entire Galaxy! Sensing the truth of this, Amazing Man led the Five to
join the coalition of alien species opposing the Kr’Aan and helped them
win their final battle in a war that had been going on for several years.
The Az’arc’a were able to find a way to send the Fabulous Five home.

The Kr’Aan War remains a minor episode in the Five’s storied
career, but it had two consequences neither they nor any other Human
is aware of (yet). First, it was the first and only encounter so far
between Humanity and the Korundar (see page 273) — the KrAan
were immensely powerful “mutant” Korundar. Second, the battle
brought the Five and Humanity to the attention of the Qularr and
provided them with Human genetic samples (see page 162).

they somehow raised part of the seabed, turning

the atoll into a large, single island with an
active volcano at the center. The resulting
tectonic disturbance caused tidal waves
and earthquakes all around the Pacific Rim
and even along Indian Ocean shores — an
ominous harbinger of the devastation to
come.

With their forward base complete, the
Qularr landed and released their main
cargo: dozens of gigantic monsters captured
on alien worlds or bred with Qularr bioen-
gineering and brought to Earth in stasis
chambers. Once awakened and prepared for
battle, the monsters were loaded onto special
transports that fanned out around the planet
to unleash the beasts on major metropolitan
areas... and the war began.

Humanity became aware that it was
under attack when Qularr transports
disgorged their weapons onto the first major
targets, in Japan. The robotic “dinosaur”
Mega-Terak attacked Tokyo, while his flesh-
and-blood “brother” Cazulon was sent to
Kobe. But the land of the Rising Sun wasn’t
the only victim of Qularr aggression. New
York City was attacked by two creatures,
the gigantic “bird-demon” Pazuron and the
“lizard-cat” Velzara. The winged serpent
Ganika was turned loose on Chicago, while
the three-headed “dragon” Mitsura ravaged
the Los Angeles area. A gargantuan, radioac-
tive bear-like beast called Urzarak smashed
through London, and across the Channel
the toad-like Doku slaughtered thousands
of Parisians with his poisonous breath.
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The “atomic mutant lizard” Zorgatha lay waste to
Beijing, and the lightning-firing “eagle” Vakulon
assaulted Moscow. No major city was spared;
even those that weren't subjected to giant monster
attacks found themselves under siege by lesser
beasts or heavily-armed Qularr soldiers.

The initial Qularr attacks were generally
successful, thanks in large part to surprise and the
difficulty of quickly mobilizing Human militaries
to deal with the threat of the gigantic alien beasts.
But Earth’s superheroes were often able to slow
down the monsters just long enough for heavy
force to arrive before a city was totally destroyed.
For this in part they had the mad scientist Dr.
Miles Dekkar to thank, since his attack on Earth’s
major cities with biological constructs just a few
months before the Qularr invasion had given
many heroes experience at fighting strange
creatures in urban environments. For example, in
New York, the combined might of the Sentinels,
the Justice Squadron, and the Fabulous Five, plus
that of several Army battalions, was enough to
halt Velzara’s and Pazuron’s rampages, then to
turn them back, and then to destroy them utterly.
Similarly, West Coast heroes killed Mitsura and
French forces finally killed Doku after horren-
dous loss of life among the troops. But in other
cities the monsters weren't slain, merely knocked
unconscious or driven away. One particularly
clever tactic was devised by the hero MicroMan,
who was visiting Japan when the attack occurred
and rushed to defend Kobe. He discovered to his
amazement that his Shrinking Ray worked on
the monster Cazulon. Today the eight inch-tall
creature lives in a special fireproof cage in the
Millennium City Zoo, where he entertains visi-
tors by destroying mock buildings set up for his
amusement by the zookeepers.

With their initial attack blunted, the Qularr
switched to more conventional tactics, hoping
to win the day with superior technology. Unfor-
tunately for them, even their awesome weapons
weren’t enough to overcome their vast numerical
inferiority. Human soldiers, aided by dozens
of superheroes (and more than a few villains
noble-minded enough to help Humanity), steadily
pushed Qularr forces back toward their landing-
point. By mid-June, the Qularr apparently decided
theyd had enough: without a word they swiftly
returned to their island, boarded their ships, and
departed Earth... seemingly for good. They left
behind the surviving monsters and plenty of their
weapons and technology (which were taken for
safekeeping by UNTIL, then a mere two years
old). The island later became Monster Island,
where the surviving monsters are kept to this day.
(See the sourcebook of the same name for more
details on the island and its inhabitants.)
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THE JAKKARI-
MGRO WAR

In 1972 the Sentinels
found themselves
involved in a war on
the other side of the
Galaxy. There a small
but technologically
advanced civilization
called the Jakkari,
with the help of the
Star*Guard, was
engaged in a fearsome
war against the MQro,
a species from
extragalactic
space (or possibly
from another
galaxy). Brin Rei
Tarn was called upon
to participate, and
sensing the urgency
of the situation he
asked his friends, the
Sentinels, to accom-
pany him.

A powerful Odrugaran
ship quickly got them
to the scene of the
conflict. There the
Human heroes soon
found themselves
bogged down in a long
and brutal war. For
several months they
helped the Jakkari
fight — and in the end,
their superpowers,
together with the might
of the Star*Guard, were
just enough to save
Tural Jakkar. The MQro
were driven back into
extragalactic space,
and the Sentinels
returned home...

...only to discover

that Earth thought
they’d been dead!

The celebrations

that heralded their
return were genuine,
but there was also

a certain amount of
unspoken resentment
about the “deception.”
From that point on,
convincing the public
that a superhero had
actually died in the line
of duty became difficult
at best.

1967 ATHETMARTIANSIRETURN

Humanity’s first alien enemy, the Martians,
returned nearly thirty years after their first attack...
and this time they came in force. Hidden from
Earth’s relatively primitive sensory devices by
alien countermeasures technology, they swooped
down from the sky to attack New York City with
both ground-walking tripods and swift aerial craft.
As the attack began, communications networks
around the planet were overridden to broadcast a
message over every radio and television:

People of Earth, we are from the planet you
call Mars. Surrender now or be destroyed, for
your primitive Human technology is no match for
advanced Martian devices. Those who surrender
will be treated justly as prisoners of war; those who
do not will be eradicated from this planet, which is
now the property of the Martian Empire.

New YorK’s superhero community — everyone
from the Sentinels, the Justice Squadron, and the
Fabulous Five on down to the likes of Hornet —
responded in a way that gave the Martians no
doubt as to Humanity’s response to their “offer”
Heroes with sufficient mobility attacked the
Martian invaders directly; others rescued civilians
who were put in harm’s way, fought fires, or used
their scientific or tactical acumen to assist the
government’s efforts to fight back.

After Vanguard and the Drifter struck a deci-
sive blow that obliterated a significant portion of
the invading fleet, the Martians retreated. Most
heroes stayed on Earth to help clean up the mess
and prepare for a possible counterattack, but the
government asked the Fabulous Five to try to
track the invaders to Mars and convince them
not to attack the Earth again. Using another of
Amazing Man’s experimental rockets, the Five
were able to reach Mars in just under a week.

Once at the red planet, the Fabulous Five made
an astonishing discovery: there were no Martians!
There was a high-tech military outpost maintained
by the aliens whod attacked Earth, but the rest of
Mars was dead, with no civilization at all. Embold-
ened by this new knowledge, the Five attacked
the alien base in force, striking by surprise and
wreaking such havoc that the aliens soon surren-
dered and begged to be allowed to depart the Sol
system in peace. They revealed that they were
not Martians but Sirians, native to a planet in the
Sirius system that was swiftly becoming uninhab-
itable due to ecological collapse brought about
by several industrial catastrophes. They wanted
Earth as their new home, but clearly Earth was too
well-protected for them to conquer. Not wanting
to let them go unpunished, but feeling they had
no authority as “galactic policemen,” the Five let
the Sirians leave. They’ve never returned to Earth
since... but occasional UFO reports that describe
ships and aliens similar to Sirians sometimes make
superheroes wonder if a renegade Sirian or Sirians
isn't looking to “settle down.”

Hero System 6th Edition

THE COMING OF STARGUARD

The Sirian attack on Earth had an additional
outcome that would prove more beneficial
for Humanity. The Star*Guard heard about it,
investigated the situation, and realized that Earth
was becoming a very active, and potentially very
dangerous, place indeed — one that needed both
protection and monitoring. It assigned StarGuard
Brin Rei Tarn, a Dendrian, to its Sector Zeta-
491738 (a translation into English of the Odru-
garan term), thus giving him “jurisdiction” over
Earth and nearby regions of space. For the next
two decades until his death, Tarn, or simply “Star-
Guard” as he was known on Earth, was a valiant
fighter for Justice on and around Earth who came
to be admired by many Human superheroes. He
was considered an “unofficial” member of the
Sentinels for many years even though he normally
lived in a base the Star*Guard built for him on
Europa, one of Jupiter’s moons (see page 92).

1970:1BATTLEONATHEVMOON]

The Fabulous Five continued their habit
of getting involved in off-Earth adventures in
1970 when the supervillain Revenger, an old
foe of theirs and the Justice Squadron’s whod
been missing since 1963 and was presumed
dead, broadcast a message to Earth. He claimed
to have established a base on the Moon where
hed installed “IPBMS” (interplanetary ballistic
missiles) — nuclear bombs he threatened to use
on every major city in the world unless Humanity
agreed to his rule.

Using Amazing Manss latest invention, a rocket
concealed from detection by a sophisticated
“stealth screen,” the Five traveled to the Moon
and landed a few miles from where they believed
Revenger’s base was. As they got closer they were
astonished to discover the ruins of a city! What
architecture they could see didn’t quite resemble
anything Human. As they progressed deeper into
the ruins, they were even more amazed to discover
that some of the ruins were inhabited! The resi-
dents were three foot-tall insect-like siliconoids
with ten limbs. Wondering if they were some
biological creation of Revenger’s, the Five captured
one and interrogated it using a translator device
built by Amazing Man. They soon learned that
this race of beings weren't Revenger’s creations but
his slaves. Hed apparently fled Earth in 1964, trav-
eled to the Moon, found the ruins and the aliens
(whom Kid Chameleon christened “Selenites”),
and conquered them.

The Five released their newfound ally, whose
name was Hirijtlo, to spread the word among his
people that help was on its way. Creeping closer
to the center of the ruins, they soon located the
building Revenger was using for his headquar-
ters... and an ominous row of missile silos next
to it. Even worse, they realized that one silo was
warming up — Revenger was getting ready to fire
on the Earth!
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The Five attacked immediately, surprising
Revenger and damaging his missile-launching
equipment... but not the countdown on the missile
itself! While Amazing Man worked frantically to
try to shut the missile down, his four comrades
fought Revenger. Using every trick and gadget in
his arsenal, the powered armor-wearing villain
held his own, and even began to take the upper
hand after knocking out the Streak — but then
the Selenites entered the fray. They weren't effec-
tive fighters compared to superheroes, but they
provided enough of a distraction for Diamond and
Siren to attack Revenger’s laboratory, which was
hidden in a cave far from Selenus itself. The attack
caused a cave-in that killed the power-mad master
villain and nearly took the lives of the two heroes.
Meanwhile, back at Selenus itself, Amazing Man
found a way to defuse the missile just in the nick
of time. Selenus (as they were now calling the
ruined city) and the Selenites were saved.

Before leaving the Moon, the Fabulous Five
negotiated a “non-interference treaty” with the
Selenites that required Humanity to leave them
alone unless invited to participate in Selenite
affairs. While legal scholars have sometimes
questioned the validity of a treaty negotiated by
five non-authorized “civilians,” and some scien-
tists (particularly archaeologists) have often
complained about being unable to study Selenus
and its residents, the United Nations supports the
treaty and all nations on Earth have abided by it.

1973:JTHEYMANDAARIANLVISIT;

Humanity’s first truly peaceful contact with an
alien civilization occurred in 1973. In mid-July of
that year, a small, sleek starship descended from
the sky to land on the Mall in Washington, D.C.
Superheroes and law enforcement responded
almost immediately, but their justifiable concerns
were unnecessary. The aliens who emerged — who
looked almost Human, but with oddly-colored
eyes and distinctive clothing and short hairstyles
— identified themselves as Mandaarians (see
page 32). They said they were peaceful explorers,
scientists, and scholars who wished to learn about
Human civilization and to teach Humans about
their own civilization in return.

Many government officials and members of the
public were initially skeptical, but the Mandaar-
ians did nothing to validate their suspicions.

The aliens even offered to submit to telepathic
scanning to prove their good intentions (though
die-hard skeptics claimed that proved nothing,
since the Mandaarians could “trick” the examiners
using their own psionic powers). Slowly but surely
Humanity came to believe the Mandaarians were
what they said they were.

That first Mandaarian expedition remained on
Earth for just over one month. The aliens visited
most parts of the planet and demonstrated some
of their highly-advanced technology (including
their sophisticated FTL starship), but mostly
wanted to learn about Human customs, beliefs,
and history. When they left they promised to
maintain contact — and they kept that promise.
Other Mandaarian expeditions to Earth took
place in 1979, 1984, 1991, and 1999, often (but not
always) involving at least one participant from the
1973 crew. Some people are a little concerned that
over a decade has passed with no further contact
with the Mandaarians.

13
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1977 ATHE[FIRST]
GADROON]INVASION

Three years after the Mandaarian visit,
Humanity experienced its next attempt at alien
invasion — and as of 2011 still the worst one
Earth’s ever gone through. A species of short,
green-skinned, batrachoid aliens called the
Gadroon invaded the Sol system in force, with
hundreds of starships and powerful weapons
based on manipulation of gravity (a technology
that, for some reason, the Gadroon are particularly
skilled at creating). As Humanity later learned, the
Gadroon came from a swampy homeworld that
theyd somehow destroyed. Earth was just the sort

of planet they could “Gadroonform” to make a
ﬂ new home... and it already had a plentiful supply
of slaves to do the work.

An initial attempt by several superteams,
including the Sentinels and the Justice Squadron,
to stop the invasion failed due to the over-
whelming power of the Gadroon fleet. Soon the
invasion blossomed into a full-scale planetary
conflict, with superheroes who could fight in
space taking the battle directly to the aliens, and
regular militaries and earthbound heroes fighting
Gadroon landing parties and atmospheric craft.
Some commentators began calling it “World War
II1,” since nearly every country on Earth partici-
pated in the fight in some way.

The first month of the war didn’t go well for
Humanity. The Gadroon continued to advance,
sweeping near-Earth space free of satellites (thus
wreaking havoc with Human communications)
and inflicting significant damage on the cities of
Berlin, Chicago, New York, Shanghai, New Delhi,
and Warsaw. The situation became so bad that
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more than a few supervillains entered the fight on
the side of Humanity (some of them even earned
pardons for their actions after the fighting ended).
In fact, it was the coming to the battlefield of one
villain — the infamous Dr. Destroyer — five weeks
into the war that turned the tide of battle.

During a major clash between superheroes and
the Gadroon fleet in and above the atmosphere
over the United States, Destroyer unexpect-
edly showed up, quickly destroying half a dozen
Gadroon vessels with his powerful weapons and
ruthless tactics. Willing to employ a level of force
that many of Earth’s heroes balked at even in
wartime, Destroyer became one of the de facto
leaders of Humanity’s war effort. During the final
month of fighting he personally destroyed over
one hundred ships, killing tens of thousands of
Gadroon.

The final battle — now a last-ditch effort by the
invaders to break the back of the Human resis-
tance — took place in cislunar space. A massive
spell cast by the Drifter and several other powerful
mystics disrupted many of the Gadroon ships’
systems, allowing a force of superhumans led by
Vanguard and Dr. Destroyer to smash through
the Gadroon defensive lines to the heart of their
formation. Vanguard crippled several major ships’
ability to fight, several groups of heroes did the
same with other ships, and Dr. Destroyer single-
handedly obliterated a Gadroon ship of the line in
an explosion that took a dozen lesser alien vessels
with it. Faced with the utter failure of what had at
first been such a successful attack, the Gadroon
turned tail and fled. Despite Destroyer’s urgings to
follow them and eliminate them as a threat once
and for all, Earth’s superhumans were content
to remain at home and put their powers to use
restoring that which the aliens had destroyed.
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1984 :TMORE[GADROON>
TMORE]SELENITES,

Unfortunately, that wasn’t the last Humanity
heard of the Gadroon. Earth’s lush environment
and copious natural resources were simply too
tempting a target for the batrachoid aliens. Seven
years later a much smaller force of them returned
and once again attempted to conquer Earth.
Xenoanthropologists believe that this most likely
was a splinter group or faction of the Gadroon,
or possibly a reconnaissance action of some sort,
since even after the species’s defeat in 1977 it
should have had more ships and personnel than
were involved. Unlike the 1977 attack, which
required virtually all of Humanity’s superheroes to
defeat, this attack was easily staved off by a much
smaller army: the Sentinels, the Justice Squadron,
the Peacekeepers, the People’s Legion, and the
Tokyo Super Squad.

Another “blast from the past” reared its head
in October of 1984, when a rogue Selenite named
Grlshl threatened the Earth with Revenger’s left-
over nuclear warheads and other super-weapons
(which the Fabulous Five had disabled but left in
place rather than risk moving). Grlshl, an unusu-
ally intelligent and motivated Selenite, had found a
way to reactivate Revenger’s devices and use them.
After taking over his own people, he decided to
conquer Earth as well. But fortune was against
him — MeteorMan was already in space assisting
the US government with satellite placement when
Grlshl made his announcement to the world.
Quickly flying to the Moon, MeteorMan entered
Selenus stealthfully and surprised Grlshl before all
his preparations were complete. It took only a few
minutes for MeteorMan to defeat him, and Earth
was once again safe from nuclear devastation.

1990:ITHE[FIRST]
HUMAN[STARGUARD

In 1990 the renegade StarGuard Mordace
attacked an ARGENT installation near Berlin in
an effort to steal some experimental weaponry
that he wanted to use in his latest scheme to
destroy the Star*Guard. Brin Rei Tarn responded,
and a titanic battle was fought in the sky over
Germany. After several minutes the two of them
crashed to the ground in the middle of the Black
Forest. No one witnessed their final confrontation,
but somehow Mordace killed Tarn and then fled
Earth with Tarn’s Star-Staft.

Realizing that Earth needed closer over-
sight, CONTROL selected the first Human to
be honored with an offer to join the Star*Guard:
Andre Almena, a Spanish policeman and former
soldier. Not entirely understanding what was
involved but enthralled by the prospect of joining
a “galactic police force,” Almena accepted the offer.
After several months of training on Odrugar he
became the new StarGuard assigned to Sector
Zeta-491738 and took up residence at the base
Brin Rei Tarn built on Europa years previously.
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Several years after Tarn’s death, the Human
woman Anna Mills, whod been one of his
Marshals (assistants/lieutenants) and romantic
companion, wrote a book about their lives
together called Stand On Guard. It quickly became
an international bestseller and provided the public
with more information about aliens and alien
activity in the Galaxy (particularly near Earth)
than it had ever had (including an extensive
section explaining who the Odrugarans and the
Star*Guard are). The book has become a classic
of xenology and been the subject of numerous
studies and debates. Although a frequent guest
at conferences and on talk shows in the first few
years after the book’s publication, Mills has since
gone into seclusion somewhere in upstate New
York, refusing to talk to the press any further. ﬂ

1994 :JTHEJTHIRD)
GADROONJINVASION

Like a bad penny, a decade after their second
invasion attempt the Gadroon showed up on Earth
again. Most experts believe this “attack” was in fact
more in the nature of a scouting or reconnaissance
mission (which is one reason some of them think
that about the second invasion). This time a dozen
Gadroon starships landed in northern Canada and
attempted to establish a base of operations. Half
a dozen Canadian heroes including Forceknight,
Ravenspeaker, Justiciar, and Thundrax responded,
defeating the Gadroon personnel on the ground so
handily that the entire “invasion force” distracted
the heroes with a feint, recovered the injured, and
then fled the planet. The heroes, pleased with how
well they'd worked together, formed the second
incarnation of the Northern Guard team.

R QARNZY

In light of the many alien invasion attempts
and other menaces from space Earth had been
subjected to in recent decades, Humanity decided
it needed more space-based defense and observa-
tion facilities, and turned to UNTIL to provide
them. The Tribunal began construction of a
permanent space station, named GATEWAY, in
1996. After a decade the project was pronounced
a success and UNTIL initiated plans to build
three more stations (AVALON, ASGARD, and
SKYGUARD) and a small fleet of “Earth defense
vehicles” Construction on AVALON is slated to
begin in mid-2011, with the others to follow one
year after the previous one is completed. (Another
permanent orbital facility, the United States Space
Station, was launched in 2006, but its purpose
is more scientific than military.) The “defense
fleet” remains more controversial and has not yet
received final approval (or funding) from the UN.

In 2000 UNTIL expanded further into space,
establishing mankind’s first permanently-manned
lunar facility, Moonbase Serenity. For more on
UNTILs space facilities, see page 87.
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11999:3THE[COMING]OF]
iTHE]FAR=STRIDER

In 1999 Humanity had its second establish-
ment of peaceful contact with an alien species.
On March 9 of that year a golden-skinned, blue-
eyed humanoid wearing little more than a “kilt”
suddenly appeared out of thin air on the streets
of Wichita, Kansas. He seemed weak and sick.
Malfunctions in what turned out to be a transla-
tion device prevented easy communication at first
and the man was taken into custody. Fortunately
one of the deputy mayors was a science fiction fan
and convinced the authorities to let the man try to
fix his device.

After repairs were effected, the man gave his
name as Ta-!teru-kha, which literally translated
into English as “Far-Strider” (but more accurately
meant “adventurer-explorer;” a common type of
character in the fiction of the man’s civilization).
He claimed to be from the world Vayathura whose
star he called Pem. Human astronomers later
determined this to be a star approximately 3,500
light-years from Earth.

Far-Strider explained that he possessed special
powers of teleportation — he was, in Human
terms, a superhero on Vayathura. His powers
could work over vast intergalactic distances...
sometimes. He could easily teleport anywhere on
his own world or in its solar system. Beyond that
things became trickier. Some places he could get
to without much difficulty, some (such as Earth)
he could reach with great strain and/or only at
certain times, and others he simply couldnt get to
at all. He described it by analogy as trying to get
through a thicket-filled forest — some places the
thicket was less dense and he could get through, in
others it was simply impossible.

Far-Strider was soon put in contact with
NASA. He explained that Vayathura’s leaders were
interested in knowing more about the universe
around them — Vayathura is technically the
planet-sized moon of a gas giant, and thus the
Vayathurans had never even known there were
such things as stars until they first made it into
space. They asked Far-Strider to try to reach other
planets that had intelligent life. Earth was the first
one hed found.

KELVARITE

Not all alien “visitors” to Earth are hostiles.
Some are merely natural phenomena. The
most prominent of these is kelvarite, a strange
alien mineral of unknown origin. The first
known sample of kelvarite crashed into
western Kentucky in 1996. Several other pieces
of kelvarite have been found since then, most
notably a large chunk that landed in Africa in
2006 and was recovered by UNTIL.

For more on kelvarite, see CU 34 or page
297 of this book.
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Far-Strider remained on Earth for two weeks,
telling Humans about his people and learning
much in return. With the help of the superheroine
Electron he built a device that could “translate”
Human and Vayathuran digital storage media into
one another and returned home loaded down with
disks of data.

Since then Far-Strider has come back to Earth
four times, the last visit being in mid-2008. Each
time he brings more information about his world
(primarily historical data, texts on Vayathura’s
major languages, and culture products such as
novels and music) and takes more back. As a
result, “Vayathuran studies” have become fashion-
able at many universities and the entire field of
xenoanthropology has received a tremendous
boost. Scholars are eagerly looking forward to Far-
Strider’s next trip to Earth.

