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~\\c~c\opedia ga/acfica 

THE ~======== LEGION IN SOCIETY l 

(Editor's Note: To give prospective Garnernasters some 
idea of how the rest of UP society views the Legion and its 
activities, we have turned to one of 30th Century Earth's 
prominent commentators for assistance. The following is 
a transcript of a documentary feature on the Legion of 
Super-Heroes, aired May 7, 2986.) 

"Good evening, viewers, andwel.cometo 'Eyeon Metrop
olis, 'spons<Yred by Holo-Tek Industries. I'm Miriam Du
goi and tonight we'll be looking at one of our age's most 
unique institutions: the Legion of Super-Heroes. The Le
gion has been 'With us f<Yr a considerable time. It has 
survivedfaddism and hero-worship and become a seri
ous f<Yrce for good throughout the UP and beyond. The 
question we are asking tonight is: how did the Legion 
accomplish this? What has made the Legion different 
from the other would-be heroes and glory-seekers of our 
time who have blazed across the nightly news-holos like 
comets, only to fade just as rapidly back into obscurity? 

The Legion 's career began quite unexpectedly, on the 
fateful day when teenagers Garth Ranzz, Imra Ardeen, 
andRokkKrinn saved industrialistR.J. Brande from an 
assassination attempt. Brande, ever the entrepreneur, 
saw great potential in the raw powers and instinctive 
teamW<Yrk of these youths and offered them a clubhouse 
and his financial supp<Yrt on the condition they organize 
themselves to use their powers f<Yr good. 

As onemore club among many, the fledgling group was 
largely i,gn<Yred by the public at first and regarded as 
busybodies by the Science Police. This attitude quickly 
changed, however, when the Legion solved the theft of the 
Quintile Crystal, the power source essential to the opera
tion of Metropolis 'firstfusion powersphere. In apprecia
tion f<Yr the Legion's efforts (and coincidentally to moni
tor its activities), the SPs granted the Legionnaires 
official recognition as law enforcement agents. 

Yet, unlike other youths who might have been content to 
rest on their laurels, the Legionnaires viewed this hon<Yr 
as a solemn responsibility. Realizing that there was a 
science to crimejighting, they worked hard to learn it. 
Their teamW<Yrk became more practiced, their control 
over their powers more refined. They set up internal 
regulations and developed a Constitution. Perhaps their 
youth showed in the seriousness 'With which they took all 
this but their dedication was unquestionable. 

During these early days, the media largely ign<Yred the 
Legion's activities, save for the occasional human inter
est feature on the "contributions of youth to society. " 

Probably, just like most of you out there, tJiefirst time I 
heard about the Legion was when Lightning Lad was 
killed during the invasion of Earth by Zaryan the Con
queror. Suddenly this little band of hara-working kids 
was not just a local curiosity but a brave and skil~ful 
team that hadf ought its heart out for a planet that barely 
knew it. 

And one of the Legionnaires, Lightning Lad, had given 
his life in that defense. 

As the news of Lightning Lad's heroic death spread 
across the UP, the Legion was deluged by applicants. 
People who had no powers made them up or invented 
gadgets that gave them artificial abilities. The overflow 
was so great that a group of rejected candidates formed a 
Legion of Substitute-Heroes, seeking to emulate the 
Legion's noble deeds. 

And the galaxy's heroes weren't the only ones to sit up 
and take notice. Deadly foes like Mordru and the Time 
Trawer also traveled to Earth to test their mettle against 
these famous youths. One by one, the Legion passed every 
test and met every challenge thrown at them. 

Earthgov named the Legicm a major part of fj:arth 's 
defenses. Later, the UP expanded that to galactic defenses. 
The latest technology was made available to the Legion at 
Earth's expense. Throughout it all, however, the Legion 
maintained its independence. It was neither employed by 
Earth n<Yr owned by the UP. The Legionnaires workedfor 
the good of the galaxy of their own free 'Will and through 
their own dedication. 

As the Legion's successes mounted, its fame continued 
ro grow and spread into other phases of popular culture 
as well. Bouncing Boy endorsed a line of children's toys 
that proved immensely popular. Legionnaires were in 
demand all over the UP to awear at dedication ceremo
nies, safeguard the security of off-world dignitaries, and 
combat the effects of natural disasters. 

As the years passed, of course, the Legion had its share 
of dark moments. One of Brainiac 5 's many inventions, 
the artificial intelligence known as Computo, rebelled 
against humankind and threatened the safety of Earth. 
Later, cracking under the stress of leading the group, 
Brainiac 5 created a monstrous being called Omega. 
Omega was nothing more or less than the physical mani
festation of the mental hate of every being in the universe. 
Although the Legion was ultimately able to defeat both 
creations, we learned that such powers could be a threat 
as well as a salvation. 
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Enemies of the UP have attempted to infiltrate the Le
gion 's ranks on several occasions. One such agent, Neme
sis Kid, succeeded in gaining membership and managed 
to cripple Earth's planetary defenses before being disco
vered and defeated. Again, the other Legionnaires some
how managed to save the day, serving, as they have so 
many times, as Earth's true last line of defense. 

sway of Darkseid. For this, Chameleon Boy earned a full 
reprieve. 

Despite these incidents, overall public confidence in the 
intentions an d abilities of the Legion has never w avered 
for long. In part, our opinion has certainly been swayed 
by the fact that the Legionn aires a lways manage to over
come their misfortunes an d learn from their m istakes. 
Yet, I believe that the roots of our trust are grounded in 
something more basic - the sense that these youths re
present the best and brightest examples of what our di
verse cultures can produce. Through every call and every 
crisis, the Legion has been there in the forefront, safe
guarding our f reedom and expanding our sense of 
wonder. 

Most recently, the Legion got itself into hot water with 
the UP authorities when Chameleon Boy led a disastrous 
undercover espionage mission to Khundia, which jeo
pardized the delicate ongoing negotiations with that 
great, hostile empire. This event greatly heightened the 
existing public tensions about Dur lam in UP society and 
resulted in Chameleon Boy spending several rrwnths of 
imprisonment on the prison world of Takron-Galtos. Yet 
even this incident ultimately had a successful ending, as 
Chameleon Boy heroically helped foil an attack on 
Takron-Galtos by super-powered Daxamites under the 

TheLegion ofSuper-Heroes - it :S hard to i magine what 
life would be like wi.thout it. This is Miriam Dugoi. Good 
night." 
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BLOK 

DEX: 4 STR: 30 BooY: 35 
INT: 5 WILL: 5 M IND: 8 
I NFL: 4 AURA: 4 SPIRIT: 4 
I NITIATIVE: 13 HERO POINTS: 45 

Po WE RS: 
Density Increase: 10 
Energy Absorption: 30 
Invulnerability: 34 
Iron Will: 10, Sealed Systems: 15 
Telepathy: 10 

LIMITATIONS: 
Power Limitation: Telepathy only 
works on other silicon-based life 
forms. Minor Miscellaneous Limitation: 
5 APs of Density Increase permanently 
on. DEX and BODY already adjusted 
above. 

Blok is a member of a race of sen
tient rock beings from Dryad. 

BOUNCING BOYallas atuckTal...-R ........ 

DEX: 10 STR: 3 Boov: 5 
I NT: 5 Wru.: 5 MrND: 3 
INFL: 3 AURA: 3 SPIRIT: 3 
I NITlATIVE: 18 HERO P OINTS: 30 

~"c~c\opedia ga/actica 
TH.t LEGIO~i--------

OF SUPEH-HEROES 

POWERS: 
Jumping: 10, Shape Change: 2 

SKILLS: 
Acrobatics: 10, Charisma/ Pers uasion: 
5, Scholar/ Training: 5, Vehicles: 5 

LIMITATIONS: 
Power Limitation: Shape Change only 
allows Chuck to "inflate" himself, with 
the 2 points going to BODY. 
Arobatics: Can only be used with 
Jumping. 

Bouncing Boy, a native of Earth, 
drank a serum that allows him to 
inflate himself to a spherical shape 
and bounce and ricochet like a ball 

BRAINIAC 5 a1ias Quer-10ox 

DEX: 5 STR: 3 BODY: 4 
INT: 25 WILL: 15 MIND: 20 
I NFL: 4 AURA: 4 SPIRIT: 4 
l NITIATIVE: 34 (39) HERO POINTS: 50 

P OWERS: 
Recall:25 

SKILLS: 
(*Linked) Detective: 12, Gadgetry•: 25, 
Martial Artist': 5, Medicine ": 25, Mil
itary Science/ Cartography and Elec
tronic Countermeasures•: 25, Scho
lar•: 25 (Astronomy, Computer 
Science, History, Mathematics, Psy
chology, and Sociology, Training), 
Scientist•: 25, Spy/ Coding and Photo 
Interpretation•: 25, Vehicles*: 5 

EQt:IP~IE.'T 
Force Field Belt (DEX: 0, STR: 0, BODY: 
5, Uses: 4. Duration: 16), Force Field: 
40, Force Shield 25. Sealed System: 16 

Brainiac 5 :S the descendant of Vril 
Dox. the Coluan who's brain was stim
ulated to six logarithmic levels beyond 
human le\"d. Brainiac 5 has the same 
mental abilines as his ancestors. 

CHAMELEOX BOY crba$ &...,, Daggw 

Dex: 7 Si'.'?M -1 BonY: 6 
I NT: 9 -::u.:. 7 MrND: 6 
INFL: 4 A''it"'- 4 SPrRrT: 4 
INTTIA:mE: ~- 2~ HERO P OINTS: 60 

P OWERS 
Dispersal:. 4. Omni-Ann: 13, Shape 
Change: IO 

SKILLS: 

Artist Actor.5. Detective: 10, Mart ial 
Artist: 4. Sp~~ 10 

LIMITATIO:S~. 
Loses all powers when exposed to 
Cancelite. 

VL 1...'-'ERABILITIES: 
-Hard" radiation (20 AP+), Rare Mis
cellaneous Loss- Permanent. Range: 1. 
Affects all powers. 

Chameleon Boy is a native of the 
quarantined world of Durla. He can 
change shape and disguise himself as 
any creature. 



CHEM I CAL KING aliasCo11doArlik-DmYwvJ 

DEx: 5 STR: 4 Boov: 4 
INT: 7 WILL: 7 MIND: 5 
INFL: 4 AURA: 3 SPIRIT: 4 
INITIATIVE: 16 (20) HERO POINTS: 55 

POWERS: 
Bio-Energy Blast: 8, Cell Rot: 55, 
Energy Absorption: 17, Neutralize: 20 

SKILLS: 
Martial Artist: 4, Vehicles: 3 

LIMITATIONS: 
Cell Rot does not affect human flesh 
Cell Rot has AV of 15 
Cell Rot and Neutralize have ranges of 
6 APs 

Chemical King, a native of Phlon, was 
a mutant with the ability to speed up or 
slow down chemical reactions. 

COLOSSAL BOY atia.sGimAll011 

DEx: 8 STR:(6) 30 BooY: 20 
INT: 6 WILL: 7 MrND: 5 
INF1.: 5 AURA: 4 SPIRIT: 4 
INITIATIVE: 19 HERO POINl'S: 70 

POWERS: 
Growth: 15 

SKILLS: 
Detective/ Law and Police Procedures: 
6, Vehicles: 8 

LIMITATIONS: 
STR can never be higher than 2x the 
APs of Growth but can never be lower 
than 6 

Colossal Boy, from the planet Earth, 
was exposed to a strange, glowing 
meteor which changed his genetic 
structure. 

COSMIC BOY ahas Rokk Krin>1- Res<'MJI' 

DEx: 6 STR: 4 BooY: 5 
brr: 8 W1u.: 6 MIND: 6 
INF1.: 4 AURA: 3 SPIRIT: 4 
INITIATIVE: 18 (23) HERo PorNTS: 80 

POWERS: 
Flight: 8, Magnetic Control: 17 

SKILLS: 
Charisma: 4. Martial Artist: 5, Scholar 
(History-Earth & 20th century): 6, 
Vehicles: 5 

VULNERABILITIES: 
Loss Vulnerability: all Powers are 
reduced to 2 in the presence of 110 
degrees+ temperatures 

Cosmic Boy is a native of Braal. 

DAWNSTAR 

DEX: 15 STR: 4 BODY: 6 
IN'f: 5 WILL: 7 MIND: 7 
INFL: 6 AURA: 5 SPIRIT: 7 
I NITlATJVE: 26 (30) HERO POINTS: 65 

POWERS: 
Flight: 46, Life Sense: 34 
Sealed Systems: 20 

SKILLS: 
Detective: 5, Martial Artist: 4 

LIMITATIONS: 
Flight is provided by IO' wings, DEX is 
only 5 when in cramped surroundings. 
Any attacks against her wings have no 
modifier appHed. 
BODY of wings is 5; when current body 
of wings is below 0 APs, no flight. 
Life Sense acts as a Minor Power Lim
itation ( need to roll a 5 or more on 
2Dl0), anytime she attempts to use it. 

Dawnstar, a native ofStarhaven, is 
the result of genetic Manipulation. 

DEX: 7 Sm: 
INT: 7 WILL: 
INFL: 8 AURA: 
INITIATIVE: 22 29 

P OV.'ERS: 

Precognition: 24 

SKILLS: 
('linked) 

3 BODY: 4 
10 MINO: 10 
6 SPIRIT: 6 

HERO POINTS: 60 

Gadgetry": 7, Martial Artist •: 7, Medi
cine': 7, Occultist•: 8, Scientist•: 7 

LIMITATIONS: 
Dream Girl has aU deliberate precogni
tive attempts shifted five columns 
which are added to the OV. Non
specified attempts (those given at t he 
GM's discretion based on upcoming 
events of which the player is unaware) 
take no penalties. To compensate for 
this disadvantage, Dream Girl does not 
have to be touching a precog subject to 
determine t heir future. 

Dream Girl ofNaltor has the p ower 
to see into the future. 

DUO DAMSEL .1u..i,..,,.,,.,l)u'P')Toln•-....... 
DEX: 5 STR: 4 Boov: 4 
INT: 5 W1LL: 4 MIND: 4 
I NF1.: 3 A URA: 3 SPIRIT: 4 
INITIATIVE: 13 (16) HERO POINTS: 30 

POWERS: 
(As Triplicate Girl) Split: 3 
(As Duo Damsel) Split: 2 

SKILLS: 
Martial Artist: 3, Vehicles: 4 

Duo Damsel is from Car gg, a planet 
whose natives can split into three 
bodies. She originally joined the 
Legion as Triplicate Girl until one of 
her selves was killed. 

ELEMENT LAD alias Jan Arrah 

DEX: 6 STR: 3 BODY: 5 
INT: 9 WILL: 6 MINO: 5 
INFL: 4 AURA: 3 SPIRIT: 3 
INITIATIVE: 19 HERO POINTS: 70 

P OWERS: 
Transmutation: 19 

SKILLS: 
Vehicles/ Space: 5 
Element Lad was the sole survivor 

of the planet Trom, a radioactive 
world that gave its inhabitants t he 
ability to mentally change one ele
men t to another. 

FERRO LAD a/ills A71drew Nolan- Decffised 

DEx: 8 STR: 4/ 25 • BooY: 5/ 15 • 
INT: 5 W1u.: 6 MIND: 4 
INFL: 4 AURA: 4 SPlRIT: 3 
INJTlATIVE: 17 HERO POINTS: 45 

POWERS: 
Sealed Systems: 12, Skin Armor: 25 

LIMITATIONS: 
All powers, plus •increased STR and 
BODY, only apply when Ferro Lad is in 
his armored form. 
Ferro Lad, born on Earth, had the 

mutant ability to turn his body to iron 
hardness. 
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INVISIBLE KID al•tllJ L11u NOl"fJ- Dt<xnscd 

DEX: 5 Srn: 4 Boov: 5 
lt-'T: 10 WILL: 6 M IND: 6 
INFL: 4 A URA: 3 SPIRIT: 5 
INITIATIVE: 19 (24) fu:RO P OINTS: 5f 

POWERS: 
I nvi~ibility: 15 

SKILLS'. 

Martial Artist: 5, Scholar/ Academic 
Study (Chemistry): 14, Scientist: 12, 
Vehicles: 4 

Invisible Kid I is an Earthling gen
ius who discovered a serum which 
allowed him to become invisible at 
will. 

DEX: 5 STR: 4 Boov: 4 
I NT: 5 WILL: 5 Mmo: 4 
l NFL: 5 A URA: 4 SPIRIT: 5 
I NITIATIVE: 15 HERO POINl'S: 45 

P OWERS. 
Invisibility: 13 

SKILLS: 

Detective: 5 

LIMITATIONS: 

Major Fear Limitation: Fear of entering 
Killing Combat 

Invisible Kid II, born on Ear th, 
drank the serum that Lyle Norg cre
ated and gained the power to become 
invisible at will. 

KARA TE KID oll4& Val A"*>"'-0.:IOt'OS«I 

DEX: 11 STR: 5 Boov: 6 
INT: 5 W1LL: 10 MINO: 7 
INFL: 4 AURA: 4 SPIRJT: 5 
INITIATIVE: 20 ( 40) HERO P OINTS: 90 

P OWER..<;; 
Iron Will: 7, Jumping: I 

SKILL.s: 

Acrobatics: 4, Artist/ Painting and 
Sculpting: 4, Martial Artist: 20 
Thief/ Escape Artist: 8, Vehicles: 6 
Weaponry: 13 

LIMITATIONS: 

Skill Limitation: Escape Artist: Skill 
can only be used to shatter personal 
bindings such as handcuffs, chains, etc. 

Karate Kid, of Earth, was son of the 
villain known as the Black Dragon. 
Karate Kid was taken and raised by 
Sensei, the man who defeated the 
Black Dragon. Karate Kid is t rained 
in the mastery of au known forms of 
martial arts and weaponry. 

LIGHTNING LADalitJ1JGart11H11n~-Rl~ 

DEX: 7 STR: 4 B ODY: 5 
I NT: 6 W1u..: 5 MINO: 6 
I NFL: 3 AURA: 3 SPIRIT: 4 
INITIATIVE: 16 HERO P OINTS: 50 

POWERS: 

Energy Absorption: 12, Lightning: 20 

SKILLS: 

Gadgetry: 3, Medicine: 4, Science: 4 

LIMITATIONS: 

Energy Absorption only works against 
electrical attacks 

Lightning Lad, a native of Wynath, 
was imbued with the power to project 
Lightning blasts by the ligh tning mon
sters of Korbal. 

LIGHTNING LASS alia.s Ayla R11nz: 

DEX: 6 STR: 3 Boov: 5 
INT: 6 W1LL: 6 MINO: 5 
INFL: 4 A URA: 4 SPIRIT: 4 
I NITIATIVE: 16 (19) HERO POINTS: 60 

P OWERS: 
(As Lightning Lass) Energy 
Absorption: 11, Lightning: 19 
(As Light Lass) Gravity Decrease: 19 

SKILLS: 

Martial Artist: 3, Vehicles: 4 

LIMITATIONS: 
Energy Absorption only works on elec
trical attacks. 

Lightning Lass, like h e r twin, Garth 
Ranzz, was born on Wynath a nd was 
imbued with the pawer to project 
lightning blasts by the lightnin g mon
sters of Korbal. For a shor t time, her 
power was altered to the ability to 
d ecr ease th e effects or gravity. 

e Y' . 
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MAGNETIC KID alia.<NKriHn 

DEX: 5 STR: 4 Boov: 5 
lNr. 5 WILL: 5 MIND: 5 
INrt.: 4 AURA: 3 SPIRIT: 4 
I NITIATIVE: 14 ( 17) H ERO POINTS: 40 

PO\\'ERS 

Magnetic Control: 12 

SKILLS· 
Martial Artist: 3, Vehicles: 3 

Vu1....-.:ERABILITIES: 

Loss Vulnerability: all Powers reduced 
lo 2 in the presence of 90 degree + 
temperatures. 

Magnetic Kid is a native of Braal 
with the Power of Magnetic Control. 
Pol is the younger brother of Rokk 
Krinn (Cosmic Boy), one of the 
founding members of the Legion. 

MATfER-EATER LAD aw& Tf'ft..-.1 Kem 

DEX: 5 Sra: 4 Boov: 5 
1:-T. 6 \\'ILL: 5 MIND: 5 
hn.: 4 A tliA: 3 SPIRIT: 4 
I).; ITLA Tl\ 'E: 15 HERo POINTS: 40 

P OW'E:R. .... 
Acid: 35 

SKIJ..L.S 

Charisma Persuasion 4 

LIMITATIOSS: 

Macter-E.arer Lad's Acid is his digestive 
juice . has no range. and uses his DEX 
a!> A\' Acid power is useless against 
magnozite. 

:\tatter-Eater Lad, from the planet 
BismoU. can eat any substance but 
magnozite. 

MO~-ELcsJla$larGand 

DEX: 25 STR: 48 Boov: 37 
1:-T. 12 WILL: 22 MINO: 15 
bn: 1 O AURA: 8 SPIRIT: 4 
INITIATIVE: 47 HERO P OINTS: 120 

Po WE RS: 
Directional Hearing: 10 
Extended Hearing: 10, Flight: 44 
Heat Vision: 28, Invulnerability: 46 
Microscopic \'ision: 15, RecaJJ: 25 



Sealed Systems: 20, Super Breath: 18 
Super Hearing: 10, Superspeed: 23 
Systemic Antidote: 20 
Telescopic Vision: 15 
Thermal Vision: 15, X-Ray Vision: 20 

SKILLS: 

Gadgetry: 9, Medicine: 9, Scientist: 10 
EQUIPMENT: 

Super Uniform: 
( DEX: 0, STR: 0, BODY: 20) 
Uses: 4, Duration: 26, Skin Armor: 10 

Mon-El is from the p lanet Daxam. 

PHANTOM GIRLaliasTinya IV<=o 

DEX: 7 STR: 3 B ODY: 4 
INT: 6 WILL: 5 MIND: 4 
l NFL: 4 AURA: 3 SPrRIT: 4 
INITIATIVE: 17 20 HERO P OINTS: 65 

P OWERS: 
Dispersal: 35 

SKILLS: 
Martial Artist: 3, Vehicles: 4 

Phantom Girl, like all natives of 
Bgtzl, can become immate r ial. 

POLAR BOY alias Brdc Banrtin 

DEX: 6 STR: 4 BoDv: 5 
INT: 7 WILL: 5 MIND: 4 
INn: 3 A URA: 4 SPIRIT: 3 
INITIATIVE: 16 HERO P OINTS: 55 

POWERS: 
Flame Immunity: 16, Ice Production: 
13 

SKJLLS· 
Charisma/ Interrogation and Persua
sion: 5. Vehicles: 5 

Polar Boy, like all natives of Th arr, 
has the ability to project cold. 

QCISLET 

DEX: 12 STR: 0 BoDv: 1 

lhl': 5 WUJ..: 3 MIND: 10 
b.Tt.: 3 A lJRA: 2 SPIRIT: 4 
L~TIVE: 20 HERo Por~'TS: 65 

P "'V."ERS. 
Animate Objects: 9 
Earth (Metal) Animation: 6: 

EQUIPMENT: 
Exploration Vehicle 
( DEX: 0, STR: 2, BODY: 11) 
Uses: 1, Duration: 26, Flight: 5 
Sealed Systems: 26, Therma l Vision: 5 

LIMITATIONS: 
Quislet's powers have a range of 0 APs. 
Only one object or area of ear th or 
metal can be animated at one time. 
When animating earth, the resulting 
creature does not have to have any 
points assigned to its Mystical attrib
utes. Quislet himself supplies the Men
tal and Mystical attributes. He can be 
atacked mentally while animating 
something. After 3 APs (32 seconds, or 
eight Action phases), or immediately 
after Quislet leaves the object he was 
animating, the object or quantity of 
earth will disintegrate. Only Quislet's 
exploration vessel is immune to t his 
effect. 

VULNERABILITIES: 
Quislet cannot survive outside of his 
exploration vessel for any period of 
time greater than 0 AP unless he is 
"possessing" a solid object. 

Quislet is an emigrant to this uni
verse from a micro-universe. Almost 
nothing else is known of him or his 
t rue nature. 

SA TURN GIRLaiias lmraArdam Rm=-Reserve 

DEX: 6 STR: 3 B oDv: 4 
ll\T: 14 W1LL: 20 MIND: 19 
ll\'FL: 3 A URA: 3 SPIRIT: 4 
L '-'ITIA m 'E: 23 29 HERO P OINTS: 30 

P OWERS: 

Absorption Field: 6, Hypnotism: 17, 
Iron Will: 5, Mind Blast: 7, Mind 
Probe: 15, Telepathy: 20 

SKILLS: 
(* Linked) Martial Artist": 6, Scient
ist•: 14, Vehicles": 6 

L IMITATIONS: 
Miscellaneous Power Limitation: 
Hypnotism, Mind Blast and Mind 
Probe have a maximum range of 4 
APs. 
Miscellaneous Power Limitation: If 
Mind Blast is used, must make an 
Action Check with BODY as Acting 
Value and levels of Mind Blast used 
as Opposing Value. A failure means 
unconsciousness until a Recovery 
Check is made. 

Saturn Girl is a native of Titan. She 
has the mental powers of her people, 
but at a much h igh e r level. 

SENSOR GIRL alia.< PrQl<>r:tra 

DEx: 6 STR: 4 B ODY: 4 
lNr: 6 WILL: 9 MIND: 5 
lNFL: 10 AURA: 8 SPIRIT: 8 
INITIATIVE: 22 (26) HERO P OINTS: 75 

POWERS: 

Mystic Link: Directional Hearing: 12, 
Extended Hearing: 12, Full Vision: 12, 
Illusions: 16, Microscopic Vision: 12, 
Passive Sonar: 12, Super Hearing: 12, 
Telescopic Vision: 12, Thermal Vision: 
12, Tr uesight: 12, X-Ray Vision: 12 

SKILLS: 

Charis ma/ Intimidation: 6, Martial 
Artist: 4, Occultist/ Identify Object: 7 

LIMITATIONS: 

She must disguise her illusions so they 
don't appear as illus ions. 

Sensor Girl ofOrando had he r p ow
ers inc reased by t he Royal Cou ncil of 
Orikalls . 

SHADOW LASS a.Lias Tas-m,iJJ Mall.or 

DEX: 7 STR: 3 B oor: 5 
INT: 5 WILL: 6 MIND: 6 
I NFL: 5 AURA: 4 SPIRIT: 3 
I NITIATIVE: I 7 23 HERO P OINTS: 75 

P OWERS: 
Darkness: 17, Energy Absorption: 17, 

Thermal Vision: 3 
SKILLS: 

Mart ial Artist: 6 
LIMITATIONS: 

Energy Absorption can only be used in 
conjunction with Darkness, and will 
only absorb heat/ radiation-based 
attacks. 
Wrist Bracers will only protect against 
ar med hapd-to-hand attacks. 

E QUIPMENT: Wrist Bracers 
( DEX: 0, STR: 0, BODY: 4) 
Uses: 6, Duration: 10, Force Shield: 4 

Shadow Lass is a native of Talok 
VIII. She was exp osed to a cloud that 
altered her genetic structure a nd gave 
her t he power to project a gas-like, 
impe netrable darkness. 

7 
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SHRINKING VIOLET alia.• Sa/u Di!JIYJI 

Dtx: 7 STR: 4 BoDv: 5 
INT: 7 W ILL: 6 M IND: 5 
INrL: 3 AuRA: 4 SPIRIT: 4 
I NITIATIVE: 17 (22) H ERO P OINTS: 6( 

POWERS 
Shrinking: 30 

SKILi-<;. 
Martir.I Artist: 5, Vehicles: 4 

Shrinking Violet, whose parents 
we re from the world of Imsk, can 
sh rink to a tiny size. 

STAR BOY alias7homKalbr 

DEX: 5 STR: 4 BoDv: 5 
INr : 6 WILL: 3 M IND: 3 
I NFL: 3 AuRA: 2 SPIRIT: 3 
I NITIATIVE: 14 HERO P OINTS: 55 

P OWERS: 
Energy Absorption: 6 
Gravity Increase: 24 

SKILLS; 
Vehicles: 4 

LIMITATIONS: 
Energy Absorption only works on 
Starbolt attacks. Gravity Increase does 
no damage t.o an opponent. 

Star Boy, native of Xanthu, was 
born with the ability to drain the 
mass from a star and project that 
mass into a person or object. 

SUN BOY ali<u< Dirk M<rrypw 

DEX: .5 STR: 
1:-.T. 7 WILL: 
I ~Fl.: 3 AURA: 
1'1TIATIVE: 15 

Pmn:R'i 
Energy Absorption: 8 
Flame Immunity: 14 

4 Bo DY: 
6 MINO: 
3 SPIRIT: 

HE:Ro POINTS: 

Flame Projection: 15, Flash: 15 

LIMITATIONS: 

5 
4 
3 

75 

Energy Absorption only works on 
name heat-based attacks. Minor Fear 
of Darkness 

Sun Boy, born on Earth, can p roject 
heat and light. 

SUPERBOY a/ia.< Kal-.:1/Clark Kent-Reserve 

DEX: 24 
INT: 10 
l~FI.: 7 
ll'ITIATIVE: 

P OWERS. 