200 1-THEJMALVANIGLADIATORS)

The new millennium saw the arrival of new
aliens from quarters Humanity had not yet even
heard of. In March, GATEWAYs sensors detected
a small, out-of-control starcraft approaching earth.
It crashed into Lake St. Clair near Millennium
City, diverted there by the superheroes Defender
and Sapphire to keep it from hitting the city
proper. They feared that whoever was in the ship
must have been killed by the impact — but they
weren’t counting on his durability. A superpow-
ered individual named Drogen Lar emerged from
the wreckage. He explained to the authorities that
he was a Dorvalan (or in Human terms, a Perseid),
but had come from an even more distant world
called Malva, where hed participated in super-
powered gladiatorial battles for the amusement of
the jaded Malvans. He soon went on to become
the hero Ironclad, a member of the Champions.

Two months later GATEWAY detected a
similar ship approaching Earth from the same
direction — and it, too, wasn't entirely in the
control of its pilot! It semi-crashed in a rural area
of Nebraska, where people fearing an “alien inva-
sion” smashed it to pieces while the pilot, a super-
powered alien (and former Malvan gladiator)
named Tren Tarrec Dazeur, was away looking
for parts to repair it. Enraged by their foolish-
ness, Dazeur became the supervillain Herculan
(see CV3 155). After a half-decade career he was
captured and incarcerated. While in prison he
got some therapy to help him deal with a whole
host of personal issues and emerged a new “man,”
one who’ kept to the straight and narrow since
his release in 2007. During his therapy sessions,
Dazeur spoke at length about his background. He
said he was a Fassai, a species similar to Humans
in many ways that’s part of an interstellar govern-
ment called the Velarian Confederation located on
the other side of the Galaxy from Earth (see page
28 for more information on the Fassai).

In September a third “refugee” from Malva
arrived — this one an actual Malvan flying under
his own power. The supervillain Firewing (see
CV3111), a former gladiatorial rival of Ironclad



Champions Beyond = Chapter One

and Herculan, followed them to Earth in search
of new combat challenges among Humanity’s
plethora of superpowered combatants. And he
hasn’t been disappointed... though the destruction
some of his fights have caused have made him a
major menace despite the fact that he doesn’t want
to conquer the world or enslave all Humans.

2006:AVALAK]THE!
WORLD=RAVAGER

One of the deadliest alien menaces ever to
confront Humanity appeared in 2006. Over a
decade before, a being of immense power calling
himself Valak the World-Ravager appeared in the
Milky Way Galaxy. He claimed to be from another
galaxy, the one Humanity calls the Sextans
dwarf galaxy, where hed conquered or destroyed
everyone who dared to stand against him. Looking
for more battles and greater challenges hed come
to the Milky Way...

...where he found exactly what he wanted. He
destroyed three minor alien civilizations — the
Anthari, the Pelgonites, and the Tashar-n —
before the Star*Guard got word of him. Mustering
its forces the Guard attacked. The battle raged
across five star systems before the combined
power of nearly four dozen StarGuards trapped
Valak and imprisoned him in the center of an
asteroid.

Valak finally broke free in late 2005. Although
his long captivity had weakened him, he began
taking his revenge on the Star*Guard, traveling
from outpost to base and killing everyone he
found. CONTROL finally deduced what was
occurring, and as Valak neared the Sol system in
March 2006 it alerted StarGuard Andre Almena
about the danger. StarGuard got the message while
he was in New York visiting the Sentinels, who
joined him in a journey out into space to confront
Valak. The battle that followed started near Jupiter
(where the heroes arrived just in time to save Star-
Guard’s Marshals from being murdered by Valak)
and gradually worked its way across the solar
system to Earth and the streets of New York City,
where members of the Justice Squadron and Nova,
and some independent heroes, joined the fight.
Finally they triumphed. An unconscious Valak
was quickly placed in “hot sleep” in Stronghold,
while his Cosmic Halberd and armor were loaned
to the Goodman Institute to study.

Valak remained imprisoned until the 2009
Stronghold breakout. Freed by Menton’s machina-
tions, he flew to Chicago to recover his weaponry
(killing five Institute employees in the process),
then left Earth. Despite the best efforts of the
Star*Guard, no one€’s seen or heard from him
since. CONTROL fears that he’s hiding some-
where, biding his time and allowing his power to
slowly increase to its pre-imprisonment levels.
Once he’s ready he'll begin his campaign of
conflict and destruction again... and this time even
the Star*Guard might not be able to stop him.

(For more on Valak, see CV3 309-10.)

2008:JFOURTHYTIME!S
THE[CHARA

Humanity’s most persistent alien foe, the
Gadroon, returned in 2008 — and finally
succeeded, to a certain extent. This time they
approached Earth by stealth. Taking advantage of
information gained during their previous attack
in northern Canada, and hoping to mine a vein
of questionite their sensors detected, they landed
in the same area and established a “beachhead”
before anyone knew what had happened. By the
time Canadian superheroes and the Steelhead
Division arrived, the Gadroon were too well
dug-in, and too protected by their powerful grav-
itic weaponry, to be easily dislodged. Since then
it’s settled down to a war of attrition, but so far the
Gadroon have held out and are resisting all efforts
to remove them from Earth. Even worse, some
authorities fear theyre using the same “stealth”
tactics to infiltrate major Human cities in disguise
and look for weaknesses and targets.

2009 THEJSECOND)
GULARR]INVASION

Another old alien foe — the Qularr — returned
with a vengeance in September 2009. Some Qularr
technology from the 1965 invasion, including
several signal beacons, were at that time stored
in Homestead so Defender could study them.
Someone snuck into Homestead, using highly
sophisticated technology to bypass all of its secu-
rity systems, and quickly repaired and triggered
one of the beacons.

The Champions shut the device off as soon
as they realized what had happened, but the
damage had been done. Two weeks later, in early
September, a massive Qularr invasion force
appeared in the skies above Earth, attacking
dozens of major cities. Humanity battled the
insecto-crustaceoid aliens for nearly two weeks,
with most attacks being led by superheroes
(and also some villains who decided to fight the
invaders). Fortunately, this time the Qularr relied
more on “conventional” troops and weapons
than on gigantic monsters, though they did
unleash a few of their “bio-weapons” (including
packs of what Human observers described as
“wolf-lobsters”).

The turning point in the war came when the
Champions, with the aid of numerous indepen-
dent superheroes, used a “cannon” to fire Ironclad
at the enormous Qularr “mother ship” hovering
over Millennium City. The impact, and Ironclad’s
subsequent rampage through the vessel, caused
it to crash into Lake St. Clair. With their leaders
killed or captured, the Qularr were soon driven
out of the solar system. However, hidden pockets
of Qularr soldiers and/or Qularr technology
undoubtedly remain in various parts of the world
— and some not-so-hidden, most prominently on
Monster Island.
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2009:JTHE[FALL]OF]
[THE]STAR * GUARD

Even worse news than the Qularr attack
reached Earth in late 2009 courtesy of StarGuard
Andre Almena. A few weeks earlier, the renegade
StarGuard Mordace, the organization’s greatest
enemy for years, assembled a massive army of
space mercenaries and attacked Odrugar in force.
Hundreds of Guards responded and battle raged
across the planet. In the end Mordace’s army was
defeated and he was driven away into hiding, but
it was unquestionably a Pyrrhic victory. First,
dozens of StarGuards — a little over ten percent
of their number — were killed in the fighting.
Second, and far worse, Mordace’s final, desperate
attack damaged the crystal quantum matrix that
holds CONTROLs memory circuits. The damage
can be repaired/regenerated in time, but for the
near future this leaves the Guard in a seriously
weakened condition, without its ultimate leader
and the “telepathic link” that allowed them to
work so well together. Temporary changes have
been instituted to allow the Guard to continue its
mission (see Chapter Ten for details), but most
StarGuards hope CONTROL — and the Guard —
will be back to their old selves as soon as possible.

THE EXOPLANETARY
SOCIETY

The most prominent civilian organization
devoted to studying aliens and alien affairs in
the United States is the Exoplanetary Society,
founded in the mid-Seventies in the wake of
the first Mandaarian visit. Its members range
from people who are simply interested in
aliens, to those who are sincerely concerned
about alien threats to Humanity, to outright
xenophobes hostile to all non-Human life,
with a smattering of members who claim to
have been abducted by aliens at some point.

The Society’s main functions are eduction
and lobbying (to keep Americans informed
about the nature of alien life and the threats it
may pose), the study of aliens and alien civili-
zations, and monitoring possible alien activity
on Earth (which it refers to as “Project Blue
Book” in imitation of the US government’s
own program of that name).

The Society’s leader since 1997 is Sean
Clemens, who got involved with the Society
after his son claimed to have been an alien
abductee. He's based in Boston at Society
headquarters. The Society has “field offices”
in various major US cities (including Wash-
ington, DC, Millennium City, and San
Francisco). It also maintains The Exoplanetary
Institute, a think tank and “school,” in Chicago.

For more information on the Exoplanetary
Society, see Cops, Crews, And Cabals, pages
40-46.
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As of early 2011, the state of Human-alien
affairs can be summarized with several broad
statements.

First, Humanity is aware that numerous
sentient alien species live in the Milky Way
Galaxy, and beyond. (See Chapter Two for
more information.) It’s also aware that there are
undoubtedly many other species it knows nothing
about yet... and that some of them are likely to be
hostile or potential threats.

Second, no nation or other group on Earth has
established formal diplomatic relations with any
alien civilization.

Third, no nation or other group on Earth has
established formal economic relations or regular
trading with any alien civilization.

Fourth, Humans continue to debate these
subjects. Some people want to join the galactic
community and argue that Humanity should
use super-technology to develop faster-than-
light travel and interstellar communications on a
regular, reliable basis as soon as possible. Others
are concerned that Humanity’s not ready for that
yet (or are even outright xenophobic), or fear that
if more aliens become aware of Earth it will just
suffer more and more invasion attempts. They
say Humanity should maintain as quiet a profile
as possible until its general level of technology
and social sophistication have improved. (Some
proponents of this position also argue that
Humans should avoid formal relations of any sort
with aliens until Humanity is united under one
government, to prevent all sorts of political and
economic problems on Earth.)

Currently various governments’ approach to
“alien issues,” and their access to alien technology
and resources, vary.

THELUNITEDISTATES

As the focus (to one degree or another) of
most alien invasions and home to most of Earth’s
most prominent superheroes, the United States
has had more contact with aliens than any other
nation, and as a result possesses more resources
pertaining to aliens. Its response to alien-related
events is coordinated by the Alien Affairs Bureau
of the National Aeronautics and Space Adminis-
tration (NASA). Established in 1995 in the wake of
the third Gadroon invasion, the AAB collects and
studies all available information about alien life,
monitors known aliens in the United States (and
abroad), and works with other agencies to prepare
contingency plans for possible events. Most
prominently it has joined forces with the State
Department to draft protocols for Human-alien
diplomatic relations in case that ever becomes
possible, and it liaises with the US military to plan
to defend America against further alien attacks or
infiltrators.




Champions Beyond = Chapter One

AREA 53

Despite the US government’s secrecy about
the facility, many people have heard of Area 51, a
part of Nellis Air Force Range in Nevada where
military aircraft are developed and tested (some-
times allegedly involving alien technology). Far
fewer have heard about Area 52, an even more
secret military facility in Utah where the military
supposedly keeps alien remains and artifacts.

But the truth — known to very, very few
people, even in the Superhuman World — is that

Area 52 is a decoy. It exists, but it’s mostly a “front”

designed to lure anyone who searches beyond the
“Area 51 legend” away from America’s real hiding
place for alien resources. That place is Area 53,
built into a small mountain range next to Nellis
AFR so that activities at the Range cover the
comings and goings of 53’s personnel. Those few
members of the US government and intelligence
communities who know about Area 53 usually
refer to it simply as “the Tunnel” (because the core
of the facility is a long tunnel burrowed through
solid rock) or “the Vault”

The contents of Area 53 include:

m copies or originals of all data, reports, and
other materials received from alien species or
generated by the US government concerning
alien species, or which reference events in the
galactic community (where Area 53 does not
have the originals, they are almost always kept
at AAB headquarters in Miami, Florida)

m tripod parts, ship parts, and corpses/biological
samples from the Sirians (from the 1938 and
1967 invasions), and weapons and other parts
of the Sirian base on Mars (from the 1967
invasion)

m weapons, ship parts, two nearly-intact small
vessels, corpses/biological samples, and two
living prisoners from the various Gadroon
invasions

= weapons, ship parts, several nearly-intact small
vessels, one nearly-intact large vessel, corpses/
biological samples, and nearly two dozen living
prisoners from the Qularr (most from the 2009
invasion, but some dating back to the 1965
invasion; the large vessel is kept in Hangar 81,
the biggest single room in Area 53)

m the wreckage of the small Malvan ships that
Ironclad and Herculan came to Earth in

m miscellaneous small stone artifacts brought
back from Selenus by the Fabulous Five and
MeteorMan

m several small Mandaarian artifacts given to
the President by various Mandaarian visi-
tors (reproductions of which can be seen in
the Smithsonian and various other world
museums, and even purchased by civilians)

m several pieces of kelvarite
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However, possessing something doesn’t confer
the ability to understand it, or to use it. The US has
spent tens of billions of dollars over the decades
studying the alien technology, corpses, prisoners,
and ships kept at Area 53 but has made little
progress for its money. So far Sirian technology
has been most susceptible to analysis and seems
the most similar to Human technology; advances
from studying it have been incorporated in the
US Space Station, the Ares I station on Mars, and
various other high-tech projects.

Qularr technology, often being at least partly
organic/biological, tends to be difficult for Human
scientists to study effectively. Even worse, its
organic components often “wither” or become
dormant over time, inhibiting Humans’ ability to
figure out what they do (did).

Gadroon technology is highly advanced
compared to Human technology and seems
to work on principles of physics that Humans
have never even heard of — according to stan-
dard Human science, and even super-science,
the Gadroon ability to manipulate and harness
gravity simply shouldn’t be possible. Analyzing
it to discover how it works, and a few fumbling
attempts to operate it, have been almost entirely
unsuccessful.

A.u”?
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The same problem exists with Malvan tech-
nology... but it's multiplied by many orders of
magnitude. Malvan technology is the most
advanced in the Milky Way Galaxy, possibly in the
Universe, and Humans trying to figure out how
it works are like Neanderthals trying to reverse
engineer a supercollider. Malvan devices are
usually user-friendly enough that someone who's
familiar with the Malvan language can figure out
how to use them (witness Ironclad and Herculan
both escaping from Malva in ships they weren’t
familiar with), but neither of the Malvan ships the
US possesses are intact enough to function.

PROJECT BLUE BOOK

Founded in 1952 as a United States Air Force
project, and converted into a joint USAF-AAB
program in 1996, Project Blue Book is the United
States’s effort to collect, analyze, and if possible
verify reports about unidentified flying objects
(UFOs), and where necessary to make policy
recommendations based on the data gathered. In
light of the numerous alien invasions and related
incidents the US has experienced over the past
several decades, the American government wants
as much warning as possible about any current
or future “situations” that might impact national
security. Blue Book personnel, most of them
USAF officers, go out into the field to investigate
UFO sightings, interview persons who've reported
seeing UFOs or experiencing alien activity, collect
samples of supposed alien technology, and so on.
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The vast majority of their reports conclude that
the witness saw a natural phenomenon or a known
technological object and misidentified it for some
reason. But a tiny percentage are flagged “for
further analysis” and passed on to other experts
(sometimes even superheroes with relevant expe-
rience whom the Project calls in as consultants)

to decide what response, if any, the government
should make.

THE UNITED STATES SPACE STATION

Since 2006, the United States has joined
UNTIL in having a permanent manned presence
orbiting Earth. Formally known as the United
States Space Station, and informally referred to
as “the Wheel” due to its shape, this facility has a
permanent staff of twenty, with room for another
twenty visiting personnel. Its commander is Col.
Stuart Archer, a former NASA astronaut and US
Air Force test pilot who holds Ph.Ds in astronomy
and aeronautical engineering. A fair-minded
(if sometimes stern) man of great intelligence,
Col. Archer does yeoman’s work keeping the
sometimes-disparate personalities of the scientists
under his command from clashing too much. The
Station also has a superheroine — Victory (CU
184) — as one of its residents.

Unlike GATEWAY, whose primary purpose
is to detect, and if possible protect Earth from,
hostile aliens, the USSS is mainly designed for
conducting scientific research. While many of
the people stationed there are members of the
military, they’re in space to study the cosmos,
not as a front line in any future alien conflicts.
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Using the station’s high-powered electronic tele-
scopes, advanced computers, and sophisticated
research and micro-manufacturing facilities, they
study astronomical phenomena, explore how
various substances and processes function in low
or zero gravity, and so forth. While approximately
half of their work is classified (and thus remains
solely the property of the US government), the
rest is available to the American public for a
minimal fee.

The USSS consists of a large central “core”
unit with four smaller “outer” units linked to it
by straight walkways. Curved walkways connect
each outer unit to the two flanking it, giving the
entire station the appearance of a large silver
wheel (hence its nickname). The core contains the
station’s power plant, quarters and facilities for
the crew, and the largest telescope; the outer units
and curved corridors contain laboratories, other
telescopes, and the like. It uses artificial gravity
generation. The gravity system, as well as several
other devices on the station, was developed with
the help of super-scientists (other superheroes
assisted with the launch of the core unit).

ARES |

In May 2008, three American astronauts
fulfilled one of humanity’s century-long dreams
by becoming the first Humans to set foot on
another planet and establish residence there. With
the help of several devices designed by American
superheroes, these three pioneers established
the Ares I station in the Utopia Planitia region of
Mars. In the years since then, they’ve been joined
by six other “areonauts” who now live on Mars
semi-permanently. See Chapter Four for more
information.

EUROPE|

The European Space Agency has not been as
active in recent years as NASA or the Chinese
National Space Administration, but it hasn’t been
totally quiet either. It provided the US with some
assistance in the building of the USSS, and as a
result has been invited to send one or two visiting
personnel to the station each year.

However, the ESA’s ambitions don't stop there.
It recently proposed an ESA-run ten year-long
manned mission to study the planets of the solar
system for signs of life, or the potential for life.
As currently planned, this mission would focus
primarily on Venus and the moons of Jupiter
and Saturn, but would visit other planets briefly
as well. The ESA would require the help of the
United States (and perhaps other nations, such as
India or China) to pull this off, but if it works it
would be a major advancement for astronomy and
astrobiology, as well as give the Administration’s
reputation a serious boost.

(CHINAY

With plenty of economic muscles to flex, China
has begun to challenge the United States for domi-
nance in the solar system, leading to what one
observer has predicted will become “another space
race” over the next few decades. The Chinese
National Space Administration has announced a
“bold space initiative” that includes the following
projects:

m  avisit to the Moon by 2018, and the establish-
ment of a permanently-manned lunar base by
2025;

m creating a permanently-manned space station
by 2020;

= numerous unmanned probes to explore the
asteroid belt and the outer planets; and

m the creation and launching of a faster-than-
light starship to visit Alpha Centauri (or
possibly some other nearby star) by 2035.

Of course, it remains to be seen whether any of
these plans will come to fruition, but the Chinese
government seems to favor the program strongly
and support it in full. Unlike NASA, which prefers
to avoid relying on superhumans too much, China
has shown no qualms about using its superhero
team, the Tiger Squad, to assist with its space
program. Tiger Squad gadgeteers have been
enlisted to design systems and devices for space
vehicles, while members who can survive in space
will assist with the construction of the planned
space station when the time comes.

UNTIL)

The United Nations Tribunal on International
Law — UNTIL — has been in space longer than
any other Human entity or organization thanks to
its desire to protect Earth from alien invasion. In
1996 it established GATEWAY, Humanity’s first
permanently-manned space facility, in geosyn-
chronous orbit above the Pacific Ocean. It’s built
as a series of four modules (Alpha, Beta, Gamma,
Delta) arranged in a columnar fashion and has a
crew of 200 led by Commander Rodney Currie
of Canada. GATEWAY has been so successful
that the skeletal structure of a second station,
AVALON, is now being built in orbit above
Europe, with completion slated for sometime in
the late 2012-early 2013 timeframe. Two more
stations, ASGARD and SKYGUARD, are sched-
uled for construction over the next twenty years.

GATEWAY’s primary purpose is to detect
the presence of alien visitors to the solar system
(particularly invaders) via UNTILSs Project
Stargazer (see sidebar), but of course that only
requires a small allocation of manpower. Most of
the station’s personnel spend most of their time
conducting scientific research. All data they gather
is public domain property, free to anyone on Earth
who wants it.
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In the event of another alien invasion,
GATEWAY is well-equipped to defend itself. Its
armament includes sixteen pulson cannons, eight PROJECT STARGAIER
disintegrator cannons, sixteen missile batteries, UNTIL established Project Stargazer to
and a tractor beam generator. Station personnel monitor the heavens for signs of alien inva-
can also use GATEWAY's sixteen USSTs (UNTIL sions and new alien civilizations, and to
Short-Range Space Transports), which are armed keep track of known aliens living on Earth
with a forward-mounted pulson cannon, to (especially alien villains such as Firewing).
defend the station. Most alien heroes (such as Ironclad) are well-
Staff (and the occasional visitor, such as impor- acquainted with the Project and its members,
tant politicians) can get to GATEWAY in one of who are mainly scientists with a strong interest
two ways. The best is to use UNTILs spaceplane, in xenology (the study of alien races).
the Gimlé, which has an unblemished safety UNTIL agents assigned to Project Stargazer
record over several dozen launches. A quicker way have the Skills KS: The Alien World (knowl-
is to use UNTILs experimental ADIS teleportation edge of aliens on Earth, and the alien species
system, which can transport a person instantly of the Milky Way to the extent humans know
from several locations on Earth (including UNTIL about them) and SS: Astronomy.

ﬂ World Headquarters in New York City, UNTILs The leader of Project Stargazer is Major
“Guardhouse” super-prison, UNTILs undersea Jason Larke, is an American with Ph.Ds in
base NAUTILUS, and the UNTIL base in Geneva, astronomy and biology. Its emblem is a yellow
Switzerland) to the space station. However, since it crescent moon on a star-covered blue-black
is an experimental system, it doesn’t always func- shield.

tion properly and poses some danger to the user,
so it’s reserved primarily for emergencies.

For more details on GATEWAY, see UNTIL:
Defenders Of Freedom, pages 120-26.

UNTIL’S ALIEN RESOURCES

Like the US government, UNTIL maintains an
extensive database of information on aliens, and
collects alien technology and biological samples
to study them and protect the world from any
dangers they may cause. UNTILs “collection,”
housed in a facility in western Kenya, is about half
the size of Americas. It consists primarily of ship
parts, weapons, devices, and alien corpses from
the Gadroon and Qularr invasions. (The Tribunal
doesn’t keep alien prisoners for study.) It has a
smattering of items from other alien “incidents” as
well, including several pieces of kelvarite.
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s discussed in Chapter One, as of 2011

Humanity doesn’t have formal relations

with any alien species/civilization, and

could not be considered a member of the
“galactic community” (since it lacks interstellar
travel, among other things). But that’s not to say
Humanity knows nothing about the Milky Way’s
inhabitants and affairs.

Humanity’s numerous hostile encounters with
aliens over the decades have left many people
cynical about the“galactic community;” but a lot of
that negativity has been defused by contact with
the Mandaarians (and the Vayathurans). They
seem to be proof that enlightened civilizations can
exist, and that Humanity can aspire to become
something more than it currently is. Pessimists
point out that the Mandaarians are essentially like
Margaret Mead visiting Samoa — scientists from
an advanced civilization interacting with a lesser
civilization just to study it, without offering any
concrete benefits — but most people don’t seem
to mind.

The average man on the street (so to speak)
knows that multiple species of aliens exist and that
some of them have visited Earth; he might even be
able to name one or two species or describe one
of the visits from something he read or heard on
the news. He also knows that several species have
tried to invade or conquer Earth; chief among
these are the Qularr and the Gadroon. If he takes
the time to do a little research, he could quickly
find the names and pictures of apporoximately
a dozen alien species, as well as other pieces of
information. If he joins the Exoplanetary Society
or attends some of its lectures or classes, or finds
some similar source of information, he could
easily learn all that’s publicly known about a wide
variety of alien species and events.

Of course, many of the world’s governments
(primarily the US government) know much more
than that. The United States has a large database
containing every scrap of information it’s gathered
about aliens from their attempts to invade Earth,
friendly superheroes’ adventures in the cosmos,
interrogation of alien supervillains, StarGuard,
and similar sources. It also has a large “archive” of
alien technology and biomaterial (see page 18).
UNTIL has a similar collection, though it’s only
about half as extensive.

Superheroes and hero teams that often venture
into outer space (such as the Sentinels and the
Justice Squadron) also know a lot more about
aliens than the general public... and sometimes
even the government, since for various reasons
heroes don't always reveal everything they learn
to any one nation or even UNTIL. Each team’s
experiences (and thus database) differs, but teams
that trust one another often share information
when necessary.

The following sections describe the major
alien species known to Humanity as of 2011 that
aren’t covered in later chapters of this book. For
ease of reference, they cover each species with the
thoroughness that superheroes might require (and
that players may need to create PCs who belong
to those species). Each subsection includes a
“What Humanity Knows” section discussing what
Humans in general, and their governments, know
about each species.

JACK/ALIANS!

One of the most aggressive species in the
Galaxy, the Ackalians (uh-KALE-ee-uns) live on a
planet antispinward and “north” of Earth, not too
far from Malva.

WHAT HUMANITY KNOWS

Humanity is aware of the existence of the
Ackalians largely due to information provided by
Ironclad, Herculan, and a few other superhumans
who've encountered them. The data is sketchy, but
contains basic information about their society and
biology (including sketches made by sketch artists
based on Ironclad’s descriptions).

ACKALIAN BIOLOGY

The Ackalians are large, powerful carnivores,
the top predators in their native environment.
Physically, an Ackalian looks like an ogreish
monster from Human myth, with a burly
humanoid body, two powerful legs ending in
clawed feet, two strong arms (not clawed), a long
tail, and a covering of sparse hair. They have
particularly disturbing faces, with four all-black
eyes set above a mouth full of teeth. Two small
limbs flanking the mouth terminate in killing
fangs. Female Ackalians average about 10 percent
more mass than males (with proportionately
greater strength), while males have greater agility.
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Both genders prefer tight-fitting clothing; males
often wear only pants during warm weather.

Ackadlians live on meat alone, preferably still
warm. They consider cooked food absolutely
unpalatable, but can tolerate slightly rotted flesh.
Other species find Ackalian cuisine dull because
the Ackélians don’t use spices or flavorings (just
about any plant products give Ackalians terrible
indigestion).

Ackalian females give birth to live offspring,
usually one at a time. They do not nurse their
young, however, feeding them pre-chewed meat
and animal blood instead. Young Ackalians grow
up slowly; they’re not considered full adults until
they reach nearly 30 Earth years. The combination
of an all-meat diet and slow maturation means
Ackal has a low population by Human standards
— a population of two billion as of 2011 (actually
a bit more than it can comfortably support).

Ackalians can have superpowers. Powers based
on enhanced physiology or training — bricks,
speedsters, martial artists, weaponmasters, and
the like — predominate, while mystics are rare.
The rate of superpower manifestation on Ackal is
approximately 50% that of Earth, and the average
superhuman is of roughly equal power to a
Human with superpowers..

ACKAL, THE ACKALIAN HOMEWORLD

The homeworld of the Ackalian species, Ackal
is a planet 1.18 times the size of Earth with a
surface gravity 10 percent greater than Earth’s.
Warmer and drier than Earth, it has large deserts
and no icecaps. It has four moons (two large, two
small).

ACKALIAN SOCIETY AND CULTURE

Thanks to the greater size and strength of the
female gender, the Ackalians have always had a
matriarchal society. Women hold all positions of
importance (including the heads of various states)
and dictate how the state conducts governmental
and social affairs. (Ackalian males living in
Ackalian space may take a Social Complication,
Ackdlian Male, to reflect this; it’s Very Frequently,
Minor, and worth 15 points.)

Ackalian culture has long emphasized war,
individual achievement, and the submission of
the weak to the strong. No matter what the arena
— military, political, social, creative — Ackalians
constantly struggle with each other for advan-
tage. They consider this fierce competition a
good thing: the perpetual infighting improves the
species, they say. At their best, Ackdlians are fear-
less, confident, adventurous, clever, and merito-
cratic. At their worst they are brutal, combative,
cruel, reckless, and overbearing.

This constant competitiveness makes it difficult
for other species to interact with Ackalians — the
Ackalians always try to achieve dominance, even
in situations where it’s not necessarily appro-
priate. Most species solve the problem by avoiding
Ackalians as much as possible.

ACKALIAN TEMPLATE

Cost Abilities

3 +3 STR

2 +1 DEX

2 +2 CON

3 Ackalian Bite: HKA 1 point; No STR Bonus
(-12)

Ackalian Legs: Running +3m

2 Ackalian Eyes: +1 with Sight Group
PER Rolls

Total Cost Of Template Abilities: 15

For male Ackalians: reduce STR to +1, increase
DEX to +2. Total cost: 15 points

For female Ackalians: increase STR to +5, remove
DEX bonus. Total cost: 15 points

Value Complications
None

L Total Value Of Template Complications: 0
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Despite their reputation as violent brutes, the
Ackalians definitely have a creative side. Ackdlian
art often displays a raw, primitive, stark quality,
though it’s also capable of surprising sophistica-
tion and depth. Most Ackalian music would be
loud and discordant to Human ears, but some
of it would have a certain appeal. On the other
hand, the Ackalians have relatively little in the
way of religion or mysticism, considering most
such customs as impractical nonsense. What
little religion they possess mostly takes the form
of ancestor worship or following a leader who's
considered divine.

In Ackalian society, science and engineering
are just another arena of competition, and conse-
quently technological progress is often rapid but
uneven. Their most successful developments come
from individual researchers or small teams; any
large research project quickly becomes a welter
of backbiting, bureaucratic empire-building, and
credit-stealing. As of 2011, Ackalian technology is
roughly on par with Human technology, though
the Ackélians devote significantly more time and
effort to developing new weapons and military
technology than Humans do. The Ackalians have
orbital facilities and have reached all four of their
moons as well as two other planets in their home
system.

ALIARCIA
A species native to the radiation belt
surrounding a gas giant world in the galactic core,

the Az’arc’a are energy beings... and proof that life
can take some very strange forms indeed.

WHAT HUMANITY KNOWS

Humanity knows almost nothing about the
Azarc’a beyond the name and the fact that they’re
energy beings from a planet whose life forms are
all energy rather than flesh. That information
comes primarily from Ironclad and Herculan, who
fought Az’arcan “animals” in the Malvan arena
and learned a little about the Az’arc’a from gladi-
atorial gossip.

AL'ARC'A BIOLOGY

The Azarc’a are energy beings; they do not have
flesh. An Az’arc’a looks like a spherical or circular
mass of pulsing rings and/or loops of plasma
occupying a volume of up to 10 meters across.
“He” (not even the Malvans know if the Az’arc’a
have genders) communicates with other Az’arca
by radio, light pulses, or inducing vibrations in
metal structures to create sound. If an ordinary,
flesh-and-bone, sentient wants to “speak” with an
AZarca, he needs a translator device or an object/
structure the Az’arc’a can safely vibrate.
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As energy beings, the Az’arc’a cannot live on
most planets, but can move through normal space
at velocities up to the speed of light, survive in
environments that would kill physical lifeforms,
and absorb and project energy to defend them-
selves. As such they can be considered “super-
powered,” though they do not seem to manifest
additional powers.

The Az’arc’a reproduce by splitting apart. Each
of the two new Azarca retains all the memories
and mental Skills of its parent, which means many
of them have memories millennia old.

THE AZ/ARC'A HOMEWORLD

The Azarc’a don't actually have a home “world”
per se; entering a gravity well as strong as a planet’s
is harmful (if not fatal) to them. They evolved
in the intense radiation belt surrounding a large
gas giant in a system in the galactic core. They've
never identified this world to other species nor
allowed them to visit it. However, the radiation
belt apparently supports a full energy ecosystem,
since Azarc’an “animals” are sometimes traded to
the Malvans for use in the gladiatorial arena.

AL'ARC’A SOCIETY AND CULTURE

As essentially immortal beings, the AzZ’arc’a
have a highly-developed, and yet also oddly
limited, society and culture. Their methods of
communication allow large numbers of Az’arc’a to
“talk” to one another simultaneously, resulting in a
quasi-hive mind that led to a species-wide govern-
ment relatively early in their history. (However,
comments made by Az’arc’a indicate that occa-
sional schisms and “splinter groups” arise within
society and split off to form their own governing
bodies on occasion, though most eventually
rejoin the Az’arca “collective” in time.) Leaders
apparently rule based primarily on logic, issuing
logical instructions that are carried out in a logical
manner by their underlings and society.

However, the Az’arc’a are not slaves to base
reasoning; they’re capable of emotion and
creativity like most sentient species. Their art
mainly consists of music, which utterly fascinates
them. Most Azarc’a attend “concerts” at least
once a week (if not more often), and an acclaimed
composer enjoys great prestige within society.
Their literature is also highly developed, and they
can make permanent sculptures out of a plasma-
like energy.

The Azarc’a have a profound knowledge
of mathematics, physics, astrophysics, and
cosmology. They also know more than a little
about the history of the Milky Way thanks to their
long lives (many Az’arca claim to have witnessed
first-hand battles between the Malvans and the
Elder Worm hundreds of thousands of years ago).
Individuals trade physics data, astronomical infor-
mation, or chronicles of galactic history for things
that interest them: music (via radio), mathemat-
ical theorems, codes, detective stories, new prime
numbers, and the like.
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DENDRIANS

Inhabitants of a planet not too far from Earth
(galactically speaking), the Dendrians are a
peaceful people who strive to remain neutral in
intergalactic affairs.

WHAT HUMANITY KNOWS

Humanity’s information about Dendrians
comes entirely from Brin Rei Tarn, the first Star-
Guard assigned to protect the sector of space that
includes Earth (some of it directly from him, the
rest via Anna Mills’s book Stand On Guard [see
page 15]). During his interactions with various
Earth superheroes and governments he was very
forthcoming about his people (though of course
he tended to provide a few facts about a wide
variety of subjects rather than detailed informa-
tion about any one subject).

DENDRIAN BIOLOGY

Dendrians are humanoids with the same
average height/build and sexual dimorphism as
Humans. Their skins are typically purple (ranging
from a light violet shade to a dark purple-black
depending on race). Their hair color is usually
some shade of blue or black, but in some regions
lighter shades (white and a sort of blue-white)
occur.

Dendrian women give birth to live young after
a ten-month gestation period. Dendrian children
grow quickly, reaching sexual maturity after twelve
Dendrian years (though social customs usually
emphasize delaying marriage and sexual activity
until at least 18 years of age, at which point most
Dendrians have finished their schooling).

Dendrian senses are more acute than Humans,
possibly because they evolved from a canine-like
herbivore that relied on its senses to perceive
predators in time to flee from them. Their eyes can
perceive ultraviolet light, and their ears can hear
ultrasonic sounds.

Based on the long romantic relationship
between Brin Rei Tarn and Anna Mills, it seems
that Dendrians and Humans are biologically
compatible in many ways. It’s unclear whether
this extends as far as being able to, for example,
transplant organs from a Dendrian to a Human
(or vice-versa), but xenologists are intrigued by
the prospects.

Dendrians are able to have superpowers,
though superhumans are far rarer among them
than among Humans. The average Dendrian
superhuman is roughly as powerful as the average
Human superhuman.

DENDRIS, THE DENDRIAN HOMEWORLD

The planet Dendris is the fourth of eight worlds
orbiting the Sol-like star that Humans call 58
Eridani, which is about 44 light-years from Earth.
It’s slightly smaller than Earth, with 0.96 G gravity.
Although it was heavily industrialized in the past,
today it’s mainly an agricultural world, with high-
tech manufacturing facilities kept in specific zones
of the planet so as not to disturb the tranquility of
Dendrian life.

Dendris has two moons, Kotho and Hedril.
Both host Dendrian colonies that are primarily
devoted to mining and manufacturing. The
Dendrians also have starbases near their system’s
two asteroid belts to mine the asteroids.

DENDRIAN SOCIETY AND CULTURE

The Dendrians are a peaceful people who try
to remain neutral in galactic affairs. They have
low-speed FTL ships (sufficient to trade with
their nearer neighbors) and other correspond-
ingly advanced technology, but they prefer not to
get involved in disputes or wars. Several times in
their history would-be galactic empire-builders
have conquered Dendris, but the Dendrians have
patiently and stubbornly waited them out until
they fell from power and they could regain their
independence.

This characteristic Dendrian attitude most
likely results from the fact that Dendrians tend
to live in large, extended families, making the
ability to hold one’s temper and a willingness to
negotiate through problems valuable social skills.
To the typical Dendrian mind, there’s very little
that’s so important in life that it’s worth fighting
over. Dendrians who feel otherwise often end up
emigrating to other worlds where they can allow
their more adventurous personalities full scope.

The Dendrians have a unified world govern-
ment called the Dendrian Congress, but most
Dendrians prefer that the government get involved
in their lives as little as possible. The Congress
typically limits itself to authorizing and over-
seeing major projects to help the planet (such as
supporting efforts to develop better technologies)
and leaves other governmental matters to local
councils.

Dendrian art and literature aren’t highly
thought of by other species (who tend to regard
Dendrian creations as “bland” or “uninspiring”),
but Dendrian singing is considered very enjoyable.
Dendrian singers can produce sounds up into the
ultrasonic, giving their vocal compositions far
greater range and variety than Humans’ Dendrian
cuisine, which is mostly vegetarian, also has its
fans among other species.

4 N

DENDRIAN TEMPLATE

Cost Ability

8 Dendrian Eyes: Ultraviolet Perception (Sight
Group)

3 Dendrian Ears: Ultrasonic Perception
(Hearing Group)

1 Dendrian Enhanced Lifespan: Life Support
(Longevity: 200-year lifespan)

Total Cost Of Template Abilities: 9

Value Complications
None

L Total Value Of Template Complications: 0
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The Dendrians worship a god they call Tro.
According to their theology, Tro created the
universe and everything in it, and as his last and
greatest creation formed the Dendrians from the
reeds that grew on the banks of the sacred river
Phormon. The Dendrians believe that Tro watches
over them and wards them from the dangers
the Universe holds... which is one reason why
they survive conquerors and tyrants with little
difficulty.

FASSAI TEMPLATE

Cost Ability

2 +2 STR

1 +1PD

Total Cost Of Template Abilities: 3

Value Complications
None

L Total Value Of Template Complications: 0
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FASSAI

Members of a proud and ancient culture, the
Fassai have fallen on hard times in recent centu-
ries. While still powerful, they lack the influence
and authority they once had in the Confederation,
and seek to reclaim it.

WHAT HUMANITY KNOWS

Humanity knows relatively little about the
Fassai. All of the information it has comes from
Herculan... who even after his reform is under-
standably reluctant to reveal significant data about
his people, particularly anything that could be
used to conquer them.

FASSAI BIOLOGY

Humanoids with dark skin (usually a sort of
dull brown, but in some races shading to more of a
grey), the Fassai have heads with furrowed ridges
and little (if any) hair. Over half the males are
completely bald, and while females tend to have
more hair than males, they still have very high
foreheads, with the hair arranged more as a fringe
around the sides of the head.

Fassai children are born after a five-month
gestation period that leaves the mother virtually
helpless. As a result, she must rely on the father,
relatives, and/or friends to help her with basic
necessities during this period. In the distant past,
this led to the formation of large “family” groups
that today provide the basis for the Fassai govern-
ment and social structure.

Fassai can have superpowers. In fact, the
only Fassai known to Humanity, the supervillain
Herculan, has them. The rate of superpower devel-
opment on Kadrigar is about 65% that of Earth,
and the average superhuman is of roughly equal
power to a Human with superpowers.

KADRIGAR, THE FASSAI HOMEWORLD

Kadrigar, the Fassai homeworld, is located on
the opposite side of the Milky Way Galaxy from
Earth. It’s slightly larger than Earth, with 1.2 G
standard gravity. Water covers about two-thirds of
the planet, leaving a full third of it for land — four
large continents and a plethora of large islands.
Each of the Hundred Houses controls a particular
region of the planet, so traveling Fassai take care
to avoid the territories of rival Houses.

Accustomed to living with others, the Fassai
prefer to cluster together in cities. Fassai mega-
cities, clearly visible from space, dominate the
planet — but large, mostly unsettled wilderness
areas criss-crossed by roads separate them.

FASSAI SOCIETY AND CULTURE

Millennia ago, the Fassai created a society
based on oligarchic leadership systems deriving
from their extended families, or “Houses”
Referred to as the Hundred Houses (though there
are actually slightly more than 100 of them),
these institutions are enormous extended families
descended from an ancestor (as often mythic as
not). Within each House, the leaders of impor-
tant sub-families rule as the House Council;
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each House Council sends a representative to its
national governing council (as of 2011, the Fassai
do not have a unified world government). Some
Houses choose their leaders democratically, others
by heredity, others by merit. The only constant is
that each House considers its method superior to
the others.

The Fassai are part of an interstellar govern-
ment called the Velarian Confederation. Herculan
hasn’t told Humanity much about this entity
except that it’s named after the species that
founded it, and that it’s a loose association based
largely on trade. When Herculan left, the Confed-
eration was wracked by an internal conflict that
pitted most of the Fassai and another species
against three other species, but he’s provided no
further details.

Fighting (of various kinds) between Houses
occurs frequently. One House may clash with
another over trading rights, farmland, or some
other resource or privilege, and they settle the
matter with arms (or whatever other method they
deem appropriate). This custom isn't nearly as
common among the Fassai as it was centuries ago
— Houses resort to negotiation and other peaceful
methods of resolving disputes just as often as they
do fighting these days — but it’s still an important
part of Fassai sociopolitical life.

One reason the Fassai so often come to
bloodshed is their elaborate code of honor. To
the Fassai, a House’s or person’s honor is para-
mount; insults to him or it must be avenged, and
all conduct must take honor into account. Fassai
honor largely boils down to this principle: a Fassai
must not settle for less than he deserves. While
this has some beneficial effects — it prevents a
Fassai from accepting pay for a job he didn’t do,
and makes gambling virtually non-existent among
them — it also leads to a lot of conflict when two
Fassai both feel they “deserve” the same thing,
or when a person feels he’s getting less respect
or consideration than he’s due. (Most Fassai take
Fassai Code Of Honor as a 15-point Psychological
Complication.)

Fassai technology is more advanced than
Human technology. They have low-speed FTL
starships, blaster weapons, powered armor for
soldiers, jetpacks, and similar advanced devices.

IXENDAR

The Ixendar (or Ixendrians) are a highly
advanced species who live spinward and slightly
coreward of Earth, beyond Dorvala.

WHAT HUMANITY KNOWS

Humanity knows virtually nothing of the
Ixendar, other than the fact that they possess tech-
nology significantly more advanced than Earth’s.
A few superheroes have encountered members
of the species and reported about them to the US
government and/or UNTIL.

IXENDAR TEMPLATE

Cost Ability

2 +2 INT

2 Ixendar Nose: +2 with Normal Smell PER Rolls
Total Cost Of Template Abilities: 4

Value Complications
None

Total Value Of Template Complications: 0
\,

IXENDAR BIOLOGY

The Ixendar are a mammalian humanoid
species very similar to Humans in most ways.
Their skin color ranges from a dusky ochre to a
dull gold; most of them have dark-colored hair
in various shades of black, grey, or brown. The
average male stands 5°9” to 6'4” tall, the average
female two inches shorter. Their noses and
heavy browridges form a single facial structure
that tends to make them look angry or stern to
Humans, and which also gives them an advanced
sense of smell and distinctively deep voices.

Ixendar women give birth to their children
after an eight-month gestation period. A baby
Ixendar is born with several of his skull features
(including the nose/browridge) still “soft,” and
thus requires extremely close attention and care
for the first three months of his life until they
harden to boniness.

The Ixendar can have superpowers. The rate of
superpower development on Ixendria is roughly
equal to that of Earth, and the average super-
human is approximately 50% as powerful as a
Human with superpowers.

IXENDRIA, THE IXENDAR HOMEWORLD

Ixendria is a terrestrial planet 1.02 times the
size of Earth with 1.0 G gravity. It’s a near-planet-
opolis; as of 2011, over 80% of the landmasses are
covered with what's effectively one gigantic city,
and the Ixendar have even begun constructing
platforms out over parts of the oceans so they can
keep expanding their city. In just a few centu-
ries the entire planet will be covered with streets
and buildings. The gigantic towers and glittering
buildings of Ixendria are known throughout
the galactic community as the epitome of urban
quality and sophistication.

To prevent this massive urbanization from
disrupting weather patterns or causing other
environmental problems, the Ixendar use weather
control satellites and elaborate planetological
monitoring and control systems to prevent storms,
unusual tidal phenomena, quakes, or the like
from wreaking too much damage to the planetary
infrastructure while still maintaining enough of
a weather system to keep the planet functioning

properly.
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IXENDAR SOCIETY AND CULTURE

The Ixendar are as diverse in their customs as
Humanity; characterizing them broadly is diffi-
cult. However, a few generalities apply.

First, the Ixendar tend to be very clean, and to
prefer clean environments, to the point of fastidi-
ousness. This is due to their highly-developed
olfactory senses; strong, unpleasant odors bother
them, and may even be considered an offense.

Second, social status and social pressures are
very important to most Ixendar. The average
Ixendar spends most of his life trying to ascend
the social ladder (and/or prevent himself from
sliding down it). Following social mores, be they
simple fads or elaborate behavior protocols,
is important to him. Thus the Ixendar have a
well-deserved reputation for being law-abiding;
breaking the law, even in trivial ways, would
contravene social dicta for proper behavior.

The Ixendar possess very advanced tech-
nology, including fast FTL starships, energy beam
weapons, and even some control of gravitics.
Their laws strictly forbid giving or selling Ixendar
technology to less advanced species; they believe
each species should make its own breakthroughs
they way they did.

Although they’re not yet a fully post-scarcity
society (the way the Malvans are), the Ixendar
want for relatively little. Many of the unpleasant
tasks on Ixendria are taken care of by robots or
similar devices, leaving the average Ixendrian a
lot of leisure time. As a result, the arts, sports,
and many similar activities flourish. It’s not at all
uncommon for an Ixendar to have half a dozen
“hobbies” that he can devote as much time to as a
Human can devote to just one.

VAKKARI

The Jakkari are an advanced alien species that
lives on the other side of the galactic core from
Earth, known to Humanity because the Sentinels
helped them fight a war in 1972 (see page 12).

WHAT HUMANITY KNOWS

Humanity’s knowledge of the Jakkari comes
entirely from the Sentinels, who got to know
them well over the months of fighting and filed
extensive reports with the US government after
they returned from the Jakkari-MQro war. Aside
from the members of the Sentinels at that time, no
Human being has ever met a Jakkari.

JAKKARI BIOLOGY

The Jakkari are a humanoid species descended
from an animal somewhat similar to an Earth
armadillo. The skin along their spine, shoulders,
top and back of their wedge-shaped heads, and
sometimes other places tends to be thick, leathery,
and even somewhat scaly. Skin tones range from
near-black to a light ochre.
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Jakkari are 5°8” tall on average regardless of
gender. While the genders are easily distinguished
visually, the Jakkari display far less sexual dimor-
phism than most species. Baby Jakkari hatch from
egg-like “sacs” An adult female can only produce
one sac per year, but twin and triplet births are
far more common among the Jakkari than among
Humans.