STR: 
W1u..: 
At.'RA: 
41 

47 Boov: 35 
16 MIND: 13 
7 SPmrr: 4 

liERo P OINTS: 180 

Directional Hearing. 10, 
Extended Hearmg: 10, Flight: 44, 
Heat Vision: 28, Invulnerability: 43, 
Microscopic Vision: 15, Recall; 26 
Sealed Systems: 20, Super Breath: 20 
Super Hearing: 10, Superspeed: 24 
Super Ventriloquism: 15, Systemic 
Antidote: 20, Telescopic Vision: 15 
Thermal Vision: 15, X-Ray v·ision: 20 

SKILLS: 
Charisma/ Persuasion: 12, Gadgerry: i . 
Scientist: 12, Scholar: 8 (All human 
languages, History) 

EQUIPMENT: 
Super Uniform: 
(DEX: 0, STR: 0, BODY: 25) 
Uses: 4, Duration: 26, Skin Armor: 10 

LIMITATIONS: 
Loses all powers under red sun 
radiation. 

VULNERABILITIES: 
(All of Superboy's loss Vulnerabilities 
affect his Att ributes and powers.) 
Green Kryptonite: Rare Fatal and Loss; 
Range: 3 APs 
Red Kryptonite: Rare Miscellaneous
bizarre change; Range: 3 APs 
Gold Kryptonite: Rare Miscellaneous 
Loss-permanent; Range: 3 APs 
Magic: Miscellaneous- all Abilities 
against magic ( Mystical Power or 
objects) are at 4. APs 
Miscellaneous Loss-Gravity attacks 
s ubt ract their RAPs from all of Super
boy's Abilities, but his Abilities cannot 
be reduced below zero. 

Superboy is a native of Krypton 
who later grew to be Superman. 

SUPERGIRL alw Karo 7.or.ft-v.c--J 

DEX: 26 STR: 48 Boov: 36 
Im : 13 W1LL: 19 M 1ND: 13 
INFL: 10 AURA: 8 SPIRIT: 4 
INITIATIVE: 49 H ERO POINTS: 150 

P OWERS. 
Directional Hearing: 10, Extended 
Hearing: 10, Flight: 45, Heat V1Sion: 28, 
Invulnerability: 45, Microscopic Vision: 
15, Recall: 28, Sealed Systems: 20, Solar 
Sustenance: 50, Super Breath: 20, 
Super Hearing: 10, Superspeed: 24, 
Super Ventr iloquism: 15, Systemic 
Antidote: l5, Telescopic Vision: 15, 
Thermal Vision: 15, X-Ray Vis ion: 20 

SKILLS: 
Artist/ Actor: 7, Charisma/ Persuasion: 
18, Detective: 7, Scholar: IO (All human 
languages, Literature, Psychology, His
tory), Scientist: 10 

EQUIPMENT: 
Super Uniform (DEX: 0, STR: 0, BODY: 
20, Uses: 4, Duration: 26), Skin Armor: 
10 

LIMITATIONS: 
Loses all powers under red s un 
radiation. 

\'t1..,"ERABILJTJES: 
All of Supergirl's loss Vulnerabilities 

affect her Attributes, Powers, and 
Skills.) 
Green Kryptonite: Rare Fatal and 

Loss \·ulnerabilities, Range: 3 APs 
Gold Kryptonite: Rare Miscellaneous 
~-permanent; Range: 3APs 

Red Kryptonite: Rare Miscellaneous
bIZaJTe changes: Range: 3 APs 

Magic· ~liscellaneous-all Abilities 
ag:unst magic (~iystical Powers or 
ob,Jf"Ct.:. are at 4 APs 
~tiscellaneous Loss-Gravity Attacks 

subract the1.r RAPs from a ll of Super
gi.rl' Abilities. but her Abilities cannot 
be reduced below zero. 

upergirl is a cousin of the legend
ary Superman and a native of 
Krypton 

TELL US °'""' GaJl9llaal 

DEX: 4 Sra: 6 Boov: 8 
I NT: 10 WILL: 9 M IND: 10 
INF!.: 3 Al!RA: 3 SPIRIT: 4 
I NITIATl\t:: 17 HERO POINTS: 45 

P OWERS 
Mind Probe: 11 , Telekinesis: 7 
Telepathy: 2 1, Water Freedom: 5 

SKILLS 
Vehicles: 4 

EQUIPMENT: Life Support Device 
(DEX: 0, STR: 0, BODY: 12) 
Uses: l , Duration: 20, Sealed 
Systems: 20 

Tell us is a natiYe of Hykraius. 



TIMBER WOLF rt/ins Brin /,111do 

DEX: 15 STR: 34 B ODY: 20 
INT: 4 WILL: 6 MlND: 4 

I NFL: 4 A uRA: 3 SP11m: 3 
INITIATIVE: 23 (31) H ERO P OINTS: 75 

P OWERS: 
Danger Sense: 18, Running: 6 

Sl\ILLS 
Acrobatics: 12 
Charisma/ Interrogation and Intim ida
tion: 5 
:\lartial Artist/ Attack Advantage and 
Taking a Blow: 8 
\1ilitary Science/ Tracking: 9 
Thief/Slealth: 9 

Timber Wolf, a native of Zoon, was 
given powers by his father, a bio
chemist, whose experiments with 
Zuunium gave Brin his powers. 

TYROC u/i1~~ Troy Steuxm- Rctircd 

DEX: 5 STR: 4 Boov: 
b rr: 5 WILL: 6 MIND: 

L"IFL: 5 AURA: 4 SPrnrr: 
I NITIATIVE: 15 HERO P OINTS: 

P OWERS: 
flight: 8, Force Manipulation: 20, 
Teleportation: 18 

5 
5 
4 

50 

Tyroc is a native ofMarzal with the 
power to alter reality by yelling. 

u"LTRA BOY a1uisJ0 NaJi 

DEX: 12 STR:5/ 44• Boov: 5/ 15* 
LYr: 5 W11.1..: 6 MIND: 5 
b.n: 3 AL'RA: 4 SPrnrr: 3 
1'-ITlATIYE: 20 HERO P OINTS: 80 

p WERS 
Flight: 40, Heat ( Flash) Vision: 38, 
~l!croscopic \ rision: 24, Sealed Systems: 
20. kin Armor: 35, Super Breath: 20, 

uperspeed: 25, Systemic Antidote: 20. 
Telescopic Vision: 15, X-Ray ( Penetra) 
\-ision: 20 
~oce: X-Ray \"ision is limited by being 
.mable to see through energy fields 
and or barriers. 

SKILLS: 
Gadgetry: 3, Medicine: 4, Science: 4 

LIMITATIONS: 
Can only use one of the above-listed 
powers at a time, with the exception of 
• increased BODY, Sealed Systems, 
Skin Armor and Systemic Antidote, 
which are combined and treated as 
one power. • Increased STR also is 
treated as one power. Skin Armor does 
not work against radiation-based 
attacks. 

Ultra Boy is a native of Rimbor. 

WHITE WITCH alias Mysa 

DEX: 5 STR: 2 Boov: 3 
lN'r: 9 WJLL: 7 MIND: 6 
INFL: 12 AURA: 15 SPIRIT: 12 
INITIATIVE: 26 lfERo POINTS: 50 

P OWERS: 
(Standard) Iron Will: 6, Magical Sense: 
3 

POWERS: 
(Special, See Below) Mystic Link: 
Air Control: 7, Animal Control (aU 
classes): 6, Animal Transformation: 6, 
Aura of Fear: 5, Comprehend Lan
guages: 11, Damage Transference: 7, 
Darkness: 9, Empathy: 4, Eye of t he 
Cat: 6, Flame Control: 3, Flame 
Immunity: 5, Flame Project: 5, Flash: 9, 
Flight: 6, Fog: 10, Hypersensitive Touch: 
4 , Hypnotism: 7, Illusion: 6, Invisibility: 
5 , Joined: 7, Life Sense: l l , Magic Blast: 
6, .Magic Shield: 4, Mimic: 8, Mystic 
Shield: 4, Object Awareness: 16, Post
cognition: 15. Precognition: 13, Sealed 
Systems: 10, Shrinking: 8, Spirit Travel: 

6, Suspension: 6, Systemic Antidote: 5, 
Teleportation: 13, True Sight: 12, 
Weather Cont rol: 9 

SKILLS: 

Occultism: 9, Scholar: l 0 
(Mysticism/ Magic) 

L IMITATIONS: 

The White Witch obtains her special 
powers thro ugh study and prepara
tion. As a result of this, she can only 
have up to four special powers, and 
can only use each one once before hav
ing to relearn it. Relearning four pow
ers takes 12 APs of time. 

White Witch is a native o f Naltor. 

DEX: 14 
INT: 6 
INFL: 3 
l NITIAT£VE: 

P OWERS: 

Srn: 35 Boov: 35 
WILL: 4 MIND: 4 
AuRA: 3 SPIRIT: 3 

23 HERO PorNTS: 95 

Dispersal: 15, Flight: 45, Sealed Sys
tems: 30, Starbolt: 44 

EQUIPMENT: 
Containment Suit (DEX: 0, STR: 35, 
BODY: 16, Uses: l , Duration: 20), Suit 
provides manipulatory appendages. 
There is a chance that the Force Ma 
nipulation (12 APs) and Energ,y Ab
sorption (35 APs) will fu nction. This 
should be handled in the following 
manner: 
Treat this as a Common Power Limita
t ion (you need to roll an 8 or more on 
2Dl0). 

Wildfire, a native of Earth, is a life 
form composed of anti-energy. 
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1.0 GENERAL PURPOSE 

~"c~c\opedia ga/actica 
THE LEGIO~-------

CoNSTITUTION 

1.1 The Legion of Super-Heroes shall be an organization devoted to preserving the peaceful life of sentient beings 
throughout the universe. 

1.2 Having duly qualified under the United Planets' statute-in-council #2958-07Q ("The Legion of Super-Heroes 
Enabling Act"), as amended from time to time, and appropriate United Planets' Revenue Codes - (especially 
Sections 108.9 and 283.6, otherwise known as the "Not for Profit Heroes Amendment" and the "Private 
Foundations Exclusion"), the Legion of Super-Heroes shall be an independent organization responsible only to 
the President and Council of the United Planets and such authorities as they may from time to time designate. 

1.3 Under the terms of the laws cited in Section 1.2 above, the Legion of Super-Heroes' finances shall be 
administered to fulfill the purposes of this Constitution by nonmembers of the organization under direction 
from the current Leader of the Legion of Super-Heroes and without any interference from any private 
individual or local government. 

1.4 The Legion of Super-Heroes shall maintain its headquarters on the planet Earth. 

2.0 MEMBERSHIP 
2.1 There shall be three classes of membership in the Legion of Super-Heroes: active members, who shall be limited 

to no more than twenty-five (25) sentient beings; honorary, and reserve members, of whom there may be an 
unlimited number. 

2.2 Active members shall be those duly qualified and elected individuals who shall be on call twenty-four (24) 
Terran standard hours per Terran standard day (except as provided in Sections 2.3 and 4.2 hereof), and who 
shall devote substantially all of their time to the Legion of Super-Heroes. 

2.3 Notwithstanding the foregoing Section 2.2, Superboy and Supergirl may be considered to have status as active 
members at any t ime there is an opening in the membership by agreeing to devote a significant portion of their 
time to activities of the Legion of Super-Heroes. 

2.4 Honorary members shall be those worthy individuals who do not qualify for actl\'e membership hereunder, but 
whom the active membership wishes to honor with inclusion in the Legion of Super-Heroes. 

2.5 Reserve members shall be those duly qualified and elected individuals who shall be prepared to take action in 
the event of an emergency when the active members require assistance or are unable to respond, and who shall 
devote a reasonable portion of their time to Legion of Super-Heroes duties as the Leader may from time to time 
require. 

3.0 ADMISSION TO MEMBERSHIP 
3.1 To qualify for active membership, a candidate must: 

(i) be at the time of proposed admission under the age of eighteen ( 18), as measured on the Terran
comparative physiological age scale (as periodically revised by the Cnited Planets); 
(ii) have at least one genuine super-power not activated, assisted, or powered by extrinsic means and not 
possessed by the contemporary Terran population, and funher . such super-power must be distinct from t he 
super-power(s) possessed by any active member other than Superboy or Supergirl; 
(iii) be able to fully control such power; and 
(iv) be courageous and of good character. 

3.2 Candidates may be proposed for membership by any member, or may propose themselves on such occasions 
when the Legion of Super-Heroes may announce a willingness to examine candidates. Candidates are subject 
to evaluation by the standing Committee on Membership to determine t he candidates' qualifications and 
merits, including any reasonable testing procedures the Committee may deem necessary and desirable. The 
results of such evaluation shall then be presented to the membership by the chairperson of such Committee, 
along with the candidate. 

3.3 Voting on new active members shall then take place as provided in Sections 8.2 and 8.3 hereunder. Candidates 
elected shall be promptly inducted into the active membership. 
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Worthy candidates not elected may be elected to reserve membership status, or may reapply for active 
membership at a later date, or may receive a token of t he respect of the Legion of Super-Heroes as the Leader 
may see fit to award. 
After election and induction, new active members shall undergo a training period as the standing Committee 
on Membership shall see fit, prior to assuming their duties. Such training mayor may not include a period at 
the Legion Academy. 
In t imes of emergency, any team of active members may grant provision al active membership to an individual 
they deem worthy who is assisting in the resolution of such emergency. Upon the resolution of such emergency, 
such provisional active member shall immediately become a candidate for active membership as provided 
hereunder. 
There are no qualifications for honorary membership except that the individual must be courageous and of 
good character. 
Candidates for honorary membership may be proposed for membership by any active member. Candidates are 
subject to evaluation by the standing Committee on Membership to determine their merits. The results of such 
evaluation shall then be presented to the membership by the Chairperson of such Committee. 
Voting on new honorary members shall then take place as provided in Sections 8.2 and 8.3 hereunder. 
Candidates elected shall be promptly informed of such election, and offered honorary membership, and upon 
their acceptance of same shall be promptly inducted as honorary members. 
To qualify for reserve membership, a candidate must be either: 
(i) a former active member; 
( ii) an honorary member; 
( ill) a member of the Legion of Substitute-Heroes in good standing; or 
(iv) a worthy candidate for active membership not elected to active membership. 

Candidates for reserve membership may be proposed for membership by any active member. Candidates are 
subject to evaluation by the standing Committee on Membership to determine their qualifications and merits, 
including any reasonable testing procedures the Committee may deem necessary or desirable. The results of 
such evaluation shall then be presented to the membership by the chairperson of such Committee, along with 
the candidate. 
Voting on new reserve members shall then take place as provided in Sections 8.2 and 8.3 hereunder. 
Candidates elected shall be promptly inducted into reserve membership. 
After election and induction, new reserve members shall undergo a training period as the standing Committee 
on Membership shall see fit, prior to assuming their duties. Such training may or may not include a period at 
the Legion Academy. 

RESIGNATIONS OR EXPUISIONS FROM MEMBERSIDP 
Members may resign at any time without cause. 
Members may, with the consent of the Leader or of a simple majority of the active membersh ip, place 
themselves on voluntary leave or part-time status. Such consent may be revoked at any time, and during such 
t ime members shall continue to haYe all obligations ordinarily incumbent upon Legionnaires except as to the 
proportion of time they shall devote to Legion-related duties. 
Members shall be subject to expulsion for any failure to conform to the provisions of this Constitution applying 
to them. Grounds for expulsion shall include, but not be limited to: 
(i) failure to continue to fulfill the requirements for membership as set forth in Section 3.1 hereof; 
( ii) failing to fulfill the duties of a Legionnaire or attempting to subvert another from doing so; 
( ill) failing to obey the Leader's orders; 
(iv) disloyalty to the Legion of Super-Heroes; 
(v) cowardice, dishonesty, or fraud; 
(vi) becoming medically or psychologically unfit for duty and failing to place oneself on voluntary leave or 
suspension; 
(vii) revealing Legion of Super-Heroes secrets or confidential information acquired while a Legionnaire; 
(viii) knowingly taking the life of a sentient being in other t han a provable situation of self-defense or as a 
provable only available alternative to the death of sentient beings. 
In the event a member is accused by another member of conduct meriting expulsion, the Leader shall suspend 
the accused and conduct an inquiry into the accusation. The results of such inquiry shall be presented to the 
active members in the fashion of a trial, with the accused given all t he benefits of s uch a proceeding, including 
representation by an active member. 
At the conclusion of such a trial, the question of expulsion shall be as provided in Sections 8.2 and 8.3, except 
that the accused shall have no vote on the question. 

11 



12 

4.6 Members expelled or resigning from the Legion of Super-Heroes and not awarded either honorary or reserve 
membership must submit to psychotherapy to remove all memory of Legion of Super-Heroes secrets, confiden
tial information gained while a Legionnaire, and must return all Legion of Super-Heroes property and 
surrender a ll benefits and privileges of membership. 

5.0 MEMBERSHIP ACTIVITIES 
r>.l Upon admission, members are required to swear an oath of loyalty to the Legion ofSuper-Heroes in a manner 

as may be prescribed from time to time by the standing Committee on Constitutional Matters. A similarly 
prescribed oath shall be sworn by all Legionnaires annually at a rededication ceremony held at t he Legion of 
Super-Heroes headquarters. 

5.2 Active members shall keep the member or members charged with Mission Monitor Board Duty aware of their 
location at all times. 

!5.:l Active members shall be deputized as officers of the Science Police and to the extent possible shall co-operate 
with the Science Police Commander and his designated representatives. 

5.4 Members shall participate in ongoing educational and training activities as required by the standing Commit
tee on Membership. Such activities shall include language education, a lthough the only language required 
prior to a Legionnaire assuming active status shall be Interlac. 

5.!5 Members shall receive no salaries and/ or rewards or compensation of any form from any person or organiza
tion other than the Legion of Super-Heroes. Any sums received which cannot be waived shall be donated to the 
organization's t reasury. The Leader shall periodically set living allowances at varying levels for active, honor
ary, and reserve members, which shall be paid out of Legion of Super-Heroes funds. 

'1.G Active members shall a lso be entitled to housing, security, food, and clothing at the Legion of Super-Heroes' 
expense. The Leader may require this to be provided only at the headquarters. If funds are available, the 
Leader may extend such benefits to the immediate families, parents, and/ or siblings of the active members or 
deceased active members on a nondiscriminatory basis. 

5.7 Members with substantial personal financial interests shall be required to declare them to the standing 
Committee on Constitutional Matters, which may require the member to divest such interests or place them in 
blind trust for the duration of such members' membership. 

fi.8 Members shall have t he right to participate either in person or via telecommunications in all Legion of 
Super-Heroes meetings a t which any matters are voted upon, or to call meetings at any reasonable interval. 

5.9 Members shall be entitled to medical care at the expense of the Legion of Super-Heroes for all injuries received 
while Legionnaires. 

6.0 LEADERSHIP 
fi. I Each year the active members of the Legion of Super-Heroes shall select a Leader and a Deputy Leader from 

among the full-time active members in a manner conforming to the requirements of Sections 8.2, 8.3, and 
8.4 hereunder. 

6 ·) The Leader and Deputy Leader shall serve for concurrent one-year terms, and may be re-elected for consecu
t ive terms. 

f.l.:3 In the event of the resignation, expulsion, leave, death, or incapacity of: 
(i) the Leader, the Deputy Leader shall become Leader and shall appoint a new Deputy Leader; 
( ii) the Deputy Leader, the Leader shall appoint a new Deputy Leader. or 
(iii) both the Leader and the Deputy Leader, the senior active member hall serve as temporary Leader, with a 
new Leader and Deputy Leader to be selected at the first opportunity in ·a manner conforming to the 
requirements of Sections 8.2, 8.3, and 8.4 hereunder. 

6.4 The Leader shall be the supreme commander of t he Legion of uper-Heroes, answerable only to the United 
Planets Authorit ies, and restricted only by the applicable provisions of this Constitution. 

ti.G The Leader may authorize the Deputy Leader or any active member as ari accing or temporary or team Leader 
with an appropriate portion of the Leader's au thor ity hereunder 

Ii.Ci Members shall in all instances be required to obey the orders of the Leader and/ or the Leader's duly
authorized representative, so long as such orders conform to this Constitution. 

6.7 The Leader may be suspended temporarily by a unanimous vote of the standing Committee of Constitutional 
Matters, and such suspension shall last only until a court-martial may be held as provided in Section 4 
hereunder. 

6.H The Leader is responsible for the funds of the Legion of Super-Heroes under Section 1.3 hereunder, and shaU 
have the fuU freedom to use those funds to fulfiJI the purposes and requirements of this Constitution. 
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8.6 

COMMITTEES 
The enumerated authorities set fort h in this Section 7 shall be given to the standing Committees set forth 
herein. In this respect the authority of any given Committee with respect to the matters set forth shall be 
superior to t he authority of the Leader or any individual Legionnaire. 
In addition to the standing Committees, ad hoc Committees may be composed and charged with specific 
r esponsibilities from time t o time by the Leader or by vote of the active membership. 
The standing Committee on Constitutional Matters shall have t he final authority to rule on all matters of 
interpretation of this Const itution, to draft amendments and/ or revisions of this Constitution at the voted 
direction of the active membership, and with respect to all elections and to the Leadership itself. This shall 
include authority to call and preside over a court-martial of the Leader, as provided in Section 6.7 above. In 
addition, this Committee shall arrange for the keeping of an appropriate history of the Legion of Super-Heroes 
and all archival files, and shall designate the flag, handshake, oaths, and other indicia of the organization. 
The standing Committee on Constitutional Matters shall also have the authority to disband the Legion of 
Super-Heroes. 
All rulings of the Committee on Constitutional Matters shall be by majority vote, except the ruling to call a 
court-martial of the Leader or to dissolve the Legion of Super-Heroes, which must be unanimous. All rulings of 
this Committee shall be binding upon the Leader and the membership. 

For the duration of t heir membership, whether as active, honorary, or reserve members, the standing 
Committee on Constitutional Matters shall consist of Cosmic Boy (chair), Lightning Lad, and Saturn Girl. In 
the event of the incapacity, resignation, or expulsion of one or more members, the Legionnaire or Legionnaires 
of greatest seniority shall replace them, with the most senior member of the Committee serving as chair. 
The standing Committee on Membership s hall have the responsibility for maintaining an active search for 
suitable candidates for membership, for making recommendations to the membership concerning candidates, 
and for supervising the ongoing education and training of Legionnaires. 
All rulings and recommendations of the standing Committee on Membership shall be made by majority vote of 
t he Committee, and with respect to education or training of individual members, shall be binding upon such 
members. 

Until s uch time as otherwise designated under Sections 8.2 and 8.3 hereunder, the standing Committee on 
Membership shall be chaired by Wildfire and shall consist of not more than three additional members as may 
be elected from time to time by the active membership under Section 8.6 hereunder. 
The standing Committee on Security shall also serve as t he Espionage Squad, being composed of those active 
members whose super-powers are most suitable, and shall have the general responsibility for assisting the 
Leader in maintaining the security of the Legion of Super-Heroes. 
For the duration of their active membership, t he standing Committee on Security shall consist of Chameleon 
Boy (chair), Phantom Girl, Shrinking Violet, and Invisible Kid. In the event of the incapacity, resignation, or 
expuls ion of one or more of the Committee, the active membership shall elect a successor or successors under 
the provisions of Section 8.6 hereunder, considering the suitability of their super-powers and characters. 

VOTING 
The active membership alone shall hold voting privileges . 
The active membership shall be required to vote on significant questions including but not limited to: 
(i) the method of selecting t he Leader; 
( ii) the designation of standing or ad hoc Committees and their chairpersons; 
( iii) revision of the Constitution; 
(iv) admission of new members; 
(v) expulsion of present members; 
but not on matters explicitly under the Leader's discretion or matters explicitly under the discretion of a 
standing or ad hoc Committee under Section 7 hereof. 
For all such votes, a quorum of three-fourths of the active members shall be required to participate either in 
person or via telecommunications. The quorum being determined to be sufficient, a vote of two-thirds of 
members participating is t hereafter required to carry the question. In the event of a t ie or vote insufficient to 
carry the question, the status quo ante shall prevail. 
Unless the question shall be put to a vote of the active membership and carried otherwise for that year, the 
Leader shall be elected by a simple plurality of active members voting, with the Legionnaire receiving the 
second largest number of votes being elected Deputy Leader. 
Unless the question shall be put to a vote of the active membership and carried otherwise, all Committees shall 
make their determinations by a simple majority of Committee members voting, with ties broken by t he chair, 
except as otherwise explicitly provided herein. 
All other questions shall be decided by a simple majority of the active membership. 
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LEGION AcADErhA 

Running a campaign with the Players Characters as 
Legion Academy students can be extremely worthwhile. 
If the Characters are designed at initial scores ( using 250 
Hero Po in ts each), the Academy will provide a structured 
environment in which the Characters can receive excel
lent training in their powers. Also, adventures will usually 
be well within the abilities of the Characters to accomp
lish successfully - but only if the Players demonstrate 
forethought and proper teamwork. Lastly, proper super
vision in the form of the Science Police, Legionnaires, and 
the ever-present Instructors, will ensure that the Charac
ters will rarely get in over their heads. Also, this supervi
sion will provide many interesting and familiar NPC's with 
which to interact. 

BACKGROUND 
The Legion Academy is located on the shores of old 

Montauk Point, on the boundaries of Metropolis. The orig
inal building, the core of the Academy, has been expanded 
as technology and funding permitted. 

Founded and operated by the Legion of Super-Heroes, 
the Legion Academy has four major goals: 
1) to serve as a "farm system" for the LSH, providing 

candidates to fill vacancies in Legion ranks, 
2) to provide general training to ''worthy" candidates in 

the use of their Powers, 
3 ) to provide additional training in both Sldlls and general 

academics to active Legionnaires, as specified in the 
Legion Constitution and as deemed necessary by the 
Committee for Membership, and 

4) to train other heroes who might serve other worlds. 
Originally, the Legion had regularly scheduled sessions 

for Academy applicants. Although many fine Legion
naires became members through this method, the open 

14 

tryouts were considered unsatisfactory for several rea
sons: there were several cases (such as Nemesis Lad and 
Command Kid) where candidates admitted to the Legion 
due to excellent Powers turned out to be traitors or vil
lains; also, the Legion had expanded to the point where 
the members had to be more selective in the admission of 
new members. Thus, the Legion Academy was born . 

GOVERNANCE OF THE ACADEMY 
In the beginning, the Academy was run by special adult 

Instructors; later, the Legion itself took over the Acad
emy's control. The Academy was successful in several 
ways: 

(i) the number ofunsavory applicants that eventually 
graduated to the Legion was sharply diminished; 
(ii) educational functions of the Legion could be 
turned over to a more regular group of Instructors; 
(iii) the Academy served as a vehicle through which 
advanced methods of mental, physical, and moral 
training could be provided to Legionnaires and to 
applicants. Chemical King and Timber Wolf were the 
first Legionnaires who were Academy graduates. 
Bouncing Boy and Duo Damsel, in their positions as 

co-Instructors-in-Chief (IICs), are prominent figures in 
the Academy. All of the day-to-day decisions and rulings 
are made by the II Cs, who normally have sole arbitr ation 
power in the Academy. Policy decisions and appeals of the 
II Cs' rulings are made by the Academy Board of Trustees. 

Members of the Board of Trustees include the IICs, the 
Legion Leader, the Legion's Committee on Membership 
(Shadow Lass, Dream Girl, Brainiac 5, and Wildfire, who is 
the permanent chairman of the Committee on Member
ship and unofficial head scout for the Legion), Shvaughn 
Erin, who is the Science Police (SP) liaison officer (and IIC 
of the Police Methods course), and a financial officer 
delegated by R.J. Brande. 



IMPORTANT NPCs AT THE ACADEMY 

In addition to the Characters mentioned earlier, the 
Player Characters are most likely to meet Timber Wolf in 
his role as the Chief Combat Instructor, as well as recently 
inducted Legionnaires, such as Invisible Kid, the White 
Witch, Magnetic Kid, Tellus, Quislet, and Sensor Girl, who 
use the facilities to hone their skills or acquire new ones 
(generally in the Usage of Power courses). 

Any Legionnaire inducted "on the battlefield" is 
expected to attend classes and training sessions at the 
Academy, as often as his Legion duties permit. Even the 
Legionnaire Blok has been known to sit in on General 
Education classes. This is due to his never-ending 
attempts to understand the human race. 

STUDENT DUTIES AND RESPONSIBILITIES 
The Academy is one of the most exclusive and competi

tive schools in the UP. Academy students must prove 
themselves worthy of the honor of continued study, since 
for every successful applicant there are dozens of worthy 
applicants who fail to gain admittance. Thus, the student 
at the Academy is expected to fully live up to standards of 
conduct that the Legion and the Academy require. 

The student is required to pass all academic and 
train ing-related courses. He is given some leeway for 
extraordinary circumstances and for individual learning 
rates, but reasonable and steady progress must be 
maintained. 