The average Jakkari is slightly stronger and
tougher than the average Human, but slightly less
dexterous. He can see more clearly at night, but
his sensitive eyes are easily blinded by bright lights
and similar phenomena.

The Jakkari do not seem to be able to mani-
fest superpowers... or at least, the Sentinels
never encountered or heard of a superpowered
Jakkari during their time on Tural Jakkar. A
Jakkari could, however, be highly trained or use
super-technology.

TURAL JAKKAR,
THE JAKKARI HOMEWORLD

Tural Jakkar, the Jakkari homeworld, is a small
planet (roughly 75% the size of Earth) with 0.9
G gravity. It has six continents separated by four
oceans that are smaller and shallower than those
of Earth, as well as three large archipelagos and
numerous smaller island groups. It has a normal
range of arctic-to-tropical climatic zones, and
has been described by the Sentinels as a pleasant,
Earth-like planet. It has three moons, though two
are so small and distant that they’re often hard to
see with the naked eye.

Most Jakkari don’t like to live in large cities.
The only urban area on the planet with a popula-
tion above one million is the planetary capital,
Vortaal; most cities have 100,000 to half a million
residents. The planetary government has created
an extensive network of well-maintained roads
and railroad-like mass transit lines so that travel
between cities is fast and efficient.

JAKKARI TEMPLATE

Cost Ability

2 +2 STR
-2 -1DEX

2 +2 PD

1 +1 ED

5 Nightvision

Total Cost Of Template Abilities: 8

Value Complications

10 Vulnerability: 172 x Effect from light-
based Sight Group Flashes (Common)

L Total Value Of Template Complications: 10
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JAKKARI SOCIETY AND CULTURE

The thing that struck the Sentinels most
strongly about Jakkari society is its high degree
of gender equality compared to Human society.
Since Jakkari women are just as strong, tough, and
tall as men, and lay “eggs” rather than carrying
live young to term, the Jakkari never developed
a culture that assigned different jobs or roles
to women. Women are just as often soldiers,
construction workers, or politicians as men
(and have been in nearly every Jakkari culture
throughout history), while men are just as often
homemakers, nurses, or administrative assistants.
The Sentinels reported that the Jakkari were some-
what baffled by the Human idea that different
genders would gravitate toward certain careers or
functions in society.

While Tural Jakkar is home to a wide variety of
cultures, nearly ninety percent of them are linked
by a common factor: religion. Thousands of years
ago a religious reformer named Yogon syncretized
a pantheon of four deities — a sun god and three
moon goddesses — from a number of competing
religions on one of the Jakkari continents. A series
of military campaigns forced the local tribes and
kingdoms to adopt this new religion, and in time
it spread to the rest of the planet. There are liter-
ally thousands of minor variations and sects from
region to region around the planet, but the central
tenets of Yogonism remain the same in nearly all
of them.

Thanks to this religious unity, the Jakkari
developed a planetary government as soon as
advances in communications and travel made it
feasible. Church and state are technically separate,
but the High Yogonic Priests wield so much influ-
ence in society that the government is a de facto
theocracy. No one can be elected to the Jakkari
Parliament, much less to the position of President,
without the church’s approval.

Until recent decades the Jakkari were not
particularly militaristic, but the Jakkari-MQro
War changed that. The conflict devastated much
of the planet and caused the deaths of millions of
people, and the Jakkari are determined never to
let it happen again. While they’re definitely not
aggressive, since rebuilding their planet they’ve
increased their defense and security infrastructure
and procedures to such a degree that it’s had a
slight but measurable impact on their interstellar
trade. But if that’s the price of safety, the Jakkari
seem more than willing to pay it.

Jakkari technology is more advanced than
Human technology; they have medium-speed FTL
starships, beam weapons, and other sophisticated
devices. They participate in interstellar trade
with nearby species who are at a similar level of
development.

KUZANE

The Kuzane were the species encountered by
Michael Renton and his four colleagues during the
incident in which they became the Fabulous Five
(see page 9). As far as Humanity knows, the entire
remaining population of Kuzane were aboard
AjoK’s ship when it exploded, and the species is
now extinct.

WHAT HUMANITY KNOWS

What little Humanity knows about the Kuzane
is summarized below. It all comes from statements
Ajok made to the members of the Fabulous Five
prior to his death in the explosion that made them
superheroes, and thus contains significant gaps.
It’s not even clear if Ajok were telling the truth or
deliberately exaggerating his species’s abilities and
accomplishments.

KULZANE BIOLOGY

As of the 1950s, the Kuzane species existed
only as disembodied intellects, each in its own
“sentience vessel” As such they were effectively
immortal, though the destruction of a Kuzane’s
vessel without another container he could imme-
diately transfer his intellect into (such as another
vessel, or a pre-prepared humanoid body) would
result in his death.

According to Ajok, in the distant past the
Kuzane had humanoid bodies remarkably similar
to Humans, with copper-colored skin. For some
unexplained reason they abandoned their bodies
to live as incorporeal beings of pure intellect. This
made them nearly immortal, but for some reason
they had decided to seek out humanoid forms
they could transfer themselves into. Humans
would have been nearly perfect for their plan,
which is why the Fabulous Five elected to destroy
the Kuzane vessel rather than risk letting it get to
Earth.

THE KUZANE HOMEWORLD

Ajok didn’t name the Kuzane homeworld to the
Fabulous Five or describe its location. He spoke of
it as a large terrestrial planet, “full of beauty of all
types, and natural splendor, and all the arts of the
hand lovingly crafted.” Patty Renton later claimed
that he has a “wistful” tone to his voice when
saying this, implying that the world was somehow
lost or destroyed, but it’s questionable whether she
(or any other Human) could accurately gauge such
emotions in a newly-met alien.

KUZANE SOCIETY AND CULTURE

According to Ajok, and based on what the
Fabulous Five saw of his ship, Kuzane culture
must have been highly advanced, with technology
far better than Earth’s (including fast FTL star-
ships) and an extensive body of art and literature.
Given some of Ajok’s comments, Michael Renton
surmises that the Kuzane were largely solitary
and reproduced using artificial insemination and
birthing machines of some sort.
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The Mandaarians, the most advanced and
powerful galactic civilization known to Humanity
after the Malvans and Odrugarans, control a
small volume of space antispinward and “north”
of Earth. Mandaarian scientists have visited Earth
several times (see page 13).

WHAT HUMANITY KNOWS

Humanity’s knowledge of the Mandaar-
ians comes almost entirely from what visiting
Mandaarians have told Humans about themselves
and their society, supplemented by what little
Humans could learn through direct observation
of the visitors. There’s no way to know if what the
Mandaarians have told Humanity is the truth.

MANDAARIAN BIOLOGY

Mandaarians are humanoid, with a range of
skin and hair tones almost identical to those found
in Humans, but more unusual eye colors (typi-
cally golden or silver, with slit-pupils something
like those of cats). They have Human-like ears,
usually with a slight point at the top. Both genders
normally wear their hair short and with little or
no styling. The average Mandaarian is shorter and
slighter than the average Human, but has compa-
rable strength and durability.

A high proportion of Mandaarians are psionic.
Based on observations of the Mandaarian visitors
and statements they’ve made, Human xenologists
estimate that as much as 75% of the Mandaarian
population has mental abilities... often very
powerful ones, by Human standards.

Besides their native psionic powers, Mandaar-
ians can have superpowers (in fact, their tech-
nology may be advanced enough to easily induce
them if desired). The rate of superpower develop-
ment on Mandaar is roughly one-third that of
Earth, and the average superhuman is approxi-
mately as powerful as a Human with superpowers
(or even more powerful, if he also has psionics).

MANDAAR, THE MANDAARIAN
HOMEWORLD

Mandaar is a terrestrial world with 1.1 G
gravity. It has four large continents (including two
prominent subcontinents) and deep, cool oceans.
Compared to Earth it has much less arid land,
allowing for more crop growth and an earlier (and
rapider) development of civilization.

As of 2011, Mandaar is both highly-devel-
oped and an extremely pleasant place to live.
Mandaarian technology is so advanced that the
Mandaarians have devised ways to create habit-
able areas that complement rather than harm
the environment, and can exploit asteroids and
non-habitable planets for the natural resources
they still need.
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Compared to Human cities, Mandaarian cities
seem quiet and subdued. Mandaarians typically
communicate via telepathy, and their technology
also allows messages to be “beamed” directly
into a person’s mind. Thus, the sounds, advertise-
ments, and other displays so rampant in Human
cities are missing or diminished on Mandaar (or,
more accurately, take forms that Humans cannot
perceive).

MANDAARIAN SOCIETY AND CULTURE

Based on the way Mandaarian society and
culture have been described to Humans, they seem
to be the epitome of what humanoids can expect
to achieve. Peaceful yet vigorous and dynamic,
powerful yet altruistic, motivated by curiosity and
a love of learning rather than a desire to conquer
or enslave, the Mandaarians have a civilization
most other species can only envy.

Diverse and sophisticated, Mandaarian art,
music, and literature are liked even by other
species. Mandaarian visitors to Earth have
brought numerous works as “gifts to Humanity;’
and Mandaarian music in particular has become
extremely popular in some circles. Since
Mandaarian technology allows most Mandaarians
to support themselves without having to do much
work, a high percentage of the populace creates art
or participates in creative endeavors.

Besides their creative hobbies, many Mandaar-
ians simply love to learn. A Mandaarian philoso-
pher once opined that the defining characteristic of
his species is curiosity, and there’s certainly some
truth to that claim. Many Mandaarians never truly
stop “going to school”; they continue taking classes,
or self-educating themselves, throughout their
lives. Trivia games and other intellectual contests
are major pasttimes on Mandaar.

The Mandaarians have a world government
based on meritocratic principles. Every six
Mandaarian years a panel called the Testing Board
administers a comprehensive examination to all
Mandaarians who are interested in becoming
part of the government. The exam covers politics,
sociology, economics, interstellar affairs, science
and technology, demographics, and many other
subjects. The 144 highest-scoring Mandaarians
form the new Mandaarian Council and govern
their people for the next six-year term. Proceed-
ings are typically by majority vote, though some
powers are delegated to specific persons chosen
early in the term.

Although sometimes willing to make contact
with pre-interstellar civilizations (as with
Humans), the Mandaarians maintain a strict non-
interference policy. They want to study and learn,
not to influence. They neither hurt nor harm other
species (unless there’s no way to avoid doing so),
and do not give away their technology or “uplift”
less advanced sentients.

Mandaarian technology is among the most
advanced in the Milky Way Galaxy. The Mandaar-
ians possess very fast FTL ships, beam weapons,
teleportation, energy manipulation, matter trans-
mutation, and other devices that practically seem
“magical” to Humans.
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MONIDABI

The Mondabi are a reptilian species at a similar
stage of cultural and technological development as
Humans.

WHAT HUMANITY KNOWS

Humanity knows very little about the Mondabi
— basically just brief descriptions provided by
Ironclad and Herculan based on Mondabi gladia-
tors they met. The possibility of sentient reptilian
life intrigues many Human xenologists, though,
and they hope to learn more about the Mondabi in
the near future.

MON'DABI BIOLOGY

The Mondabi are large humanoids (with males
averaging about 1.9 m tall) superficially resem-
bling Earth reptiles. They have scaly skin, eyes
more mammalian than reptilian, teeth strong and
sharp enough for painful (though not deadly)
bites, and long, heavy tails. They walk upright on
unclawed feet. Despite their fearsome appearance,
the Mondabi consume only leaves, young plants,
fruit, and other vegetation.

Unlike Earth reptiles Mondabi bear live young.
Mondabi sexual dimorphism is pronounced —
males are considerably larger and stronger than
females, and the customary family structure
involves one male and several wives.

The Mondabi can have superpowers. The rate
of superpower development on Monda is approxi-
mately half that of Earth, and the average super-
human is about 75% as powerful as a Human with
superpowers.

MON’DA, THE MON’DABI HOMEWORLD

Monda is a pleasant and temperate world,
slightly larger than Earth with 1.02 G gravity.
The largest cities are clustered in the tropical and
temperate zones, since Mondabi, though warm-
blooded, dislike cold weather.

Unlike Earth, where the largest and most
successful creatures are almost all mammals, on
Monda reptilian animals rule — in fact, mammals
never even evolved there, reptiles and insects
fill their ecological niches. For example, the
Monda hunting lizard (HSB 402-03) is renowned
for its speed, ferocity, and willingness to attack
humanoids.

MON'DABI SOCIETY AND CULTURE

The Mondabi evolved from reptilian creatures
similar in many ways to the apes and monkeys of
Earth. Their herbivorous diet led them naturally
to agriculture and the beginnings of civilization,
with greater social complexity becoming necessary
as growing populations required more extensive
farming projects. Mondabi cuisine essentially
amounts to an endless variety of salads flavored
with complex combinations of spices and herbs.
They also brew many types of alcoholic beverages.

The Mondabi have a markedly sexist society.
Both law and custom require females to defer to
males in all matters, and some nations don’t allow
women to vote or hold office.

MON'DABI TEMPLATE

Cost Ability
+2 CON
Mon’dabi Bite: HKA 1 point; No STR Bonus (-12)
Mon’dabi Skin: Resistant (+12) for 1 PD/1 ED
Mon’dabi Senses: +1 PER with all Sense Groups
Tail: Extra Limb (1), Inherent (+4); Limited
Manipulation (-%4)
Total Cost Of Template Abilities: 14
Mon’dabi Males: Add +2 STR. Total cost: +2 points.
Mon’dabi Females: For games taking place primarily
in Mon’dabi space, add Social Complication:
Mon’dabi Female (Very Frequently, Minor;
15 points) (if appropriate, the GM may allow
the character to take this Complication at a

reduced value for campaigns taking place
outside Mon’dabi space).
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Value Complications
None

L Total Value Of Template Complications: 0
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Territorial and possessive, the Mondabi
consider land the most important form of wealth.
A male who doesn’t own any land at all is unlikely
to attract even one wife. One who owns land (or
any other thing of value) fights fiercely, even to the
death, to protect it. The authorities impose severe
penalties for theft and related offenses, up to and
including maiming or execution.

The large surplus of single male Mondabi
poses a problem for their society, and occasion-
ally national governments engage in aggressive
policies simply as a safety valve. However, the
Mondabi are skilled negotiators and traders,
especially when they can bluff or posture, and
sometimes provoke a crisis simply to get the other
side to the bargaining table.

Science among the Mondabi has been a matter
of constant slow improvement rather than great
revolutions. For most of their history mathematics
has been a particularly important area of studys; it
isn't clear whether this reflects some innate ability
or just a cultural tradition. Generally, Mondabi
technology as of 2011 is roughly equivalent to
Earth technology, though they excel in one field:
spaceship design. The Mondabi seem to be espe-
cially adept at designing propulsion systems and
are eager to explore space; they’ve already sent
manned expeditions to several other planets in
their solar system.

MGARO

The MQro are a hostile alien species who
attacked the Jakkari in 1972 and were fought off
with the help of the Star*Guard and the Sentinels.

WHAT HUMANITY KNOWS

Humanity’s knowledge of the MQro comes
entirely from the Sentinels, who fought them in
1972. Naturally, the Sentinels only learned certain
facts (primarily ones relating to how the MQro
wage war), so Humanity’s information about the
MQro is limited.

MGRO BIOLOGY

The biological nature of the MQro is some-
thing of a mystery. Observations of live MQro
during the war revealed a three-legged, vaguely
centauroid, blob-like creature that seemed to be
as much energy as it was jelly-like flesh. A dead
MQro quickly deliquesces, leaving no body for
other species to study.

Neither the Jakkari nor the Sentinels have ever
learned if the MQro have genders. All MQro tend
to look basically alike to other species, who can
distinguish them only based on the color patterns
of their skin/flesh (which is usually some combi-
nation of blue, purple, and mauve).

It’s unknown whether the MQro can have
superpowers. No superpowered MQro were ever
encountered by the Sentinels, nor did they hear
any reports of super-MQro active elsewhere
during the war.
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THE MGRO HOMEWORLD

The location and nature of the MQro home-
world are unknown. The Jakkari believe they
evolved on a dark world orbiting a lone star in the
space between galaxies, or possibly that they come
from some other dimension.

MGRO SOCIETY AND CULTURE

Based on the fact that they attacked the Jakkari
without warning or provocation (at least as far as
the Jakkari or the Sentinels can tell), the MQro
would seem to be aggressive and militaristic. They
conduct military operations with a precise, brutal
efficiency, which may suggest a highly-developed,
rigidly-governed society, or possibly a “hive mind”
or a species psionic ability (though the MQro
never attacked the Jakkari telepathically).

MQro technology is at least as advanced
as Jakkari devices in most respects, and more
advanced in some (for example, their average
starship is slightly faster and more durable). Their
technology is difficult for most species to under-
stand; it has a sort of quasi-organic aspect that’s
not quite like anything else in the Milky Way.

ODRUGARANS

Founders and overseers of the amazing
Star*Guard, the Odrugarans are among the most
powerful — and in some ways most mysterious —
alien species in the Milky Way.

WHAT HUMANITY KNOWS

Humanity’s knowledge of the Odrugarans
comes almost entirely from information provided
by various StarGuards (primarily Brin Rei Tarn
and Andre Almena), from superheroes whove
worked with the Guard and met Odrugarans,
and from Anna Mills’s book Stand On Guard (see
page 15). In some cases the details may have been
distorted in the interest of making the Star*Guard
seem more powerful or competent than it is, or
may have been wittingly or unwittingly provided
to Humans in a selective fashion.

ODRUGARAN BIOLOGY

Odrugarans are humanoids with ivory-colored
skin and hair that’s some shade of blue, purple, or
red. (No Human has ever met an Odrugaran with
different skin or hair color; either it’s a species
characteristic or they always present themselves
that way to aliens.) They’re tall — by Human
measurements, typically between seven and eight
feet — with arms and legs that are half again as
long as they should be by Human proportions.
Their ears are pointed, and their eyes large by
Human standards.

As nearly immortal beings (even without the
aid of ultra-technology to extend their natural
lifespans further), the Odrugarans have a low
birthrate and have never been a very numerous
people. As of 2011 there are approximately one
billion of them on Odrugar.
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The Odrugarans can have superpowers, though
they’re rare: the rate of natural superpower devel-
opment on Odrugar is roughly ten percent that of
Earth (though the average superhuman is approxi-
mately twice as powerful as a Human with super-
powers). However, Odrugaran technology can
induce superpowers if necessary, and Odrugaran
weapons and powered armor are easily enough to
make a normal person the equal of a superhuman
(witness the Star-Staff, for instance).

ODRUGAR, THE ODRUGARAN HOMEWORLD
Odrugar, located far to spinward from Earth,
is a world very similar to Humanity’s homeworld,
though it’s somewhat smaller and only has 0.8 G
gravity. Where it differs is that the Odrugarans
have used their super-science to almost seam-
lessly blend their cities and residences with the
landscape. If viewed from an aircraft Odrugar
would almost look like a wilderness world... but if
you descend closer to ground level you discover
that what looked like a forest actually shelters a
small city. A nearby mountain might have been
hollowed out to form a scientific complex or
manufacturing center, but from the outside it
looks like an ordinary mountain range. Only a few
very important structures and monuments — such
as the Hall of the Council, where the Council of
Overseers meets and leads the Star*Guard — are
allowed to stand out as obviously artificial.

ODRUGARAN SOCIETY AND CULTURE

The Odrugarans have what is perhaps the
oldest civilization in the Milky Way Galaxy; they
were technologically and intellectually advanced
when even the Malvans were still a relatively
primitive people. But unlike the early Malvans,
who rose to the heights they did through drive
and ambition, the Odrugarans were essentially
isolationist, content to keep to themselves and use
their science solely for their own benefit.

That changed approximately one million
years ago with the birth of Gloran, the hero
who founded the Star*Guard (see Chapter Ten).
The son of a philosopher, Gloran was a genius
of unparalleled intellect who absorbed all the
learning Odrugar could offer him, and then
expanded upon it with his own studies and experi-
ments. Made aware of the existence of evil by his
father from an early age, he vowed to use his gifts
to fight wrongdoing wherever it arose. So inspira-
tional was Gloran that he led his fellow Odruga-
rans to follow his example — and with their help,
he built the super-computer CONTROL onto
which he imprinted his brain engrams before he
died. The earliest Guardsmen were all Odrugarans,
but the isolationist strain in Odrugaran thinking
remained strong. As the years passed, more and
more non-Odrugaran Guards were recruited,
and the Odrugarans decided they could best
employee their gifts and technology to oversee the
Star*Guard and use it as the weapon for good that
Gloran intended it to be.

Since that day, Odrugaran society has evolved
to fulfill this new role. While not all Odrugarans
are directly involved with Star*Guard affairs, they
all help it with its mission in some way or to some
degree. Freed from the need to support themselves
by their ultra-technology, the Odrugarans can
devote themselves to whatever hobbies or tasks
most interest them. Their penchant for philosophy,
discussion, learning, and even elaborate intellec-
tual practical jokes is well-known to other species
who frequently interact with them.

In the past Odrugar had a fairly rigid system
of “castes” that governed how they related to one
another and who did what tasks. CONTROL and
the needs of the Star*Guard long ago did away
with that antiquated system, though Odrugarans
still note what caste they belong to as a point
of pride. Good-humored jibes about a caste’s
inability to comprehend higher-order topology
or to handle multi-linguistic puns are common in
Odrugaran society.

CONTROL also in effect did away with the
old Odrugaran religion (replacing it with devo-
tion to the Star*Guard and its ideals of justice,
righteous action, and truth) and political system.
For nearly a million years CONTROL has been
the nigh-unquestioned leader of the Odrugarans,
its steady hand ensuring that they remain “on
course” as a civilization. It remains to be seen what
effect the extensive damage CONTROL suffered in
Mordace’s 2009 attack (see page 230), and the long
time it will take CONTROL to return to full func-
tion, will have on Odrugaran society. The mere
fact the attack came so close to succeeding has
already shaken the Odrugaran belief system to the
core and may have serious sociopolitical repercus-
sions in the near future.

Technologically the Odrugarans are probably
the most advanced species in the Galaxy after the
Malvans. Their devices see to their every need,
freeing them up to pursue lives of utter leisure
or devotion to service, as they choose. Only the
enormous size of Mordace’s army, and the element
of surprise, allowed his attack to come as close to
succeeding as it did; otherwise there’s no way he
could have penetrated Odrugar’s potent planetary
defenses.

7

ODRUGARAN TEMPLATE

Cost Ability

5 +5 INT
5 +5 EGO
5 +5 PRE
4 Odrugaran Lifespan: Life Support

(Longevity: 1,600 year lifespan)
Total Cost Of Template Abilities: 19

Value Complications
None
Total Value Of Template Complications: 0
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PERSEID TEMPLATE

Cost Ability
® +5 ED
1 Perseid Physiology: Resistant (+2) for 2 ED

6 Perseid Physiology: Life Support (Safe
Environments: High Radiation, Intense
Cold, Intense Heat)

B Perseid Eyes: Sight Group Flash Defense
(5 points)

Total Cost Of Template Abilities: 17

Value Complications
None
L Total Value Of Template Complications: 0
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PERSEIDS]

Phi Cassiopeia is a bright, young star which
inexplicably has a lifebearing planet circling it.
Since the system contains several much younger
worlds still forming, its native scientists believe
their homeworld, the fourth planet, is a captured
world — a suspicion supported by its relatively
eccentric orbit. Dorvala would be just an astro-
nomical curiosity except that it'’s home to an
advanced species, the Dorvalans — better known
to Humans as Perseids.

WHAT HUMANITY KNOWS

Humanity’s source of information on the
Perseids is the superhero Ironclad, who's a
member of that species. He’s been very forth-
coming with Human scholars about Perseid civi-
lization, art, history, and current affairs. However,
out of respect for his people’s safety he’s refrained
from discussing military or security matters.
Among other omissions, he’s said nothing about
Dorvala being involved in an interstellar war with
the Hzeel... because he doesn’t know about it.
When he left Dorvala the war hadn’t started yet.