Strict obedience to all Instructors, SP officers, and 
Legionnaires is required at all times (reprimand on the 
firs t offense; expulsion on the second offense). Students 
a re also expected to respond to a lawful SP summons for 
a id and/ or to a Legion full alert (as required by the Legion 
Leader). Students are required to keep the monitor board 
at the Academy continually apprised of their wherea
bouts in case such a summons occurs. 

Any behavior considered to be anti-social or illegal is 
not tolerated and will not be permitted; Academy mem
bership and the SP deputization normally occurring dur
mg the second year of study are no shield against arrest 
and prosecution for such activities. 

DURATION OF STUDIES 
The only formal grading for course work at the Academy 

is in the Police Methods seminars and in the general 
academic classes. In other circumstances, the Instructors 
must be satisfied that the studen t in question is making 
reasonable progress for him to recieve a passing grade. 
Within certain guidelines for reasonable progress set by 
i:he Board of Trustees, the structure and length of each 
course are tailored to the individual's degree of prior 
knowledge and rate of learning. 

ENTRY REQUIREMENTS 
The number of students that can attend the Academy 

at any one time is limited to eighteen. Therefore, admis
sion is highly competitive, and many applicants fail to 
gain a place at the Academy. 

The Academy entry requirements are as follows: 
• Aspiring students must be under eigh teen years of age. 

• Aspiring students must submit an application to the 
Legion. The application requests personal data, educa
tional t ranscripts, and recommendation letters from 
noted citizens of the world or region from which the 
applicant comes. All applicants must have a recom
mendat ion from at least one active, retired, or honor
ary Legionnaire. In the absence of such a recommenda
t ion , a valid recommendation from a planetary 
commander of the Science Police will be considered. 

Upon receipt of the application, the Science Police 
run a background secur ity check on the aspirant. If the 
applicant has a UP-registered criminal record, he/
she/ it will almost invariably be rejected; if he/ she/ it 
has an outstanding warrant in his name, officers are 
directed to immediately arrest him. If, however, the 
papers are in order, and the applicant has a meritor
ious record in civic life and education, the admission 
process continues. 

• Aspiring students must have a valid power. 

Applicants who have passed the initial checks are 
brought to Earth at Legion expense for furt her stages 
of testing. First, the Instructor-in-Chief and other 
observers test the aspirant's powers in the Academy 
danger room, using computers and detection devices 
to measure the strength of the candidate's powers and 
whether or not the powers are valid by the Legion's 
standards - personal as opposed to a power artifi
cially generated or based on an external device. 

Academy Standards for Power 
In game terms, the candidate's primary power 

must be at an AP level of 7 to meet minimum 
Academy standards; if the power is sheer strength 
or endurance-based, the AP level must be 10 or 
higher. 

Note that applicants to the Academy are not restricted 
by the prohibition against Legion membership concerning 
duplication of powers; indeed, t here have been two recent 
relatives of current Legionnaires attending the Academy 
(Magnetic Lad and Shadow Kid), and relatives who pos
sess the same powers as their kin are encouraged to apply 
for Academy membership. 

Candidates who can prove a valid acceptable power are 
then subjected to a "morals exam," a battery of questions 
asked by Science Police psychologists. Using high-tech 
stress evaluation equipment and lie detectors (AV / EV: 20 
APs against an applicant's Mental Statistics according to 
the Interrogation Rules), scientists evaluate the general 
moral fit ness of the candidate. If the applicant meets the 
high moral standards of the Legion,'he is ruled worthy of 
acceptance. 

GM NOTE: The morals test relies on the GM to 
accurately judge the Character's moral worth as the 
Player has played him. If the applicant is a beginning 
Character, there will usually be no factual basis to do 
so; however, if the Character should in the future fall 
from the lofty ethical pinnacle that the Legion 
Academy demands, the Character can be dismissed 
with the rationalization that "he went bad." 
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ADMISSION 
If the Academy applicant has been deemed worthy of 

admission, he will beadmitted into the Academy ifa roll of 
l on lDlO is made. A GM could waive the roll if an all
Academy campaign is planned. 

Upon admission to the Academy, the student is pro
vided living quarters on the Academy grounds; tuition 
and living expenses a re provided, but the student must 
reside on campus. 

The list of current Academy students include Myg, 
Shadow Kid, Power Boy, Night Wind, Lamprey, Crystal 
Kid, and Comet Queen. Their Stats are listed in the Legion 
of Super-Heroes Sourcebook Volume I. 

If the GM needs to create more Characters as NPCs, his 
imagination and/ or past Legion applicants will help 
round out the scene. Also, by naming just nine students, 
Players are given the opportunity to devise their own 
Heroes to enroll at the Academy. 

CURRICULUM OF THE ACADEMY 
The curriculum of study at the Academy is quite varied. 

In addition to training in the use of the student's powers, 
formal academic education is continued for each Acade
my student under a special program administered by 
selected professors and/ or representatives of Metropolis 
University. 

Although educational facilities and requirements vary 
from world to world, a basic standard of fo rmal education 
is recognized throughout t he UP. This standard of pri
mary education is administered by robo-teachers or holo
screen computers (on worlds where they exist) to chil
dren aged five to twelve. Subjects include general knowl
edge of the known universe and use of such knowledge 
( i.e., science, math, Interlac [the common language spo
ken throughout most of the Galaxy], world and galactic 
geography, etc.). Higher education is more specialized, 
based on the student's choice and aptitude. 

Academy students who have completed the primary 
education are required to continue their academic stud
ies, as well as to prepare for their more personalized 
training. Furthermore, Academy students from worlds 
where a formal education is not available (as well as 
students of non-humanoid races who have not been 
exposed to UP teaching methods) are required to pass 
equivalency tests based on the standard of primary edu
cation before continuing on to courses given in conjunc
tion with Metropolis University. 

The Courses 
The courses at the Legion Academy are consid

ered Subplots of whatever adventure is being run. 
The GM, as t he Instructor, should send the students 
out on any standard mission and, before the students 
leave, tell them that they will be graded according to 
whatever course they are taking. 

As the students are going through the adventure, 
the GM should grade them on a pass/ fail basis 
according to how well they performed in that 
adventure and immediately award them the Hero 
Points (if applicable). 

As Subplots, successful completion of a course will 
give a Player 15 Hero Points or one Standard Award, 
whichever is greater. 

The students will have completed their academic 
year as soon as they have successfully finished all of 
their Subplots for that year. 

Year One Courses: 
• Usage of Power 
• Teamwork 
• Police Methods 
• Moral Guidelines 
• Hand-to-Hand Combat 

Year Two Courses: 
• Usage of Power 
• Teamwork 
• Survival 
• Police Methods II 
• Hand-to-Hand Combat II 
• Advanced Survival Tutorial 

Descriptions of Year One and Year Two Co urses are 
given on the following page. 

THE COMBAT CENTER 
One of the most important places at the Academy is the 

Combat Center - a sim ulated-<:ombat setting used to test 
and improve a student's combat abilities and Powers. The 
room, filled with computer-regulated, movable machines, 
operates as an omni-gadget. It is designed to mimic or 
counter one or more Powers, \\ith the aid of holo-image 
projectors. 

Computer-controlled holo-<:arns record all activities 
within the Combat Center when it is operating. These 
tapes are reviewed by the Instructors or Legionnaires to 
ascertain the success of the l.est. -

Running the Combat Center 
The Combat C~mer is supposed to be dangerous 

to the student (generally overmatching him by 2 APs 
in whatever field he is being tested), but it is never a 
fatal danger. The entire room is padded, and the 
computer is limited by a number of overriding 
checks. The concept is to push the student to the 
limits of his physical and mental abilities, not past 
them. The GM has leeway over the capabilities of the 
Combat Center and, given the above limitations, the 
GM may use the room and its diverse powers as he 
sees fit. 

FIELD EXERCISES 
Academy students are sometimes made available to the 

Science Police for acceptable missions. These missions are 
usually sho rt-term and non-lethal. tending to focus on 



natural disasters or public works rather than crime
fighting. However, crimefighting missions are not ruled 
out if the ITC feels that such missions are relatively safe. 
During these field missions, at least one Instructor is 
always present to evaluate the students in both teamwork 
and the degree of cool-headedness they exhibit. 

Participation on live field exercises is deemed a priv-
ilege, not an absol right, and students who have fallen 
behind in other c k or who are under internal 
disc ipline for mi ally not permitted to 
participte in sue 

misuse mi 
Teamwor 

Work is also done w 
the limitations on each in 
light powers and abilities that seen 
in combat s ituations. As teamwork is a 
group such as t he Legion, a serious lack ofprogre 
·ourse seriously jeopardizes further study at the Aca 
emy. 

Police Methods: Taught by Science Police personnel, 
~his course focuses on standard detective methods, 
.ncluding interrogation , information gathering, and the 
J e of high-tech police equipment. Studies of the legal 
·odes of the UP and of member planets are covered. 

Moral Guidelines: This course instructs the student in 
·he Legion code, and attempts to instill a respect for life 
and for the the universal rights of all sentient beings for 
ustice and the pursuit for happiness. The need for proper 
public relatio ns is also stressed, and with this is taught the 
rJoctrine of respect for public and private property, 
.ncluding recognition of what doors are and why they 
-.hould be used for en try or ex it, as opposed to windows or 
"·alls (an area of study in which several Legionnaires 
:ould well require a refresher). 

If t he student does not make satisfactory progress in 
:he Moral Guidelines cou rse, the Board of Trustees must 
::-ule on the student's continued fitness to remain in the 
.\tadcmy. Even if the student is reinstated and remanded 
:· ir further course work in this vital area, the student 
an not further continue towards the second year curric
~ um until and unless he passes the Moral Guidelines 
0urse. 
Hand-to-Hand Combat (HTH): The student is taught 

,,,,·eral methods of non-lethal unarmed combat, special
w ng in such forms as judo and aikido, and knowledge of 

':>Ch individual and team combat techniques. Inhibitors 
::.i.re used so that the student may not use his power(s) (if 
applicable) in HTH combat; this is to encourage the 
:'~udent to rely on his physical prowess as well as on his 
;")we rs. 

SECOND YEAR OF STUDY 
Usage of Power: In the second year of study, the 

student's power is further refined through use of actual 
battle simulations, using Combat Center electronics and 
holographies mimicking known villains. Secondary 
aspects of powers are developed; for example, a student 

with the ability to create ice may be taught how to create 
sheer cold, while a telepath might have related aspects of 
psionic talents such as possession or empathic projection 
which might be further heightened. 

Teamwork: Continual emphasis is placed on team 
solutions to situational problems, and, as with the first 
year, failure to progress in this course is detrimental to 
continuation at the Academy. 

Survival: The student is taught techniques of survival 
applicable on many worlds, using Combat Center simula
tion and field trips for this purpose. The use and mainten
ance of the transparent survival suit is learned, while the 
use of the student's power in survival situations is 

lored and enhanced. The most challenging aspect of 
is the occasional surprise scenario designed so 

' powers are ineffective or totally non
lude to the all-too-frequent parallel 
ily life of a hero. 

n down into the following catagories: 
val, Mountain Survival, Desert Survival, 
ooded Survival, and Marine Survival. 

e explanation of th is Skill, see SURVIVAL 
g page. 
ods II: The Police Methods course work 

o areas: in-depth legal studies and actual 
fiel e work, operating with the Metropolis-based 
Science Po ice to apprehend petty criminals. Apprehen
sion is usually left to the SPs, but in certain circumstances 
an Academy student who can provide assistance to the 
effort of identifying a criminal may be permitted to be in 
on the catch. 

Hand-to-hand Combat II (HTH): In t his year, the 
student is allowed the use of his powers in the HTH 
lessons, and the proper use of the power in combat is 
vigorously studied. Students with similar powers and 
degree of prowess are matched head-to-head in competi
tions, with the contestants engaging in a mock combat 
based on a point system, and using computerized cameras 
for recording and scoring. 

Advanced Survival T torials: If desired (and if normal 
course work allows), a udent may take several tutorials 
with outside certified structors in many aspects of 
survival and wilderne ravel that are not covered in 
depth in the more gen survival course. Such tutorials 
include Advanced 0 ering, Mountaineering, High-
Grav Survival, and osphere survival. A sample 
scenario, and a full tion of the Survival Skill is 
included below. 

• Greater Develop 
undergo a gre 
supervised sit 
student may 
extension, w 
previous wor 

•Unusual Circ 
the student 
study, the stude 
for a third year. Ac 
illnesses, death in the 

a student may receive an 
study: 
udent feels it necessary to 

ent of his powers in a 
irable or necessary. A 
ard of Trustees for an 
ranted if the student's 

me acceptable reason, 
lete his second year of 
the Board of Trustees 
ons include personal 
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SURVIVAL 
LINK: INT BASE COST: 5 TIME: 4 months (22 APs) 
Survival is, simply, the skill of keeping oneself aljve 

under adverse conditions with a minimum amount of 
equipment. 

There are three Subskills to Survival: Find Food, Find 
Water, and Find Shelter. 

Each Subskill can only be rolled once per day, unless the 
GM feels that the terrain allows the Character a number 
of chances to use a particular Subskill. 

Find Food and Wat.er: These two Subskills are t he 
ability to discover edible food and drinkable water. The 
difficulty of this depends on available resources. To an 
extent, the Opposing and Resistance Values given under 
the various environments incorporate the varying diffi
culty, but the GM is encouraged to alter the rolls as per his 
own view of the situation. 

A successful roll orFind Food or Find Water means that 
the Character has successfully foraged enough food or 
water to sustain himself for one day. If the Character 
wishes to try to find enough food to support more than 
himself, make one roll for every person that the Character 
is trying to support, adding one Column Shift to the 
Resistance Value of each additional roll. 

Failure to find food will not immediately effect a 
Character. However, for every 15 APs (1 day) of time 
beyond the third wit hout water and/ or for every addi
tional 15 APs (1 day) beyond the fifth without food, a 
Character must make an Action Check. Each additional 
15 APs of time spent without food and/ or water acts as 1 
AP (AV/ EV) in a Physical Attack against the Character. 
The Character's BODY acts as t he OV / RV. All RAPs are 
applied as Universal Modifiers to Character Actions. For 
example, if a Character has gone six days without food 
and water, he suffers a Physical Attack with AV / EVs of 
4/ 4 (one each for t he three days wiothout water, one for 
the day without food). 

After the first successful attack, all actions are con
sidered Challenging. After the second attack (the day 
after the first one) all actions are considered Difficult. 
Actions get harder as the days go on until Beyond the 
Limit is reached. On the day afterward, if the Character 
still hasn't found food or water, that Character dies. 

Find Shelter: The other Subskill of Survival, is also 
important. Succeeding on a roll of Finding Shelter means 
that enough shelter has been discovered or created from 
available materials to protect the Character from all local 
weather effects. If more shelter is necessary, it is presumed 
that enough shelter has been found to protect a total of 
four Characters with the initial roll. For each additional 
Character, another shelter roll is required; however, there 

is no penalty for making additional rolls. Failure to find 
shelter means that the Character(s) are exposed to all_ 
adverse conditions, and may suffer from exposure 
depending on the situation and climate. 

Environment Modifiers 
Each different environment is given below, along 

with the Opposing and Resistance Values associated 
with the three Subskills. The Resistance Values 
should be modified as follows: 

For each level of gravity• different from the 
Character's native land ...................... +2 

For each 10° Centigrade temperature difference 
from the Character's native land .......... . .. + 1 

For each differing level of atmospheric pressure 
from that native to the Character ............ + 1 

Obviously, certain tasks will be impossible under 
certain conditions and environments. If the GM has 
already determined that no potential food on a given 
world will sustain life, then Survival will hardly alter 
the situation. Similarly, finding food in deep space 
can well be impossible no matter what the skill level 
(GM discretion). 
•Gravity and aymospheric pressure are covered in 
the Planetary Generation section . 

Environment Types and Notes 

Deep Space Survival confers 
knowledge of living in vacuum. 
Included is knowledge of zero
gravity procedures, transuit 
operation, basic electronic repair, 
and other vitals of space living. 

Mountain Swviva.l includes 
knowledge of high-altitude disci
pline and routine, mountain
eering, climbing, and so on. 

Desert Swvival allows a Char
acter to exist for long periods 
of time in relatively water-
less conditons. 

OVs 
and 
RVs 

Find Food .... 15 
Find Water . . . 10 
Find Shelter . . . 8 

Find Food ..... 5 
Find Water . . . . 2 
Find Shelter . . . 2 

Find Food ..... 7 
Find Water .... 8 
Find Shelter . . . 4 



Arctic Survival allows Char
acters to survive under conditions 
of extreme cold, including first aid 
techniques for cold-related 
diseases and disorders. 

Wooded Survival is the ability 
ro survive in forested areas. 
The focus is largely on 
identifying edibles. 

Marine Survival is the science 
of oceanic survival of 
all types. This skill entails 
knowledge in swimming, 
diving, and fishing. Find 
Fresh Water is up to GM's 
discretion on whether the 
ocean in question contains 
fresh water. 

Find Food ..... 7 
Find Water .... 3 
Find Shelter ... 4 

Find Food . ... . 2 
Find Water .... 3 
Find Shelter ... 3 

Find Food ... .. 3 
Find Water .. 0/ 4 
Find Shelter: . . . 6 

Teamwork Scenarios for the Combat Center 

Overcoming one's own shortcomings at great odds is a 
staple of the adventuring life. Plot lines rigged by the GM 
to deliberately go sour provide character-building sce
narios for novice heroes and intriguing role-playing oppor
~unities. 

The heroes are faced by an equal number of foes whose 
powers are designed to counteract and neutralize the 
heroes' own. Defeating one's own counterpart is a good 
·est of teamwork and ingenuity. Of course, the textbook 
solutions are to double-team against opponents, or to 
switch off against them. However, the Players may not 
:mmediately make the connection, and will sometimes 
~equire more than one encounter before they learn the 
:rick of facing a mirror-image villain. 

This type of encounter also encourages innovative 
solutions. For instance, a hero finds that his android foe is 
unmune to his Starbolt Power. Thinking quickly, he blasts 
:he over hang above the android's head, correctly sur
:nising that the android is not programmed to switch 
.mm unities to different attacks. 

ample Academy Scenario First Year 
On a routine trip to help clear debris after an earth

q..iake in the mountains west of Metropolis, three Acade
~Y students and Bouncing Boy land near a village almost 
destroyed by the earthquake. The debris ranges in size 
;,,.'ld weight - between 3 and 13 APs - and is spread out 
::-. an area 20-25 APs across. While the Characters are 
digging out a building to look for survivors, an explosion 
:ocks the area, scattering more debris and endangering 
:rmain ing villagers. Upon investigation, the Academy 
s;-oup discovers a partiallyunearthed spaceship, con
:a.ming a robot in the process of recharging itself. (It has 
raited a long time - 25 APs - for this moment.) 

The robot's characteristics: 

ROBOT 
!:>Ex: 3 Sm: 4 BODY: 4 
h-r: 2 W1LL: 6 M INO: 3 
l'\FL: 1 AURA: 0 SPIRIT: 2 
h°lllATTVE: 6 liERo POINTS: 5 

EQ1,jIPMENT: 
Laser Pistol: (DEX: 0, STR: 0, BODY: 6) 
L'ses: 6, Duration: 16, Heat Vision: 8 

It is armed with a laser pistol, and automatically 
receives initiative the first round. If it can complete its 
recharging process, requiring four combat rounds, it will 
increase its statistics to the values listed below: 

ROBOT 
DEX: 6 STR: 8 B ODY: 8 
INT: 4 WILL: 6 MINO: 3 
INFL: 1 AURA: 0 SPIRIT: 2 
I NITIATIVE: 11 HERO POINTS: 50 

EQUIPMENT: 
Laser Pistol: ( DEX: 0, STR: 0, BODY: 6) 
Uses: 6, Duration: 16, Heat Vision: 8 

The students must disarm the robot, while allowing as 
little harm as possible to come to the villagers. Naturally, 
since the Legion would like to examine the artifact, simply 
vaporizing the robot is not desirable. 

Academy Scenario Final Exam 
One of the sternest tests of an Academy student during 

his stay at the institution is the "final exam" -the survival 
course's graduation exercise through one hundred kilo
meters of forbidding terrain. During the t rek, the weapon
less student must provide for his own food, water, and 
shelter by using only his natural Attributes and the 
Survival Skill. 

Assuming normal cross-country speeds, the Character 
should make the trip in five days; four if pushing the pace, 
six if injured or fatigued by hunger or thirst. The student 
is typically tested on a world with conditions that he 
would find unpleasant. Therefore, the lighting should be 
either s ignificantly dimmer or brighter than that to which 
the candidate is accustomed, the gravity s hould be at 
least two levels higher, and the temperature about twenty 
degrees hotter or cooler. Obviously, a successful trip 
under such conditions is a noteworthy feat, and less than 
half of the Legionnaires and Academy students who have 
taken the final exam over the years have successfully 
completed the entire one hundred kilometers unassisted. 

There are several "critical points" throughout the 
adventure. A Character may try to find food as often as he 
needs, but only one such attempt should be ruled a 
critical point, as a well-fed human can easily go five days 
without feeling the effects of hunger too greatly. However, 
frequent access to water is essential to most beings, and 
each day of the trip should represent a critical point for 
water seeking. Finding shelter probably should represent 
a critical point each night, unless the GM is unusually 
lenient concerning weather conditions; note that the 
examiners rarely are so lenient, and will quite likely plop 
the student onto the area of the planet currently suffering 
through the most unfavorable weather conditions 
possible. 

Wild animals, hazards, and the like should be planned 
by the GM. Animal encounters should not be too 
dangerous, since the examiners don't intend to go out of 
their way to damage the students. 

In the event of catastrophic failure, such as serious 
injury or illness befalling the student, the examiners moni
toring him will rescue the hapless lad. Such a rescue 
means failure of the test. However, the test may be 
retaken in six months. 
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Visitors to Metropolis get the idea that it's one big c ity, 
from Old Boston to the Palisades, and they're not too far 
rrom wrong. At least on Government Isle there's scarcely a 
... quare meter of space that isn't built up - and up - and 
up. 

The UP Council Building, on the Avenue of the Planets 
'where representatives (or their holographic images) 
'rom all over the UP convene monthly in the huge Council 
'hamber and smooth the diplomatic functions of the UP. 
Weisinger Plaza, the fountained, open-air courtyard 

·hat links Legion HQ with the Avenue of Super-Heroes. 
Legion HQ is one of the most popular attractions on the 
icy tour and it is certainly a more imposing structure 

, nee the recent renovations Brainiac 5 and Computo 
made to the building. 

:--:orthwest of HQ, at the other end of the Avenue of 
-..upcr-Heroes, is Metropolis Stadium, a domed, multi
pu rpose entertainment facility with a seating capacity of 
300,000. 

The Stadium's fare includes concerts, holo-laser shows, 
and sporting events - including the intergalactic magno
ball championships and the games of Metropolis' own 
professional moopsball team. 

~1oopsball is the major sporting phenomenon of the 
30th Century - the only way to describe it is as a cross of 
~0th Cent ury American football , lacrosse, anti-grav 
~ mnastics, and medieval gladiatorial combat. MoopsbalJ 
, played by two teams of 20 lightly-armored men on a 

10-yard anti-grav field dotted with moving terrain 
h tacles. 
Grand Central Spaceport is the smaller of the city's two 

,paceports, primarily serving industrial and government 
· raflic. Located in the area once known as Staten Island, 
· e Spaceport's grounds also house Metropolis' fusion 
p l\\'ersphere - the 5-biJJion megawatt nuclear energy 
~ 1be that supplies the entire mega-city's power needs. 

Almost 120 miles to the northwest, is the planet's 
'lrgest cargo and passenger facility, Metropolis Space

port. Over 700 fligh ts take off from t his port every day, 
·1nging from short hops to Titan, Mars, Venus, or the 
- ·--orts of the asteroid belt, to interstellar voyages to the 
'Hie locales ofNaltor or Ventura. There are even flights 

destinations beyond the UP like Lallor and t he 
[ minion and special flights like the monthly prisoner 
, nu ttle to Labyrinth. 

Although space travel remains an expensive propo
, ion ror the common citizen, the five main intergalactic 
arrier lines are among the UP's most profitable conglom

e·accs and have consistently expanded their service 
routes each year. 

In t he main cargo section of the Metropolis Spaceport, 
tl ., Science Police are trying to hold down traffic of 
.... other kind - the infiltration of smuggled cargoes like 
·ad1oactives, gemstones, commodities subject to high 
tariffs, or quarantined goods like Durian pottery. The SPs 
employ increasingly refined robot "drone sniffers" to 
,E arch out traces of contraband. Smugglers construct 
cc ncealed holds and use special insulation to try and foil 
·he drone sniffers. 

L·p the Hudson River is the Palisades, a majestic par
apet of natural rock that towers far above even the sky
... crapers of Government Center. These heights are the site 
,f Restaurant Row, a thick cluster of well-appointed 

residen tial and commercial towers which house many of 
the mega-c ity's finest and most exclusive eateries, 
including the City Star, a free-floating rest aurant and 
discotheque, and the Crab Nebulae, famous for seafood 
specialties from over fifty worlds. 

Besides Medicus One, Metropolis' Medi-Center is the 
finest hospital and outpatient facility in this part of the 
UP and it's well located too,just a few kilometers north of 
the Central Park 

The Metropolis Medi-Center is a conglomerate of more 
tha fifteen different medcare facilities. It was rebuilt 
almost two centuries ago when a huge fire destroyed 
qtany of t he older buildings at the northern end of the 

island. Earthgov spent a lot or money to build the planet's 
best and biggest medical establishment on that spot, 
acquiring the most modern equipment and attracting the 
most prestigious doctors and surgeons. There's on ly one 
other hospital on the planet that is as large - Barts. Barts 
is almost fifteen-hundred years old, and is located in the 
London district of Europolis. 

The Interplanetary Zoo (o r PlanZoo) covers about 30 
acres of mostly undeveloped parkland in the Upper 
Westchester District of the city. It houses over tlfteen
hundred different species of land, water, and airborne 
creatures. Some of its bigger attractions include the 
Volcano beast and Dralgo of the Hunter's world Vom, the 
Lightning beasts of Korbal, and the Flasher Beasts of 
Rorbis. Many of the beasts have been trained to take part 
in the PlanZoo's unforgettable daily stage productions. 

Catskill Technopark, contains the research and pro
duction facilities of GalProp. There are over t hirty tech
noparks in and around Metropolis, mostly on its southern 
and western sides. These parks were designed to facilitate 
rapid technological expansion from the aftermath of the 
Great War by concent rating private sector R&D in 
cooperative, shared ventures . 

Often heavily subsidized by Earthgov in their early 
years, most technoparks are now owned by galactic 
conglomerates like GalProp or education institutions like 
Metropolis University Research findings are openly shared 
with other companies, with the discoverer of any given 
innovation entitled to a modest royalty on all future 
products using it. 

Ninety-percent of basic factory labor is relegated to 
robot workdrones, assisted by a handful of human 
foremen / programmers. Microminiaturizing has enabled 
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the incorporation of work-saving features into every 
phase of processing while still maint aining the highest 
i.ffiaginable standards of quality. 

Metropolis University is quite a story in itself - a 
ilourishing institution of higher education in the Old 
Boston sector of the city, with a current enrollment of well 
_1ver l 00,000 student.s. 

The most remarkable of the University's many researc 
:acilities is the Time Institute. Everyone from this sect 
')f the city - indeed, everyone in most of Metropolis 
familiar with the sight of the brightly glowing re 
beam of light that constantly emanates from the 
:ute's roof. The source of that glow is the Time 
which makes time travel possible by emitting a si 
reaches out through time, guiding time trave 
fro m alternative realities and back to their 
Without the beacon, only beings with po 
senses like Superboy could dare enter t 
an d have a reasonable hope of return· 
own time safely. With the time beaco , 
ilecome a feasible possibility for anyo e; 
m\·olves substantial personal risk 

The Institute was built usingaco!JOl~~((~~ 
and UP funds. In recent years, ~ 
funding has been supplied by gr [fl! 
monumentally wealthy Durlaifjp~~ 
:he Legion's benefactor. Sin ~~-~---
studies of t he Institute's st 
zuided by one director: C 

--~-

maiden voyage 
te has constantly 

4tiilPi•iWl:.,~111Jlffie design. The Institute 
1ftli11Jfl~at its disposal, which is 

'9fl1111'!'1rt.ream can be pretty hard on 
~-••ffied bubbles are out of commis

'ti.-ilris at a time. 
~bblW:are maintained in the Control Room. 

tbll.M: .. by the Infinite Man and the Restorer on 

ck to the time when 
ted by Amerind t ribes. 

e-size working replicas of 
p ies of each era's clothing, 

feature of the Hall of Ages is its 
ter, which presents hourly holo-tape 

ows a re called from the Time Viewer by 
researchers and star some of the greatest 

• a rth's history in real-life action. It's t ruly a 
for any visitor to the city. 

Boston is generally acknowledged as one of the 
est residential sections of the city. Many historic 

andmarks of early American history still stand preserved 
here, from the Old North Church and Plymouth Rock to 
t he hourly rounds of a "town crier," alongside newer bits 
of history like Cape Cod's monolith. But Old Boston is 
much more than ambience and history - it is also a 
micro-electronics innovator, a bastion of educational 
excellence, and home to a thriving social scene. 