PERSEID BIOLOGY

Like Humans, Perseids arose from an ape-like
species. The extreme seasons and intense radiation
of their environment strongly affected their evolu-
tion: their bodies became resistant to all forms of
energy and to extremes of temperature; their eyes
can withstand bright light.

Relatively typical humanoids, Perseids are
notable for their all-black skin which protects
them from radiant energy, and for bony rows of
knobs on the head and shoulders. As omnivores,
they have a strong urge to store up fat during
times of abundance (which today just means
most Perseids struggle to keep from putting on
too much weight). Based on studies of Ironclad’s
metabolism, some Human scientists surmise that
Perseids and Humans may have a high degree of
biological compatability, and perhaps even be able
to eat each others’ food.

The Perseid reproductive cycle relates to
Dorvala’s seasons. The lower light levels of late
fall trigger the breeding period, so all children are
born during the spring when the vegetation starts
to bloom. Traditional festivals, important religious
observances, and many private celebrations mark
both occasions. Perseid culture and customs
encourage the formation of large families.

The Perseids can have superpowers. The
rate of superpower development on Dorvala is
approximately 40% that of Earth, and the average
superhuman is about 75% as powerful as a Human
with superpowers.

DORVALA, THE PERSEID HOMEWORLD
Dorvala is a harsh world beset by seasonal
extremes which have given rise to many unusual
forms of energy-resistant life (about half of which
engage in some form of hibernation to survive
the winter). Although it’s sufficiently tectonically
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stable to allow for the rise of sentient life, it suffers
from a higher-than-usual rate of vulcanism and
quakes, especially during the summer when it’s
closer to the gravitational pull of Phi Cassiopeia.
Over half of Dorvala’s land is in one super-
continent, Tharangia. Varksos, the capital of
the Perseid Empire, occupies the western tip of
Tharangia. A large metropolis, it’s a diverse and
cosmopolitan city known in Perseid culture for its
wealth, glamour, and non-stop pace of activity.

PERSEID SOCIETY AND CULTURE

The need to survive the harsh environment of
Dorvala encouraged the Perseids to form powerful
states to promote cooperation and prevent theft
and raiding. Initially they joined together in tribes
and clans, but these quickly evolved into city-
states, then nation-states, and by the late 1800s (in
Earth terms) a a unified world government.

The Perseids have strong traditions of duty,
respect for authority, and altruism, though they
manifest in ways Humans find odd. For instance,
a Perseid treats his foes with implacable resistance,
but his defeated enemies with mercy and consid-
eration. Aging, crippled, or chronically ill Perseids
usually commit nathar, a form of ritual suicide,
rather than burden others or society. Perseids are
devoted, loyal, disciplined, and principled — but
also conformist, stubborn, and unquestioning.

The Perseids refer to their government as
the Perseid Empire, since they’ve reached and
colonized nearby star systems. However, they have
not yet conquered any other sentient species...
though that may soon change. For the past few
years the Empire has been warring with the Hzeel,
and unfortunately Earth may get swept up in the
conflict. (See Chapter Six for more information.)

Perseid religion evolved in much the same way
as its government — the varying belief systems
that sprang up among the early inhabitants of
Dorvala were slowly but surely pared down
and eliminated until only one remained. Today,
virtually all Perseids subscribe to this religion, a
six-god polytheistic faith called Sal Garath Sal. The
Main Temple of the faith, in Varksos, is considered
one of the most beautiful and impressive buildings
in the Galaxy.

The Perseids have a very rigid and stratified
society. People expect individuals to follow the
same careers as their parents, and Perseids usually
regard the idea of social mobility as an unset-
tling attack on the social order. The Perseid social
system definitely has its benefits: experience gets
handed down from generation to generation,
centuries of custom usually provide a ready solu-
tion to problems, and crime is very uncommon
compared to Human society. But talent often goes
unrecognized, and society adapts very slowly to
new situations.

Perseid technology is more advanced than
Human tech in most respects. The Perseids have
low-speed FTL starships, beam weapons, and
similar devices.

SIRIANS,

The first alien species ever encountered by
Humanity, the Sirians have not been seen in or
near Human space for over forty years... and hope-
fully never will be.

WHAT HUMANITY KNOWS

Humanity’s knowledge of the Sirians derives
from first-hand experience in two invasions, and
is summarized below. Humanity (primarily, the
US government) has obtained numerous examples
of Sirian technology (mainly pieces of ships and
ground vehicles, and some weapons) as well as
Sirian corpses and biological samples for study.
Based on data retrieved from Sirian computer
storage media, Human scholars have learned to
partially translate the Sirian language. (Player
Characters may buy Sirian as a Language, but it
costs 2 Character Points for Basic Conversation,
which is the highest “level” they can buy absent
super-translation powers or the like.)

Based on information conveyed by Ironclad,
Humanity also knows that the Sirians foolishly
attacked the Malvans during the Seventies, and
were obliterated.

SIRIAN BIOLOGY

Humans have studied Sirian biology in detail
by dissecting corpses and analyzing other biolog-
ical samples. The Sirian species has two “races,” a
green-skinned “upper caste” and a grey-skinned
“lower caste” Grey Caste Sirians are typically three
to four feet tall, while Green Caste Sirians can
range as high as five feet. There seems to be little
(if any) size dimorphism, though females are visu-
ally distinguishable from males.

The Sirian head is somewhat wedge-shaped,
with a broad forehead/upper head and a relatively
pointed chin. Greens’ heads bulge outward toward
the back, a sign of their greater intelligence (and
sometimes psionic powers; see below). Sirian eyes
are large, almond- or oval-shaped, and totally
black.

The main difference between Green and Grey
Caste Sirians is that the Greens are significantly
more intelligent, and may even possess psionic
powers (typically telepathy and mental domina-
tion, but rare instances of psychokinetic ability
have been observed by Human superheroes).

The Grey Caste Sirians aren’t stupid or mindless
— they’re capable of learning advanced science
and performing sophisticated tasks — but they’re
mental midgets compared to the Greens. The
Greens, who seem to comprise 15-20% of the
Sirian population based on information available
to Humans, lead the Sirian species.

The Sirians cannot have superpowers (or at
least never demonstrated any during their two
attacks on Earth), though the mental powers of
certain Green Caste Sirians are effectively the
same as superpowers. Additionally, Sirian tech-
nology is sufficiently advanced to compete with
Earth heroes’ super-tech gadgets.
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THE SIRIAN HOMEWORLD

Except for the fact that it orbits one of the
binary stars Humans refer to collectively as Sirius,
relatively little is known about the Sirian home-
world. Given the Sirians’ size and the fact that
Sirius is a binary star, astronomers theorize that
(a) Siria (the English translation of their name for
their homeworld) is a much smaller, denser planet
than Earth, and that (b) it’s probably subject to
strong tides and significant tectonic activity due to
having two stars in such proximity. Despite their
size, Sirian eyes seem to be adapted to conditions
of intense light, and Sirians themselves seem to
need relatively little sleep compared to Humans,
which both tend to confirm the idea that they
come from a world with a “binary sun”

According to Sirian prisoners captured by the
Fabulous Five in 1967, Siria was quickly becoming
uninhabitable due to environmental collapse
caused largely by a series of industrial disasters.
Thus, the Sirians had been searching for a new
home, and Earth was an ideal target.

However, that problem may now be moot. If
the Sirians did in fact attack Malva in the Seven-
ties as Ironclad says they did, the odds are that
Siria was so badly ravaged by Malvan counterat-
tacks that it’s even less likely to support life. At
this point the Sirians may effectively be a nomadic
species on the verge of extinction.

SIRIAN SOCIETY AND CULTURE

Since Humans have only observed Sirians in
wartime, and have had at best limited access to
records describing Sirian civilization and history,
relatively little is known about Sirian society as a
whole. They seem to be a species of rigid distinc-
tions, with Greens unquestioningly ruling Greys,
and both Greens and Greys staying within their
long-defined lineages and career paths. However,
that description may apply more to the military
than to Sirian society as a whole.

The Sirians seem to have a world government.
References in computer files to the “Great Green”
may indicate that a single Sirian leads the entire
species, or may simply be the name applied to
some sort of governing oligarchy.

Sirian literature seems rather sparse... or
perhaps Sirian soldiers simply don’t like to read
much. Most of the stories and novels Humans
have translated seem to be either myths and
legends about an ancient glorious past, or propa-
gandistic tales of noble Sirian heroes fighting
to their dying breath for their family, nation, or
species.
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VAYATHURANS

Native to a moon-world about 3,500 light-years
antispinward of Earth, the Vayathurans have only
recently discovered that stars, other planets, and
other species exist... but despite that they’re the
species best-known to Humans as of 2011.

WHAT HUMANITY KNOWS

As discussed on page 16, Humans have learned
a great deal about Vayathurans by interacting
with the Vayathuran superhero Far-Strider and
studying the materials he has brought to Earth.
While it’s possible that some or all of the informa-
tion he’s provided could be false, most experts
who've studied it in detail believe it’s honest and
reasonably complete based upon internal consis-
tencies and logical analysis.

VAYATHURAN BIOLOGY

Vayathurans are golden-skinned, with large
eyes usually of bluish or greenish hue. They’re
humanoid and of the same average height and
build as Humans. On their warm homeworld they
tend to wear few clothes — loincloths or kilt-like
garments for men, short tunic-like dresses for
women — and in fact have no real societal taboo
against nudity.

Vayathuran women give birth after just four
months, but Vayathuran children remain infantile
for nearly five years. A Vayathuran reaches adult-
hood (the age at which he/she can impregnate
a woman/become pregnant) at age 20, at which
point his family inducts him into society through
a sort of “coming-out party”

The Vayathurans can have superpowers;
mentalists and telekinetics tend to predominate
within their superhuman population. The rate of
superpower development on Vayathura is about
65% that of Earth, and the average superhuman
is approximately as powerful as a Human with
superpowers.

VAYATHURAN TEMPLATE

Cost Ability

3 Vayathuran Eyes: +2 PER versus Range
Modifier for Sight Group

Total Cost Of Template Abilities: 3

Value Complications
None
Total Value Of Template Complications: 0

Options
Cost Power

(10)  Psychological Complication: Hedonist
(Common, Moderate)
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VAYATHURA, THE VAYATHURAN HOMEWORLD

Vayathura is not actually a planet, but the
planet-sized moon of a gas giant the Vayathurans
call Mogar. Vayathura is “locked” so that it always
remains between the F3V star Pem and Mogar,
but still revolves so that it has a night and day.
Actually, “night” is something of a misnomer
in Human terms, since Mogar virtually fills the
sky, and its pinkish-brown glow softly lights the
world. It wasn’t until they developed space travel
in recent years that the Vayathurans could actually
see the stars.

Between sunlight, Mogarlight, and tidal action,
Vayathura is a warm and balmy world with a large
tropical zone (but fearsome hurricanes). Similarly,
the pull of Mogar has prevented the develop-
ment of any large continents such as Asia on
Earth; instead, Vayathura has a handful of small
continents (none much larger than India) and
numerous islands. The warm climate creates a long
and fruitful growing season; the relative tectonic
instability leads to lots of volcanic eruptions and
earthquakes. The Vayathurans have developed an
extensive and intricate geologic science as a result,
making them skilled prospectors.

The Vayathurans have relatively few large cities;
they seem to prefer urban areas no bigger than
large towns.

VAYATHURAN SOCIETY AND CULTURE

Vayathuran society is polygamous and
polyandrous; a person can have as many wives
(or husbands) as he or she wants, can attract,
and can support. Vayathuran families tend to
be large, extended affairs with half a dozen or
more children all regarded as the son/daughter
of every adult in the group. Many families are
self-sustaining economic units, running their own
businesses and supplying jobs for all the adults
(and the children, too, when they’re old enough).
In most cities, families with related business inter-
ests form bisary, institutions with connotations of
both “clan” and “guild.” The bisary (singular bisar)
wield an enormous amount of economic and
social influence; throughout Vayathuran history,
wars have resulted more from economic competi-
tion or disputes blown out of proportion than
political disagreements.

Compared to Humans, Vayathurans may seem
hedonistic, and perhaps given to irresponsibility.
While it’s true that the Vayathurans enjoy their
hobbies and pleasures, and often go to great
lengths to seek out new and stimulating “expe-
riences,” they’re just as capable of serious and
upright behavior as any other species. They simply
don’t consider life a somber thing, and see no
reason not to enjoy themselves.

Vayathuran technology is roughly equal to
Human technology in some respects, slightly
behind it in others. For example, Vayathuran
aerospace technology isn't as good as the Human
equivalent.
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COSMICHENTITIE'S

pace contains more than just strange new
worlds and unusual alien civilizations.
Although Humanity in general remains
unaware of them, on several occasions
Earth’s superhumans have encountered (or heard
of) cosmic entities whose vast power dwarfs that
@ of even Dr. Destroyer, Mechanon, or Valak the
World-Ravager. Very little is known about most
of these beings, even by superheroes. Some are
so “conceptual” or fundamental in nature that
“anthropomorphizing” them into something the
Human mind can comprehend may not even be
an accurate way of thinking about them.

CHRONO;

The cosmic entity Chrono controls/is respon-
sible for the orderly flow of Time and existence of
Space. He ensures that one second keeps ticking
after another, that galaxies and universes continue
their cosmic pirouettes, and that the dimensions
of the Multiverse remain in their proper place.

In short, he’s the one who makes sure that all
moments in time do not occur simultaneously (or
in incorrect order) and that all places and objects
do not occupy the same space at once.

Chrono has complete control over time — he
can travel through it, reverse it, speed it up, and
otherwise alter it as necessary to fulfill his duties.
It’s thought that he keeps a close eye on time
travelers and covertly steps in to stop them if their
activities become too dangerous. Some scholars
speculate that the twenty-first century superhero
Captain Chronos was (is? will be?) an avatar or
servant of his.

Chrono rarely interacts with other beings
(cosmic or otherwise). When his work would
require that, he usually sends a proxy: his servant
(child? ally? alternate form? projection?) Entropus,
sometimes referred to as “the Time Elemental”
As long as Chrono/Entropus is allowed to do his
job properly, not even superheroes are likely to
become aware of his existence. But if something
goes wrong — for example, if another cosmic
entity or a crazed supervillain (say, Professor
Paradigm...) attacks him, or he gets “sick” — all of
Reality is in danger. Earth’s superheroes are aware
of two such instances. The first was the so-called
“Secret Crisis” of 1985, a war across space and

time involving almost all of the heroes that had
ever existed (or ever would exist). A mysterious
supervillain named Korrex, who may or may

not have been Human, somehow attacked and
defeated/captured Entropus, throwing the time-
line into chaos. Only the bravery and personal
sacrifices of literally millions of superheroes were
enough to stop Korrex, free Entropus, and put
Reality to rights. The second was the so-called
“Reality Storm” of 2004, when Dr. Destroyer and
a similar villain from another dimension teamed
up to launch a scheme that temporarily “shackled”
Entropus and nearly caused their respective home
realities to collide, which could have led to a
distortion that would have “unravelled” the Multi-
verse. The Champions and their counterparts from
the other dimension were able to find and free
Entropus, who put things back to the way they
should be and then teleported everyone home.

THEJCORELORDS

Astronomers claim that a massive black hole
rests at the heart of every galaxy. Some superhe-
roes believe otherwise. They claim that at the very
center of some of the most important galaxies in
the Universe — including the Milky Way — there
sits a being of power so vast that even gods and
Galaxars bow before him. Known as Corelords,
these enigmatic entities each seem to have some
sort of responsibility to control, monitor, and/
or observe their respective galaxies, but to what
end no one knows (and they themselves will not
say). At times they take a hand in events of cosmic
importance, but they rarely leave their galactic
core realms.

According to the few heroes who've encoun-
tered one, a Corelord appears to anyone who
views it as a member of his own species, thou-
sands of feet tall, made out of energy and light.
Even if two or more people see a Corelord at once,
each sees him as a member of his own species.
Their garb and accouterments vary; some seem
to wear nothing, while others have on robes,
armor, or the like, and some hold weapons, staffs,
scepters, orbs, or similar objects in their hands.
These accouterments likewise tend to vary based
on who's viewing the Corelord.
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While several Human superheroes claim to
have seen the Milky Way’s Corelord, only one —
the first Amazing Man, leader of the Fabulous
Five — can actually claim to have “met” him.
During an adventure that involved a mysterious
attack on the “time elemental” Entropus (see
above) which threatened to unravel the entire
Milky Way, the Corelord touched Amazing Man’s
mind to give him the insight and power necessary
to fend off the attack and save the Galaxy. Based
on that “team-up,” Amazing Man says that the
Milky Way Corelord’s name can best be expressed
in English as “Laktarian” He appears to Human
eyes as an aged, wise sage with a long, flowing
beard, wears gold and silver robes, and carries a
staff from whose tip a lantern as large and bright
as a sun hangs by a silver chain. He views himself
as a mostly passive protector of his home galaxy.
He prefers to simply observe most events, even
ones like the Malva-Elder Worm war which are
devastating to much of the Milky Way, but will get
involved if something threatens the galaxy’s very
existence. He's far less concerned with the beings
who live in the Milky Way Galaxy than he is with
the overall integrity of the galaxy itself.

ITHEYGALAXARS

The cosmic entities that Human superhe-
roes have most frequently encountered are the
Galaxars. They are a group of humanoid beings
who possess vast cosmic power that they tend to
use in strange, idiosyncratic ways.

No one (except, presumably, the Galaxars
themselves, and perhaps other beings more
powerful still) knows what relation the Galaxars
bear to one another. Each is a distinct individual
with his own powerful personality and notable
quirks. They don’t seem to have come from the
same species (though there’s no way to know for
sure), and don’t necessarily even get along with
one another very well. Some theories that have
been proposed for their origin include:

m each of them is the recipient of the “gestalt
energy” of entire extinct species, and somehow
embodies one of the key aspects or traits of that
species

m they are the surviving members of a star-
ship crew from an ultra-advanced pre-Big
Bang civilization that somehow survived the
Collapse/Bang and emerged from the experi-
ence with vast cosmic power

m they are from the first group of species to
evolve in the Milky Way over ten billion years
ago; each of them is, in effect, a “mutant”
member of his own species powerful enough to
survive for billions of years

m they are living “manifestations” of philosoph-
ical concepts, innate sentient tendencies, and
the like

The three Galaxars that Human superheroes
have most often interacted with are the Examiner,
the Lawbringer, and the Warmonger.

THE[EXAMINER]

Personality/Motivation: The Examiner primarily
uses his power for one purpose: to test people,
usually people of great power or will (such as
superheroes). He's fascinated by how beings of
various sorts react to challenges, be those chal-
lenges physical, emotional, or spiritual. Sometimes
he tells his victims what he’s doing (and make no
mistake — all too often, “victims” is exactly what
they are, for he’s quite pitiless once he sets a chal-
lenge in motion). But just as often he starts a chal-
lenge and then observes, revealing his role in the
situation only after the victim has triumphed or
failed. He applauds, and sometimes rewards, those
who meet their challenges with determination and
strength; he scorns those who reveal “the flaws
within” by crumbling in the face of his tests.

Quote: “Surely heroes such as yourselves can’t
resist a challenge... if the cause is just”

Powers/Tactics: Like his fellow Galaxars, the
Examiner possesses tremendous cosmic power.

He can cross the Galaxy in the blink of an eye,
withstand just about any attack, project nigh-irre-
sistible bolts of force, transform people and objects
into other things at will, and perceive just about
anything. He has so much sheer power that he
doesn’t need tactics; if attacked, he simply stands
there, shrugs off the assault, and counters with an
attack his attacker cannot withstand.

Campaign Use: Like all the Galaxars, the Exam-
iner is a walking, talking plot device. If he takes

it into his head to “challenge” the PCs, he can
confront them with anything the GM has in mind.
He could, for example, force them to fight their
evil duplicates, transport them to an “arenaworld”
to compete with other heroes to determine who’s
the best, destroy their personal lives and see how
they react to the emotional assault of one tragedy
after another, or drop them in the middle of an
intergalactic war. The possibilities are as limitless
as your imagination.

The Examiner doesn’t Hunt heroes; that would
be beneath him. However, a hero who confronts
his “challenge” in a particularly entertaining or
fascinating way may find himself “tested” by the
Examiner more than once.

To make the Examiner more powerful,
increase the size of his Variable Power Pool.

To weaken him, decrease it and/or some of his
Characteristics.

Appearance: The Examiner can change his
appearance and shape at will. He usually takes a
humanoid form about two meters tall, with a thin
body and a slightly elongated, severe-looking face;
his skin is a purple-blue. He wears wide-sleeved,
wide-shouldered black robes with a wide white
stripe down the center of the front and back.
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THE COSMIC GEMS

When Humans think of
cosmic entities, they
often include beings
who wield the fabled
Cosmic Gems.

Long ago, perhaps
even before the
Multiverse existed, the
Cosmic Gems came
into existence. Some
say there are three
Gems, some say 15,
some other numbers
in between. No one —
not the Malvans, not
the Elder Worm, not
even CONTROL

and the Over-

seers of Odrugar @
— knows the

true origin and

nature of the Cosmic
Gems. Possibly certain
cosmic beings like the
Galaxars know, but any
who do have kept the
secret from Humanity.

What Humanity (and
many other sentient
species) does know

is that a Cosmic Gem
confers vast powers

on the person who
possesses it. (Whether
the Gems are intel-
ligent and choose

their possessors is a
matter of speculation,
as is just how much

of a Gem’s power a
possessor can unlock.)
Beings eager for power
have sought one or
another of the Gems
for centuries, but few
who actively seek them
succeed in their quest.

The only person
known to Humanity
to possess a Cosmic
Gem is the supervil-
lainess Galaxia (see
CV3). Given her power
and destructiveness,
perhaps it’s for the
best that no Human
has ever met anyone
else who wields one.

See page 293 for more
information.
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Val Char Cost Roll Notes

40 STR 30 17- Lift 6,400 kg; 8d6 HTH damage [4]

30 DEX 40 15-

40 CON 30 17-

40 INT 30 17- PERRoll 17-

30 EGO 20 15-

100 PRE 90 29- PRE Attack: 20d6

10 0CV 35

10 DCV 35

10 OMCV 21

10 DMCV 21

8 SPD 60 Phases: 2,3, 5,6,8,9,11,12

40 PD 38 Total: 40 PD (40 rPD)

40 ED 38 Total: 40 ED (40 rED)

20 REC 16

80 END 12

2 30 BODY 20

70 STUN 25 Total Characteristics Cost: 561

Movement. Running: 12m
Flight: 160m
Teleportation: 40m
MegaTeleportation: 4 million light-years
FTL Travel: 250 LY per second

\,
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Cost Powers END
1,250 The Examiner’s Cosmic Powers:

40
40
80

40

60

45

45

60

544
54f

38f

8f

63

315

57

20

72

26
21

Variable Power Pool, 500 Pool + 500 Control Cost  var
Cosmic (+2)
Galaxar Form: Hardened (x2; +1%) for 40 PD/40ED 0O
Galaxar Form: Impenetrable (x2; +%2) for 40 PD/40 ED 0
Galaxar Form: Resistant (+%) for 40 PD/40 ED 0
Hardened (x2; +72), Impenetrable (x2; +7%2)

Galaxar Form: Life Support (total, including Longevity:
Immortality)

Galaxar Form: Power Defense (40 points) 0
Hardened (x2; +72)

Galaxar Eyes: Sight Group Flash Defense (30 points) 0
Hardened (x2; +%2)

Galaxar Ears: Hearing Group Flash Defense (30 points) 0
Hardened (x2; +72)

Galaxar Mind: Mental Defense (40 points total) 0
Hardened (x2; +72)

Galaxar Travel: Multipower, 544-point reserve

1) Short-Range Travel: Teleportation 40m, x16 Increased
Mass, Position Shift, No Relative Velocity 0

Safe Blind Teleport (+%4), MegaScale (Tm = 100,000
light-years; +5%), Reduced Endurance (0 END; +72)

2) Galaxar Flight: Flight 160m, x32 Noncombat 0

No Turn Mode (+4), Usable Underwater (+%4),
Reduced Endurance (0 END; +12)

3) Galaxar Spaceflight: FTL Travel (250 LY/1 Segment
(second)) 0

Cosmic Awareness (Perceive Everything): Detect
Physical Objects, Energy, and Magic 17- (no Sense
Group), Discriminatory, Analyze, Increased Arc Of
Perception (360 Degrees), Range, Sense, Targeting,
Telescopic (+12 versus Range Modifier), Tracking

Cosmic Awareness (Cosmic Scale): MegaScale (1m =
1,000 light-years; +5) for Detect Physical Objects,
Energy, and Magic

Talents

Cosmic Awareness (Threat Awareness): Danger Sense
(any area [all Reality], any danger, sense) 17-
Universal Translator 17-

Skills
+6 Overall

KS: Everything There Is To Know 40-
SS: Every Science Known 35-

Total Powers & Skills Cost: 2,876
Total Cost: 3,437

400 Matching Complications (75)

20

Psychological Complication: Must Test Others
(Very Common, Strong)

Total Complications Points: 20
Experience Points: 3,092
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EXAMPLE POWERS FOR
THE EXAMINER’S COSMIC POWERS POOL

Create Testing Arena: The Examiner can change
an area into an “arena” in which to pose chal-
lenges to his victims. He can make the arena

into pretty much whatever he wants — anything
from a traditional gladiatorial arena, to a danger
room-like mechanized combat simulator, to a
barren wasteland pockmarked with pools of lava.
(If necessary he can also use Summon to populate
the arena with opponents for the PCs.) The GM
should determine the BODY of a 1m radius area
of the local ground, then use that to determine
how large an overall area each use of this power
Transforms into the arena.

Major Transform 20d6 (land into an arena), Improved
Results Group (any sort of arena; +%) (225 Active
Points); Limited Target (land and the like; -%2). Total cost:
150 points.

Silence!: People who won't stand still and listen to
the Examiner’s instructions will be made to.

One-Person Version: Entangle 15d6, 20 PD/20 ED,
Takes No Damage From Attacks (+1) (total cost: 400
Active Points); Cannot Form Barriers (-14) (total cost:
270 points) plus Darkness to Hearing Group 1m radius
(3 Active Points); Linked (-%2), Only Affects One Person
(-%2), Only Prevents Speech, Not Hearing (-72) (total cost:
1 point). Total cost: 401 points.

Group Version: Entangle 12d6, 12 PD/12 ED, Takes
No Damage From Attacks (+1), Area Of Effect (32m
Radius; +1) (total cost: 360 points) plus Darkness to
Hearing Group 32m radius (54 Active Points); Linked
(-%2), Only Prevents Speech, Not Hearing (-72) (total cost:
27 points). Total cost: 387 points.

Supreme Protection: If the Examiner’s innate
durability isn’t enough to protect him from an
attack, he can create a shield of pure cosmic
power. (If necessary, he can re-arrange how the
Resistant Protection points are allotted to tailor
the power to particular attacks or attackers.)

Resistant Protection (50 PD/50 ED/30 Mental
Defense/30 Power Defense), Hardened (x2; +12). Total
cost; 360 points.

Unconsciousness: The Examiner can render a
foe unconscious, then keep him that way through

repeated applications of this power as necessary.
Drain STUN 30d6. Total cost: 300 points.

ITHE|LAWBRINGER

Personality/Motivation: The Lawbringer is
fascinated — some might say obsessed — with
the philosophical concepts of Right and Wrong,
Law, Justice, Morality, Ethics, and similar subjects.
Depending on his mood he may simply want to
discuss such things with other sentient beings he
thinks could have an interesting perspective on
them... or he may take it into his head to punish
what he regards as Wrongdoing or Evil. It’s in
this role as “cosmic vigilante” that he becomes
the most dangerous, since his punishments
(however much they may be deserved) may have
unintended consequences, or he may simply not

understand a situation as well as he thinks he does
(though this is rare). For example, in the early
2200s he decides the Qularr have caused enough
suffering, misery, and bloodshed. As a punish-
ment he destroys their homeworld, Reqqat, killing
billions of them and causing the Qularr to become
virtually extinct within a few centuries. He could
easily decide to treat other deserving planets the
same way... or even not so deserving ones, such as
Earth.

Quote: “To you Justice may be an abstract thing...
but I assure you that it rarely is”

Powers/Tactics: Like his fellow Galaxars, the
Lawbringer possesses tremendous cosmic power.
He can cross the Galaxy in the blink of an eye,
withstand just about any attack, project nigh-
irresistible bolts of force, transform people and
objects into other things at will, and perceive
just about anything. Although his powers aren’t
necessarily as strong as those of the Examiner or
the Warmonger, he still has enough raw power
that he doesn’t have to resort to tactics; if attacked,
he simply stands there, shrugs oft the assault,
and counters with an attack his attacker cannot
withstand.

The Lawbringer carries two Foci that aid
him in his quest to bring Justice to the Universe.
The first is the Lawbringer’s Staff, a large, golden
staff that provides him with the power to punish
wrongdoers (or alter their behavior) and protect
the innocent. It’s a Personal Focus (only he can use
it), but it can be taken away from him (though if it
is, he typically uses his Variable Power Pool to get
it back as soon as possible).
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112

22V

22V

22V

22V

22V

40
40
80

40

60

Cost Powers
1,000 The Lawbringer’s Cosmic Powers:

KHENAWERINGERL

Val Char Cost Roll Notes

60 STR 50 21- Lift 100 tons; 12d6 HTH damage [6]

30 DEX 40 15-

50 CON 40 17-

45 INT 35 18- PERRoll 18-

30 EGO 20 15-

100 PRE 90 29- PRE Attack: 20d6

10 OCV 35

10 DCV 35

10 OMCV 21

10 DMCV 21

8 SPD 60 Phases: 2,3,5,6,8,9,11,12

40 PD 38 Total: 40 PD (40 rPD)

40 ED 38 Total: 40 ED (40 rED)

20 REC 16

100 END 16

@ 30 BODY 20

80 STUN 30 Total Characteristics Cost: 605

Movement. Running: 12m
Flight: 160m
Teleportation: 40m
MegaTeleportation: 4 million light-years
FTL Travel: 250 LY per second

Variable Power Pool, 400 Pool + 400 Control Cost var
Cosmic (+2)

The Lawbringer’s Staff: Multipower, 225-point reserve
All OAF (-1)

1) Force Of The Law: Blast 30d6 0
Reduced Endurance (0 END; +%2); OAF (-1)

2) Reduction Of Power: Drain Energy Powers 4d6 0
Expanded Effect + Variable Effect (all Energy Powers
simultaneously; +4), Reduced Endurance (0 END;

+15); OAF (-1)

3) Shackles Of Judgment:

Entangle 15d6, 15 PD/15 ED 0
Reduced Endurance (0 END; +%2); OAF (-1)

4) Protection Of Justice: Barrier 20 PD/20 ED,
20 BODY (up to 47m long, 6m high, and 1m thick),
Non-Anchored, Dismissable 0

Allocatable (+%4), Configurable (+%4); OAF (-1)
5) Implacable Power Of Justice: Mind Control 30d6 0
ACV (uses OCV against DCV; +0), Reduced Endur-
ance (0 END; +%2); OAF (-1)
Galaxar Form: Hardened (x2; +12) for 40 PD/40ED 0O
Galaxar Form: Impenetrable (x2; +Y2) for 40 PD/40 ED O
Galaxar Form: Resistant (+%) for 40 PD/40 ED 0
Hardened (x2; +Y2), Impenetrable (x2; +1%)

Galaxar Form: Life Support (total, including Longevity:
Immortality) 0

Galaxar Form: Power Defense (40 points) 0
Hardened (x2; +72)
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45  Galaxar Eyes: Sight Group Flash Defense (30 points) 0 )
Hardened (x2; +7%)

45  Galaxar Ears: Hearing Group Flash Defense (30 points) 0
Hardened (x2; +12)

60  Galaxar Mind: Mental Defense (40 points total) 0
Hardened (x2; +72)

544  Galaxar Travel: Multipower, 544-point reserve

54f 1) Short-Range Travel: Teleportation 40m, x16
Increased Mass, Position Shift, No Relative Velocity 0
Safe Blind Teleport (+Y4), MegaScale (1m = 100,000
light-years; +5%), Reduced Endurance (0 END; +72)

38f  2) Galaxar Flight: Flight 160m, x32 Noncombat 0
No Turn Mode (+74), Usable Underwater (+4),
Reduced Endurance (0 END; +%)

8f  3) Galaxar Spaceflight: FTL Travel
(250 LY/1 Segment (second)) 0

13 The Cosmic Heart: Detect Sentient Being’s
Moral State (see text) 20- (no Sense Group),
Discriminatory, Analyze, Range 0
OAF (-1)

63  Cosmic Awareness (Perceive Everything): Detect
Physical Objects, Energy, and Magic 18- (no Sense
Group), Discriminatory, Analyze, Increased Arc Of
Perception (360 Degrees), Range, Sense, Targeting,
Telescopic (+12 versus Range Modifier), Tracking

Cosmic Awareness (Cosmic Scale): MegaScale (1m =
1,000 light-years; +5) for Detect Physical Objects,
Energy, and Magic

315

Talents

57  Gosmic Awareness (Threat Awareness): Danger Sense
(any area [all Reality], any danger, sense) 18-

20  Universal Translator 18-

Skills
60  +5 Qverall

25  KS: Everything There Is To Know 40-

25  KS: Laws And Legal Systems Of The Universe 40-
25 KS: Philosophy 40-

20  SS: Every Science Known 35-

Total Powers & Skills Cost: 2,897

Total Cost: 3,502

400 Matching Complications (75)

20  Psychological Complication: Fascinated By Issues Of
Law, Justice, And Morality (Very Common, Strong)

20  Psychological Complication: Determined To Punish
Wrongdoing And Evil (Very Common, Strong)

Total Complications Points: 40
Experience Points: 3,137
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The Lawbringer’s other object of power is the
Cosmic Heart, which looks like a shard of reddish-
purple crystal. It is the essence of all Righteous-
ness, Truth, and Justice in the Universe and can
judge any sentient being’s moral state to utter
perfection. When he uses the Heart to perceive
someone, the Lawbringer becomes aware of every
act of great morality or immorality that person has
ever commiitted or been involved with — from the
most heinous crimes (or greatest personal sacri-
fices for that which is Right and True) down to the
most petty, minuscule acts of selfishness (or acts of
kindness toward others) — as well as his current
“moral balance” (i.e., whether he’s a generally good
or bad person, and to what degree and why).

Campaign Use: Like all the Galaxars, the
Lawbringer is a walking, talking plot device. If he
decides the PCs are “wrongdoers,” he will punish
them as he sees fit, which could cause them
serious difficulties or lead to strange campaign
subplots. If he thinks he needs their help to

deal with some “wrong” situation properly, he'll
shanghai them and there’s probably nothing they
can do about it but help him until he’s done with
them. The possibilities are as limitless as your
imagination.

The Lawbringer doesn’t Hunt heroes; that
would be beneath him. However, if he decides a
PC is dangerous or evil, he may make a point of
punishing him or changing him to eliminate the
threat.

To make the Lawbringer more powerful,
increase the size of his Variable Power Pool, or
convert his Staff to an OIF (-%) (or even remove
Focus altogether, allowing him to summon it to
his hand instantly if it’s taken away from him).
To weaken him, decrease it and/or some of his
Characteristics.

Appearance: The Lawbringer can change his
appearance and shape at will. He usually takes a
humanoid form about three meters tall with beige
skin, minimal, ascetic facial features, and a slightly
enlarged bald cranium. He always has a stern,
disciplined look to him, as if he’s never laughed in
all his immortal life. He wears black and red robes
that vaguely suggest those of either a high judicial
or high religious figure, and carries a staff made of
golden metal that’s even taller than he is. The head
of the staff is always surrounded by a swirl of blue-
black, coruscating energy.

EXAMPLE POWERS FOR THE
LAWBRINGER'S COSMIC POWERS POOL

Execution: If necessary the Lawbringer can simply
obliterate a being who's too evil to be allowed
to live.

RKA 15d6, Penetrating (+Y2) (337 Active Points);
Only Works On Evil Beings (-1). Total cost: 168 points.

Impose Righteousness: In some cases the

Lawbringer will simply make someone behave...

though he rarely does this, rightly regarding it as a

poor way to show what’s Right and what’s Wrong.
Mind Control 40d6, Telepathic (+4). Total cost:

250 points.

Remove The Evil From Your Soul: The Lawbringer
can make a person he considers evil, but salvage-
able, into a better person.

Major Transform 8d6 (sentient being with Psycho-
logical Complications pertaining to evil, wrongdoing,
or negative behavior into sentient being without those
Complications; heals back through another application
of this or a similar power), ACV (uses OMCV against
DMCYV; +%4), AVAD (Mental Defense; +0), Works Against
EGO, Not BODY (+4) (120 Active Points); Limited Target
(sentient beings; -14). Total cost: 96 points.

ITHEAWARMONGER

Personality/Motivation: The Warmonger lives
and breathes for battle. He revels in every aspect
of combat — the strategic planning of war, one-
on-one duels, small-unit tactics, superpowered
brawls, weapons and their use, philosophical
discussions about the ethics of war and conflict,
and much, much more. He most enjoys fighting
other beings who match his power, but a close
second is watching other sentients fight so he can
observe their skills and the play of battle. If there
are no “entertaining” conflicts known to him at
present, he has no qualms about starting one just
for fun.

Quote: “Do you dare to meet he who is the
paragon of combat on the field of battle?”

Powers/Tactics: The Warmonger possesses less
raw cosmic power than most Galaxars (though
he has the same movement and sensory capabili-
ties they do), but he makes up for it by being far
more physically powerful. He’s strong enough to
lift entire buildings singlehandedly and is nearly
impervious to most forms of injury. (And he
often uses his Variable Power Pool to augment his
strength or resilience even further.)

Although he seems to be able to use any
weapon ever devised by any species, the Warmon-
ger’s weapon of preference is his enormous battle
axe, Starsplitter. With a blade said to be made
from the core of a dead star, Starsplitter’s capable
of cleaving starships in two or injuring nearly any
being. It's not a Personal Focus, so it can be taken
away from the Warmonger, but for game purposes
you should assume it weighs ten tons.

Campaign Use: Like all the Galaxars, the
Warmonger is a walking, talking plot device. All
he wants to do is fight, or watch other people
fight, and few people fight as entertainingly as
superheroes. It’s even said he’s a devotee of the
Malvan arena and often visits it in disguise (or
perhaps competes while using only a fraction of
his power). The PCs could easily get wrapped
up in his “entertainment”” The possibilities are as
limitless as your imagination.

The Warmonger and the Lawbringer often
clash, since the Lawbringer regards many of his
activities as lawless, needlessly destructive, and
harmful to the galactic well-being. Neither can
destroy the other in open combat, so they often
resort to solving their differences in other ways...
such as using selected beings as “champions” in
some contest.
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THERWARMONGE

Val
120
35
80
30
30
120

12
12
10
10
10

60
60
30
180
50
120

Movement:

Cost Powers

750

75
60
60
120

60

40

60

45

45

60

Char Cost
STR 110
DEX 50
CON 70
INT 20
EGO 20
PRE 110

ocv 45
DCV 45
OMCV 21
DMCV 21
SPD 80

PD 58
ED 58
REC 26
END 32
BODY 40
STUN 50

Roll Notes

33-  Lift 400 ktons; 24d6 HTH damage [12]
16-
25-
15-
15-
33-

PER Roll 15-

PRE Attack: 24d6

Phases: 2,3,4,5,6,8,9,10, 11,12

Total: 60 PD (60 rPD)
Total: 60 ED (60 rED)

Total Characteristics Cost: 856

Running: 12m

Flight: 160m
Teleportation: 40m
MegaTeleportation: 4 million light-years

FTL Travel: 250 LY per second

The Warmonger’s Cosmic Powers:
Variable Power Pool, 300 Pool + 300 Control Cost var

Cosmic (+2)
Starsplitter: HKA 8d6 (16d6 with STR) 6
Reduced Endurance (72 END; +Y4); OAF (-1)
Galaxar Form: Hardened (x2; +72) for 60 PD/60ED 0
Galaxar Form: Impenetrable (x2; +Y2) for 60 PD/60 ED O
Galaxar Form: Resistant (+%) for 60 PD/60 ED 0
Hardened (x2; +%2), Impenetrable (x2; +12)

Warmonger’s Form: Physical and Energy Damage
Reduction, 50%, Resistant 0

Galaxar Form: Life Support (total, including Longevity:
Immortality) 0

Galaxar Form: Power Defense (40 points) 0
Hardened (x2; +72)

Galaxar Eyes: Sight Group Flash Defense (30 points) 0
Hardened (x2; +%2)

Galaxar Ears: Hearing Group Flash Defense (30 points) 0
Hardened (x2; +%)

Galaxar Mind: Mental Defense (40 points total) 0
Hardened (x2; +72)

Hero System 6th Edition

544
54f

38f

8f

63

315

57

20

48
60

31
31
28
28
23
16

33
100

Galaxar Travel: Multipower, 544-point reserve

1) Short-Range Travel: Teleportation 40m, x16 Increased
Mass, Position Shift, No Relative Velocity 0

Safe Blind Teleport (+%4), MegaScale (1m = 100,000
light-years; +5%%), Reduced Endurance (0 END; +%2)

2) Galaxar Flight: Flight 160m, x32 Noncombat 0

No Turn Mode (+%4), Usable Underwater (+%4),
Reduced Endurance (0 END; +%2)

3) Galaxar Spaceflight: FTL Travel (250 LY/1 Segment
(second)) 0

Cosmic Awareness (Perceive Everything): Detect Phys-
ical Objects, Energy, and Magic 15- (no Sense Group),
Discriminatory, Analyze, Increased Arc Of Perception
(360 Degrees), Range, Sense, Targeting, Telescopic
(+12 versus Range Modifier), Tracking

Cosmic Awareness (Cosmic Scale): MegaScale (1m =
1,000 light-years; +5) for Detect Physical Objects,
Energy, and Magic

Talents

Cosmic Awareness (Threat Awareness): Danger Sense
(any area [all Reality], any danger, sense) 15-

Universal Translator 15-

Skills
+4 Overall
+6 with All Combat

Combat Driving 30-

Combat Piloting 30-

KS: Everything There Is To Know 40-

KS: Military Science Of The Universe 40-

SS: Every Science Known 35-

Systems Operation 30-; Only To Operate Weapon Systems
(-1)

Tactics 30-

WF: Every Weapon Known

Total Powers & Skills Cost: 2,870
Total Cost: 3,726

400 Matching Complications (75)

25

Psychological Complication: Devoted To Warfare,
Fighting, And Battle (Very Common, Total)

Total Complications Points: 25
Experience Points: 3,376
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The Warmonger doesn’t Hunt heroes; that
would be beneath him. However, if he thinks one
of them could give him a challenging fight, he
won't hesitate to seek that hero out and lure him
into battle somehow.

To make the Warmonger more powerful,
increase the size of his Variable Power Pool, or
make Starsplitter a Multipower with an RKA slot
(so he can throw it at his foes). To weaken him,
decrease Starsplitter’s HKA and/or some of his
Characteristics.

Appearance: The Warmonger can change his
appearance and shape at will. His usual form is
that of a four meter-tall, broad-shoulered, heavily
muscled humanoid with skin that’s the color of
blood for the species viewing it. (Thus, his skin

is red for Humans, but a Lorghil viewing him at
the same time would see his skin as blue-black.)
A mane of shaggy black hair cascades from the
top of his head midway down his back. His eyes
are solid yellow and slightly slanted, his nose is
slightly pug, and orange-yellow fangs are visible
in his mouth, giving him a sort of bestial/demonic
appearance. As his weapon he carries an enor-
mous battle axe, Starsplitter.

EXAMPLE POWERS FOR THE
WARMONGER'S COSMIC POWERS POOL
Ignite The Fires Of War: If he wants to “liven
things up a bit” on a world or continent, the
Warmonger can make everyone on that world (or
some lesser area) angry, conflict-prone, and eager
to fight.

Mind Control 12d6, Area Of Effect (1m Radius; +%),
MegaScale (Area covers up to an entire planet; +2)
(195 Active Points); Set Effect (only to cause conflict and
fighting; -1). Total cost: 97 points.

Lifting Asteroids: The Warmonger increases his
STR to the point where he can lift medium-sized
asteroids.

+80 STR. Total cost: 80 points.

Cosmic Sword: The Warmonger can create an
energy blade thousands of kilometers long.

RKA 6d6, Area Of Effect (16m Line; +%), MegaArea
(Im of Line is 10,000 km long; +2) (292 Active Points);
Extra Time (Full Phase; -%2), No Range (-1%). Total cost:
146 points.

(OTHER]GALAXARS)

Some of the other Galaxars that Human super-
heroes have encountered or heard of include:

THE ARCHITECT

The Architect is a builder and engineer par
excellence. Fascinated by structures and buildings
of all sorts, he’s studied the architectural styles and
methods of uncounted millions of cultures. He
spends a lot of his time “in disguise” as a normal
civil or architectural engineer, lending his assis-
tance to construction projects that have caught
his attention. Other Galaxars who want to build
structures worthy of their grandeur call on him to
do the job.

THE GEOMETER
The Geometer’s love is
patterns, shapes, mathematics,
and motion. He only rarely
interacts with lesser species,
since he spends most of his
time using his powers to
observe the vast cosmic dance
of the millions of galaxies
and stars in the Universe.
But sometimes he decides to
remove or add a star or planet
to “improve the pattern,”
which may wreak havoc in
nearby regions.

GEON

Geon’s obsession runs to planets, asteroids, and
similar bodies of rock and earth. Their endless
shapes and colors fascinate him. Most often he
prefers to simply study ones that have evolved
naturally, much like a mathematician studying
fractal patterns. But at other times he often enjoys
molding and shaping them to suit his aesthetic
sensibilities. Many other Galaxars have “hired”
him to hand-craft personal planets for them.

THE RECORDER

The Recorder loves to observe unique
and interesting events, ranging from stellar
phenomena (two galaxies colliding, a star going
supernova in an interesting way), to gigantic
battles (with or without superhumans), to particu-
larly noteworthy sunsets. He is the Ultimate
Historian, the Cosmic Chronicler for whom no
noteworthy event is too small to remember for
posterity and no galaxy-wide historical trend is to
vast to escape his watchful eye and mind.

To record an event, being, or object of interest,
the Recorder creates a “Recorder Window” that
captures an indestructible three-dimensional
image of the entire phenomenon. He displays his
archive of Windows — trillions upon trillions of
them, all carefully and lovingly indexed — in his
Gallery of the Universe, a “museum” the size of a
supergiant star.
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BEINGS OF
GREAT MYSTIC
POWER

While they’re not
truly “cosmic enti-
ties” in the same
sense as most of the
beings discussed in
this section, beings
who possess great
mystic power can
effectively func-
tion at the same
“level” as some
cosmic entities.
This might include
the Prime Avatars
of Order, Chaos,

Art, and Nature;

the awe-inspiring
dimensional overlord
Tyrannon the
Conqueror (and his
lesser counterpart,
Skarn the Shaper);
and the horrifying
Kings Of Edom (and
other Qliphothic
beings, and perhaps
those who oppose
them).

See Champions
Villains and The
Mystic World for
more information on
these beings.