Old Boston, is aplacewhereayoung man or woman can 
find nearly any type of entertainment imaginable. The 
streets of the Back Bay, North End, and Cambridge are 
awash in the trendiest fash ion finery and dotted with hot 
nightspots where patrons can maneuver their own anti
grav tables through the art -deco ambience generated by a 
50' tall bubble machine. In between, dozens of smaller 
clubs pulse with the beat of the latest holo-vids. 

Those who prefer artistry of a different kind can browse 
t hrough some of the city's well-kept museums - now kept 
open 24 hours a day by the increased use of robot 
personnel - or the holo stage p roductions where every 
seat is the best in the house. 

While Metropolis is the largest mega-city in North 
America, it is far from the only mega-city in the country. 

Sanangeleopolis, extends most of the way along the 
California coast. For the past three centuries, the area's 
economy has been undermined by frequent flooding of 
the local water table, necessitating the construction of an 
elaborate system of artificial peninsulas, bridges, and 
drainage systems that literally keep the city from sinking 
into the sea. 
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Lakopolis, population 57 million, is even larger than 
Metropolis in terms of the area covered by its city bound
aries, comprising parts of all of the former urban areas of 
Milwaukee, Chicago, Detroit, Toledo, Cleveland, and 
Toronto. The area's economy is dominated by ten to 
twelve highly automated heavy industry technoparks. 

In the Eastern portion of Lakopolis, the need for 
additional housing resulted in the construction of many 
large floating platforms across the surface of Lake Erie, 
which give the city the look of a modern-day Venice. 

Mega-cities are not solely the province of North America. 
Indeed, the city-state of Europolis is arguably the largest 
mega-city on Earth, with "neighborhoods" that include 
London (24 million), Paris (30 million), Amsterdam (12 
million), Stockholm (14 million), and the Ruhr (21 
million). 

London is a particular favorite among inter-galactic 
tourists, a unique mix of new and old world architecture 
and technology whose attractions range from the tradi
tional, Buckingham Palace and the Tower of London 
(where the Crown Jewels of England and the fabled 
sword Excalibur are still on display), to the modern 
Lloyd's Intergalactic Insurance Exchange. 

On the other side of the globe, one can visit the twin 
mercantile cities of Tokyo and Hong Kong. Hong Kong 

has spread far beyond the boundaries of its principal 
island to the mainland. It is dominated by a gigantic 
interstellar trader's mall where virtually any manner of 
product manufactured in t he UP or beyond can be 
procured for the right price. The mega-city 's spaceport 
was erected entirely on the ocean to conserve space and is 
serviced by floating platforms which ferry passengers and 
goods to and from the main city. 

For those who don't like cities, there are still a few 
relatively undeveloped areas on Earth to visit. One of the 
most popular of t hose areas with tourists is the 
Himalayas. Attempts to industrialize t his area failed 
when its only spaceport was destroyed in a snowslide. The 
only major enterprises operating here are a few cozy 
resort hotels that truly offer their guests an opportunity 
to get away from it all. 

The last place on Earth that a traveller would want to 
visit is Glacier Point, Antarctica - Earth's only medium 
security prison. Prisoners here are kept on a regimen of 
hard labor, working in the geo-thermal energy fields. 
Steady mind-scan treatments attempt to break down and 
eliminate the prisoners' criminal tendencies and pave the 
way for later psychic rehabilitation therapy. Glacier Point 
holds only non-powered prisoners. Its security consists of 
a 15-man on-site SP force and a system of flying secur ity 
drones armed with energy-beam weapons. 

e\\c~c\opedia ga/actica 

EARTH-Go~~====== 

EARTHGOV: HISTORY 
Earth stands out among the UP as one of the prime 

movers of the UP, both through its location and as one of 
the mother worlds of colonization. Still rich in resources, 
positioned at a convenient transit point for interstellar 
travel, and current home of the UP Council, Earth 
attracts endless streams of opportunists, business people, 
political impresarios, and tourists. 

Earth in the 30th Century is an electronic village. 
Utterly reliable, technology and automation have per
vaded Eart h's daily life. Nearly instantaneous travel and 
instantaneous communication have brought all of Earth 
within a word's reach or a footstep; it takes less than an 
hour to reach any point on the planet's surface from any 
other point. 

In this instantaneously accessible Earth, the Earthgov 
plays the traditional role of governments: it plans and 
provides for planetary defense and the maintenance of 
planetary welfare. Yet technological advances have 
changed the term "welfare," and by doing so have changed 
the importance of other factors chat contribute to a 
planet's welfare. 

Over the past ten centuries, Earth has progressed from 
a balkanized world to a world united under a planetary 
government, headed by one elected president. As trans
portation became faster and more automatic and com
munications grew faster and more effcient, national 
boundaries grew to be of little importance except to the 
leaders who made them. Eventually, even the prestige and 
power of national leaders could no longer hold the world 
back from becoming a un ited world and Earth's first glob
al government, Earthgov, was born. 

EARTHGOV: PHYSICAL ORGANIZATION 

WorldComp, the world computer network, is essential 
to life on 30th Century Earth. Similar to globe-spanning 
computers on other worlds, World Comp provides a global 
network of media, information, and essential services. 
Without it, for example, Earth's organization, scheduling, 
and its exchanges wit h other UP worlds would crash in 
seconds. WorldComp oversees world air, ground, and 
underground traffic, incoming and outgoing space traffic, 
holds information on thousands of projects, carries the 
media, and is one of Weber's World's "tapedumps" (see 
Weber's World under UP Gov). WorldComp juggles the 



·ake-off and landing schedu les for Earth's spaceports, a 
delicate task given the demands of launch windows and 
,pace t raffic. It a lso coordinates alJ shuttle and transtube 
:uns. A large section of its databanks is perman ently 
assigned to storing and analyzing banking and t ransaction 
data, World Comp also handles all communicat ions, holo
~aphic or otherwise, and coordinates the SP drones. 

Further proof of the marriage of technology and 
practicality is WorldCom p's use to select the President of 
Earth every seven years. The growth of in telligen t com
puters -able to weigh such intangible factors as relative 
worth a nd leadership, "evil", "bad", and "good" - makes it 
possible to base a dispassionate selection of Presidents on 
ability, not popularity. Th is means that, although the 
"'lections are still one-day popularity contests fo r most 
Earth citizens, t he choice lies between equally-qualified 
andidates. 

In a world of intelligent (but not sentient) drones, robo
police, autohounds, and cleaning devices, WorldComp is 
close to the sentience, but has no distinct personality such 
a:. Computo flaunts. 

WORLDCOMP 
DEX: 30 Srn: 2 
h°T: 44 WILL: 10 
hn: 3 AURA: 2 

Boov: 15 
MIND: 20 
SPIRIT: 2 

Politics and Institutions 
The actual process of electioneering has been vastly 

~1.m plified since pre-selectioning by WorldComp for all 
elective offices was initiated. As Earth's cities grew and 
melted into one village with regional differences, the art 
nf picking leaders became more difficult. The task of 
.etting each individua l person campaign was over
-... ·helming. It wou ld have taken years and votes would be 
-::ast solely to rid oneself of the constant drone of 
andidates' speeches. 
There was, finally, no other recourse but to entrust t he 

weigh ing of individual candidates to the carefully devel-
ped artificial intelligence programs, once used only by 

newscasters and political students. The world com
puters were already t rusted with keeping t rack of each 
... ndividual's history. They were linked (eventually to be 
.:mown as WorldComp) and each individual's personal 
:a.story and accomplishments were monitored impas
~I\·ely from his first step. 

Candidates are selected by World Comp based on t heir 
;:,kill, competency, decency, and above ail, on their ability. 
There are no more t han ten candidates, no less than two. 
The candidates are given the same 24-hour period to 
cam paign, with equal opportunity for access to local and 
world-wide halo-networks. A candidate may refuse his 
nomination wit hin two hours of his notification of his 
candidacy. 

Election Processes 
All registered Earth citizens over the age of majority 

may vote. For Earth humans, t his means t he age of 14 
solar years. For naturalized aliens, this means the age of 
majority in their native world, translated to solar years. 

Voting is based on the one-man , one-vote system. 
Multiple voting systems were tried and discarded as too 
complicated. Voting is done from t he home or office by 
tying in to the WorldComp network, establishing identity, 
and casting one's vote. Votes cannot be changed, nor can 
they be cast more than once. 

The voter's identity is established by retinal eyecheck 
or brain wave check, both easily performed by t he World
Comp console and lasting only seconds. 

Terms of Qualification And Election 
Candidates are notified by the Science Police early in 

the morning of selection day and guarded throughout 
t he day. The candidates have only this day to campaign: 
t his includes speeches and any politicking they may 
want to do. Any and a ll media are open to them for that 
day. Most candidates choose the special holo-news 
broadcasts to deliver a speech t hat lasts between one 
and two hours. 

Candidates must be of Earth origin, be at least sixteen 
Terran years old, and have no criminal records. There is 
no upper age limit. Most candidates possess higher 
schooling and most have produced theoretical or 
abstract papers or lectures. Previous experience in 
government does not seem to be a prerequis ite for 
candidacy, although those elected have usually already 
served in some official capacity. 

The President's term is seven years. His term may end 
before this if he resigns (like Marte Allon), is assas
sinated, becomes incapacitated, or dies naturally. 

EARTH GOV: 
STRUCTURE AND ORGANIZATION 
The President ofEarthgov is backed by both Earth and 

the UP and can draw on the following resources: 
•UP analysts, 
•the local UP Galactic Coordinator, 
• ChiefZendak and the Metropolis-based SP contingent, 
• a vast network of regional Terran coordinators, 
gover nors, and mayors,and 
•all the resources of WorldComp. 

The President is directly backed by t he Governors of 
Earth, the eight persons responsible for planning global 
activities and policies. The Governors are chosen once 
every six years by the President from a pool of names 
suggested by WorldComp. The Governors work directly 
with the President, with WorldComp, and with the heads 
of the various UP services assigned to Earth. They are 
ultimately responsible to the President and ChiefZendak 
for taking care of any disorder and discontent in their 
respective sections of Earth. 

The position of Governor is sufficiently powerful that 
any administrator leaving the staff of a Governor is 
actively recruited by the mega-corporations as a high 
powered exec or t roubleshooter. Governors a lso have 
their advisory boards, which are usually drawn from a 
pool of lower-echelon administ rators. 

Directly responsible to t heir regional Governor a re th e 
City Mayors. Many individual cities of t he 20th Century 
have merged together in their sprawl and the office of 
City Mayor has grown to encompass the entire mass. On 
a much more involved level than the Governors or 
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President, the Mayors take care of their respective cities. 
However, not even the Mayors can do everything; the 

gritty details of running things for a city that averages 
t he size of Los Angeles and San Francisco (including a ll 
their intervening land) combined is taken care of by 
Regional Managers, aided by human and computer 
managers. 

Also avai 
local Gala 

·n the UP is supported by a 
:Jntriiws enjoy the polit ical clout 

Due to t his and a lso to its own tradition of vigorous 
living, Eart h is in t he forefront of political movements 
and economic questions. Earth protests sparked the 
Protean sentience movement and now have fueled the 
movement to declare Proteans full UP citizenship. Earth 
pushed through t he funds for Medicus One, the finest 
medical research station in P space. 

For these reasons, Earth has a strong tendency to 
identify itself with the UP. To some, this is an encouraging 
tendency, symbolic of t he future time when all planets 
will be one in a united universe. To others, such as t he 
Imskian Liberation Front, Earth is one of the worst 
symbols of UP domination. 

ECONOMICS: 
EARTH THE WELFARE STATE 
The Earthgov has many of the hallmarks of a welfare 

state; the government takes complete care of the physi
cal needs of its citizens, providing them with free 
housing, education, medical care, and credit a llowance. 
I Iowever, it has not discarded the idea of work for gain; 
credits for extra consumption above the basics provided 
are earned t hrough extra work For example, while 
travel to any spot on Earth is free, the cost for space 
travel exceeds the basic credit allowance. A citizen 
might have to work from 30 to 200 hours, depending on 
his choice of work, to spend a honeymoon on a neigh
boring planet. 

There is also a s ubtle pressure among peer groups 
which can determine whether a citizen chooses to work 
or not. Some groups are content to let life roll on and to 
enjoy themselves while some have decided that work is 
good for t he soul and mind, in which case the type and 
duration of work chosen is a status symbol. And t he re 
are always those souls who have discovered that they 
like the idea of working for gain, who make a virtue of 
working to provide extras and who bend body and mind 
to amassing credits, often discovering in the process 

that credits are only the chips in t heir game of acquisi
tion and manipulation, such as R.J. Bra nde. 

This means t hat Earth's population is primarily a lei
s ure class with the possibility of working at what 
interests them, access to the educational resources t hat 
free so many people to le isure, and t he leisure t ime and 
choices on using it t hat result. Since a person is more 
important than a machine, if a person insists on doing a 
job that is usually done by a machine, t he machine may 
be wit hdrawn and assigned elsewhere by WorldComp. 

This means that Earth has no "working class." Those 
who work are motivated by their own interests rather 
t han out of need. All routine tasks arc accomplished by 
robots, so there is no need to work at drudgery and the 
resources of WorldComp are available to match anyone 
who wants to work with su itable employment. The job 
and population situations are held fairly stable by the 
expense of travel between planets. 

Wh ile there are plenty of employment opportunities 
for Earth inhabitants who wish to work, specialized jobs 
exist wh ich draw on other talents from other planets. In 
part, t hese jobs are fill ed up by a UP-provided service of 
labor contracting. Worlds needing specialized labor may 
advertise for the positions t hey need and will pay the 
t ransport costs fo r worke rs who answer the call. A 
worker who responds to the posit ion will be subject to 
the same rules on the world of employment as t he other 
inhabitants of that world. In addition, his world of origin 
bene fi ts from his employment as well, eithe r being paid 
for his services or receiving another form of credit. 

For example, if a Braalian responded to a labor 
cont ract position on Earth, he would be treated as other 
Earth inhabitants, with housing, food, medical care, 
education, and a credit allowance being provided by 
Earth. However, because he was required for a special
ized position, Earth could compensate Braal for his 
services by a exchange of services, by shipping foodstuffs, 
or by t ransferring credits to Braal's account at the 
Intergalactic Bank. 

Money 
Money is still widely used in the GP. How it is handled 

and what fo rm it takes depends on a specific world's 
technological level. Many of the high-tech planets have 
dispensed with "folding~ money altogether. A citizen's 
account information (as well as his general information) 
is monitored by a data-bank system. His retina print or 
finger print, when applied to a sensing surface, author
izes a debit to his account. 

Credit card systems still enjoy considerable popularity 
on low-tech worlds, sometimes supplimented with .. hard" 
cash. Some worlds also use them as combination credit/
identification cards. 

A by-product of the technologies used to s upport 
data-banks and credit card financial systems is that it 
also supports a ready transfer of information about its 
citizens through the banking system. One of Weber 's 
World's main functions is to be a c learing house fo r 
financial and related in formation on UP citizens (see 
UP-Gov: Weber's World). 

Some worlds still use cash to transact their business, 
either because they do not have the technology to 
s upport a credit card or retina-check system or because 



it helps business. An example of money used to attract 
business is the an imated gambling chips in t he Ven tu ran 
casinos, which can run onto the roulette wheels and 
onto the baize tables on their own. 

CRIME AND PUNISHMENT 
Earth's population level is made possible by tech

nological applications to farming and transportation as 
well as housing but the degree of organization needed to 
meet the needs of 15 billion people also leave no margin 
fo r tolerating criminal behavior. The policy for wrong
doing iS that the penalty is paid first; afterwards, ifthat 
person has still not learned ·that criminal behavior 
brings no reward, t hen the criminal elements are 
removed from his personality. 

If a person finds value in doing harm to other people, 
his life has more value t han his attitude. When caught, 
he is punished; ifhe does not change his ways after that, 
his attitude is changed for him so that he no longer finds 
value in harming others. 

Rehabilitation in t he 30th Century is based on the 
premise that if the means of survival is limited, there is a 
basis for choosing who will survive. There are various 
punishments for transgressors. Normal prison terms, 
varying from 2-50 years, are used for non-violent crimes. 
Because prisons are merely mechanically guarded and 
serviced holding areas, with few amenities, there are 
\"ery few repeat offenders. 

If the crime is not severe enough to merit mindwipe o 
imprisonment on Takron-Galtos/ Labyrinth, the criminal 
will be sentenced to hard labor in one of the prisons on 
Earth or on the prison asteroids. There is no rehabil
nation until the sentence has run its course. At the end 
of his sentence, the criminal undergoes a brain probe. If 
there is anything left of the drive that impelled him to his 
crime in the first place, he is mindwiped and rehabil-
1cated to fit into society again. If he clean of compulsion, 
:he psychic rehabilitation is sufficient to start him back 
mco society. 

ORGAN BANKS 
Recent ly, Earth has been riding a medical tidal wave

...,ichin a handful of years, medical technology has taken 
a gigantic leap forward, breaking through with new 
methods and techniques that weren't even dreamed of 
before. Nowhere is this more evident t han in t he spring
ing-up of organ depositories. 

Although limb replacement was mentioned in ancient 
records, the technique has only recently been rediscov
ered. When Lightning Lad lost his a rm to the Moby Dick 
of space, he was forced to make do with an arm of metal. 
Although he eventually regained his arm through a 

completely different source, at the time he was com
forted by the doctor's news that they were "planning an 
arm and leg bank, using newly invented medical tech
niques." 

In the few years s ince then, he art has 
progressed from planning a ( hu an) arm and leg oB.111-~ 
to constructing organ banks tha supportpartsfornon
humans and humans alike. Ther aresixbanksonEarth 
alone and a bank on Medicus On . 

Earth has made political capital of its position " 
center of t he universe" and tl)e organ banks E!nly 
strengthen it. Although other wo~ds have their kWed 
surgeons, only Earth has t he cent l1 location exploit 
the contents of their banks. Very~ worlds t er than 
Earth maintain more than one ban This has led to the 
birth of "organleggers" - thieves ho eal from the 
organ banks to sell to those r ich or ate enough to 
pay their price. 

So far, the organ banks have survi ed the organ legger 
raids, although the bank on Medicus One was devastated 
by Organus, the monster tossed in as a capsule by 
raiders. Earthgov has assigned extra SP to the bank's 
security. 

The banks are fed by both voluntary and involuntary 
donation. A citizen's record is encoded not only with his 
or her medical history but also indicates what, if 
anything, is to be donated to the banks in case of death. 
Once an organ passes medical inspection, it is anony
mous except for the donor's medical history and is 
available to any recipient of the same planet (with rare 
exceptions) with a compatable history. 

To prevent abuse, there is a guiding, if harsh, rule 
overning bank "withdrawals." All donations are reck
ned to the account of the home planet of t he recipient. 
minimum quota must be donated before a planet can 

~
ake withdrawals and t he planet may withdraw only up 
what it has donated. The Sklarians have been partic
arly skimpy about donation and have resorted to 

o gan legging to fill their transplant needs. This has been 
h lted for the time being by Invisible Kid, Chameleon 

--._ .... ,,v, and Shrinking Violet. 

Religious and social belief as well as politics slow the 
growth of organ banks on some other worlds. Durlans 
are proscribed because they reject offworld assistance; 
t he magicians of the Sorceror's World cu re through their 
spells. On Ventura, though, there is a greedy market for 
new internal organs to replace those worn out by fast 
living and too many"sunbelts" ( a lethal drink, specialty 
of the Venturan casinos). On Imsk, the Liberation 
leaders would probably reject UP overtures on behalf of 
t heir planet, while secretly making deals for themselves 
- all in the name of "continuing to be fit to lead," of 
course, while "rejecting the heavy hand of the UP." 

Involuntary donation is a matter of concern to the 
lawmakers and philosophers of Earth and of the UP. 
Once large-scale organ preservation and transplant 
became possible, a minor movement to establish organ
banks as a death sentence arose for those few criminals 
pronounced impossible to rehabilitate and unable to be 
kept safely on a prison planet. The UP has opposed, and 
will continue to oppose, any move in this direction 
because it believes that life is sacred, although an 
individual's use of his life may run counter to society's 
requirements. 
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Venus is inhabited by a splin!Pr <"Ultur c> of humanity, 
largely isolated from Uw mainstrPam of society. It was 
originally colonized in tlw Parly t wt•nty-first ('l'n tu ry, after 
an exploratory mission hy a IPgPndary figurP, tlw 
Unknown Spaceman. As a n•sult of its violent dimate and 
extremely hazardous wild I if<' - including the dangerous 
gyrak-tyu, the octopus vine, the hopper, and the vieious 
sneep - the residents of Venus have developed a violent 
distrust (bordering on hatrPd) of anything not n•adily 
recognizabler as a produC't of Earth's ecology. Thus, trans
mutation and shape <'hangP an• t"onsidPrPd almost C'Vil 

here. 

Luna 
Earth's moon is now a national park ofsorL<>. Although 

mostly barren, Luna is thP honw of thl' Musc>um of Early 
Space Travel, which contains many exhibits detailing 
mankind's earliest explorations (and exploitations) of 
the universe. 

Mars 
This close neighbor of Earth was formerly the home o f 

the Science Police Training Academy. While in training 

§ 
' " .f ~ " ~ ~ 

0 

• • 

lwn', Gim Allon was givt•n his Colossal Hoy pown hy a 
nwt t'or showPr. 

Nmvadays, Mars is bt•tter known for its night spots and 
resorts; most famous among tlwm is Nix Olympia, of 
which it has hN•n said, "if.11011 can't have fun hPrP, either 
yrm 'n> alreruJ.11 in heavt>n or you '1·e en route. " Evf'n tht• 
n'<'Pnt in tilt rat ions and attacks by Starfingt•r havt• not 
dt•tt•rrPd fun -sPekers from the world. 

Titan 
Largest and most renowned of Saturn's many moons, 

Titan is th<' birthplace of now-retired Legionnaire Saturn 
Girl. It is a society of mentalists who keep greatly to 
themselv<'s - not from xenophobia but rather from tlw 
aC'ute disC'omfort Titan ians feel in the company of thost> 
who cannot adequately shield their thoughts. 

As a n•su lt of a peculiar sort of radiation from Sat.urn's 
rings, Titan (and Saturn's other moons) experiencP no 
crime. 
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~~rJ CIENCE POLH i.'-1:========= 

I. Overview 
The Science Police is the UP's primary law enforcement 

agency. Each world has a small SP contingent, ranging in 
size from 100 stationed on Earth to the rotating two-man 
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team stationed on quarantine duty orbiting Durla. 
Although the SP handles everything from quelling planet
wide revolutions to finding lost children, its primary 
duties are to control smuggling and trade violations, 
guard government officials, suppress anti-government 
terrorism on all UP planets, and investigate any type of 
violent crime. The SP also has sole administrative respon
sibility over all prison facilities in the UP, including 
Labyrinth, the maximum security prison planet. 

The SP draws its personnel from all the planets of the 
UP and the force is racially and sexually integrated. Local 
forces have a f.air amount of leeway in how they handle 
local crime, within the boundaries of a general procedural 
framework. Indeed, the SP's overall heirarchy is fairly 
decentralized its training academy in Europolis on Earth, 
and its Museum of Police Procedures on Thanagar. 

Earth's SP force, commanded for the last eight years by 
Chief Kimball Zendak, is the largest SP unit in the UP. Its 
100 officers are stationed around the planet, with 12 in 
Metropolis, another 15 at the Antarctica medium-security 
prison, and the remainder scattered around Earth's other 
major population centers. 

The comparatively high concentration of officers in the 
Metropolis area is due to the large number of important 
government officials who live or visit there, including 
members of the UP Council, planetary legates and ambas
sadors, and the household and administrative staff of 
Earths own president, Mojai Desai 

Officers are assisted by the worldwide Crimewatcher 
program, whose many sub-utilities monitor the activities 
of all former criminals, analyze business and tax reports 
for irregularities, and estimate the probabilities that 
threatened criminal or terrorist acts will actually occur; 
officers are also aided by a force of computerized drones, 
that are capable of handling most routine enforcement 
actions. 

II. Powers and Limitations 
Although all Science Police operatives are sworn to 

uphold the laws of the UP, they have broad discretionary 
powers when it comes to apprehending dangerous crim
inals like the Fatal Five and the Legion of Super-Villains. 
When dealing with high-powered criminals, the SP can 
use electronic or telepathic means to obtain information 
from suspects, use procedures that could be termed 
entrapment, and employ any level of force deemed 
necessary to bring about their successful apprehension. 

Planetary SP Chiefs have wide-ranging discretionary 
authority to withhold information from the public when 
necessary and may (through Earth SP Chief Zendak's 
office) call in the Legion to provide assistance. 

SP officers and drones customarily make arrests with
out informing suspects of their rights (the rights of 
suspected criminals appear to have been subjugated to 
the rights of society as a whole). 

SP training normally begins at age seventeen; promising 



potential applicants are often recruited and carefully 
monitored for several years. 

Prior to their admission, all applicants are required to 
undergo strenuous mental testing to ensure their mental 
stability and loyalty to the UP. The four year basic training 
course includes mandatory courses in law, police proce
dures and methods, and extensive training in weaponry 
combat. 

Graduates of the program have the following minimum 
levels of Skill training: 

•Charisma ( Interrogation): 3 
• Detective: 3 
• Martial Artist: 2 
•Scholar (UP Law/ Computer Science): 2 
• Survival: 3 
•Vehicles (Land/ Space): 3 
•Weaponry (Firearms): 3. 

Average attrition rate for the program is 30-40% of each 
mcoming class. 

Those who make it through basic training and are 
mducted into the Force may take 2-4 years of additional 
study in one of the SP's four specializations: 
1) Psych-techno (4 years): This program provides officers 
\\ith full training in the use and interpretation of the 
entire battery of brain-scan, psychprobe, and repro
gramming equipment used by the SP. 

Applicants who successfully complete this program will 
have these minimum Skills in addition to those listed for 
basic graduates: Mind Probe (with proper equipment 
only): 5; Spy: (Brainwashing) 4. 

Officer Usu tu of the Earth SP force is a graduate of this 
program. 
1) Computer ScUmce (2 years): This program provides 
advanced education in the programming and application 
of the Crimewatcher system and other SP computerized 
data bases. 

Applicants who successfully complete this program will 
have these minimum Skills in addition to those listed for 
basic graduates: Scholar (Computer Science): 6. 

Officer Quav of the Earth SP force has completed this 
program. 
3) Legal Services (3years):This program offers advanced 
training in statutes of the UP and its member nations, 
mcluding rules of evidence, extradition laws, etc. 

Applicants who successfully complete this program will 
have these minimum Skills in addition to those listed for 
basic graduates: Scholar (UP Law): 6, Detective (Law): 5. 
.J) Anti-Terrorism (2years):This program is designed to 
!lone the officer's combat and investigative skills to deal 
with the peculiar circumstances of terrorist and revolu
ucmary activities. 

Applicants who successfuUy complete this program will 
have these minimum Skills in addition to those listed for 
basic graduates: Martial Arts: 3; Weaponry (Firearms): 5; 
Yilitary Science: 3. 

Captain Trake of the Earth SP force has completed this 
rraining program. 

Competition for spots in these specialized programs is 
fierce, as positions in these specialties are limited. If a GM 

wishes to test whether or not the applicant has been 
accepted into a special program, a roll of 15-20 has to be 
made on 2010. 

The following modifiers will increase the chances of 
being chosen for a position in a special program: 

• Add 2 for each point of INT over 2 APs 
• If the Anti-Terrorist Program is chosen, add 2 for each 

point of DEX over 2 APs 
• Add 2 for each year of SP duty completed 
• Add 3 for a low-level connection with SP hierarchy 

or Legion; or 
• Add 5 for a high-level connection with SP hierarchy 

or Legion. 

After acceptance, those under consideration for com
mand rank positions must complete a two-year leadership 
program emphasizing criminal psychology, military sci
ence, and diplomacy. 

Only those with at least five years experience and a 
clean service record are even considered for this program 
and a rejected candidate may only apply twice more in his 
career. Chief Zendak and Gigi Cusimano of the Earth SPs 
have both completed this training course. 

The Psych-techno Division of the SP is constantly 
striving to devise new techniques to break through psy
chic defenses and ferret out hidden enemies before they 
can put the UP at risk. All active SP officers must submit 
to a weekly brain-scan (treat as a Mind Probe with an AV 
of 5) by the SP psych-technos, designed to reveal any 
criminal tendencies or mental strains. Despite this rig
orous scrutiny, however, there have still been two prom
inent SP officers who have "gone bad" without warning in 
recent ye.ars -Ontiir, the serpentine Dark Circle double
agent who once served as SP commander of Weber's 
World, and Emil Voltaurus, the former SP chief who 
assembled and led the organization of powered criminals 
known as the Taurus Gang. 

Though an SP Officer commands a position of respect in 
30th Century society, the job is not without its peculiar 
drawbacks. First and foremost, an SP officer must be 
extremely flexible - for with so few officers on a given 
world, each must be prepared to take on any kind of 
assignment at a moment's notice. Officer Shvaughn Erin, 
for example, has the technical assignment of Liaison 
Officer to the LSH but over the past three years she has 
been seen investigating an internal SP security breach, 
guarding former Earthgov President Marte Allon, dis
persing a riot at Metropolis Stadium, assisting the Counter 
Intelligence Corps in its attempted infiltration of the Dark 
Circle, capturing smugglers at Metropolis Spaceport, 
going into combat against fugitive members of the LSV, 
and searching for Chief Zendak's lost nephew in Catskill 
Park. 

The limited size of most SP contingents also forces each 
individual officer to be extremely self-reliant. On many 
less-populated planets, small 1-2 man patrol teams may 
work for weeks or months at a stretch without ever 
receiving backup on an assignment from another SP. Con
versely, a major enforcement crisis on one world, like a 
civil revolt, can severely strap Police resources and leave 
3-4 other worlds relatively unprotected; even on Earth, a 
terrorist attack on another part of the planet can reduce 
the Metropolis unit to a skeleton crew of men and drones. 
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III. Equipment 
Science Police officers on routine patrol duty are 

almost always seen wearing their standard uniform - a 
two toned purple and blue-black jumpsuit with heavy
duty black boots, a white helmet with a built-in microwave 
transponder (range 16 APs), and greenish glare-reduction 
goggles. The SP of the planet Thanagar a re a notable 
exception to this rule, having permission to dress in the 
traditional garb of their planetary forerunners, the Hawk 
Police. 

Uniformed officers encountered by Player Characters 
will normally be armed with a laser p istol and use a 
two-man personal flyer as their primary means of trans
portation. In addition, each officer has access to the SP's 
computer network and small army of crime-prevention 
d rones, to assist him/ her in data gathering and analysis, 
rouline interrogations and investigations, and even in 
more physical tasks like the pursuit of fugitives. 

Each planetary headquarters unit also contains a well
stocked armory of non-standard weaponry, protective 
armor, and vehicles (including starships) for use in 
particula r types of emergencies. Lesser-used weapons in 

the SP arsenal include laser rifles, flechette guns firing 
tranquidarts or canisters of tear or nerve gas, smoke 
bombs, and electronic stun-sticks used for riot control. 
Protective garments include r iot helmets with built-in IR 
and UV sniper-scopes, lightweight body armor, and 
powered battle-su its with built-in weaponry and full
scale hostile environment capability. Meanwhile, the SP 
hangar deck/ motorpool p rovides officers with a wide 
variety of state-of-the-art transport equipment, ranging 
from ground effect flight p latforms to 20-man a irships, 
and from one-ma n ITL shuttlccraft to fu lly armed battle 
cruisers. 

GM NOTE: Game stats for these various items are pr e
sented in the Equipment sections. 

All special equipment is to be used "only in appropriate 
situations:" donning riot gear and packing a nerve-gas gun 
to hunt down a purse s natcher is frowned upon (to pu t it 
mildly). All requisitions ofFTL craft or exotic arma ments 
like laser rifles or battle armor must have the written 
approval of the p lanetary SP commander or confirmed 
holoscreen authorization by Chief Zendak or Legion 
Liaison Officer Erin. 
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IV. Personalities 

Chief Kimball Zendak 

DEx: 5 STR: 3 Boov: 4 
lt-.T. 6 WILL: 3 MINO: 3 
I NFL: 2 AURA: 2 SPIRIT: 2 
INITIATIVE: 13 (16) H ERO POINTS: 15 

SKILLS 
Charisma ( Interrogation): 5; Detective: 
7; Martial Artist: 3; Military Science 
(Demolition & ECM): 5; Scholar (UP 
Law Computer Science): 3; Spy 
(Coding Photo Interpretation): 3; 
Vehicles (Land/ Space); Weaponry 
(Firearms): 6 
Background: Zendak is a crusty, 

middle-aged Earth native who is a 
crack shot with any sort of firearm. 
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He is a car eer SP officer who rose 
quickly up through the ranks to his 
current position, including a notable 
tour of duty as commander of the SP 
garrison on Takron-Galtos. He com
mands a great deal of influence in the 
SP hierarchy and has often led SP 
assault teams on off-world missions. 
In his dealings with the LSH, Zendak 
has often expressed his distaste for 
the Legion's less-than military disci
pline; nonetheless, their heroic efforts 
have won his grudging respect and 
cooper ation on most matters. 

Role-Playing: Zendak has a gr uff 
exterior but his bark is worse than his 
bite. He demands (and receives) con-

scien tious performance from his offi
cers and likes to do things "by the 
book." He usually disciplines officers 
who have stepped out of line by giving 
them undesirable assignments (such 
as GiGi Cusimano's disastrous stint 
as liaison officer to the Legion of 
Substitute-Heroes) that get his mes
sage across without permanently dam
aging anyone's service record. Unflap
pable in the face of any crisis, he is 
both a valuable ally and a mo t dan
gerous enemy. 

Lieutenant Roon Dvron 

DEX: 3 Sm: 2 BooY: 2 
INT: 4 Wru.: 2 MIND: 2 
INFL: 2 AURA: 2 SPIRIT: 2 
INITIArn"E: 9 ( 12) HERO POINTS: 0 

SKILLS: 
Charisma (Interrogation): 3; Detective: 
4; Martial Artist: 2; Scholar (UP Law/ 
Computer Science): 2; Survival: 4; 
Vehicles (Land Space): 3; Weaponry 
(Firearms): 8 
Background: Dvron, a red-headed 

Metropolis operative and resident of 
the Small\.-ille section of the city, was 
the officer in charge of the SP's 
unsuccessful investigation into the 
attempted murder of Laurel Kent. 
Although earnest, hard-working, and 
anxious to prove himself in the eyes 
of Chief Zendak, Roon appears to be 
somewhat out of his depth when 
complex deductiYe abilities are called 
for. 



Officer GiGi Cusimano 
DEx: 3 STR: 2 Boov: 2 
IN'r: 4 WILL: 2 MLND: 2 
INFL: 2 AURA: 2 SPIRIT: 2 
I NITIATIVE: 9 HERO P OINTS: 5 

SKILLS: 
Charisma (Interrogation/ Persuasion: 
3; Detective: 5; Martial Artist: 2; 
Scholar (UP Law/ Computer Science): 
3; Survival: 3; Vehicles (Land/ Space): 3; 
Weapons (Firearms): 5 

Background: Despite her youth, 
GiGi Cusimano is a long-time col
league of Chief Zendak who, except 
for her two years in the SP leadership 
program, has served under him since 
Zendak's tour of duty on Takron
Galtos. She is currently assigned as 
an operative in the Metropolis area 
and shares living quarters with Officer 
Shvaughn Erin. Cusimano is involved 
in an on-again, off-again romantic 
Subplot with Dirk Morgna (Sun Boy) 
and has a long-standing friendly 
relationship with Girn Allon (Colossal 
Boy) which began when t he two were 
trainees at the SP Academy together. 

Role-Playing: GiGi is a multi-fac
eted personality, a ll business while on 
the job, yet outgoing and flirtatious in 
her private life. She is not afraid to 
say what's on her mind (once chewing 
out Superboy for smashing through a 
wall in SP headquarters instead of 
using the entrance portal), even if it 
sometimes gets her into trouble. GiGi 
owns an impressive personal collec
tion of ancient detective novels and 
was a big fan of the Legion long before 
her first personal encounter with its 
membership. Her relationship with 
Sun Boy has vacillated wildly between 
love and hate, as the similarities in 
their personalities have often pro
duced sparks. Beneath her "party 
girl" exterior, GiGi is actually quite 
sensitive emotionally and tends to 
strike back vindictively when hurt. As 
an officer, she is first-rate, equally 

Using the Science Police 

able at both combat and administra
tion. It would not be unrealistic to 
envision her someday succeeding her 
boss as Earth SP Chief. 

Officer Shvaughn Erin 

DEX: 4 STR: 2 B ODY: 3 
INT: 4 WILL: 3 MrND: 3 
INFL: 2 AURA: 2 SPIRIT: 2 
INITIATIVE: 10 (13) HERO POINTS: 10 

SKILLS: 

Charisma ( Persuasion): 3; Detective: 5; 
Martial Artist: 3; Scholar (UP 
Law/ Computer Science): 2 
Suivival: 3; Vehicles (Land/ Space): 4; 
Weaponry (Firearms): 4 

Background: An Earth native of 
Celtic descent, Shvaughn currently 
serves as the SP's Liaison Officer to 
the LSH. She is also responsible for 
maintaining good relations between 
the two organizations, planning joint 
operations, exchanging intelligence 
about criminal activities, and smoot 
ing over misunderstandings betwe p 
the Legion and Earthgov. 

Shvaughn also works as a field 
operative in t he Metropolis area and 
shares living quarters with GiGi Cusi
mano, a fellow SP officer. Erin is 
currently involved in a budding ro
mantic Subplot with Legionnaire Jan 
Arrah (Element Lad). 

Role-Playing: Shvaughn is a con
summate professional who has dem
onstrated great vers<jility in handling 
her dual roles as o,.Pei ative and Liai
son Officer. Her a{f~on fo r Element 
Lad is very eviaent .• ~nd she has to 
some extent bee~ the aggressor in 
their relatiopship, du to Jan's own 
shyness a'}d reserve. ~though she 
has a~t" es expressetl frustration 
overthe tthattheirm tualrespon
sibiliti often keep the apart, Erin 
has l}ever let her emotio s adversely 
aff Ctherwork(even d ing the two 
re nt occasions when Element Lad 

d four other Legionn ires were 
inissing in action for prol nged peri
ods of time). Shvaughn as strong 
deductive powers and an stinctive 
underatandingofhumann ure, both 
of which serve her well in h r work 

In a campaign where the Players portray Legionnaires 
or Academy members, the Science Police should norm
ally be treated as friendly resources the Players can 
utilize to obtain up-to-the-second intelligence about 
criminal activities throughout the galaxy or more local
ized information about the geography, politics, or 
economic/ technological status of any UP planet the 
Players happen to be visiting. 

be used as starting points for adventure. On a somewhat 
less frequen t basis, the SP organization may itself 
become a source of adventure, as in the cases of the 
renegade SP officers Ontiir and Zoltaurus or the recent 
blackmail scheme against the Metropolis SP force per
petrated by one of its civilian programmers. 

Alternatively, the GM may want to consider the 
possibility of having his/ her Players portray members of 
a Science Police planetary unit. Since officers from the 
"native powered" planets are often encountered in the 
SP ranks, Player Characters would still have a wide 
range of potential powers to choose from and could 
interact with the Legion in the sam e manner that Off

SP requests fo r assistance - a distress call from the 
prison planet, a reported sighting of a villain group or 
old Legion menace, or a request to guard some important 
facility or personage from a threat of attack - can often icers Zendak, Erin, and Cusimano currently do. 
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Courts 
After a criminal is apprehended by the Science Police, 

he is held for trial at the nearest SP station. Each station 
has the facilities to hold up to 20 prisoners, although 
there are very seldom more than 6-10 prisioners at any 
one time. Prisoners have the right to counsel and, in the 
case of less serious crimes such as sim pie theft, are usually 
released on bail. Those out on bail cannot, of course, leave 
the planet, or even the continent, and any attempt to do 
so results in immediate revocation of bail and return to 
jail, courtesy of the SP. 

In any case, criminals seldom wait more than a few days 
for t rial. 85% of trials are conducted by robots - SP 
drones presenting evidence recorded at the scene of the 
crime, and computers rending impartial judgements and 
pronouncing sentence. In certain types of cases, a suspect 
has the right to a human judge, a full jury of twelve and 
human counsel, but most cases in this day of computer 
tapes and unbribable machines are foregone conclusions. 
The average defendant simply gives up and contents 
him/ herself with a human attorney to make cer tain that 
the computers and drones are working properly. 

Regardless of whether or not t he tria l is broadcast, a 
trial before ajury is conducted in much the same manner 
as one before a computer. Evidence is presented by both 
sides, there is a closing summation by the state and the 
defense, and the jury renders judgement and passes sen
tence. Appeals are allowed only if significaI_lt new evidence 
is presented to the authorities, and not simply at the 
whim of t he defendant or the attorneys involved. 

There are only a handful of judges on Earth to handle 
every single case not tried by computer, and their time is 
precious. The appeals system is even more limited, as 
most cases are not appealed. Accordingly, there is only 
one appeals court judge per region. Important appeals 
and constitutional challenges end up before the Planetary 
Supreme Court, and this body's decisions are final. 

Judges are chosen in much the same way as political 
candidates. When a post falls vacant, the planetary 
computers go to work and select the attorney or paralegal 
best qualified to assume t he post. This system has the 
virtues of being free of political patronage or influence, 
and of selecting those who may not necessarily expect it, 
thus cutting down on grandstanding to gain office,judges 
owing favors to politicians and thus rendering unfair 
decisions, and a ll the corrupt ion that went along with the 
other court systems. Once appointed,judges serve for life, 
or until retirement. The only exception is if t he judge 
proves demonstrably corrupt, senile, or otherwise unfit. 

Jails 
After sentencing, criminals are sent to any of a multi

tude of holding facilities. Those convicted of violent 
crimes are sent to the maximum security prison in Ant
arctica while the less dangerous end up in minimum 
security facilities, usually in the countryside in such 
places as Kenya, t he Sierra Nevada, or Vladiovostock. All 
prisoners have access to education, rehabilitation, tele
pathic psychiatrists, and the like. 

34 

Parole is almost unheard of, but, except for t he 
Antarctica facility, the jails are fairly comfortable. Pris
oners are lodged two to a room and can arrange for 
marital or family visits twice a month. They are also 
aJlowed access to entertainment or educational tapes, 
and to the gyms and exercise yards. The major danger in 
jails is not other criminals, but boredom - any attempts 
at escape, or violent thoughts in general, are detected 
telepathically by the psych iatric staff or by the occasional 
psychic guard. 

Although Earth's prison system is reasonably enlight
ened, other worlds differ in their treatment of criminals. 
On Thanagar, for instance, conditions are much harsher, 
sentences are longer, and access to therapy or education 
is restricted. However, all t he worlds of the UP agree on 
one thing: criminals of the magnitude of t he Legion of 
Super-Villains must be confined as well as possible, and on 
a separate planet where they cannot endanger innocent 
Jives. 



Takron-Galtos was the first UP prison planet. It had 
nothing on it but t he prison and the guards quarters. The 
cells ranged from containment chambers set to nullify the 
powers of those such as Sun Emperor or Lightning Lord 
to the solid block of inerton that was the only way to 
restrain Validus. The SP officers assigned to Takron
Galtos were handpicked and even more carefully screened 
than usual and included officers of such promise as 
(then ) Lieutenant Zendak and Officer Cusimano. 

However, during the recent time crisis, Takron-Galtos 
was destroyed by a wave of anti-matter. Most of the pris-

oners were safely evacuated with the help of the Legion, 
but Valid us proved unmanageable and was left behind. He 
is missing and presumed dead, the only known casualty of 
the evacuation. 

The prisoners were taken to a new maximum security 
world, codenamed Labyrinth. Very little has been de
classified about this world, but it is rumored that it will be 
even tougher than Takron-Galtos, with the latter's flaws 
and weaknesses corrected. 
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The United Planets (UP) is an organization of worlds, 
centered around Earth as the mother colonizer world. 
The UP does include some non-human worlds, with which 
it has treaties, but it is basically a way for Earth to stay in 
control of all the worlds she colonized. Its delegates are 
the member worlds' heads of government. 

The UP is both the name of the organization and the 
designation of au the delegates as a group. The UP Council 
refers to t he 10 or 15 voting members of the UP. The split 
into voting and non-voting worlds is a political measure 
on Earth's part to retain control over the organization 
and is done on a rotating basis, except for Earth's 
permanent voting status. 

In practice, t his means that the non-voting planets 
lobby frantically among members of the Council to get 
matters of local importance on the agenda and acted 
upon, leaving plenty of room for old friendships and 
rivalries, as well as various int rigues, to influence decision 
making. 

As permanent chair of the UP and the voting Council, 
Earth has veto power over any Council vote, which it 
takes a unanimous counter-vote by other Council mem
bers to overturn. If even one abstains or votes nay, the 
vote remains vetoed. 

Although member planets govern t hemselves, a member 
planet must accept arrangements and treaties agreed 
upon by the UP Council. However, t he UP will not interfere 
in a planet's internal affairs unless an agreement has been 
violated. If a planet disagrees with UP policy and wishes to 
secede, it normally may not do so; the only way to secede 

from the UP is to fight a war or to remove the planet 
physically from UP space, as Orando did. 

As an organization, the United Planets provides com
mon services and directs UP defense through the Space 
Fleet. Members may call upon the vast resources of the UP 
for defense from outside attack, and fo r a id in case of 
need. 

As UP membership grew, the UP Council established 
several related organizations to aid its operation: 
The UP law enforcement arm - the Science Police; 
The military - the UP Space Fleet; 
The Diplomatic Corps; 
and their bureaucracy, located on Weber's World. 

Currently, the dominant philosophy in the UP is "each 
planet for itself' while maintaining working relations with 
its neighbors and the Galaxy. A similar attitude prevails in 
the Space Fleet, the Diplomatic Corps, and the Bur
eaucracy, resulting in institutions where the status quo is 
difficult to overset and commissions may be bought and 
sold. 

Still, members of these related organizations believe in 
their service to the United Planets. Accepted applicants 
are encouraged to make the sen-;ce theLr career, and most 
are quite happy to do so. 

All four of these branches ha\·e L'P-widc powers by 
agreement of UP members. Refusal to accept authority of 
one of these branches is ground for l'P action or 
investigation. 

UP Culture 
The necessity of having a common base of under

standing between so many worlds has cau ed some 
changes in the normal cultural and social patterns of the 
member worlds of the UP. A common language, Interlac, 
has grown from the rudimentary trade language used by 
the early UP members and is now spoken by most UP 
citizens and most non-UP t rading partners. The arts have 
benefitted enormously from cross-<:ultural and alien 
interchange, and have widened their scope to the enchant
ment of all senses. Religion shelters a ";de range of belief 
systems and affects cultu re and the arts. 

Ethnicity 
Although Interlac is spoken throughout the UP and 

Eart h fashions and government dominate, ethnic pride 
survives. Religions, wit h their traditions and customs, 
persist, although in a broadened fashion, as do some 
festivals such as Halloween. The tinge of Catholicism 
lingers in Invisible Kid's use of the saints, while former 
President Marte Allon wonders if her son Colossal Boy will 
raise his children to be Jewish. Nationalism also lingers in 
movements such as Imskian Liberation Front. 

Languages 
The common tongue of the UP is Interlac, an artificial 

language based on English with liberal additions from 
other Terran languages. Every citizen learns Interlac in 
school in addition to his own language. Almost all 
newscasts and published materials are in Interlac. Non
human worlds tend to use Interlac solely for extra
planetary communications. 



However, some areas on Earth still commonly use their 
traditional language: 
Quebec (Franglais ), 
the Ivory Coast (also Franglais ), 
Tibet (Tibetan), 
Finland (Suomi), 
parts of Southern Africa (Bantu). 

Although the people in these areas all know Jn terlac, 
they prefer their own speech for local matters, taking 
immense pride in their cultural heritage. 

For tourists, bureaucrats, and travelers, small tele
path ic translators are available. These translate the local1 

language into Interlac, and enable the user to converse 
\ with the natives. These devices are especially useful for 

diplomats and importers. 

UP INSTITUTIONS 

The Council of Planets 
Currently, the UP covers two spiral armf ofthegalaxy. 

Each world, or each group of worlds spa,n~ by one 
government, is represented in the UP by its g~nt 
head. A government head represents his world eUP 
as long as he heads his gcwernment. 
NOTE: Because of game mechanics, UP space in the 
HEROES game has been proportionately shrunk to 120 
light years across, with all its planets, since the Legion
naires' flight, powers in game terms, are not practical 
across two spiral arms. It would take Dawnstar, flying at 
her top speed of 46 APs, months to make her grand tour 
instead of days. 

The UP has always met on Earth. Members from the 
farthest worlds attend through the use of holographic 
projection. A motion to change the venue is regularly 
introduced by the more remote worlds. As could be 
expected, Earth has always vetoed the motion. The 
council has never mustered the unanimous counter-vote 
needed to overturn the veto, because the Sol system is 
considered rich in amusement and intrigue, and because 
there is no consensus on where the council would move 
to. 

The UP is supported by a surtax system - "user fees," so 
to speak. Any time a citizen uses a service provided by the 
UP - space travel, consulting information stored on 
Weber's World, and the like - he is charged a small fee. 
Although in principle each member is entitled to one vote, 
as in any political institution, favors promised and 
received influence votes taken. The UP's actions are 
dominated by t he UP Council: the voting members of t he 
UP, which are a core of wealthy, resource-rich planets 
whose favor and support is carried by other less suc
cessful or more poorly-placed planets. They include Earth 
(as mother world and permanent chair), Colu, Naltor, 
and Titan. 

Although the heads of government themselves might 
not be the authorities on their planetary specialties, they 
may bring with them aides who are experts in their fields. 

Thus Beren ofNaltor has as his chief aide-de-camp Renre 
Vahn, a leading figure behind the Naltorian scene in the 
Intergalactic Bank. Vahn supplies a good deal of the 
Council's expertise in intergalactic financial affairs. His 
power of prophecy has helped his planet and the UP, 
avoid severe financial distress, even during the ebbs of the 
galactic work flow. Vahn has seen half a lifetime flow by 
while he has tended to Naltor's and t he Council's finances. 

The UP's own special branches - Science Police, Space 
Fleet, Diplomatic Corps, and Weber's World - all have 
permanent representatives at the UP who also act as 
advisors, although they have no voting privileges. 

The real strength of the UP, though, is wielded by the 
Inner Council, the voting members of the UP Council. 
While the other delegates can lobby and politic among 
themselves in constantly shifting alliances, they cannot 
vote. They can attempt to influence the voting members 
or approach them to bring up a voting matter. 

The UP generates a tremendous amount of communica
tions, working papers, and publications. Members can 
keep up with them by using various communications 
channels: 

The Council Newsline: Bearing some resemblance to 
the ticker tape of the old stock market and usually located 
in offices and living quarters, the Council Newsline is a 
holographic database of current events, commentary, 
and news announcements concerning UP members and 
planets. All entries are exhaustively cross-referenced so 
that a member can simply ask by voice command for all 
entries pertaining to a particular subject. Entries will 
scroll by at eye-level or be read aloud. Entries on the 

ewsline may be submitted to correlation analysis by 
dComp in order to spot trends or discrepancies. 

Wi omp: Earth's WorldComp, although not com-
pletely sen · t, can retrieve, correlate, and analyze very 
large amounts information, both current and past. 

7h .A11GlJ1Bts ftjr. UP Council: The Analysts are 
appointed by the UP cil and retained on contract. 
l'hey ~ the current 'tuations affecting the UP, 

· glDg intO theii' deliberatio e human factor that 
st' t be duplicated by compu s. 
Any~ of the UP aud the main odies can ask 

theAnal toresearc:handana!,zeanyeven rperson. 
Their advice· hlgblvprized, if not alwaysfollowi 

Many of the eptes also retain aides and pages o 
their staff who su Jy the ~tes with supplemental 
information. 

UP Membership 
Membership in the UP is au tom forworldscolonized 

by Earth and is established by tr tor alien worlds. 
Member worlds are represented by eir heads of gov
ernment. If a government is headed by ore than one 
individual, both or all are members. A me s ob"Ua-
tions include attendance at all meetings of full UP; 
mutual protection and support in times of atta and 
support of trade agreements and of the interga :&.etic 
credit base. 

Once a world becomes a member it is always a member. 
However, a head of government may change if he is 
succeeded by the next head of government. 

Secession is not acceptable to Earth. The only chron
icled successful secession was Orando's secession from 
the UP - which included seceding from UP space, time, 
and dimension. Once accepted into the UP, physical 
planetary removal may indeed be the only way to secede 
from the UP, with Imsk as a case in point. 
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UP Admission Requirements 

A. As an Earth Colony 
A planet colonized by Earth is eligible for membership 
in the UP when it has become self-sustaining. 

B. As a Discovered, Alien World 
1. The world is observed to determine if Earth can use 

its resources. 
After an observation period, a report is made on 

the planet's industrial level and the attitude of the 
natives. Whether the UP goes in as a conqueror or as 
a trade partner is affected by the world's location, 
resources and the use of these resources in inter
galactic t rade, and the aggressiveness and technical 
level of the native aliens. It also depends on intra-UP 
political pressures and the drive to find and exploit 
new resources. 

2a. The world is admitted to the first level of citizenship: 
The UP recognizes that the inhabitants of the 

planet are sent ient beings. However, the world does 
not have a delegate to the UP and the UP is in direct 
control of the planet's resources and destiny. All 
trade is conducted through a UP representative. 

b. The world is admitted to full citizenship: 
The world's government is recognized and its head 

receives a formal invitation to sit on the UP Council. 
The planet can deal directly with its fellow UP 
members. A move to grant a planet full citizenship is 
usually forced upon the UP as a result of popular 
movements or pressure brought to bear by other 
interested planets. 

The School of Diplomacy (Weber's World) 
While UP planets may train their ambassadors at home 

to represent t hem on other UP planets, ambassadors who 
represent the UP are trained at the Diplomatic Institute 
on Weber's World. 

The School of Diplomacy Campus covers 26.5 acres and 
has housing and training facilities for a permanent 
teaching staff and students. The School chooses the 
brightest candidates and turns out diplomats thoroughly 
indoctrinated in UP history and policy, and trained to 
turn the smallest bargaining point to UP advantage. 

The course of training is split into a theoretical and 
practical part, each part lasting up to 2 years. 

The theoretical part gives the candidate a thorough 
grounding in t he history and policy of the UP and the 
known major alien races. Courses in history, dialectics, 
geography, political science, alien and human physiology 
and psychology, are all designed toed ucate the candidate 
in the working of human and non-human minds, and how 
a being's thought processes influence political functioning 
and maneuvering. If a candidate leaves the school at this 
point, he possesses the groundwork for an outstanding 
political career. 

The second half of a candidate's training consists of 
observation and practice. He is eligible to accompany real 
diplomats on field missions as attache or aide-de-camp, 
and is trained further in debate and bargaining tech
niques. 
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The Skills given below represent an "average" diplomat 
graduated by the School. 

DIPLOMAT SKILI.S: 
Charisma: 3 (Persuasion), 
Detective: 5 (Identification Systems, Law, Police Pro
cedure), 

Martial Artist: 5, 
Military Science: 4 (Camouflage, Cartography, Elec
tronic Countermeasures), 
Scholar: 8 (Academic Study, Linguistics, Training), 
Spy: 4 (Coding, Connoisseur, Photo Interpretation) 
Thief: 4 (Security Systems), ' 
Weaponry: 4 (Firearms). 
The diplomat's Intelligence and Influence would be 

higher than average. He would always seek the UP's 
advantage, while being suave, personable, and discerning. 
He is able to speak plainly and forcefu lly to good effect 
when the right moment arises. He also possesses more 
than his share of luck. 

The UP Diplomatic Corps 
The Diplomatic Corps chooses its candidates from the 

cream of the Diplomatic Institute. The Corps is the 
diplomatic arm of the UP, sending representatives to new 
worlds or non-UP space. Ambassadors may also conduct 
delicate negotiations between UP worlds that have broken 
off relations. 

The Diplomatic Corps is also located on Weber's World. 
It is a small organization with a steady turnover of 
Diplomatic School apprentices. 

WEBER'S WORLD: UP'S INFORMATION STORE 
As the UP grew, it became clear that some central 

depository was necessary to store both the information 
generated by interplanetary business, as well as the 
people and machines necessary to process the inforation 
generated by daily business between the UP planets and 
fr iendly non-UP planets. Weber's World, a small asteroid, 
was chosen and has expanded until the planet has 
become a ball of steel, mined through and through with 
living, working, and storage quarters. 

Weber's World serves as the UP's Central Bank and 
Central Clearing House, and shelters \·arious agencies to 
carry out these duties: trade regulation agencies, 
monetary tracking bureaus, observation agencies, govern
ment training schools, and a central complaint bureau. 

Protective measures against computer failure of any 
sort include triple back-up generators, and twenty sepa
rate "taped umps": storage destinations on twenty worlds 
to which the contents of Weber's World's computers are 
squirted once a month in a day-long transmission. 

Weber's World's information takes up much less space 
than the equipment necessary to view and process the 
information, and to house the bureaucracy t hat pushes 
its buttons. All Weber World's storage circuitry, if it were 
packed into one room, would fit into a 20' x 20' space (5.5 
x 1034 Megabytes of information). 