THE SHAPER

The Shaper is an artistic, creative soul. He’s
learned the art forms of a million million cultures,
and still he hungers for more. When he’s not
studying art, he’s creating his own, ranging from
symphonies so beautiful they make the listener
weep to sculptures whose forms are disturbing to
the Human mind. Some of his art forms, including
the shaping of living flesh or the molding of small
sections of Reality, are both bizarre and dangerous
to others.

THE ZOOLOGIST

Sentient life holds little interest for the Zoolo-
gist; he cares only for the trillions and trillions of
animals that have evolved on habitable worlds. He
loves everything about them, from their appear-
ance to the way they live their lives and interact
with other animals. Usually he’s content to simply
observe them and let the Law of the Jungle govern
whether they live or die, but he has been known to
intervene when a natural disaster — or worse, the
unthinking actions of sentients threaten to wipe
out an animal species. Sometimes he’ll act directly
to put a stop to what’s happening, but usually he
just makes sure that he has a sufficient breeding
population for his Galactic Zoo. This “zo0” is
an entire solar system that he’s crafted with the
help of Geon and the Geometer. It has dozens
of planets where his goal is to keep a breeding
population of every animal in existence (a goal
he knows he’ll probably never succeed at, but that
doesn’t stop him from trying). His Zoo includes
the only living examples of a number of extinct
Earth species, such as the dodo, the passenger
pigeon, the aurochs, the wooly rhinoceros, and the
tyrannosaurus rex.

THEIGODSICELESTIAL

If the gods themselves have gods to worship,
those deities are the beings known simply as the
Gods Celestial. Powerful beyond measure, they
tread the Universe as a man treads a forest path,
revealing themselves to lesser beings only in times
of great crisis or when whimsy takes them. If they
have names, they do not tell them to mortals.

If they have motivations and personalities, they
are not apparent (or at best can be glimpsed only
dimly) by lesser species such as Humans.

The Gods Celestial seem to have no fixed or
uniform shape; each is an individual, with his
own form and powers. (And given their power,
presumably they can vary their shape and appear-
ance as they choose.) One, encountered by the
Champions of the early twenty-first century,
resembled to their eyes a gigantic, glowing
pyramid whose sides did not seem to have the
same shape even though the edges met in ways
that made the heroes’ eyes hurt to look at.

Hero System 6th Edition

LORDJENTROPY,

Some people believe the forces of decay,
corruption, and cessation are the most powerful
in the Universe. If so, then Lord Entropy, the
ultimate embodiment of those concepts, must
be the most powerful of all the cosmic entities.
While many of the superheroes who've encoun-
tered him think of him as “evil” (since he usually
only appears when great destruction, chaos, or
death are in the offing), in truth he’s nothing of the
sort. Like many other conceptual space gods, his
agenda transcends good and evil, even if mortals
cannot perceive that.

For reasons unknown to superheroes (and
perhaps to anyone), Lord Entropy sometimes
manifests a child(?)/offshoot(?)/alternate
self(?)/“shadow”(?) known as Thanaton. Whereas
Lord Entropy himself is a conceptual/natural
force, Thanaton is as evil as many superheroes
think his “father” is. Thanaton embodies/exalts
Death and Destruction and wants to spread them
as far and as wide as he can. As such he’s a gross
violation of the Cosmic Order; his appearance
usually signals the appearance of Mortalus (see
below) to combat him... but he’s so powerful that
the Lord of Life may need to call on Galaxars,
superheroes, and other beings of great power for

MORTALUS

One of the most abstract of the cosmic enti-
ties, Mortalus is the embodiment of the universal
life-force — or, perhaps more accurately, he
embodies (and is the guardian of) the normal
flow of Life and Death. Life requires Death and
Death requires Life, and Mortalus sees to it that
the cycle continues as is it supposed to, on and on
for eternity.

Thus, Mortalus is an enemy of all who would
attempt to disrupt or interfere with that cycle,
which usually means opposing those who would
cause death on a far greater scale than is permitted.
The Great Cycle allows for the possibility of events
that will kill enormous numbers of people, such as
natural disasters, wars, and even crazed supervil-
lains. But sometimes things threaten to go too far,
and at that point Mortalus takes action to protect
Life. (Hed do the same if Life somehow became
ascendant over Death, but that’s a problem he’s
almost never encountered.) His most frequent
enemy in these situations is Thanaton (see above);
others include certain death-gods from various
pantheons, ultra-powerful supervillains devoted to
slaughter, and the like.

Mortalus appears to Humans as a tall man
with leaf-green hair and beard. His face looks a
little aged and extremely wise, and usually has a
beneficent expression (unless something’s angered
him); his pupilless eyes are the golden color of
late-afternoon sunlight on Earth. He wears simple
earth-brown robes and carries no weapons. Vines
and other plants twine around him, but never
seem to impede his movement or vision.
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SALANUS

s far as most Humans are concerned, the
Moon is just what they see in the sky: a
lifeless satellite of Earth that shines its
early light on their world at night. But
in truth the Moon is far from lifeless; many beings
secretly live there — as does one civilization, the
Selenites.

Hidden in an area of the Moon that Humans
can’t see from Earth is Selenus, an ancient, myste-
rious ruined city. Few Humans have visited it, and
none have studied it in any detail. Based on what
can be surmised from the acquisition of lunar dust
(which covers approximately 90% of the ruins),
Selenus must be approximately one million years
old.

Who built Selenus is a mystery — and may
always remain so, particularly if the Selenites
persist in refusing to let Human archaeologists
excavatate the ruins (see below). It appears to have
been some sort of observatory, and given its place-
ment the only thing it could observe was Earth.
Human superheroes are unaware of anything
occuring on Earth at that time that would be
worth observing. The Progenitors had left
hundreds or thousands of years before, and would
not return to create the Empyreans for another
five thousand centuries. It’s possible some other
advanced species wanted to observe the progress/

selenus

Earth’s Moon

&reat Hall of Selenus
Plateau

Majestic Staivcase
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Revender’s Armory
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Hall Dome Height: +30m (4zwm)
0 Lower Elevation (+4m - +12m)
I Higher Elevation (+16m — +32m)
ST Luvar dust buildup
© Tower/Domed Cupola
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results of the Progenitors’ first experiments, but
given Humanity’s level of development at the time
it would hardly have been necessary to hide the
observatory on the Moon.

LAYOUT]

Most of Selenus is totally buried by lunar dust,
so until Human archaeologists are allowed to
at least explore with ground-penetrating radar,
determining the full scope and layout of Selenus
is impossible. In the modern era only a small
portion, presumably the central section of the city,
remains open to the lunar sky. This is where the
Selenites live and work.

At the very center of Selenus is a small plateau
that may have been artificially raised when the
city was built. Four broad staircases, one at each
point of the compass, lead up to it. On top of
it is a large oval building with four cupola-like
domes (two equidistantly placed at either end of
the oval). These domes contain strange devices
that no longer function. Presumably these are
the “telescopes” and other sensors the builders
put there to watch Earth with, since the domes
superficially resemble Human observatories
(though they do not open). The Selenites call this
building the Great Hall of Selenus; it’s where they
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hold “government” meetings and other important
public functions.

Surrounding the observatory is an open area
— a “forum,” so to speak. Surrounding that is a
ring of buildings that aren’t covered by lunar dust
because the Selenites and/or Revenger cleared
them off and returned them to use. Most of the
Selenites “slept” in a pair of twin rectangular
buildings on the western side of the area, and still
regard those buildings as a “dormitory” of sorts if
they want to “sleep” or relax.

The other “cleared” buildings are used by the
Selenites to some degree for personal projects
or whatever else interests them. Since they don’t
have to grow or store food (see below), there’s no
need for kitchens, pantries, dining halls, or similar
areas that most sentient species require. Some
of these buildings contain strange, old machines
built by the city’s creators; none of them seem to
function anymore but some of the Selenites enjoy
maintaining or tinkering with them. (Perhaps this
results from some long-dormant instinct bred into
them by their creators.)

Two buildings to the southeast were Revenger’s
primary facilities when he ruled the Selenites
in the Sixties. One was his laboratory, where he
conducted all sorts of experiments (many of them
potentially dangerous). Until recently this building
was sealed (it had, and still has, an internal oxygen
supply, unlike most of the Selenus buildings). In
2008 Grlthk reopened it and has been analyzing
some of Revenger’s equipment, trying to find
out how it works and how he can make use of it
(see below).

The other building was Revenger’s armory;
it includes an attached structure with four silos
capable of launching nuclear bomb-tipped
interplanetary ballistic missiles (and also has an
internal environment). In 1970 the Fabulous Four
disabled the weapons, missiles, and launching
systems, but did not remove them for fear of
triggering an undetected booby trap or causing
an accident that would wipe out the Selenites
for good. After Grlshl reactivated some of them
in 1984, MeteorMan disabled them further, but
again chose not to move them. Since 2008 Grlthk
and his followers have been working to reacti-
vate the weapons (including the twelve nuclear
missiles) and have achieved some success... but
not as much as theyd like.

THEJSELENITES]

The Selenites themselves are one of the
strangest species known to Humanity.

SELENITE BIOLOGY

A Selenite is a three-foot-tall insect-like silico-
noid being with a long, narrow face, a beetle-like,
purple-gray chitinous shell, and ten limbs. (Both
genders look identical to Human eyes. Individuals
can be told apart based on facial features and the
coloration pattern of the shell.) He doesn’t wear
clothing, but may have a “belt” or “harness” for
carrying tools and other items.

The Selenites can with-

4 )

stand the cold and vacuum of
space unharmed and “eat” by s ELEN ’ TE TEMPLATE
absorbing sunlight or similar Cost Ability
energies (though they're not 9 Selenite Skin: Resistant Protection (3
plant creatures). When not PD/3 ED)
doing something else they ; .
often lie on the roof of one of 10 Selenite Shell; Resistant Protect (5 PD/5
Selenus’s buildings (or inside ED);' Activation Roll 11- (qnly protects
the dormitories) and “bask” against attacks from behind; -12)
in the light from the sun (and | 9 Selenite Eyes: Ultraviolet Perception
reflected Earthlight). Despite (Sight Group)
the fact that they look short 10  Selenite Eyes: Microscopic Perception
and in some ways spindly by (x100) for Sight Group
Human standards, Selenites 3 Selenite Ears: Ultrasonic Perception
are plenty tough. Their thin (Hearing Group)
lm}:}”.can lift as much as an 24 Selenite Form: Life Support (Diminished
athletic Human's can, and Eating: no need to eat; Longevity:
their chitinous skin/shell e e Environments:
protects thel.n against injuries High Radyiation, Intense Cold,'Low
that Co.uld dlsable. a Human. Pressure/Vacuum; Self-Contained

Besides durability, the Breathing)
Selenites’ “designer” bred “ )
other useful traits into them 6 Selenite Limbs: Extra Limbs (fotal
as well. They can use all ten 0f 10 limbs), Inherent (+14)
of their limbs with equal 3 Ambidexterity (no Off Hand
facility (all function as hands, penalty)
and they do not suffer from 3 Bump Of Direction
“handedness”), and they have | Total Cost Of Template Abilities: 73
senses far beyond those of
Humans: they can perceive Value Complications
ultraviolet light and ultrasonic None
sound; their eyes can easily Total Value Of Template Complications: 0
see objects too small for the

unaided Human eye; and
they have an innate sense of
direction.
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The Selenites seem to have extremely long
lifespans and a very low birthrate. Most of the
Selenites alive today say they’ve been in Selenus
since the Human year 1938, though they don’t
know how they got there or how long they might
have been there previously. According to what
they’ve told Humans, some of them “awakened”
in 1938 and then “released” or “roused” the rest
of the population. Some of the equipment in the

dormitories implies that the Selenites might have
“hibernated” there for centuries or millennia, but
until Human scientists can study it in detail there’s
no way to know for certain.

Selenites speak to one another through a combi-
nation of gestures and sounds (mostly ultrasonic)
that they create by rubbing their mandibles together
in various ways. Humans can't reproduce (or
hear) this speech naturally; to communicate with
Selenites they need super-tech translation devices.

SELENITE SOCIETY AND CULTURE

In 1970 Amazing Man opined that the Selenites
are a “servant species,” bred by the species who
created Selenus to perform all sorts of mundane
tasks. That struck most scientists as accurate,
and nothing Humanity’s learned since then has
changed anyone’s opinion. A Selenite seems to
have an instinctive need to do something, even
if it’s something most species would consider
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incredibly boring, and will happily spend hour
after hour working on the most mundane of tasks.
For example, since 1938 some Selenites have spent
literally decades doing nothing but tending to the
strange, non-functional machines in the buildings.
They buft, polish, dust, move switches back and
forth, whatever seems worth doing even though it
has no effect other than keeping a machine clean.

In recent years some Selenites have directed
their energies into new fields of endeavor. For the
first time Selenite “scholars” have begun trying to
chronicle their species’s history since 1938 (they
have no knowledge of their history before that), or
are trying to figure out what some of the ancient
machines once did. Others have become passion-
ately interested in politics and social debate,
which is putting some strain on Selenite society
(see below). Oddly, no Selenite seems to have any
interest in digging any of the other Selenus build-
ings out from underneath their heavy coatings of
lunar dust.

CURRENTEVENTS,

The Selenites have been off most of Human-
ity’s radar since 1984, when the renegade Grlshl
threatened to destroy Earth with Revenger’s
leftover nuclear missiles, which hed found a way
to reactivate (see page 15). After MeteorMan put
a stop to that scheme, the Selenites went back to
their usual activities... more or less.

The Selenites have a strong, possibly instinc-
tual, isolationist streak at most times. That’s part
of what led to the 1970 “non-interference” treaty
negotiated by the Fabulous Five — the Selenites
simply want to be left alone (and are quite satisfied
with the way Humanity’s obeyed the treaty, even
after the 1984 Grlshl incident). But at some times
in some individuals, that isolationism transforms
into xenophobia: a hatred of outsiders in general,
and Humans in particular (as the nearest outsiders
likely to come to Selenus, since the Selenites are
unaware of the Forum Malvanum). Grlshl was
one such Selenite, and he convinced enough of
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his fellows that he was right that he could work
on restoring Revenger’s old technology without
interference.

In the mid-2000s, a Selenite named Grlthk,
who is the son of Grlshl, began stirring up these
same feelings among the Selenites. Intense debate
and societal turmoil followed, but in the end
GrlthK’s powers of persuasion were enough to
convince a majority of the Selenites that he was
correct: however they may have acted or portrayed
themselves in the past, Humans are not friends
of Selenus or saviors of the Selenites. They are a
terrible threat; they enslave, they destroy, they
harm. And they will remain the single greatest
threat to Selenus’s peaceful existence unless the
Selenites destroy them first.

In 2008, when he finally swayed enough
Selenites to his way of thinking that he could
“seize power,” Grlthk stopped the periodic radio
communications the Selenites had kept with
the Sentinels since 1984 and began “re-arming”
his people by working to reactivate Revenger’s
long-dormant devices. (Neither he nor any other
Selenite knows Revenger is still alive and on the
Moon; see page 55.) Aware that his father made
the mistake of announcing his intentions too
soon, Grlthk plans to keep working until every-
thing is ready to go... and then inform Humanity
of its doom mere seconds before his missiles enter
Earth’s atmosphere.

NOTABLEISELENITES,

Most Selenites seem basically the same to
Humans; even telling them apart is difficult unless
they can be distinguished by the work they do. But
a few stand out in Selenite society.

GRLTHK]

Background/History: Grlthk is the son of Grlshl,
the renegade Selenite who threatened Earth with
nuclear annihilation in 1984. (“Son” is an approxi-
mation in Human terms, since how the Selenites
reproduce remains unclear. It may be more accu-
rate to describe him as “genetic descendant” or as
a sort of “budded” offspring.) He grew up hearing
stories from his father’s supporters about how his
father bravely tried to protect his people from the
dangerous Humans, and the Humans murdered
him for it. It didn’t take long for him to develop an
intense hatred for the people of Earth.

Grlthk came of age at a time when Selenite
society was becoming more interested in discus-
sion, debate, and to some extent its own history.
He proved adept at political discussions and was
soon the leading orator for the growing anti-
Human faction among the Selenites. By 2008 his
influence had grown so strong that he became the
de facto ruler of Selenite society, cut off the peri-
odic radio contact with the Sentinels... and began
preparing for an attack on Earth that will succeed
where his father’s failed.
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Personality/Motivation: Grithk hates Humans
with a passion that can only be mustered by

a species capable of doing the same task for
centuries on end without question or complaint.
So strong are the fires of his belief that Humanity
needs to be wiped out to protect Selenus that he’s
swayed nearly three-fourths of the Selenites to

his cause (though some are less strong in their
support than others). If he’s not stopped he’s likely
to cause serious harm to Earth.

Quote: “That blue world shining its weak light
upon us is the biggest threat our people have ever
known. Unless its inhabitants are destroyed, they
will destroy us!”

Powers/Tactics: Grlthk is pretty much an ordi-
nary Selenite, though he’s unusually well-spoken,
persuasive, and energetic for one of his species.
He’s already learned a lot about Revenger’s leftover
technology and adapted some of it (including a
blaster pistol) toward his scheme. If confronted
with force he'll attempt to flee (or if that’s not
possible, take cover and use his blaster). The only
thing that might stop him is if other Selenites are
watching; in that case he might put up a bold face
against Humans even if that’s likely to get him
hurt.

Campaign Use: Grlthk is a walking plot. His
efforts to destroy Humanity to protect his
people are ultimately going to require the PCs to
intervene.

When using Grlthk in a scenario, play him in a
way that conveys his fanaticism but doesn’t make
him out to be a two-dimensional demagogue.
Remember, he genuinely believes Humanity is a
threat (possibly a genocidal threat) to his species.
He thinks his father was legitimately trying to do
a Good Thing to protect the Selenites from the
barbaric Humans, and that his actions are likewise
justified. He’s not manipulating the masses for
political purposes or working to fulfill some ulte-
rior motive — he’s an utterly dedicated do-gooder
in his own mind, and he acts the part without a
shred of hypocrisy.

Generally you shouldn’t need to make Grlthk
tougher; he’s not intended as a combat opponent.
If you want to convert him into one, make him a
“brick” Selenite, with super-strength (STR 40-50)
and lots of durability (defenses in the 30-40 range,
plus Damage Negation or Damage Reduction).

To weaken him, reduce his technological Skills to
Proficiencies.

Appearance: Grlthk looks like a typical Selenite;
based on his physical appearance alone it would
be difficult for most Humans to tell him apart
from his fellows without closely studying the color
patterns on his shell. His accouterments make him
distinctive, though: he wears a gold belt with his
blaster pistol in a holster, and a gold necklace as
his “badge of office”
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Movement:

Char Cost Roll Notes

STR 11-  Lift 100 kg; 2d6 HTH damage [1]
DEX 11-

CON 12-

INT 12-  PERRoll 12-

EGO 12-

PRE 12- PRE Attack: 3d6

0

4

4
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5

ocv 0
DCV &
OMCV 0
6

0

6

6

2

2

0

2
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DMCV
SPD 1

PD
ED
REC
END
BODY
STUN

Phases: 4, 8,12

Total: 11 PD (3 rPD)
Total: 11 ED (3 rED)

Total Characteristics Cost: 80

Running: 12m

Cost Powers END

Refurbished Revenger Raygun: Blast 10d6 [16]
Double Knockback (+Y2); OAF (-1), 16 Charges (-0)
Selenite Skin: Resistant Protection (3 PD/3 ED) 0
Selenite Shell: Resistant Protect (5 PD/5 ED) 0
Activation Roll 11- (only protects against attacks from
behind; -%2)
Selenite Eyes: Ultraviolet Perception (Sight Group) 0
Selenite Eyes: Microscopic Perception (x100) for Sight
Group 0
Selenite Ears: Ultrasonic Perception (Hearing Group) 0
Selenite Form: Life Support (Diminished Eating: no
need to eat; Longevity: Immortal; Safe Environments:
High Radiation, Intense Cold, Low Pressure/Vacuum;
Self-Contained Breathing) 0
Selenite Limbs: Extra Limbs (total of 10 limbs) 0
Inherent (+Y4)

Talents
Ambidexterity (no Off Hand penalty)
Bump Of Direction

Skills

Computer Programming 12-
Electronics 12-

Mechanics 8-

Oratory 12-

Persuasion 12-

Stealth 13-

Systems Operation 12-

Total Powers & Skills Cost: 133
Total Cost: 213

400 Matching Complications (75)

Psychological Complication: Powerhungry (Common,
Strong)

Psychological Complication: Xenophobic; Intense Hatred
Of Humans (Very Common, Total)

Total Complications Points: 40
Experience Points: 0
\,
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Abilities: Resistant Protection (3 PD/3 ED); Resis-
tant Protect (5 PD/5 ED), Activation Roll 11- (only
protects against attacks from behind; -12); Ultra-
violet Perception (Sight Group); Microscopic Percep-
tion (x100) for Sight Group; Ultrasonic Perception
(Hearing Group); Life Support (Diminished Eating:
no need to eat; Longevity: Immortal; Safe Environ-
ments: High Radiation, Intense Cold, Low Pressure/
Vacuum; Self-Contained Breathing); Extra Limbs
(total of 10 limbs), Inherent (+Y4); Ambidexterity (no
Off Hand penalty); Bump Of Direction; Conversation
12-; KS: Human Arts And Literature 11-; Persuasion
10-; Stealth 10-; Systems Operation 8-.

CGomplications: Psychological Complication: Can’t

4 N 4 N
8 STR 10 DEX 11 CON 6 STR 10 DEX 11 CON
15 INT 14 EGO 13 PRE 15 INT 14 EGO 13 PRE
3 0cv 5 DCV 3 0CV 5 DCV
3 OECV 5 DECV 2 SPD 3 OECV 5 DECV 2 SPD
6 PD 6 ED 4 REC 6 PD 6 ED 4 REC
25 END 10 BODY 20 STUN 25 END 10 BODY 20 STUN

We All Just Get Along?

\ S

Abilities: Resistant Protection (3 PD/3 ED); Resis-
tant Protect (5 PD/5 ED), Activation Roll 11- (only
protects against attacks from behind; -12); Ultra-
violet Perception (Sight Group); Microscopic Percep-
tion (x10) for Sight Group; Ultrasonic Perception
(Hearing Group); Life Support (Diminished Eating:
no need to eat; Longevity: Immortal; Safe Environ-
ments: High Radiation, Intense Cold, Low Pressure/
Vacuum; Self-Contained Breathing); Extra Limbs
(total of 10 limbs), Inherent (+74); Ambidexterity (no
Off Hand penalty); Bump Of Direction.

CGomplications: Physical Complication: Bad
Eyes (-2 on Sight Group PER Rolls); Psychological
Complication: Can't We All Just Get Along?

\ S

Notes: GrlthK’s chief political opponent in Selenite
Society is Kntla, a female who was one of the

first to awaken in 1938. Compared to many
Selenites she’s positively friendly toward outsiders,
including Humans. While she’s wary of the large,
potentially destructive Earthlings, she also knows
they’re capable of great compassion, bravery, and
heroism — she witnessed the Fabulous Five save
the Selenites from Revenger and MeteorMan stop
Grlthl’s “insane” plot. She argues that Selenus
should return to the policy of maintaining limited
contact with Humanity, and should even consider
exchanging “ambassadors” with Earth. About a
quarter of the Selenites agree with her to some
extent, but her support would erode quickly if the
Selenites ever learned that their hated oppressor
Revenger is still alive and on the Moon.

Kntla might have more success in the political
arena if she were a better speaker, but unfortu-
nately she doesn’t possess the same gifts Grlthk
does. Her way of orating comes across in a
strident, lecturing sort of way that many Selenites
don't find appealling. Human PCs might not like
it either... but she’s likely to be one of their earliest
allies if they get involved in Selenite affairs.

Kntla’s studies of Humanity have revealed
to her Earth’s rich cultural heritage. She keeps
pressing her people to explore this facet of
existence, and has even tried her hand at writing
poetry and painting moonscapes. So far her efforts
don't seem to attract much attention among the
Selenites... but she keeps trying.