Military conscription is a thing of the past; a side benefit 
of an immensely increased galactic population is that 
there are always enough people interested in a particular 
career, hobby, or fad to provide a large field of choice and 
intense competition. The process of acceptance into t he 
Space Fleet, while very elastic at the "boot" level, resembles 
the intense review given the SP as t he recruit rises in 
grade and responsibility. The commander of one of the 
ten heavy battlecruisers (the bulwark of the fleet) is 
capable of unleashing enough firepower to half-drain a 
yellow sun. The commander is better known on the 
conscious and unconscious levels to his psycho-drone 
and his masters on the council than to himself. 
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GENERATION SYSTEM . 
Introduction 

The following system generates worlds for the universe 
of the 30th Century that are usable in DC HEROES. This 
system is presented as a series of steps that should be 
performed in the order given. The information obtained 
as a result will help define and clarify t he world type, its 
atmosphere, climate, and the nature of its inhabitants (if 
any). It will also position the world relative to its sun. All 
of the worlds described in this book have been assigned 
values in accordance with this system. For the benefit of 
t he GM, a blank copy of this format is reproduced below. 

World Name 
STAR($): . . .•..•.••••• XX AP D ISTANCE: . ......... XX 

POP. VALUE: ••.•..•• . • XX GRAVITY: ••...•..••..•• XX 

ATMOSPHERIC DENSITY: •••.••••••••••.. .. .•..... .. XX 

ATMOSPHERIC HAzAROS:. • • • • • • • • • • . • • . • . . • • • . . • • . • XX 

UNUSUAL CHARACTERISTICS: ••.•.••.••.•••.•....... XX 

NATIVE POWERS: ••••... ..... • .••. •..•.•• • •.•.•.. XX 

GoVERNMENT'I'YPE: •••.•.••••..•• . . .. . .. . . ••• . ••• XX 

INDUSTRIAL LEVEL: . . • . • . . • . • . . • • . • . • • • . . • • • • . • . • xx 

Table 1 b: Spectral Type 

1010 # of 
Die Roll Spectral Class Planets* 

1-2 B {blue-white) 1010+8 
3-4 A (white) 1010+6 
5 F (yellow-white) 1010+5 

6 G (yellow) 1010+4 

7-8 K (orange) 1010+3 

9-0 M (red) 1010-3 

* Any roll of less than 'l' should be treated as 'l '. 
However, the GM may populate the system with any 
number of planets. These ranges are given as reason
able estimates of the habitable zone around each 
type of star. 

Only the most common spectral classes are repre
sented above. Although many other types exist, including 
extremely hot (spectral class 0 or W) and extremely cool 
(spectr a l classes R, N, and S) stars, it is highly unlikely 
that even a remotely habitable world could exist in orbit 
around it. 

It is also worth noting that the spectral type of the star 
provides insight into its stage of stellar evolution. Bright 
blue and white stars (types B and A) are significantly 
younger than dimmer stars (types K and M). 

Brighter stars also have greater mass (and therefore 
more planets ). Bright stars have not existed long enough 

Step 1: Star Generation 
Determine the number of stars in the stellar system. 

Roll lDlO and consult the table below: 

Table la: Number of Stars 
Die Roll 

1-7 
8 
9 
0 

Number of Stars 
system has a single star 
system is binary (two stars) 
system is trinary (three stars) 
system is quarternary (four stars) 

In systems with more than one star, the GM may follow 
the generation procedure for each sun or ignore the 
effects of all stars other than the first (the "primary", 
usually the hottest and largest sun present). 

Next, roll 1Dl0 and use Table I b to determine the 
spectral type. A direct consequence of spectral type (and 
color) is the number of worlds in the system, as well as the 
position of the habitable worlds. (For the purpose of this 
system, "habitable" is defined as sufficiently Earthlike to 
allow a normal human to exist without extensive life
support equipment.) 

# of 
Die Habitable 
Roll Planets Location** 

1 (42 APs) 
1 (40 APs) 

1-8 1 (38 APs) 
9-0 2 (38, 39 APs) 
1-8 1 (37 APs) 
9 2 (36, 37 APs) 
0 3 (36, 37, 38 APs) 

1-8 1 (35 APs) 
9-0 2 (35, 36 APs) 

1 (34 APs) 

**Locations of planets are from the central star. 

to produce complex, higher-order life forms through 
natural evolution. Any soph isticated, native life forms 
that exist on the planets that surround these bright stars 
are usuaJly due to the direct intervention of advanced 
races, such as the Oans or the Controllers. 

Step 2: Habitable World Generation 
Table le: Gravity Rating & Atmosphere Types deter

mines the gravity and atmosphere of habitable worlds. 
When using this table make two separate rolls. First, roll 

2010 for the p lanet's gravity rating. Second, roll 1010 for 
the planet's atmosphere type. 
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Table le: 
Gravity Rating Atmosphere Type 

Roll 2010 Roll 1010 

T race Very Thin 

2 
Low GRAV (5/-2) 1-3 4-7 

3-5 
Light GRAV (4/-1) 2 

6-10 
Terran GRAV (0/0) 2 

11-16 
Heavy GRAV (4/1) 

17-19 
High GRAV (5/2) 

20 
Very High GRAV (6/3) 

The following descriptions provide some insight into 
the type of world (and inhabitants) a given gravity rating 
might produce. The GM has two alternatives regarding 
worlds of different gravities from the Earth: 
1. He may determine that the planet in question is denser 
than Earth. In this case, more mass is concentrated into 
the same size planet. Such a world would contain signif
icant mineral deposits, but might be technically unstable 
(as the molten core would be smaller, thus making the 
geological structure more rigid). 
2. The GM might choose to make the world bigger, 
increasing the gravity of the world by a factor equal to the 
square root of the mass increase (Le., a world with four 
times the mass and four times the surface area of the 
Earth would have twice the gravity). 

Gravity Ratings 
Low-Gravity World. Inhabitants of a low-gravity 
world will likely be very tall and thin, with large lung 
capacities to cope with low atmospheric pressure. Natives 
will have significant problems handling heavier gravity, 
and disastrous long-term health problems can occur with 
prolonged exposure to as little as one standard G. 
However, such peoples acclimate well to zero-gee and 
serve in abundance on starships, where power to run 
artificial gravity systems may be at a premium. Alter
nately, dwellers of heavy-grav planets will be able to 
perform apparent great feats of strength and endurance 
on low-gravity worlds. 

Light-Gravity World. Natives of a light-gravity world 
will tend to be slightly taller and thinner than the Earth 
norm, with a lung capacity similar to a Terran mountain 
dweller's. Although better suited to standard (Terran) 
gravity than a low-gravity dweller, natives of this type of 
world will still have health problems over a period of time 
if they stay in a heavy-gravity environment. On a low
gravity world, natives of heavier gravity planets appear to 
be much stronger and tougher than the indigenous race. 
Terran-Gravity World. Natives of a Terran-(Stan
dard) gravity world will be quite similar to natives of 
Earth. 

Thin Light Standard Rich Thick Dense 

8-9 0 

3-4 5-7 8-9 0 

3 4 5-6 7-8 9 0 

2-3 4-6 7-8 9-0 

2 3 4-7 8-0 

1-2 3-4 5-6 7-0 

Heavy-Gravity World. Nat ives of a heavy-gravity 
world (if humanoid) will tend to be shorter a~d ~ore 
stockily built than the human norm. They will likely 
require a higher DEX to avoid damaging falls. 

High-Gravity World. The average dweller ?fa 2+ G 
environment will be quite short and stocky, with great 
strength and agility by Terran standards. Indeed, .t~e 
results of a fall at 3 G can be so injurious that such agihty 
is a true survival trait. At this high gravity, a Terran will 
find exertion extremely difficult, having over twice t he 
amount of gravity on him than his muscles are normally 
accustomed to. There will be serious long-term health 
problems if a Terran stays in such an environment. 

Very High-Gravity World. Reaching (and possibly 
surpassing) the limits of the adaptability of t he human 
form, such an intense gravitat ional field would produce 
an incredible physical specimen (albeit very short and 
stout). The average member of such a race could routinely 
produce feats that a Terran might well consider super
human in an Earthly gravity. DEX would have to be 
incredibly high, as a fall could often be fatal. A Te~ran 
could withstand such gravity for a short period of tune, 
but would eventually succumb to the terrible stress that 
such gravity would produce. 

ATMOSPHERE TYPES 
The term Atmosphere Types indicates the density and 

consistency of the envelope that surrounds the planet. 
The following descriptions offer insight into the nature of 
each atmospheric type. 

Trace Atmosphere. Almost no atmosphere is 
present. A world with an atmosphere of this sort cannot 
support any sort of active life, and a breathing. apparat~s 
is required to operate on the surface. No standmg water is 

present, and the surface temperature !5 either very high 
or very low (depending on the proximity of the world to 
the central sun). In addition, the planet's surface would 
be bombarded by extraplanetary radiation, including 
cosmic rays and ultra violet rays. 



Very Thin Atmosphere. The very thin atmosphere 
is too sparse to be breathed, but it may support some 
particularly tenacious oxygen-based life ifthe world has a 
sufficiently rapid rotational period (day and night cycle). 
Only (lDlO) % of the world's surface will be covered with 
water, and almost exclusively in circumpolar ice caps. 
Thin Atmosphere. A thin atmosphere is similar to 
the environment several miles above the Earth's surface, 
like that atop of a tall mountain or outside an airplane at 
a high altitude. In order to operate with any effectiveness, 
a breathing apparatus would be required. The world's 
s urface would be bombarded with radiation of various 
kinds, as in the thinner atmospheres listed above, 
a lthough not to as great an extent. 
Light Atmosphere. A light atmosphere would be 
s imilar to t he environment of a high-altitude, populated 
area of Earth, like Denver or Mexico City. Although 
normal activity would be no more difficult than a Terran 
standard atmosphere, extended or extreme exertions 
would be difficult for a human in average to poor physical 
condition. Even trained athletes would have difficulty 
performing for any length of time without extended 
acclimation to the environment. Unlike its thinner counter
parts, a light atmosphere might actually s upport nat ive 
sent ient Life. Human( oid)s indigenous to such a planet 
would have difficulty operat ing in atmospheres thicker 
than Standard, as they would be subject to intoxication 
from excessive oxygen intake. 

Standard Atmosphere. This type of atmosphere 
would be similar to Earth's. It would shield out much 
har mful r adiat ion, be readily breathable by normal 
humans, and would (in most cases) be thin enough to 
preven t t he development of a "greenhouse effect." Worlds 
with a standard atmosphere and less than high gravity 
are much prized and are settled and colonized earliest. 

Rich Atmosphere. A rich atmosphere is in most 
respects similar to a Standard one, but will tend to be 
t hicker and contain larger concent rations of the major 
components ( nitrogen, oxygen, and carbon dioxide). 
Consequently, the world's ozone layer will probably be 
thicker, helping to screen out radiation and possibly 
inhibiting photosynthesis. Such a world would be subject 
to slower weather changes, but storms would be more 
severe. 

Thick Atmosphere. A thick atmosphere would be 
uncomfortable for a Terran to breathe for any length of 
time, resulting in lung congestion or even C02 poisoning. 
Such atmospheres generally develop around higher-mass 
worlds. Worlds with especially short rotational periods 
would be subject to severe storms, while those with slower 
periods might develop a "greenhouse effect," whereby the 
thick upper atmosphere "cooks" the surface of t he planet 
by absorbing (and not discharging) heat from the sun. 
The best example of this effect is on Venus, which has a 
surface temperature of upwards of 300° C, as a con
sequence of its thick atmosphere. 

Dense Atmosphere. The dense at mosphere is im
possible to breathe. A filter mask or a totally sealed 
system is needed. Such an atmosphere will be thicker 
than those listed above, and will often contain large 
amounts of heavier gases such as methane, nitrogen 
compounds, or ammonia. If some or a ll of these elements 
are present, exposed skin (or fur) would almost cer tainly 

be harmed with even brief contact. The atmosphere 
would be similar to the oceans and seas. 

Exotic Atmospheres . The definition of an "exotic" 
atmosphere is one that contains chemicals or gases that 
can prove hazardous to human life. Such atmospheres 
can require t he use of respirators for breathing; other 
atmospheres are so tox ic that even fully-sealed systems 
on ly provide limited protection. If the atmosphere is 
denser t han "thin" and a roll of 1-3 on lDlO is made, the 
planet will have an exotic atmosphere. This percentage is 
otherwise independent of the gravity or atmospheric 
density, and should be determined by a roll on the table 
below. 

Table 2a: Exotic Atmosphere Type 
Die Roll 

1-3 
4-6 
7-8 
9 
0 

Atmosphere Type 
Carbon Dioxide 
Methane 
Nitrogen 
Chlorine 
Hydrogen 

These exotic atmospheres affect a person in the same 
way as the Power Poison Touch. The AV / EV ratings in 
each type of atmosphere should be rolled once every two 
minutes t hat a person is exposed to that atmosphere 
type. 

Carbon Dioxide: This type of atmosphere contains an 
excess of C02, possibly through Jack of plant life. C02 
atmospheres retain heat well; therefore, such a world 
would have a higher base temperature, thus leading to a 
"greenhouse" effect. Poison Touch: AV / EV: 2. 

Nitrogen: Higher concentrations of nitrogen than in 
Earth's at mosphere wou ld produce an unhealthy high 
nitric acid content. In lower amounts, cumulative lung 
and tissue damage would result; in greater amounts, such 
an acid build-up would cause the development of odd life 
forms while providing rapid degradation of spacesuits 
and other protective gear. In such an atmosphere, even 
s uited personnel dare not remain for very long. The 
effects of a high -nitrogen atmosphere would be reduced 
by cooler temperatures, as acid is less corrosive under 
such conditions; conversely, under greater temperatures; 
the effects would be far more insidious and quicker
acting. Low Concentration Atmosphere- Poison Touch: 
AV / EV: 3. High Concentration Atmosphere- Acid Touch: 
AV/ EV: 5. 

Methane: A high-methane content (roughly around 
20%) would create an atmosphere that would be highly 
volatile when excess oxygen is introduced, and contact 
with open flame or spar ks might cause a tremendous 
explosion. Further, breathing the "swamp gas" unaided 
will cause dizziness and nausea in most humans. Poison 
Touch: AV / EV: 3, Bomb: AV / EV: 3. 
Chlorine: In rather smaJI amounts, a chlorinated 
atmosphere is highly poisonous, and unaided humans will 
quickly succumb, though it is quite possible for native life 
forms to be well-adapted. Poison Touch: AV / EV: 7. 
Hydrogen: As with methane, high-hydrogen concen
trations are lethal and potentiaHy explosive. Poison 
Touch: AV / EV: 2, Bomb: AV / EV: 3. 
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Other atmospheric agents are equally lethal. It is pos
sible for atmospheres to have toxic concentrations of 
ammonia (corrosive in high concentrations), sulfur 
(byproduct of vulcan is m or smog), flourine (similar in 
effects to chlorine), helium (dizziness), or possibly even 
more exotic combinations such as argon, neon, or xenon. 
In general, such atmospheres a re more corrosive and 
toxic at higher temperatures and less so at lower 
tern peratu res. 

MORE UNUSUAL CHARACTERISTICS 
In addition to its basic gravitation ·and atmosphere, a 

planet may have other unusual characteristics. Unusual 
characteristics occur on a roll of 1-3 on lDlO. If an 
unusual characteristic is present, roll on the following 
table. Descriptions of each type are given below. 
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Table 2b: Unusual Characteristics 

Die Roll 
(on2Dl0) 

2-3 
4-5 
6-7 
8 
9 
10 

11-12 
13-14 

15 
16 
19 
20 

Characteristic 

Extreme Axial Tilt 
Extreme Vulcanism 
Atmospheric Contaminants 
No Axial Tilt 
One-Sided World 
Strong Magnetic Field 
Artificial Satellite/ World 
High Radiation Level 
Orbital Eccentricity 
Ringed Planet 
Microbes 
Orbital Conjunction 

Extreme Axial Tilt. The planet's axis is t ilted closer 
to the plane of the ecliptic than Earth's. There will be 
extreme variation in seasons, with bitter cold tempera
tures in win ter and searing heat in summer. However, the 
same types of variation will happen all around the globe, 
including the polar regions. Therefore, any polar caps will 
be much smaller. On the average, the equator will be 
cooler than normal and may be the most habitable a rea 
on the planet. The magnetic field of the world may either 
be much greater than normal (suggesting a high frequency 
of mutation) or very low. Such a world would be extremely 
bizarre and survival may be difficult; add 2 to the roll for 
Native Powers (see Native Powers on the following page). 
Extreme Vulcanism. The planetary crust is unsta
ble either because the planet is still young or due to a 
gravitational facto r like an oversize moon. 

If the plane is young, it is likely t hat animal and plant 
life will still be primitive and there is very little chance of 
sentient life unless the planet has been seeded. If the 
planet has an oversize moon r, expect high tidal stresses 
(wh ich would make living near the ocean difficult). There 
would be a great number of active volcanos and earth
quakes, and t here is a chance (2-6 on 2Dl0) of atmos
pheric contaminants from the amount of sulphur dioxide 
and other noxious gases expelled into the air. Lastly, 
there is a chance (2-4 on 2D 10) t hat the planet is fatally 
unstable in some way. For instance, it might be in danger 

of blowing up in the forseeable future. Another possibility 
involves a moon becoming dislodged from a stable orbit. 
The effect of the moon's gravitational pull would have a 
profound effect on t he geological stability of a world. Such 
an event might take place at any time (GM discretion). 
Atmospheric Contaminants. A contaminated 
atmosphere is polluted with various gases; filters a re 
necessary for non-natives to breathe safely (Poison Touch 
AV / EV: 4 ). Pollution could possibly originate from high 
vulcanism or from industrial sources. This result cannot 
occur for Trace or Very Thin atmospheres. Add 1 to t he 
Native Powers roll 
No Axial Tilt. The world's axis is perpendicular to 
the plane of the ecliptic. Therefore, there are no seasonal 
weather changes. Although the polar regions would be far 
colder than normal (res ult ing in larger ice caps), and the 
equatorial regions far hotter, the temperate zones would 
have a fair, even temperature year-round. It is likely that 
such a world would be outstanding agriculturally if other 
factors such as atmosphere, gravity, and water were 
favorable; such a planet would have a year-round growing 
season. Since survival would be easier on such a world, at 
least in t he temperate zones, subtract 1 from the Native 
Powers roll. 
One-Sided World. This world's period of revolution 
about its primary coincides exactly with its period of 
rotation on its axis; that is, its year is the same length as its 
day. The consequence of this phenomenon is that one side 
of the world will always be turned toward the sun, while 
the other side will always be turned away. As a result, t he 
"day" side will be scorchingly hot, while the ~n ight" side will 
be extremely cold. If natives exist on both faces, their 
cultures will be radically different; if no natives exist and 
t he wor ld is colonized from outside, the colony will most 
likely be placed in the "twilight zone~ near the horizon 
between night and day. Although this phenomenon would 
seem to be extremely rare, two examples exist in our own 
solar system: Earth's moon and Mercury, suggesting that 
it might be more common t han first glance might suggest. 
Strong Magnetic Field. This world has a strong 
magnetic field, an effect that can ha,·e consequences in 
the biological and societal makeup of its natives. The two 
most outstanding examples of this son of world are Braal, 
where magnetic powers are commonplace, and Korbal, 
where the field has produced metallic-based monsters. 
Artificial Satellite/World. This is not a naturally
occurring world, but rather one that has been built from 
scratch or re-formed, such as an environmentalized aster
oid. The most outstanding ex amples of this type of world 
are 1'yrraz (an ~teroid converted to a warship), Brande's 
World ( a hollowed-out, pressurized asteroid moved to 
within the orbit of Mercury), and Medicus One (an all
metal space station). 
High Radiation Level. This world has a radiation 
level much higher than Earth-normal This could be due 
to several factors: a thin atmosphere, which allows more 
ultraviolet radiation to pass through to t he surface; high 
background radiation from an unusually high amount of 
radioactive minerals in the c rust; or even a widespread 
exchange of nuclear weaponry. In lesser cases, especially 
from environmental factors, life can exist, but at a greatly 
accelerated mutation rate. However, the radiation level 
might be so high that unshielded personnel suffer radia
tion poisoning with long- or sometimes short-term 
exposure. Add 2 to Native Powers rolls. 



Orbital Eccentricity. This may only occur in solar 
systems that have more than one star. In s uch cases, a 
planet affected by the gravitational pulls of the other 
stars will have an erratic orbit. Such a world would 
combine the results of Extreme Axial Tilt and Extreme 
Vulcanism, with extreme variation in temperature. Add 5 
to the Native Powers roll. 
Ringed Planet. The world has a ring, similar to 
Saturn, composed of dust and rock. 

Microbes. Unusual micro-organisms are present in 
the atmosphere. This could cause several different results, 
the most common of which is the presence of diseases. 
These diseases could range from mild to lethal, and it is 
likely that a cure for any disease may take some time. Care 
must be exercised on any such world; normal decontami
nation procedures may prove ineffective. Alternately, 
microbes can prove beneficial to mankind. The cures for 
more familiar diseases could be found in the micro
organisms; also, industrial uses for the bugs are possible, 
such as the bacteria that "clean up" oil spills, etc. Lastly, 
such microbes could work in favor of the natives, helping 
with body functions like digestion or the immune system. 
Add 1 to Native Powers rolls. 
Orbit.al Coltjunction. Less dramatic than an Orbital 
Eccentricity, an Orbital Conjunction signifies that a body 
in the stellar system passes close enough to the world to 
cause any one of a number of effects. Such a conjuction 
would happen rarely, occurring only once in a matter or 
decades or even centuries. Tidal stresses would increase 
with a close conjuction, perhaps enough to temporarily 
cause Extreme Vulcanism. 

Native Powers 
There are many examples in the 30th Century galaxy of 

entire planetary populations possessing extraordinary 

Power I Attribute 
Dispersal 
Acid 

Magnetic Control 
Split 

Very high INT 

powers of one sort or another. There is a chance ( if a 0 is 
rolled on 1010) of a Native Power occurring. Certain 
gravitational and atmospheric conditions will adjust this 
value. 

If a power is present, the GM should roll on t he 
following table. Results below show the number of Hero 
Points available to select a power. Any power listed in the 
Powers and Skills Manual of the DC Heroes Role-Playing 
game may be chosen (GM discretion). 

To determine the AP value of a power, divide the 
number of he ro points by 10 (GM discretion). 

Native Powers 
2DIO Roll 

1-3 
4-7 

8-11 
12-14 
15-16 
17-18 

19 
20+ 

Nwnber of Hero Points 
30 
50 
80 
100 
120 
160 
200 

200 plus another roll 

Most native races will have on ly one power or, in some 
cases (e.g., Sun Boy) a few similarly-based powers. 
However, there a re exceptions, like Daxam, t he residents 
of which have several substantial powers and high attri
butes. The GM should try to restrict himself to special
ization, concentrating on one power or attribute, since 
indigenous powers are developed (according to accepted 
30th Century scientific theory) as a result of adaptation 
to environment. 

A list of worlds and the powers associated with them is 
given below. These are Legionnaire home-worlds. 

Native Legionnaire 
Phantom Girl 
Matter-Eater Lad 

Cosmic Lad, Magnetic Kid 
Triplicate Girl/Duo Damsel 
Braniac 5 

Planet 
Bgztl 
Bis moll 
Braal 
Cargg 
Colu 
Dax am Wide range of powers, including Flight, Invulnerability 

Sealed Systems, Super Speed, Full Vision, Heat Vision, 
and others (only work off-world) 

Mon-El 

Dur la 
Hykarius 
Imsk 
Naltor 
Thaar 
Titan 

Trom 
Zerox 

Shape Change 
Telepathy 
Shrinking 
Precognition 
Ice Control 
Several Mental powers, including Broadcast Empat h, 
Control, Empathy, Danger Sense, Hypnotism, Mental 
Blast, Mind Drain, Mind Blank, Telekinesis, & Telepathy 
Transmutation 
Many magical powers, duplicating almost all of the 
Mental and Mystical Power lists 

Chameleon Boy 
Tell us 
Shrinking Violet 
Dream Girl 
Polar Boy 
Saturn Girl 

Element Lad: sole s urvivor of race 

White Witch trained here 
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Once a Power has been chosen, further information 
about the world can be deduced in a cause-and-effect 
relationship. The GM should exercise care and discretion 
in determining what sort of environment might logically 
produce t hat Power. 

For example, Polar Boy comes from the world Tharr. 
Under the system, the GM would determine the number of 
Hero Points available for the average Tharrian (let us say 
that a result of 100 was obtained). This would yield a 
value of 10 APs for the chosen power. In the case of Polar 
Boy, the appropriate power is Ice Production; therefore, 
t he average Tharrian would have 10 APs of that power. 
(Polar Boy's rat ing is actually 13, indicating exceptional 
ability in this area.) The GM could logically deduce that, in 
order for Tharrians to have a Native Power in Ice 
Production, their environment would be extremely hot; 
t h is is, in fact, the case. Needless to say, a rationale can be 
adopted to give a race any power listed in the DC HEROES 
Powers an d Ski lls Book. 

Furthermore, in order to impose realistic limitations on 
races, especially those with extremely potent powers, the 
GM should consider one (or more) of the fo llowing 
suggestions, in addition to restrictions offered in the 
Players ' Manual. 

Vulnerability. Members of the race can be harmed by 
exposure to an element or substance common in the 
universe a t large, such as lead, or even a certain percen
tage of nit rogen in the air. Devices or means to safeguard 
individuals from t he substance are either extremely 
costly, occasionally ineffective, or both. 

Ineffectiveness. Very few members of the race 
possess a strong enough power to reach Heroic levels. 
Examples include Naltor and Titan, where very few 
inhabitants have the strength and breadth of powers 
possessed by native Legionnaires Dream Girl and Saturn 
Girl. Such powers should only operate at minimum levels. 

Depopulation. The world has been dest royed or the 
race slain. Only a few scattered survivors remain. 

Atrophying Power. The powers of the natives 
atrophy when members stay off-world for significant 
periods of time. It has been implied in several instances in 
LSH that the powers ofNaltoians atrophy over time, and 
it is quite likely that powers will also atrophy in cases 
when the original conditions leading to the powers no 
longer exist. 

Limiting Factors. The powers could have severe 
limitations, maldng their effective use suspect. For 
instance, Zwenians, in their stone form, cannot move. 
Another type of limiting factor would be a power that 
could only function under a limited set of circumstances, 
such as a sonic-based power that would only work in a 
part icular type of atmosphere, or a Power or enhanced 
Attribute that could only work under particular lighting 
conditions, such as Night Girl's strength. 

Step 3: Political System Generation 
An inhabited world must have some system of govern

ment. The GM is encouraged to hand-select the govern
ment of the world he wishes to create; however, the 
government type may be determined on the table below. 

Political Systems 

Die Roll 
2-4 
5-6 
7-8 

9-10 
11-12 

13 
14 

15-16 
17-18 

19 
20 

Type of Government 
Anarchy 
Balkanized 
Bureaucracy 
Colony 
Corporate 
Democracy 
Dictatorship 
Oligarchy 
Republic 
Subjugated 
Theocracy 

Anarchy. No formal government structure. This could 
be a pirate or criminal world of some sort, a "primitive" 
planet where family and clan structure predominates, or 
a feudal structure with a weak monarch. 
Balkanized. Rather than one central planetary gov
ernment, this world has a number of separate, possibly 
adversarial, governments. Based on the GM's plans for the 
world, these governments can have differ ing philosophies, 
political disagreements, or a combination of both. 

To create a Balkanized world, roll 2010 to establish the 
number of countries and make a separate roll on the 
above table to determine the government type of each 
country. Roll again for each "Balkanized" roll. 

NOTE: due to the potential open-endedness of this 
system, some restraint should be observed; i.e., at some 
point, "Balkanized" results can be ignored. 
Bureaucracy. The planet is actually governed (no 
matter what the theoretical form is) by a self-perpetu
ating stratified bureaucracy. Its new members are chosen 
by some form of civil service system as in pre-20th 
Century China. 
Colony. The world in question is a colonial territory of 
a nearby world (whether in the same stellar system or in a 
neighboring system), or an open planet directly governed 
by the UP. Planets that have lost their right to self
government, such as Daxam, can also fall into this 
category. 
Corporate. The planet is the sole property of a t rans
stellar corporation, that rules the world and provides all 
authority and services. "Company Law" becomes the legal 
standard on such a world, promulgated more on efficiency 
than on contemporary legal standards. 
Democracy. Only possible on high-tech worlds with 
the necessary communications network in place, this 
form of government operates on the one-man one-vote 
principle. All of a democracy's citizens vote directly on all 
matters laid before them. 
Dictatorship. The world is governed by one person 
who wields absolute power and who has no overt institu
tional checks. Such a dictator would normally hold the 
confidence of the citizenry; if not, his power base is 
narrow and easily upset (as a military dictator ) and 
coups are likely occurrences. This form of government is 
rare within the UP, which likes to encourage democratic 
standards. 
Monarchy. This is a planet ruled by a monarch (a 
hereditary sovereign, as a king or queen) . 



Oligarchy. This is a planet ruled by a small, self
perpetuating group or caste. Entry into such a group is 
rigidly controlled. This could describe a feudal system, a 
world ruled by a "dominant" race, or by a sub-race 
possessing powers. 
Republic. Republics are governed by delegates ap
pointed by the citizenry. These delegates hold decision
making power and t he apparatus of government. 
Subjugated. A subjugated world is all but unknown 
within the UP but fairly common elsewhere in the galaxy. 
It has been conquered by a nearby system or empire and is 
held militarily as a captured colony of the larger or more 
militant system. 
Theocracy. Theocracies are ruled by religious elites, 
who claim to speak for a god or group of gods. The priestly 
caste interprets religious doctrine. Dictates of the priests 
are regarded as sacred, incontrovertible truths by the 
citizenry, who normally place total confidence in the 
priests. 

I tis important to note that although a government may 
appear to fall under one category, it may fall under more 
than one type or be of a different type than it appears. For 
instance, a Democracy may have a highly developed 
Bureaucracy to handle day-to-day matters. Primitive 
planets may have a power structure encompassing both 
the Oligarchical and t he Theocratic forms. 

To further illustrate the potential problems of classifi
cation, we shall use 30th Century Earth as an example. 
Whereas Earth may seem like a Republic, this is not the 
case. There is an element of Oligarchy; t he candidates for 
rule a rc not selected by the will of the people but by 
computers and, with the one-day campaign limits, the 
average citizen might not be well enough informed about 
the potential merits of each candidate to make an 
informed choice. Secondly, we have seen that the pres
ident ofEarth has broad discretionary powers that might 
qualify for Dictatorial status. However, Earth demonstra
bly possesses a large and powerful bureaucracy. 

Step 4: Industry Population 
It is impossible to define t he industrial capacity of a 

world with a fine level of granularity. Five general cate
gories are given below. 

A 1D10 roll should be made to determine the Industrial 
type. 

Industrial Types 

Die Roll 
1-2 
3-4 
5-7 
8-9 
0 

Industrial Type 
1 
2 
3 
4 
5 

Level 1. Major sources of energy are muscle and 
animal power. "Primitive" machines, such as levers, 
wheels, and inclines are used to supplement sources. 
Cultural and societal institutions reflect agricultural 
needs and requirements. 

Level 2. Early industrial period, with simple mechani
cal devices using such energy sources as water-driven 
machines, steam, and petrochemical. The focus of society 
transfers from agriculture-based (with reflecting cultural 
institutions) to industry. 

Level 3. Late industrial period; widespread use of 
electronics and complex mechanical devices. Primary 
sources of power change from steam and petrochemical 
ton uclear fission. Large-scale renewable sources of power 
such as geothermal and solar come into vogue. 

Level 4. Post-industrial period; power is no longer 
centrally based but is generated on the basis of need. 
Large-scale industry relies on nuclear fusion, while smaU
scale power use (in the home) is derived from solar power 
or other low-yield/ cost sources. Organically grown crystal 
"chips" supercede solid-state electronics. Extensive use of 
primitive system-capable space vessels for mining, inter
system t rade, and/ or defense. 

Level 5. Trans-industrial society. With the advent of 
true starfaring vessels, society is either decentralized 
among the home planet's colonies or integrated into the 
culture of the dominant stellar grouping or empire to 
which the world is associated. While advanced fusion 
techniques still provide the bulk of heavy power require
ments, more.exotic sources of power (such as anti-matter 
reactions from the conversion of allotropic iron or the 
employ of gravitons) are being developed and put into 
use. Bioengineering on a vast scale is possible, although 
such tampering with nature may be prohibited in many 
locales. 

Population 
To determine a world's population the GM should roll 

1010 three times, adding the resulting rolls. Apply the 
following modifications to the total: 

Atmosphere 
Trace -15 
Very Thin -9 
Thin -6 
Light -3 
Standard +3 
Rich 0 
Thick -6 
Dense -12 

Gravity 
Low -3 
Light +3 
Terran 0 
Heavy -3 
High -6 
V. High -9 

Other 
Exotic Atmosphere 
(GM's discretion) 

Extreme Vulcanism -6 
High Radiation -9 

Orbital Eccentricity -9 
One Sided -6 

Treat any result less than 1 as ' l'.A resultof30 or more 
should be treated as '30', except at the GM's discretion, in 
which case it may be greater. 

The population value thus obtained is in APs. That is, a 
population value of 30 (APs) is equal to 109, or about 
1,000,000,000 people. In actuality, any population 
between 500,000,001 and 1,000,000,000 can be repres
ented by Population Value 30. In general, a populated 
world will fall in the 10-30 range, and a figure of greater 
than 30 should be allowed only rarely, as the magnitude of 
such a population could seriously strain the capacity of 
any world to contain it. 
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~\\c~c\opedia ga/actica 

--.-0tlLDS OF THE CP~======= 
There are thousands of member worlds, colonies, and 

client states of the United Planets . A large number of 
these worlds are inhabited by humanoid races. These 
humanoids were either independently evolved, "seeded" 
by unknown hands millenia ago, or inhabited by human 
stock that was genetically engineered to fit the new 
environment. The following sect ion provides basic back
ground information on the worlds that have figured most 
prominently in the chronicles of the Legion's history. 

Avalon 
STAR(S) . • .. . ... .. .• •• •. A AP DISTANCE: ................. 40 
POP VALUE: .. ..... .. 6 GRAVITY: .................... Std. 
ATMOSPHERIC DENST1Y:. . . •• ••.•••... . Standard 
ATMOSPHERIC HAzARDs:.... .. ...................... ........ None 
UNUSUAL CHARACTERISTICS: ............................. Axial Tilt 
NATIVE POWERS: ................ .. .. ... ........ ... .......... .. ..... None 
GOVERNMENT TYPE: .......... . ....... .. ........ . ........... Oligarchy 
INDU5TRIAL LEVEL: .... . ...... •........ . . ... ........ .. .... . . . .. .......... 1 

Avalon is a low-tech planet with a feudal society. Its 
inhabitan ts are quite xenophobic; t his quality isolates its 
inhabitants from other worlds in t he UP. 

Note: Braal is on t he following page. 

Dax am 
STAR(S):.. . ............... M AP DISTANCE: .................. 34 
POP. VALUE: ................. 30 GRAVITY- ............ Very High 
ATMOSPHERIC DENSITY: ................................... Standard 
ATMOSPHERJC HAzARD&. ..... .. ............................ None 
U NUSUAL CHARACTERISTICS: ........................ . ..... . ..... None 
NATIVE POWERS: ................................. Kryptonian-type 
GoVERNMENT TYPE: . . ... ..... . ... . .... . ................ . . . .. Republic 
INDUSTRIAL LEVEL: .. .... ..... .. ........................ . ... .. ... . ....... 5 

Once a flourishing planet, Dax am is home to a race 
similar to Kryptonians in physique, powers and culture, 
but the inhabitants are extremely vulnerable to lead. 
Daxam is home to Legionnaire Mon-El. 

Recently, Darkseid enslaved Daxam and used its people 
m an attempt to conquer t he universe. Darkse id was 
defeated at last, but left Daxam an uninhabitable waste 
-he had terraformed the entire planet to resemble his 
own stone face, stripping away all topsoil and water in the 
process. While the physical damage to the world has since 
been largely repaired, the psychic damage to its inhabi
tants is incalculable. 

The Daxamites became mindless mercenaries against 
other worlds, were forced to worship Darkseid as a god, 
and saw their planet ruined. The consequences of this 
dar k time in their history is unlikely to be fo rgotten for 
some time to come. One Daxamite, 0 1-vir, was fanaticaUy 
devoted to Darkseid, and joined Lightning Lord's Legion 
of Su per-Villains. 

Durla 
STAR(S): .. .... . ................ A AP D ISTANCE: ...... •....... . .40 
POP. VALUE: ................. 10 GRAVITY: ...... . .......... Std. 
ATMOSPHERIC DENSITY: . .. . .. .. .. . . .. . . . . .. . Standard 
A1'MOSPHER1c HAzARos· .. .. .. .. . . . . .. .. .. . Trace Helium 
UNUSUAL CHARACTERISTICS. . . . . . . .. . . . . . . . . . High Radiation 
NATIVE POWERS: . .. . .......•......... Shape-Change 
GOVERNMENT TYPE: .. . . . . . . . . . . . . . . . . . . . . . . . ... Anarchy 
INDUSTRIAL LEVEL:. .. ............................ .. ... . .. . . . .. . . . 5 

Durla is perhaps the most xenophobic world known, 
with the possible exception of Lythyl. Dur la formerly had 
a highly advanced culture and technological civilization 
on a par with that of t he UP. Approximately four to five 
thousand years ago, factionalism erupted into a six
minute war that left the planet a shambles. 

The population mutated to survive the radiation. 
Already existing shape-shifting abilities became far more 
s ubtle and widespread, and the few remaining Durlans 
grouped themselves into rigidly structured tribes for 
survival. 

Each tribe has its own fiercely defended territory and a 
distinctive appearance. Data is available on only one t ribe 
and is extremely limited. The tribe is governed by a ll
powerfu l Elders, and disputes are settled by single combat. 

A few Durlans have learned of other worlds and ways of 
life through contact with traders, but most would as soon 
kill an a lien as talk to it. Certain Durlans have left their 
homeworld to live in the UP. They either concealed their 
race by shifting to the Terran norm, or capitalized on their 
"exotic" appearance. R.J. Brande, patron of the Legion 
and father of Chameleon Boy, left Durla twenty-odd years 
ago, assumed a human identity, and became one of the 
wealthiest men in the UP. Yera Allon, wife of Colossal Boy 
and well-known actress, is the daughter of Durlans who 
chose a similar route ofJ their blasted home. 

Although the UP could easily terraform Durla into a 
lovely and much more livable world, what Durian repre
sentatives can be found cons istently refuse all aid. Arch
aeologists throughout the UP itch to explore the pre
holocaust ruin, but it is considered very dangerous and is 
therefore held in quarantine by the UP: no archaeologists 
and very few traders. A team of Science Police officers is 
on duty in an orbit ing space-station on the lookout for 
intruders. As might be expected, Durlans are wildly 
unpopular. 



Braal 
STAR(S): .........•. . ... •......• B AP DISTANCE: .. . ........... .. .. 42 
POP. VALUE: ......... ... ... ... 8 GRAVITV: .... . ................. Std. 
ATMOSPHERIC DE111s1TY:.... .. .. ... ....... . . . . . .... .... Standard 
ATMOSPHERIC lIAzAROS: . . . . . . . . . . . . . . . . . . . . ................ None 
UNUSUAL CHARACTERISTICS: . .... . .... Strong Magnetic Field 
NATIVE POWERS: . .. .. .... .... . ................ Magnetic Control 
GOVERNMENTTYPE: .. .... .......... ..• .... . . ... .... Bureaucracy 
INDUSTRIAL LEVEL: ...... . . . . . . ...... •......... . .................... . ... 4 

Braal was originally colonized by Earthmen who were 
anxious to exploit the phenomenal readings of metallic 
content recorded by their unmanned test probes. How
ever, soon after beginning operations, the colonists d is
covered two complicating factors: 
1) The planet's mineral "riches" were largely low to 

medium-grade iron (which, in turn, created a magnetic 
field around t he world and was the source of the 
satellite probes' falsely optimistic projections). 

2) The on-world presence of several wandering herds of 
metallic-skinned monsters, that continually wreaked 
havoc on the colony's development effort. 

The colonists were stubborn: they refused to resign 
themselves to failure on Braal. In time, mutagenic medi
cations and the same magnetic field enabled the human 
inhabitants to evolve the Power of Magnetic Control 
sufficient ly to keep the indigenous creatures at bay. As 
generation fo llowed generation, this Power became 
ingrained and intensified and the world remained moder
ately prosperous. The prosperity lasted until the price of 
steel fell through the floor during a period of wild 
commodity speculation in 2907, sending Braal into a 
spiral of recession and depression from which it never 
recovered. 

For today's citizens ofBraal, there are only two practical 
escapes from a life of relative poverty and UP handouts: 
t he on-world magno-ball circuit, where the few most 
skillful players earn hundreds of thousands of credits and 
hundreds of other hopefuls fail, or off-world migration in 
search of employment. On the surface, it might appear 
tha t the services of a person wiLh t he Power of Magnetic 
Cont rol would have high value in the industrial market, 
but many of the job classifications best suited to those 
skills are already being satisfied on Earth and other 
advanced planets by specially designed utility robots. 
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Lythyl 
STAR(S): ........ .• ............. G AP DISTANCE: ..... •........... 36 
P OP.VALUE: .................. 8 GRAVITY: ..................... Std. 
ATMOSPHERIC DENSITY: ... . ....... . ... . .................... Standard 
ATMOSPHERIC HAzARDS: ...................................... . ... None 
UNUSUAL CHARACTERISTICS: ... . .... . ...................•... .. .. None 
NATIVE P OWERS: ...... ... .. . ...... . .... .. .......................... None 
GOVERNMENT TYPE: ...... •................................ .. Anarchy 
INDUSTRIAL LE:VEL:.. ..... . ................ . .. . ......................... 4 

, 
• 

----- - .. 
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Lythyl was colonized under the United Planets Freedom 
of Behavior Act. Currently under quarantine from casual 
visitors, Lythyl was traditionally surrounded by rumors of 
a paradise, which have drawn thousands of visitors, all of 
whom are obliged to sign waivers of responsibility before 
setting foot on the planet. 

In fact, Lythyl is no paradise, but rather a demon
stration of the logical outcome of a society in which the 
strong can prey on the weak without restraint. The 
population is strongly divided between masters and 
slaves, and seems to have few official governmental 
constructs - the most notable is the institutio~ of Judge. 

-----_ _,-

-
• 

A Judge is generally a member of a tribunal that evaluates 
a potential citizen, usually by subjecting him/ her/ it to 
some ordeal 

Lythyl's society reveres and emulates the harsh and 
brutal climate of the world. Recently, Timber Wolf visited 
Lythyl in order to fulfill the terms of Karate Kid's will, 
risking Life and limb to penetrate Lythyllian society far 
enough to p lant a seed in its unyielding sacred stones. 
Karate Kid's father, the now-deceased Black Dragon, lived 
much of his life on Lythyl and, according to legend, Lythyl 
was what corrupted him. 

.... . ... 

.. .. • 
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lmsk 
STAR($): .... .... ... .... ..... ... K AP DISTANCE: .................. 36 
POP. VALUE: . . .. .. ..... . ..... 27 GRAVITY: ... ... ... .... . .... .. . Light 
ATMOSPHERIC DENSITY: ..... ... ......... ... .. .. .... .... .... Standard 
ATMOSPHERIC HAzARDS: ... . ... . .. . .. . . . ... . .. . .. . .. . . ... . ..... . .. None 
UNUSUAL CHARACTERISTICS: .. .. .... . ... ........ . ...... Shrinking" 
NATIVE POWERS: .... .. .. .. ........ .... .. ..... .. ... .. ...... .. Shrinking 
GoVERNMENT'IYPE: .. .. .. . .... ... . .... ...... .. .. ... ... .. Democracy 
INDUSTRIAL LEVE!..: .. .. . . .. ... ... . .. . ..... . .. .. ... . ..... .. ... ..... .. . ... . 5 

( •The world itself is shrinking at about 1 AP a year.) 

Imsk orbits the orange sun of Irulan. Its inhabitants 
possess a unique power: the ability to shrink to tiny size, 
even to the submolecular level. 

Imsk is a temperate world with unique architecture, 
some of which is accessible only to the natives (the 
t ransport tubes, for instance, are less than ten centimeters 
in diameter). Its capital, Kanga Center, is renowned as a 
shopper's paradise. The most famous Imskians are the 
Legionnaire Shrinking Violet and the former leader of the 
Imsk liberation movement, Micro Lad. 

The liberation movement itself was crushed through 
the efforts of the Legion Espionage Squad, who discov
ered that the movement had kidnapped Shrinking Violet 
and replaced her with a Durian actress named Yer a (now 
Yera Allon, wife of Colossal Boy). The movement's objec
tives were somewhat unclear, but its leaders desired at 
least a disassociation from the United Planets, ejection of 
Science Police from the world, and seizure of govern
mental authority. Micro Lad's association with criminal 
organizations such as the Legion of Super-Villains would 
almost assure that the movement, if it were able to seize 
power on Imsk, would rule it with ruthless authority. 
Though it was defeated many of its key people, including 
Micro Lad, were at large for a while afterwards. The 
nature oflmsk (and its people) makes their apprehension 
a difficult task indeed. 

Imsk has a sister planet in the same solar system, Ordze, 
whose inhabitants have the same characteristics as Imsk 

Karak 
STAR(S): ...... ... ..... . B (RN) AP DISTANCE: .... . ............. 42 
POP. VALUE: ............... .. . 0 GRAVITY: ... ........... ......... Std. 
ATMOSPHERIC DENSITY: ....... ..... ..... ........ .... ....... .. Vacuum 
ATMOSPHERIC IIAzARDS: ... ... ...... .. ..... ..... ....... ... . Radiation 
UNUSUAL CHARAC!'ERISTICS: ............ .... ....... .. ........... None 
NATIVE POWERS: .......... ..... .... .... . ... .. .. .... .... ..... ....... None 
GoVERNMENTTYPE: ...... ..... . ... ..... .... ... .. .. ... . .... ... ..... None 
INDUSTRIAL LEVEL: ........ ... .... . ... . . ...... . ........... .. . .. . . .... .. .. 0 

Karak is the name given to a world that was once 
Earthlike, but suffered a disaster. Its sun, a blue-white 
star, young by the standards applied to stars, developed 
an instability and became a "flare" star or "repeating 
nova." A century ago, a tongue of flame hundreds of 
millions of kilometers in length reached out from the solar 
surface and seared Karak, destroying the world's atmos
pheric envelope and all life on its surface. 
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Korbal 
STAR(S): ......... .... .......... A AP DISTANCE: ...... .. . .... ... .. 40 
POP.VALUE: ................. 1 7 GRAVITY: ........... . .. ..... .. .. Std. 
ATMOSPHERIC DENSITY: ........................... .... ..... Standard 
ATMOSPHERIC HAzARos: .. ... .... .... ........ ... ... .... .. ..... .. Ozone 
UNUSUAL CHARACI'ERISTICS: .. ......... . .... Electrical Activity 
NATIVE POWERS: ...... ...... . ...... .. ... .. .. .. ....... .. ..... Lightning 
GoVERNMENT TYPE: .... ... ..... .. ..... .. . .... ..... .. .............. None 
INDUSTRIAL LEVEL: ..................... .. ...... .. . .. .. . ................. 0 

Also known as "the lightning world", Korbal's atmos
phere has an unusually thick ozone layer, resulting in 
constant thunderstorms and electrical activity. There 
is no native sentient life. The only inhabitants are 
animals resembling Ice Age mastodons (with electrical 
powers), various smaller creatures lower down in the 
food chain, and a few scruffy plants .. All of these are 
electrified to some degree. 

The most remarkable incident in the planet's history 
occurred when a Winathian ship con taining the Ranzz 
children Ayla, Garth, and Mekt, cr ashlanded several 
years ago. The children acquired powers similar to 
those of the mastodons; twins Ayla and Garth joined 
the Legion as Lightning Lass (later known as Ligh t 
Lass when her powers were changed ) and Lightning 
Lad. Mekt, on the other hand, formed t he Legion of 
Super-Villains and dubbed himself Lightning Lord. 
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STAR(S): .............. B+G+ 
POP. VALUE: .................. 8 GRA\.TIY: ... . ...... ... . . . ... Heavy 
ATMOSPHERIC DENSITY:.. .... .. ........... . . .... . ... ..... ...... .. Rich 
ATMOSPHERIC IIAzARDS: .. ........ .. .. . ... .... .................... None 
UNUSUAL CHARACTERISTICS: ........ .. ........................ .. None 
NATIVE POWERS: .................. .. .... ............. .............. None 
GoVERNMENT TYPE: ... . ... ............... .. ... ....... . .. Democracy 
INDUSTRIAL LEvEL: ........ . ... ...... ..... . .. .... .. .. ... .... ..... ........ 4 

Lallor is a world located outside the UP. It has a gravity 
slightly higher than Earth, and a rich atmosphere; it is 
otherwise very much like Earth itself. It is best known as 
the home of the Champions of Lallor, a group of powered 
Lallorians - Duplicate Boy, Evolvo Lad, Gas Girl, Life 
Lass, and the now-deceased Beast Boy. 
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Labyrinth 
S'IAR(S):.. . ... . . ... . •••••. . . G AP DISTANCE: ............ . ..... 36 
POP. VALUE: .. ..... . 13 GRAVITY: . . ..... . •...... ... . Heavy 
ATMOSPHERIC DENSITY:. . .. . .. .. .. . .. ........ . . . ..... . . Standard 
ATMOSPHERJC HAzARoo . . .. ... ............................ None 
UNUSUAL CHARACI'ERJsncs ........ .. .. .... . .... ............. None 
NATIVE POWERS: . .... .. . .. ................ .... .... . .... .. . None 
GoVERNMENTTYPE: .......... . ........... .. . .. .. .... Bureaucratic 
INDUSTRIAL LEVEL: . . • . .............. .. ..... . ..... . ..... . ..... .. ... . ... 5 

Labyrinth was selected by the UP as the replacement 
prison planet for Takron-Galtos. Originally a mining 
colony world whose rare eart h deposits were heavily 
exploited, Labyrinth is a planet honeycombed with 
tunnels. These underground caverns, alleged to be struc
turally stable, are scheduled to be used as living quarters 
for the prisoners because the surface of the world would 
require extensive terraforming to make it suitable for 
human life. 

•• • . ,, ..• 
• • •• ... 

The prison's control center, erected by the Legionnaires 
nd armed with state-~f-the-art energy weaponry (Star
olt (Stun]: 18; t hree batteries), is the only structure 

··~Frently on Labyrinth's surface. 
• In preparation for its new role, Labyrinth has been 

provided with an improved version ofBrainiac 5's originaJ 
planetary force shield design (Force Field: 45; Flame 
Imm unity: 18; Sealed Systems: 35). The energy to generate 
the force shield is drawn directly from the system's 
smaller star. 

The job of being Warden of the UP's prison planet is 
perhaps the most pressure-packed and unrewarding 
assignment the Science Police has to offer. Over the past 
three years, at least four different individuals have held 
this pos ition. Each had apparently divergent viewpoints 
on proper prison admin istration techniques. The latest in 
this line is Warden Tsaquin, a blond-haired, greenish
skinned male of normal humanoid size and appearance, 
save for the disconcerting feature of the single elongated 
eyestalk that extends from the center of his brow. 
Tsaquin's assignment as Warden began with t he arrival of 
the prisoner ark on Labyrinth; only time will tell how 
effective or lasting his tenure in this position will be. 
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Lost World 
SrAR(S): ...................... 0 AP DISTANCE: .......... .. ...... na 
POP. VALUE: ............. 0 GRAVITY: ....................... Std. 
ATMOSPHERIC DENSITY: . . . . . . . . . ........ ....... ... Standard 
ATMOSPHERIC liAZARDS:. . . . .. ... .......................... None 
UNUSUAL CHARACT'ERISTICS: ............. ...................... None 
NATIVE POWERS: ................................................... None 
GOVERNMENTTYPE: ................. .............................. None 
INDUSTRIAL LEvEL: ..................................................... 0 

This dead planet contains many machines of alien 
science. One of the planet's most spectacular machines is 
the gigantic rocket engine which carries Lost World 
throughout the Solar System. 

Medicus One 
STAR(S):. .. . . . . . . . .... G AP DISTANCE: ...... ............ 19 
POP. VALUE: . .. .. .. 14 GRAVITY: ................... Varies 
ATMOSPHERIC DENSITY: ....... .. ....... . ... ........ .. ......... Varies 
ATMOSPHERIC HAzAROS: .......................................... None 
UNUSUAL CliARACI"ERISTICS ... ······ • ... ... ........ .. .. Man-Made 
NATIVE POWERS ............... . .. .......... ... ..................... None 
GoVERNM£NT TYPE ....•...........•......•.......... .• .. . Corporate 
INDUSTRIAL LEVEL: ...................................................... 5 

52 

Monster World 
SrAR(S): •......... .•.....•..... A AP DISTANCE: .. .. ......•...... 37 
POP. VALUE: ..........•..... 0 GRAVITY: .................... Std. 
ATMOSPHERIC DENSITY:.. . ............................... Standard 
ATMOSPHERIC liAZARDS: . . . .................. .. .............. None 
UNUSUAL CHARACJ'ERJSTICS: .................................... None 
NATIVE POWERS: ................................................... None 
GOVERNMENT TYPE: ...•.....•...•...•.....................••.... None 
INDUSTRIAL LEvEL: . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .. .. . .. . .. .. .. .. . . 0 

Men t ried to colonize Monster World, but had to 
abandon such attempts due to the bizzare and deadly 
monsters which inhabit this planet. 

Jungle King (as Monster Master) once came here to 
form the Legion of Super-Monsters. 

Orbiting 1,000 miles (19APs) above the Earth's surface, 
Medicus One is considered to be the finest Null Gravity 
hospital in space. Financed by a combination of UP 
funding and patient charges, Medicus One contains the 
finest state-of-the-art medical technology within its walls: 
laser surgical and organ transplant apparatus, hypnotic 
sedatives and pain suppression fields, a computerized 
data bank that constantly monitors the condition of all 
patients, and zero-gravity recovery facilities. 

The exterior of Medicus One is a circular ring of 
titanium-iron alloy attached by four spokes to a cylin
drical central core that contains the satellite's altitude 
jets and main power generators. Patients and visitors may 
enter and leave Medicus One through any of 16 airlocks 
stationed around its outer ring, with portal C handling 
medical emergencies and Portal F handling regular 
patient admissions. Each of these sections can be electron
ically or manually closed off from the rest of the satellite 
within 1 phase after an emergency alert is identified. In 
the event of sudden depressurization of a section, all 
individuals thrown out of an airlock into space are 
automatically encased in transparent spacesuits while 
self-sealant devices work to repair the satellite's hull. 

Due to its unique location outside the normal patrol 
range of most of Earth's SPs, Medicus One's storage vaults 
for transplant supplies and drugs are frequent targets for 
attacks by space pirates and "organleggers". The facility 
maintains a force of25 standard security robots to handle 
such problems, although Lightning Lord once insultingly 
referred to these robot fighters as "child's toys." Attempted 
raids on Medicus One are usually handled by the Science 
Police; on several occasions over the last 3-4 years, 
however (usually when one or more Legionnaires were 
already present on the satellite for personal medical 
reasons), the Legion has intervened to apprehend such 
raiders. 



Naltor 
STAR(S): ................ •...... F AP DISTANCE: ............... .. . 36 
POP. VALUE: ................ 27 GRAVITY: ....................... Std. 
ATMOSPHERIC DENSITY: .................................. .. Standard 
ATMOSPHERIC liAzARDS: ......................................... . None 
UNUSUAL CHARACTERISTICS: .................................... None 
NATIVE POWERS: ........................... .. ..• . ...... Precognition 
GoVERNMENT TYPE: ..................................... Democracy 
INDUSTRIAL LEVEi.: .......... . ........................................... 5 

Naltor, home planet of the Legionnaire sisters Nura 
(Dream Girl) and Mysa (White Witch) Nal, is one of the 
most unusual planets in the UP, with its combination of 
high-tech scientific splendors and magical heritage and 
its mix of hardline business sense with the powers of 
prophecy. 

A small faction of wizards from the Sorceror's World 
emigrated here seeking greater contact with humanity 
and its material comforts. The magical abilities of the 
inhabitants gradually receded with time, eventually 
becoming restricted to a limited power to foretell events 
that would happen in t he near future. Upon joining the 
United Planets, the inhabitants ofNaltor put their powers 
of prophecy to good use, translating their precognitive 
flashes into speculative forays into the UP's stock and 
commodities markets. Within twenty years of its entry, 
Naltor had become the highest per capita income planet 
in the UP federation and the site of the UP's intergalactic 
credit bank. 

Naltor's cultu re is based on a strictly matrilineal struc
ture, with all inheritance reckoned solely by the female 
bloodline. Nonetheless, both men and women are eligible 
to hold the position of High Seer, the leader of the planet's 
High Assembly. Nura and Mysa's mother Kiwa served as 
High Seer until her death; s ince that t ime, her male 
acolyte Beren has filled the role. The planet has been 
traditionally plagued by geological instabilities that make 
minor earthquakes a regular event. The government 
recently funded construction of a gyrostabilizer device 
that is supposed to generate a counter-vibration that will 
prevent further recurrences of this problem. 

The GM should note that the precognitive powers of 
Naltorians are, to a large extent, unpredictable in nature 
and cannot be summoned on demand. The chances of 
someone on Naltor's surface having a prophetic vision 
about a particular future event will normally increase 
with the severity of that event ( unless the perpetrator of 
the event possesses high-level Power of Mental Block). 

Null port 
SrAR(S): ....................... G AP DISTANCE: .................. 36 
POP. VALUE: ................. 17 GRAVITY: ..................... Llght 
ATMOSPHERIC DENSITY: ....................... ............. Standard 
ATMOSPHERIC HAzARDS: ....................................... .. . None 
UNUSUAL CHARACTERISTICS: ................................. ... None 
NATIVE POWERS: ........................... . .... ... . ............ ... None 
GoVERNMENT TYPE: ....................................... Corporate 
INDUSTRIAL LEVEi.: ............ .... . . ................ .... .. ....... ... ... . 5 

Known as the "shipbuilder to the universe," Nullport is 
the primary supplier of the UP's massive starfleets the 
drydocks used to maintain these vessels, and the so~rce 
of t he Legion's own star cruisers. 