Notes: Elgrm, sometimes known as Elgrm the
Elder, is possibly the oldest Selenite alive (no

one can say for certain at this point). When he
awoke in 1938 he already seemed older than his
companions, and none of the other Selenites they
all “roused” proved to be any older. Of all the
Selenites, he’s the only one who has any “memory”
of their lives before 1938, and all he can see are
foggy glimpses: a large, green, multi-limbed being
shouting at him; constructing a building on what
seems to be the Moon; tending a now-nonfunc-
tioning machine in the observatory when it was
shiny and had moving parts.

Elgrm hates seeing divisiveness and fear tear
his people apart, but even though they deeply
respect his wisdom they don’t seem inclined
to listen to him preach moderation. He’s more
sympathetic toward Kntla’s viewpoint than
GrlthK’s... but he remembers Revenger’s pain
chamber and has no desire for anyone to subject
him, or any other Selenite, to such things ever
again. He wants life to go back to the way it was,
with no political arguments or factions, just
Selenites peacefully pursuing their tasks — but he
can’t seem to find a way to make that happen.
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REVENGER:

f all the many potential threats to Earth
lurking on the Moon, perhaps the
greatest is one no Human, not even a
superhero, knows about: a master villain
everyone thinks has been dead for four decades.

REVENGER

Background/History: Richard Carson was a
genius. He knew it, everyone else knew it. After
he breezed through college, earning two Ph.Ds by
his twentieth birthday, the world expected great
things from him. And it got them... in deadly and
disastrous ways.

Seeking a life of pure research and inven-
tion, Carson became a professor at a prestigious
university. His work focused on power storage
and transmission — he was determined to create
a better battery, and more efficient ways for
batteries’ power to be exploited. That would make
him rich and a household name. The day would
come when every house had a “Carson battery” or
five to handle its power needs.

Carson’s work went well, and he felt he was on
the verge of a major breakthrough. Then came
into his lab one day and found several items
disarranged — a beaker a few inches to the left of
where it should be, a paper or two on his desk out
of order. Most people would have shrugged this
off, but the meticulous Carson was instantly suspi-
cious. Someone must have been snooping in his
lab! Typical behavior from the mouth-breathing
faculty members in his department, really. Carson
immediately had new locks installed and then got
back to work, hoping no serious problems would
result from the break-in.

His worst fears were realized a few days later
when Dr. Robert Peterson Barnes, the only other
man in the department whose intellect even
approached his own and his hated rival, held a
press conference announcing a major new break-
through that hed made in battery technology.
Carson heard the news and discovered that Barnes
had stolen his work. He went to the head of the
department, but he failed to convince the man that
the discovery was really his own. He hadn’t docu-
mented his work as well as he should have... and
of course Dr. Barnes was one of the most popular
men at the university, whereas Carson was basi-
cally a pariah.

The realization that hed never get credit (or
money!) for his own work pushed Carson over
the edge. The system wouldn't give him justice?
Well, then, hed use his genius and take justice
for himself! Doctor Barnes... and the world...
were about to learn a hard, bitter lesson about
mistreating Richard Carson.

A few months later Carson had completed
work on a suit of powered armor. Gold and red,
sleek and beautiful, it was the perfect weapon for
obtaining vengeance. In fact, he planned to call
himself “the Avenger,” to let people know he was
righting a wrong rather than simply attacking
someone.

Garbed in his armor, Carson smashed his
way into a faculty meeting and grabbed Barnes,
slamming him into a wall. As panicked profes-
sors fled, Barnes blurted out, “Who are you? Why
are you doing this?” Carson, who at the time had
never been comfortable in the public spotlight,
lost a bit of his composure and said, “I am... the
Revenger!”. For years afterward he cursed himself
for his blunder, but the name stuck, and in time he
decided it was a better and more fateful choice.

REVENGER FACTS

Here are some facts characters and NPCs might
know about Revenger if they succeed with an
appropriate Skill Roll:

N/R: Revenger was a powered armor-wearing
master villain who fought the Fabulous Five back
in the Sixties.

K/R: Revenger faked his death in 1963 and
escaped to the Moon to plot his next attempt

to conquer Humanity. There he found Selenus,
conquered the Selenites, and used them as
servants in his plan to threaten Earth with
interplanetary ballistic missiles. He announced
his intentions to Humanity in 1970. His arch-
enemies the Fabulous Five traveled to the Moon
and defeated him; he was Killed by a cave-in at
one of his hidden laboratories during the conflict.

-1: Revenger wore a suit of powered armor that
contained various weapons including pulson
blasters, a laser beam, mini-rockets, and an
electro-bola projector.

-10: His Secret Identity was Richard Carson.
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REVENGER

Val Char Cost Roll Notes
10+50 STR  33* 11- (21-) Lift 100 kg (100 tons); 2d6
(12d6) HTH damage [1 (6)]
10+12 DEX 16" 11-(13-)
10+20 CON 13" 11-(15-)
30 INT 20 15- PER Roll 15-
20 EGO 10 13-
10+30 PRE 20* 11- (17-) PRE Attack: 2d6 (8d6)
3+6 0CV 20*
3+6 DCV 20*
3 oMcv 0
7 DMCV 12
2+5 SPD 33" Phases: 6,12
(2,4,6,7,9,11,12)
4 PD 2 Total: 34 PD (30 rPD)
4 ED 2 Total: 34 ED (30 rED)
4 REC 0
20 END 0
10 BODY 0
20 STUN 0 Total Characteristics Cost: 201
@ *: OIF (Powered Armor; -%2)
Movement: Running: 12m
Flight: 30m
Cost Powers END
51 Armor Batteries: Endurance Reserve
(240 END, 24 REC) 0
OIF (-%5)
15 Backup Armor Batteries: Endurance Reserve
(60 END, 12 REC) 0
OIF (-%2)
60 Revenger Weapon Systems: Multipower, 90-point
reserve
All OIF (-72)
3f 1) Revenge-Blast: Blast 18d6 40
OIF (-%2), Increased Endurance Cost (x5 END; -2)
5f  2) Pulson Blast: Blast 14d6 7
OIF (-%5)
6f  3) Pulson Auto-Blast: Blast 12d6 9
Autofire (5 shots; +7%2); OIF (-¥2)
6f  4) Pulson Pulse-Blast: Blast 12d6 9
Penetrating (+72); OIF (-%2)
3f  5) Laser Beam Projector: RKA 4d6 6
OIF (-1%), Beam (-Y4)
6f  6) Mini-Rockets: Blast 12d6 9
Area Of Effect (26m Radius Explosion; +12); OIF (-%2)
4t 7) Flare Beam: Sight Group Flash 12d6 6
OIF (-%5)
6f  8) Enervator Ray: Drain Characteristics 6d6 9
Variable Effect (any one Characteristic at a time;
+%2); OIF (-12)
4f  9) Electro-Bolas: Entangle 7d6, 7 PD/7 ED [12]
OIF (-1%), 12 Charges (-%a)
\,
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60

27

13

20

13

10

89

Revenger Armor: Resistant Protection (30 PD/30 ED)
OIF (-%5)

Revenger Armor: Damage Negation (-4 DCs Physical
and Energy)

OIF (-%5)

Psychic Defense Screen: Mental Defense (10 points)
OIF (-1%)

Internal Force-Field: Power Defense (10 points)

OIF (-%5)

Flare-Resistant Helmet: Sight Group Flash Defense
(10 points)

OIF (-%5)

Hearing Protection: Hearing Group Flash Defense
(10 points)

OIF (-%5)

Life Support Systems: Life Support (Safe Environ-
ments: High Pressure, High Radiation, Intense Cold,
Intense Heat, Low Pressure/Vacuum; Self-Contained
Breathing)

OIF (-12)
Boot-Jets: Flight 30m
OIF (-72)
Helmet Communication System: HRRP (Radio Group)

OIF (-%2), Affected As Sight And Hearing Groups As
Well As Radio Group (-%2)

Radar System: Radar (Radio Group), Increased Arc Of
Perception (360 Degrees)

OIF (-%5)

Thermosensors: Infrared Perception (Sight Group)
OIF (-%5)

Ultrasensors: Ultraviolet Perception (Sight Group)
OIF (-1%)

360-View Gameras: Increased Arc Of Perception
(360 Degrees) for Sight Group

OIF (-1%)
Magnified Vision System: +10 versus Range Modifier
for Sight Group

OIF (-12)
Ultrasensors: Ultrasonic Perception (Hearing Group)
OIF (-%5)

Perks

Followers: 250 Lunar Amazons built on 246 Total Points
each

Talents

Onboard Computer: Absolute Range Sense
OIF (-%5)

Onboard Computer: Absolute Time Sense
OIF (-15)

Onboard Computer: Bump Of Direction
OIF (-%5)

Onboard Computer: Lightning Calculator
OIF (-%5)

N
0

0

0

0

0

0

0

0
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Unfortunately before Revenger could force
Barnes to confess what hed done, the man had a
heart attack and died. Cheated of his vengeance
and the means to prove that he was the one
who invented the new battery, Carson torched
Barnes’s office, destroying all of his notes and
samples of his work, then fled campus to become a
supervillain.

For the next several years Revenger was a
major supervillain menace. He clashed with the
Fabulous Five several times, becoming one of the
team’s arch-nemeses, and also occasionally teamed
up with some of the Silver Age’s other notable
supervillains (such as Dr. Macabre and the Book-
worm). But he soon discovered that the constant
clashes with superheroes were diminishing the
time and attention he could spend on research,
inventing, and thus ultimately conquering the
world. He needed some time to himself, away
from costumed busybodies.

With that in mind, in 1963 he launched an
attempt to conquer first New York City, and then
the world, with the aid of a new “disintegrator
cannon” hed invented. Although no one realized
it at the time, it wasn't a real attempt at conquest
— it was a feint. As the Fabulous Five closed in
on him, Revenger turned the cannon on them...

and it malfunctioned and exploded, instantly
disintegrating him.

Or so the superheroes of the world thought.
What it really did was teleport him to a secret
headquarters. From there he traveled to the most
out of the way place he could think of: the Moon.
There he could work in peace and comfort for
years until hed invented weapons so powerful
and awe-inspiring that not even Earth’s strongest
superheroes could stop him.

He set up shop in a small cleft in a lunar moun-
tain range. While exploring the region around his
new home, he was astonished to discover an entire
ruined city... inhabited by insect-people! Revenger
had discovered Selenus and the Selenites. Hoping
he might have stumbled onto a cache of long-
buried super-weapons, he quickly conquered the
Selenites and put them to work.

His dreams of finding ancient wonder-tech-
nology were never fulfilled, but the Selenites were
excellent subjects and workers. For years they
labored on his behalf, making real the devices
he created on paper. By 1970 hed perfected the
weapons with which he would conquer Earth:
missiles tipped with ultra-yield nuclear warheads.
Humanity would agree to his demands... or the
world’s greatest cities would be wiped from the
map in atomic fireballs.

Skills
+2 with All Combat

Computer Programming 15-
Deduction 15-

Electronics 15-

KS: World History 11-

KS: World Literature 11-
Mechanics 15-

Systems Operation 15-
Tactics 10-

Scientist

1) SS: Astronomy 15-

2) SS: Biology 15-

3) SS: Chemistry 15-

4) SS: Mathematics 15-

5) SS: Physics 15-

6) SS: Robotics 15-

Total Powers & Skills Cost: 514
Total Cost: 715

& = =2 I

400 Matching Complications (75)

Strong)

15  Psychological Complication: Power-Hungry
(Common, Strong)

Lapses (see text) (Common, Moderate)

15  Social Complication: Secret Identity (Richard
Carson) (Frequently, Major)

Total Complications Points: 55
Experience Points: 335

15  Psychological Complication: Vengeful (Common,

10  Psychological Complication: Occasional Memory

N\
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Revenger’s announcement of his scheme to
the people of Earth spurred his old foes, the
Fabulous Five, into action. As related on page 12,
they journeyed to the Moon, allied themselves
with the Selenites, and stopped his missiles from
launching in the nick of time. Revenger retreated
to his first base on the Moon, the small laboratory
in the lunar cleft, to make his last stand. Siren and
Diamond attacked, and the force of the battle was
so strong that the mountains surrounding the lab
collapsed. The two heroes barely made it out in
time... and Revenger was crushed to death.

Or so everyone believed. While the Selenites
rejoiced in their new freedom, Revenger lay near
death under the rubble, his life preserved only by
the systems in his armor. Two large boulders had
fallen in such a way as to shelter him from the full
force of the mountain collapse, but in the process
hed suffered a severe blow to the head.

Revenger “awoke” two years later, his health
having been semi-restored by his armor. But his
memory was a blur. He knew who he was and
what he was, but beyond that could recall little. He
had the vaguest recollection of a place hed found
long ago — Hama-something, he thought it was
called — and having a base there. Spurred by these
semi-memories, Revenger eventually found his
way to the cavern in Hamazakar Crater that is his
home today. There he located his “base” (actually
a small laboratory outpost), made it inside, and
collapsed.

Years, then decades, passed. Slowly Revenger
expanded the lab, turning it into a sort of lunar
villa. Even more slowly, his memory returned,
albeit in pieces that left maddening gaps in his
personal history and knowledge base. He had to
re-teach himself much science, but fortunately the
injury that robbed him of his memories hadn’t
impaired his intellectual faculties in any other way
as far as he could tell.

Today Revenger is nearly back to his full
former self, though of course he’s much older
(and thus physically weaker) than he was in 1970.
He’s rebuilt and even improved his armor, created
a group of Lunar Amazons (see below) to serve
him, and made a comfortable, secret home for
himself on the Moon. Now his thoughts begin to
turn once more to his greatest desire, revenge —
revenge against the Fabulous Five, and against all
of Humanity.

Personality/Motivation: Revenger is a man
driven by intense passions. His belief in his
own intelligence, gifts, and “destiny” is strong
and unswerving. Equally intense is his desire
to preserve himself from wrongs, and to get
revenge on those who wrong him (which can
include simply outdoing him, such as beating
him in combat, out-thinking one of his plans, or
inventing something he wants to invent before
he does). Even compared to most master villains
he’s paranoid about secrecy, security, defense, and
having a Plan B Alternate Escape Route in case
things go wrong.

Due to the head injury he suffered in 1970,
Revenger still has some serious gaps in his
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memory and is prone to forgetting things (whereas
prior to the collapse hed have Eidetic Memory).
Anytime he has to remember a crucial fact that
you haven't already established that he knows, he
has to make an EGO Roll; if the roll fails, he still
hasn’t recovered that particular memory.

The biggest gap in Revenger’s memory is that
he has no recollection whatsoever of Selenus or
the Selenites. If he ever does remember them —
which he will if they’re mentioned or shown to
him — his desire for revenge on his traitorous
“subjects” will become the paramount driving
force in his life.

Revenger still has an intense hatred of the
Fabulous Five (particularly Amazing Man); that
was one of the first things he remembered. When-
ever he learns the group broke up decades ago,
he'll be intensely disappointed. He'll shift his ire to
Diamond (who's still heroing) and the descendants
of the original members.

Quote: “Revenge is the sweetest gift a man can give
himself”

Powers/Tactics: Revenger wears a suit of powered
armor he designed himself. For its day back in

the Silver Age it was pretty sophisticated, and

the past several decades of isolation and study
have allowed him to improve it somewhat. But
compared to some modern powered armor suits it
seems a bit “primitive” and “blunt force” in some
respects, and it definitely has a more Silver Age-y
look to it.

The suit’s weapons include various pulson
blasters, a powerful laser in the right gauntlet,
mini-rocket launchers that pop up from the shoul-
ders, and electro-bolas to tie up his foes. The most
recent addition is Revenger’s “Enervator Ray” that
lets him interfere with the target’s neurological
functions and physical properties in various ways
(in game terms, to Drain Characteristics).

For all his weaponry, Revenger doesn’t enjoy
fighting; he prefers to let minions, robots, and
hirelings do his dirty work for him. Only when his
lust for revenge becomes so strong that he wants
to personally take a hand in humbling a foe does
he really “get into” combat.

Campaign Use: Revenger is a major adventure
waiting to happen. Once he decides he’s powerful
enough to attack Earth, he’ll step back onto the
supervillainous stage, shocking the many people
(including Diamond) who think he’s been dead
since 1970. Depending on how you want to play
it, this could become a regular conquer-the-
world scenario of the usual sort, or you could add
an element of man-out-of-his-time poignancy
by portraying what happens when Revenger
discovers that his most-hated foes, the Fabulous
Five, aren’t around anymore. A further (potentially
humorous) spin would be to have him try to get
revenge on Dr. Destroyer (whenever he himself
reappears) for robbing him (Revenger) of the
pleasure of killing Kid Chameleon.

On the other hand, there’s potential tragedy in
Revenger’s return as well. If and when he remem-
bers the Selenites, he’s bound to attack them. That
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in itself could set the cause of Human-Selenite
relations back to zero and add fuel to the fire
GrlthK’s building (see page 52), resulting in more
deadly threats to Earth.

Revenger doesn’t just Hunt heroes, he loves
to Hunt heroes. Revenge, after all, is his name!
He needs an arch-enemy or eleven to pursue and
banter with, and now that the Fabulous Five aren’t
around anymore your PCs might make an excel-
lent replacement. His attacks on his Huntees are of
a grandiose Silver Age variety rarely seen anymore
in the modern age: gigantic insects and robots;
shrink rays; weird time travel traps.

Associates, Allies, And Adversaries: Revenger
doesn’t really have any allies in the Supervillain
World anymore; all the villains he once (occasion-
ally) associated with are now dead, retired, or
living out the rest of their pathetic lives in some
prison. If a new Dr. Macabre ever emerges, the
Janus Key might compel him to team up with
Revenger — the two of them launched several
“science mixed with sorcery!” sorts of plots in the
early Sixties that went fairly well (though they ulti-
mately fell apart due to the usual supervillainous
personality clashes).

Appearance: Back in the Sixties and Seventies,
Revenger was a muscular, healthy super-scientist
wearing powered armor. Today he’ a little
wizened and weakened compared to his former
self, but still quite strong and vigorous compared
to most men his age (he’s in his early 80s, though
he looks more like late 50s/early 60s). He still has
powered armor, though, and it’s more powerful
than ever. It’s dull red and gold. The front center
part of the chest, the helmet, the belt, the boots,
and the gauntlets are red; the sides of the chest,
stomach, arms, and legs are gold. (Despite being
of relatively modern design, it still has something
of a Silver Age aesthetic; Revenger, like us all, is

a child of his times.) The helmet has some gold
highlightings.
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Background/History: Some years ago, Revenger
realized that, despite his preference for working

in isolation, he was... lonely. He needed minions
around to do his chores and see to his needs, and
robots just weren't enough. He had a vague recol-
lection of having once had lots of servants, but as
so often happens the gaps in his memory kept him
from fully recalling anything about them. So he
decided to create some new ones.

Among the supplies in his lab were some
strange spores hed found... somewhere. He
couldn’t remember where, but they looked like just
the thing he needed. Combining various samples
of Human DNA with similar biomatter from the
spores in his Cloning Chamber, he created the
Lunar Amazons — seven foot tall, blue-skinned
superwomen to — serve him.

Val Char Cost Roll Notes

25 STR 15 14- Lift 800 kg; 5d6 HTH damage [2]
15 DEX 10 12-

18 CON 8 13-

13 INT 3 12- PERRoll 12-

10 EGO 0 11-

15 PRE 5 12- PRE Attack: 3d6

7 0CVv 20

7 DCV 20

3 OMCV O

3 DMCV 0

4 SPD 20 Phases: 3,6,9,12

10 PD 8 Total: 18 PD (8 rPD)

10 ED 8 Total: 18 ED (8 rED)

8 REC 4

40 END 4

15 BODY 5

40 STUN 10 Total Characteristics Cost: 140
Movement: Running: 16m

Cost Powers END
13 Energy-Tipped Spear: HKA 2d6 3

OAF (-1), No STR Bonus (-%2)
plus: Reach +3m

OAF (-1)

12 Energy Javelins: RKA 1d6 [12]
Penetrating (+12), +2 Increased STUN Multiplier (+72);
OAF (-1), Range Based On STR (-%4), 12 Charges (-%4)

12 Shield Force-Field: Resistant Protection (8 PD/8 ED) 0
0AF (-1)

7 Shield Blocking: Resistant Protection (+6 PD/+6 ED) 0
OAF (-1), Requires A DEX Roll (-%2)

4 Long Legs: Running +4m (16m total) 1

Skills
+2 HTH

Gambling 12- (Card Games)

KS: Selene Religious Doctrine 11-

KS: Revenger 12-

KS: Things Revenger Likes 12-

SS: Biology 11-

SS: Chemistry 11-

SS: Physics 11-

Stealth 12-

Tactics 12-

Miscellaneous Skills relating to a specific Amazon’s typical
jobs, tasks, and hobbies

Total Powers & Skills Cost: 106

Total Cost: 246
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225 Matching Complications (50)

10  Physical Limitation: Laboratory-Grown Being (see text)
(Infrequently, Slightly Impairing)

25  Psychological Complication: Totally Devoted To
Revenger

Total Complications Points: 35

Experience Points: 36
\,
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Personality/Motivation: The Lunar Amazons are
genetically created to be utterly loyal to Revenger.
They’ll do whatever he tells them to, including
fight and die for him, and are interested in what-
ever interests him.

Secondary to that, Revenger created a sort
of “religion” for them as a way of occupying
their imaginations and creative thoughts. They
worship Selene, the moon-goddess, using various
rituals and doctrine set forth in a book written by
Revenger. The book also contains a rich lore and
mythology for Selene, the personification of the
moon (and thus, for them, an earth-goddess) and
a goddess of battle. If Revenger defeats the PCs,
the Amazons might even decide to sacrifice them
(at least the male ones) to Selene....

Quote: “As you command, Lord Revenger”

Powers/Tactics: The Lunar Amazons are tall,
strong, physically fit, and beautiful. In battle they
wield super-tech spears with energy spearheads
and carry shields. The shields project a force-field
around them at all times, and can also be used to
block attacks in the traditional shield manner.

Because Revenger creates them in his labora-
tory, the Lunar Amazons contain various minor
genetic flaws. To prevent these from becoming
crippling, Revenger administers special treat-
ments each month. For each month that passes
without an Amazon receiving her treatment, she
suffers a -3 to all main Characteristics, -1 SPD (to
a minimum of 2), -1 PD and ED, -1 REC, -5 END,
and -2 STUN.

Appearance: Revenger’s Lunar Amazons are each
seven to eight feet tall with classical good looks
and well-proportioned, attractive figures seem-
ingly inspired by Greek statuary. Their skin is a
sort of blue-grey shade (more blue than grey), and
their hair is a darker, glossier blue. At most times
they wear gowns seemingly patterned after ancient
Greek fashions, but if prepared for battle they
switch to a kilt/mini-skirt type garment and a sort
of breastplate. They carry super-tech shields and
spears created for them by Revenger.

HAMATAKARICRATER)
A @EN

Hamazakar Crater is a small but deep crater
on the Moon. To all Human scientists who've
studied it via telescope (and there aren’t many), it’s
a totally unremarkable crater. But from their angle
they can't see something that makes Hamazakar
very special indeed.

Underneath a sort of overhang on the crater
wall there’s a cavern — a large one. Exactly how
a cavern like this formed on the Moon, Revenger
doesn’t know, but he doesn’t look a gift horse in
the mouth. When he discovered the cavern in
1965 he immediately grasped its potential for his
schemes.
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At the time he was busy with other matters and
only explored the place and built a small base/lab/
supply depot there. Somehow that facility stuck in
his head enough that he remembered it when he
woke up after the Fabulous Five defeated him. He
made his way there and turned it into his home.

Today that small base has grown into a full-
blown “villa,” complete with sufficient scientific
resources to keep a supervillain thoroughly
occupied. The rest of the cavern is home to t