The facility is built on a small, free-floating asteroid 
surrounded by a t hin energy sheath that generates and 
holds in its artificial atmosphere. The energy sheath also 
produces constant sunlight, giving rise to the galactic 
adage "Night never falls at Nullport." Nullport's gravity 
(0.3 G) is well below Earth's, and normal gravity visitors 
may need a little time to get used to it. 

Traffic in and out of Nullport is hectic, ranging from 
20-100 ships per day. The Legion itself has visited the 
asteroid about once a year over t he last 3-4 years. The 
activities of the facility's construction and maintenance 
crews are coordinated by a central computer tower that 
is said to contain the most sophisticated equipment 
currently available. 

Overseeing everything is the Port's garrulous General 
Manager, H'hrnath (statistics furnished below). A cigar
chomping Equissian who is himself a native of a low
gravity world, H'hrnath has a marked accent, holds the 
mortgage on the Nullport planetoid, and would merci
lessly haggle with his own grandmother for an extra ten 
credits of profit. Nonetheless, the "horse-trader" also 
possesses a gruff sense of honor and is generally regarded 
as the sharpest shipwright in the UP. H'hrnath's work
force appears to be composed of a diverse variety of 
largely non-humanoid UP races and computerized drones. 

Nullport is an obvious target for enemies of the UP 
(especially the Khunds) because of the key role it plays in 
keeping the UP's naval forces in shape. In 2983 the facility 
was somehow successfully infiltrated by the Khunds who 
installed a jamming device in the computer sy'stem 
capable of receiving and relaying signals from the 
Khundish wa.rfleet. This caused disastrous accidents to 
happen to a number of ships in drydock. While on-world 
to purchase a new ~~ar cruiser, the Legion discovered and 
destroyed this device and disabled the Khundish warfleet 
that was preparing to assault the facility. In an effort to 
reduce the possibility for similar attacks in the future 
Shadow Lass placed Nullport under a cover of absolut~ 
darkness, and Mon-El moved the asteroid to a new star 
system several dozen light years further into t he interior 
of UP-controlled space. In appreciation for the Legion's 
efforts, H'hrnath bestowed the group with one of the 
rarest bargains of his career: five star-cruisers for the 
price of one. 

H'HRANTH 
DEX: 6 STR: 5 Boov: 
INT: 8 WJLL: 4 MIND: 
INFL: 3 AURA: 2 SPIRIT: 

I NITIATIVE: 17 HERO POINTS: 

SKILLS: 
Gadgetry (Spaceflight): 18 
Scientist: 13 

8 
2 
2 
0 

Charisma/ Persuasion: 6; Vehicles/ Air 
&Space: 7 

MOTIVATION: Mercenary 
WEALTH: Millionaire 
JOB: General Manager of Nullport 
RACE: Alien (Equissian) 
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Oa 
STAR(S): .................. C+M AP DISTANCE: .........•..... . .. 36 
POP VALUE: . .. .27 GRAVITY: ....................... Std. 
ATMOSPHERIC DENSITY- . . . . . . .... ... • ... Standard 
ATMOSPHERIC H.AzARos: . . ....... ............... ............. None 
Ul\IUSUAL CHARACTERISTICS . . .. . ........................ None 
NATIVE POWERS. . . . High INT & Mental Powers 
GOVERNMENT TYPE; ............................... Bureaucracy 
INDUSTRIAL LEVEL: .................. ....................... ........... 5 

Oa is the home of the Guardians, a powerful race more 
advanced than Earth. The Guardians appear as blue
skinned, white-haired men with large heads. They have 
undertaken the responsibility of protecting the universe 
against evil in various forms. To achieve this end, they 
have gathered noble representatives of all life forms and 
f>nlisted them in the legendary Green Lantern Corps. 
Each Green Lantern's ring draws power from the great 
power battery on Oa itself. 

The world has a long and colorful history dating back to 
the beginn ings of the Universe itself. Its story is intimately 
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linked with the struggle between the Monitor and his 
nemesis, the anti-Monitor, as the transgression brought 
about by seeking to examine the origins of the Universe 
was first carried out by an Oan named Krona, far in t he 
past (as reiterated in CRISIS). The world itself is scarcely 
known to citizens of the UP, as Earth long ago expressly 
forbade the presence of a Green Lantern in its area of 
space. Oa is believed to be a paradise. 

Preztor 
STAR(S):. ...... . .. ..... .. G AP DISI"ANCE: ....... ... ....... 37 
POP. VALUE. .. .. ... . .. 17 GRAVITT: .................... . High 
ATMOSPHERIC DENSITY..... . . ................................ Rich 
ATMOSPHERIC HAz.ARos: .......... ................ ......... ... .. None 
UNUSUAL CHARACTERISTICS ...•................. .......... .... . None 
NATIVE POWER£ ........... . ..................... ............. . None 
GOVERNMENT TYPE: .....•.......•....... •... ... ..... . ....... Republic 
INDUSTRIAL LEVEL: ... ............................... .................... 4 

Preztor is an ocean world with almost no land masses. 
Its residents live on the high continental shelves in 



undersea domes, fishing and extracting minerals from 
seawater. One of the few islands on the world, Taboo 
Island, is avoided scrupulously by the world's inhabitants, 
who believe that demons reside there. 

Orando 
STAR(S):.. .. .. ... . B+G+M AP DISTANCE .............. ... . . 42 
POP. VALUE: .. •. 8 GRAVITY: ................ ... .. .. Std. 
ATMOSPHERIC DENSITY . . .. . ....................... . . Standard 
ATMOSPHERIC HAzARDS:.. . ........... . .............. . ...... .. . None 
UNUSUAL CRARACTERIS'l1C& .. . .... . .......... . ....... .. .... . . .. None 
NATIVE POWERS: •. .. . . .................. ... . .... .. .. Mystic 
GoVERNMENT TYPE: ....... . ........................... . ..... Monarch 
INDUSTRIAL LEvEL:... .. . . . . .. .. .... ...... .. .. .. ......... .. ......... 1 

This quiet planet in the backwater of UP space has a 
culture and t echnological level equivalent to that of 
feudal England. For many years the world resisted all 
contacts with outside traders and technos, and refused to 
allow construction of a spaceport facility on-world. The 
last two generations of the planet's ruling family, King 

Voxv and his daughter Queen Projectra attempted to 
begin the process of acculturation by allowing limited 
development of the planet's mineral resources. Their 
efforts were foredoomed to failure; first by a challenge 
from her cousin to ascend the throne, and later by the 
planet's seizure by the Legion of Super-Villa ins and the 
subsequent death of Val Armorr ( Karate Kid). After t he 
defeat of t he L.5V, Projectra elected to use the technology 
inst alled on the world by t he LSV to t ransport Orando 
into another dimension. 
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Seer is 
STAR(S): . ...... . ........ ..... .. K AP DISTANCE: .... . . .... . ...... . 35 
POP. VALUE: .. . ............ ... 7 GRAVITY: . . ..... . ...... ... .. .. Light 
ATMOSPHERIC D ENSITY: . ..... . ..................... ....... . Standard 
ATMOSPHERIC HAzARDS: ............ . .... ... ..... . . ...... . ........ None 
UNUSUAL CHARACI'ERJSTICS: ..... .. ..... .. ..... . ................ None 
NATIVE POWERS: ........ .. ..... .......... . ........ ... ..... (see Below) 
GOVERNMENT 'TYPE: .............................. . .......... Anarchy 
INDUSTRIAL LEVEL: ...... ... .•. ... ..••.. . .. .. ...... .. ... . . . ... .......... . 2 

Seeris is a world seemingly in decay. Its inhabitants, 
an ever-dwindling race, have abandoned most of the 
unnecessary baggage of the physical world to engage in 
the pursuits of the mind. Accordingly, the world has 
grown poor and always appears languid and unkempt. 
Starvation is neither uncommon nor unremarkable. 
However, many of the most adept members of the race 
have left their physical bodies behind and exist now 
only as incorporeal intelligences. (Natives here have the 
Powers of Mental Blast: 15 and Control: 10 if incorporeal.) 
Regardless of the truth of this assertion, it is a fact that 
Seeris has never been invaded or conquered, though it is 
not far from either UP or Khund space. 

Takron-Galtos 
STAR(S): .. . ......... . .......... K AP DISTANCE: . .. . . .. ... . ....... 35 
POP. v ALUE: ....... ... ....... 13 GRAVITY: .................... . .. Std. 
ATMOSPHERIC DENSITY: ..................................... .... .. Thin 
ATMOSPHERIC HAzARDS: ............... . ...... . ..... ..... ......... None 
UNUSUAL CHARACTERISTICS: .. ... .. ........ . ... .... . ...... . .. ... None 
NATIVE POWERS: ................ . ... .... . ............ ..... ... ... . .. None 
GOVERNMENT TYPE: ......... ... .............. .. ...... Bureaucratic 
INDUSTRIAL LEVEL: .. . ...... .. .......... . ...... . . . ........... .... ... ..... 5 

At the outer fringes of the United Planets, far from any 
major inhabited world, lies the world of Takron-Galtos, 
t he UP's principal prison planet and criminal rehabil-

itation facility. Takron-Galtos was originally designed to 
serve as the Science Police's main base and training 
academy, with a small prison facility attached. After a 
successful prisoner revolt during which the inmates 
ae and damaged the SP arsenal, the SP plans were 
scrappeci-(primarily at the instigation of then-Lieutenant 

ball zenCiak), and the facility was converted to serve 
i urrent purpe e. 

Ta n-Galto8 is ~ficult to approach from space, as 
space-la approachm~ ~t are partially occluded by the 
Takronian teroid fie~~ The random movements of 
bodies in this eld, as well gas and dust that obscure 
and confuse sh ip.sensors, m e this an area careful pilots 
would rather plot und. The odds of making it through 
without some sort o mishap ar estimated at several
thousand-to-one again t. 

Takron-Galtos houses e UP's h" est security inmates; 
those criminals who woul . e too 8\:eat.a threat to ~he 
prisons of other worlds. Ke ping these prisoners captive 
is a constant challenge for t e force ofl.60 SPs stationed 
here. The entire planetoid is ncased · a force shield 
(Force Field: 35, Flame ImmuniV. 16, Seal d Systems: 30), 
designed by Brainiac 5 to con tr 1 incoming traffic. Four 
guard stations armed with batt ries of po~erful energy 
weapons (Starbolt [Stun]: 15) r· g the peruneter of the 
main prison complex, and the · dividual c ll-blocks of 
prisoners are often equipped wi h special (eatures -
Valid us was kept within an isolation cube of soli'd. inertron, 
while the power-parasite Organis .,as held in constant 
state of suspended animation. The Legionn · es them
selves have often aided in the testin ot these aximum 
security containment systems to ver,their etTec iveness. 

Despite all these safeguards, howrer, Takro Galtos 
has had a very checkered history of uccess. Dur\flg the 
period between 2983 and 2985, Ta~on-Galtos _w&f rav
aged twice in attacks by the renega~e Daxam1te,f outh 
01-Vir, resulting in widespread bre~outs which L'egion 
intervention was required to suppres . During the s ond 
of these assaults the Legion of Supe -Villains, usin the 
powerful teleportation beam of the· Gil'dishpanite ally 
Zy'myr, were able to penet rate the c "ppled force sh1~ld 
and recruit several prisoners (and 01- · ) into their ranf5. 
Finally, during the Crisis on Infini Earths, Takro~ 
Galtos was assaulted by an anti- atter assault th t 
forced a mass Legion-assisted evacu tion of the facility' 
prisoners onto a massive SP ship, d destroyed th 
entire planet when it struck its ma"J power reactors. 

Talok VIII 
STAR(S): .. ................ ..... F AP DISTANCE: ... ... ............ 38 
POP. VALUE: .......... ... .... 27 GRAVITY: .. . ........... ..... Heavy 
ATMOSPHERIC DENSITY: ... ... ................ . ...... .. ..... Standard 
ATMOSPHERIC HA2AROS: .............. . ...... •...... •....... . .... . None 
UNUSUAL CHARACTERISTICS: ................................... . None 
NATIVE POWERS: ................ .. ............. . ................... None 
GoVERNMENT 'TYPE: .....•... . ..• .. ....•.••.... ••. ....••. . .. Oligarchy 
INDUSTRIAL LEVEL: .... .......... ... ... ... ..... . ....... .. ... .. ........... 4 

Talok VIII is a world populated by humanoids who have 
a few notable diversi fts from the usual Terran stock The 
indigenous race is b e-skinned, pointed-eared and blac 



haired. Although Talok VIII belongs to the UP, local 
politics remain a mystery to the rest of the UP. The ruling 
class lives in highly technological cities on the plateaus 
and valleys, while an "untouchable" class of "mountain 
men" struggles to survive in t he surrounding peaks. 

Recent unrest has centered around an attempt by t he 
mountain m en to capture the cities and enjoy the wealth 
and luxury denied them. Connected w it h this, a woman 
has appeared claiming to be the reincarnation of the 
"Living Memory of Maakas." The worship of Maakas was 
t h e ancient Talokian religion, based on priestesses who 
embodied the racial memories o.f each individual tribe. 
Since a priestess might recall every s light done to her tribe 
for several hundred years , wars were frequent and 
bloody. 

Eventually t he city-dwellers abandoned the religion of 
Maakas entirely, and the ancient m emory cult survived 
only in t he mountains. Only tales of Maakas remained. 
Two years ago, a young woman claiming to be the 
reincarnation of the last priestess of Maakas led a revolt 
against the cities. The rebellion failed due to the inter
vention of the Legion, especially Mon-El and Shadow Lass 
(Tasmia Mallory, a native ofTalok VIII). "Lady Memory" 
was captured but subsequently escap ed. Her whereabouts 
are unknown. 

Taltar 
STAR($): ..... ... " ....... .... . B AP DISTANCE: ...... ... .. .... .. .41 
POP. VALUE: ........ .......... 8 GRAVITY: ... ...... .. .... ...... .. Std. 
ATMOSPHERJC DENSITY: .. ... .. ....... ..... .... .... .... ... .. . ..... Thick 
ATMOSPHERIC HAzARDS: ............. .. . ···· ··· ... .. .......... ... . None 
UNUSUAL CHARACTERISTICS: ..... . ....... .. ... .......... Vulcan ism 
NATIVE POWERS: ....... ..... .... ... .................... .. ... .. ... .. None 

GOVERNMENT TYPE:··· · ···· ••·· ··· ···· ····· ·· ·· ···· ···· ···· Oligarchy 
INDUSTRIAL LEVEL: . ...... ......... ........ .... . .................. .. ... .. 4 

Taltar circles a blue-white sun. It is very close to Earth 
in gravity, climate and atmosphere, but is sociologically 
quite different, as it is ruled by a matriarchal oligarchy. It 
has inculcated a profound female superiority into it 
society to the point that men cannot own proper ty 
participate in government. 

Tu Iva 
STAR(S): ...... ..... ............ G AP DISTANCE: ............ . ..... 36 
POP. VALUE: .. ......... .... .. . 0 GRAVITY: ... .................... Std. 
ATMOSPHERIC DENSITY: .... ... ...................... .. ... .... ... ... Rich 
ATMOSPHERIC HAzARDS: .......... ..... ... ........... .... .. ... .... None 
UNUSUAL CHARACTERISTICS: ..... .. ....... .. .... ...... .. .... ... . Non e 
NATIVE POWERS: ..... .. ..... .... .... .. .......... None (see below) 
GOVERNMENTTYPE: .............. ...... .................... ....... None 
INDUSTRIAL LEVEL: ........ . .... .... .. ....... .... ........ .. .. .... .... .... 0 

Tulva, a highly Earthlike world not far fro known 
space-lanes, is remarkable because it is uninh ited. At 
first glance, it is difficult to explain this fact, for "tseemsto 
be a paradise of the first order: wide, unsulli Cl oceans, 
rainforests, majestic mountain ranges, broad lains. Yet 

Q 

0 
0 

0 

0 
0 

0 0 
Hlanets records three unsuccessful coloni-

zation a tern ts, each one ending in murder, suic ide, or 
widespr ad estruction by fire. There have been no 
survivo s to uestion. 

The r.easo , as yet unknown to the United Planets, is a 
dreadi-G bei g who dwells deep in the rainforests of the 
north7n CO\ltinent. This being, a white, shaggy, man-sized 
creature ca~led the Witch Wolf, is among the most 
dangftrOus reatures on any planet. He has the power to 
turn 1the Wf rst fears of his enemies against them, using 
mys ical PJ,,wers as mighty as any wielded by the great 
sord'erers qf legend. Fortunately for the races of t he UP, 
th itch Wolf is an enchanted creature who cannot leave 
the world If he were to do so, he would crumble to dust. 

WITCHWOLF 

DEX: 8 STR: 6 Bo DY: 
INT: 6 W1LL: 5 MIND: 
INFL: 26 AURA: 24 SPIRIT: 
INITIATIVE: 40 Ii.ERO POINTS: 

POWE 
Aura of Fear: 30, Mind Blank: 30, 
Illusipn: 20, Mind Drain: 20, Mind 
Pro : 30 

~engar 

6 
5 
6 
0 

STAR(S): ....................... 6 AP DISTANCE: . ..... ............ 36 
PoP. VALUE: ...... .......... .. 8 GRAVITY: .. .. ..... ..... ... .. Heavy 
ATMOSPHERIC DENSITY: . ... .... ... .. .. .... .. ... ... .. ... • ......... Thick 
ATMOSPHERIC HAZARDS: ... ..... .. .. .. ........ . ........ . ... . ...... None 
UNUSUAL CHARACTERJSTICS: .. .. .... .... ..... .... .. ...... . .... .. Non e 
NATIVE POWERS: ................. .. ... . ..... .... .. ....... ... . ...... None 
GoVERNMENT TYPE: ................. .. ......... . .......... Corporate 
INDUSTRIAL LEVEL: .. ..... . .. . .................. •• .................. . . . 5+ 

Ven ar is a wet, damp world almost completely swathed 
in richj~ngle. It contains the ruins of the long-dead Ekron 
civilizat on, which produced the artifact known as the 
Emeral Eye. This object was found and stolen by the 
villainou Emerald Empress, who wields it for her own 
purposes. 
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Ventura 
STAR(S): .... ... . ... .. ........ .. A AP DISTANCE: .. ........... .. ... 40 
POP. VALUE: ... ... .... ....... . 7 GRAVITY: .. ....... ........... .. . Std. 
ATMOSPHERIC DENSITY: .. .. ... ... .... ... . ........... .. ..... Standard 
ATMOSPH£RICHAzARDS: . ........ ...... .. .. ······ ....... . ..... ... . None 
UNUSUAL CHARACTERISTICS: ........... ..... . ...... . ............ None 
NATIVE POWERS: .. .. .. ... ..... ... ........ .. ......... . ...... ..... ... None 
GOVERNMENT TYPE: .................. .. .............. . ... . Corporate 
lNDUSl'RlAL LEVEL: ........... . ........... .. ............... ..... ........ . 5 

Ventura, the "Las Vegas of the UP," is the most famous 
resort in the United Planets (other than the afore
mentioned, prohibitively expensive Paradise Planet) . It is 
said that any pleasure or vice can be obtained, and a ny 
excitement can be enjoyed on Ventura. It is often fre
quented by several Legionnaires, including Star Boy and 
Dream Girl. 
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Weber's World 
STAR(S): ... .. ............... ... K AP DISTANCE: .......... ... ... .. 30 
POP. VALUE: ..... ............ . 6 GRAVITY: ....... ............ .. .. Std. 
ATMOSPHERIC DENSITY: .. ... ............. ..... ...... ..... .. Standard 
ATMOSPHERIC HAzARDS: .... .. ........... .... ... .. ... .... ..... ... . None 
UNUSUAL CHARACfERISTlai: ..... ..... ................. Man-Made 
NATIVE POWERS: ... .... ............ ..... .. ... .... ......... ......... None 
GoVERNMENTTYPE: ...... . ...... ... ... .. ......... UP Bureaucracy 
INDUSTRIAL LEVEL: .... ....... . ..... ... .. .... ....... .. .... ............ ... 5 

If Earth is th e political "heart" of t he United Planets, 
then Weber's World is the circulatory system that keeps 
its life-blood pumping like clockwork. Weber's World is a 
man-made satellite located in the Trantor system, once 
described by Brainiac 5 as a "planet-sized portable office 
building for the UP government." 

The artificial planetoid has a diameter of several 
hundred miles and serves as the center of the UP's 
bureaucratic activities. There are over a million UP 
employees stationed here, maintaining and making use of 
the massive data banks of the planet's central computer 
system to collect taxes, maintain records of galactic 
immigration, t rade and population demographics, and 
keep track of the p rogress of d ozens of UP programs. 

The artificial surface of Weber's World is extremely 
sturdy and attack resistant, although the satellite suffered 
substantial external damage when it was attacked by 
Daxamites. However, the surface withstood the brunt of 
the assault and greatly limited the amount of damage 
done to the planetoid's interior and data banks. 

Weber's World is capable of independent space flight 
using powerful built -in warp engines that enable it to 
attain speeds equivalent to an SP battle cruiser, giving the 
planetoid the maneuverability to evade potential assault. 
During her short reign of control over Weber's World, the 
E merald Empress attempted to use this capability to turn 
the planetoid into a world-size weapon, setting it on a 
collision course with the UP's main fleet base. Only the 
timely intervention of Supergirl and the Legion prevented 
a disastrous incident. 

The central computer of Weber's World controls the 
p lanet's artificial atmosphere, security and fire control 
systems, and hydroponic gardens, as well as the UP data 
banks. The Emerald Empress, with the aid of th e trai
torous SP officer/ Dark Circle double agent Ontiir suc
ceeded in "linking" to the central data banks and actually 
seized control of those systems for a short period of t ime. 
To prevent a recurrence of such infiltration, the UP has 
recently upgraded the computer's internal security sys
tems and doubled the size of the SP garrison ( from 40 to 
80 officers). SP armaments include 24 1-man "blitzers", 
and a full complement of security drones, including a 
special force of "neutralizer pods." 

Winath 
8TAR(S): .... ........... . ... .. .. G AP DISTANCE: ...... .. .. .. ...... 36 
POP. VALUE: .... ... ..... ...... 8 GRAVJTY: ... .... ... .. ........... Std. 
ATMOSPHERIC DENSITY: .. ... ... .. ... .. ........... .. .. . ..... Standard 
ATMOSPHERIC HAzAROS: ... .. .... ....... ..... ....... ··· ·· ... .. .. .. None 
UNUSUAL CHARACTERISTICS: .. ... .. ... .. ........... .... ..... .. .. None 
NATIVE POWERS: ... . .... .... .. .. .. ... .. .. ........... . .......... .... None 
GoVERNMENT TYPE: .. .. .... .. : .......... ... . ............ Democracy 
INDUSTRIAL LEVEL: . .... .... ... .. ... ........... ......... .. .... ... .. .. ... . 5 

Winath is a bucolic agricultural world. Virtually all 
inhabitants are twins. It is unremarkable, except for its 
notoriety as the home of Legionnaires Lightning Lad 
and Lightning Lass, as well as their brother, the villain 
Lightning Lord. 

GM NOTE: The powers of Lightning Lad and Lightning 
Lass were obtained on Korbal and are not peculiar to 
the inhabitants ofWinath. 

Zerox (sorceror's World) 
STAR(S): ... ... .. ..... ...... .... G AP DISTANCE: . ....... . ..... .. .. 37 
POP. VALUE: . ..... .... ....... 27 GRAVITY: ... ...... .. ... .. ... .. .. Std. 
ATMOSPHERIC DENSITY: .... . .. ... ... .. ..................... Standard 
ATMOSPHERIC HAzARDS: .... .. ... ...... ........... .. .... ... .... .. . None 
UNUSUAL CHARACTERISTICS: .... .. . .... ..... ............... Illusions 
NATIVE POWERS: . ... .. . ..... ... ..... .......................... Mystical 
GoVERNMENTTYPE: ... .. .. .. .. : .... ........... .... ......... Oligarchy 
INDUSTRIAL LEVEL: . .. .. .. .. .... . .... .. .. . ................ .. ... ... .. ... 5+ 

The Sorcerors' World is an ancient one, its settlement 
perhaps dating back before technological colonization 
began, to a time when most magic d eparted the Earth. It is 
a world with very little land area, spanned by great 
oceans; the population is dist ributed across numerous 
chains of islands. 

The most renowned location on the world is "Teachers' 
Isle", home of the Teachers, the most powerful of the 
many practitioners of mystical arts on this planet. Legion
naire Mysa Nal (White Witch) was t r a ined here in these 
arts. 

The Teachers themselves practice pure magic as 
opposed to illusion. Thus, while the rest of the world 
appears to be constantly changing in climate and appear-



ance, Teachers' Isle remains as it is. All governmental 
functions are in the hands of the most respected and 
skilled mages. 

The Sorceror's World remains aloof from the UP and 
contact is rare. Among the few non-native to be accepted 
in recent years has been Mysa Nal. Mordru, the villainous 
super-sorceror, was originally an Elder on the Sorceror's 
World and decimated the Elders. They are rebuilding, 
while still maintaining their ancient traditions in spite of 
Mordru and modem science. 



~"c~c\opedia ga/actica 
~--------------PLANETARY CAT£..oc-•-------· 

Altair 5 
STAR(S): .. ..... ........ ........ A AP DISTANCE: ............. ..... 40 
PoP. VALUE: ........... ..... . 27 GRAVITY: ..... ........ ...... Heavy 
ATMOSPHERIC DENSITY: .. .............. ..... ..... .° •....... •• ....... Rich 
ATMOSPHERIC HAzARDS: .. ........ ................ ........ .. ...... None 
UNUSUAL CHARACTERISTICS: .... ..... ... ........ .... ............ None 
NATIVE POWERS: ........ .. .. ....... .. ..... ......... .... ............ None 
GOVERNMENT TYPE: .... ...... .... ........... .......... .. Democracy 
INDUSTRIAL LEVEL: ........... ....... ..... .... .... ...... ................. 4 

Altair 5 orbits a bright white star just 16 light-years 
from Sol. There are nine planets in this system, but only 
the fifth supports life. The fifth world has three continents, 
ail bathed in a warm, moist climate. The inhabitants of the 
world are tetrarahedronal, the structure upon which all 
life on the world is based. The sentients govern themselves 
through a democracy. 
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Amadus (Alpha C 4) 
STAR(S): ..... .... ... .... .. . G+K AP DISTANCE: .................. 37 
POP. VALUE: ................. 30 GRAVITY: .... .. ..... .... .. ...... Std. 
ATMOSPHERIC DENSITY: ........ .. ... ........... .. .................. Rich 
ATMOSPHERIC HAzARDS: .. .. ............. ... .. ..... .... ........... None 
UNUSUAL CHARACTERISTICS: ...... .......... ..... ... ............ None 
NATIVE POWERS: ....... ......... ... ............. .. ........... .. .... None 
GOVERNMENT TYPE: ...... ......... .... ......... ..... ... . Democracy 
L'JDUSTRIAL LEVEL: .. . .... . .. ........... ... . .... . .. ..... ........ . ........ 5 

Amad us is an extremely Earth like world that orbits the 
-.rar nearest to Earth, Alpha Cent auri (also called "Sentry 
. .\lpha"). The system is a naval base for t he United Planets 
.-\Imada, and also has an extensive merchant fleet base. 
~mce it was among the first worlds colonized by Earth
born humans, t he world is very built-up and industrial. 
What remains of the planet's extensive ecology is 
:escricted to parks in remote areas. 

Angtu 
Sr AR(S): .... ... ... .. .... .. .. ... G AP DISTANCE: .. ................ 32 
PoP VALUE: ...... .. .... ..... 27 GRAVITY: ........... ... ..... Heavy 
_.\n!OSPHERIC DENSITY: .... ... .... .. ....... ..... ................. Thick 
AntOSPHERIC HAzARos: .............. .. ........... Noxious Gases 
l°'1-"Sl"AL CHARACTERISTICS: ......... ........... .......... ...... None 
~ >.TJYE POWERS: ....................... ..... ......... .......... ... . None 
G'J\'ER."l?.fEJl.'T TYPE: .. .... .... ......... .. ......... .. ....... ........ None 
i.! 'OCSTRIAL LEVEL: .. .. ... .... ........ ........ .... ..... .. ............. .. . 0 

Angtu, a planet shrouded in an atmosphere of smoky, 
:-C'xious gases, was the birthplace of Mano, a member of 

the original Fatal Five. In his youth, Mano was feared and 
hated on his homeworld because of a congenital affliction 
- a destructive disk in the palm of his right hand. After 
t he death of his parents, the friend less and despised Mano 
strained his power to the utmost and destroyed Angtu 
utterly, killing all of its inhabitants. 

Ankar 
STAR(S): ........ .. ... . Special AP DISTANCE: .................. 26 
POP. VALUE: .. .......... ..... . 0 GRAVITY: ............ ...... .... . Std. 
ATMOSPHERIC DENSITY: ................. .... ........ .... ........ Dense 
ATMOSPHERIC HAzARDS: ....... .. ........ ....... ..... ... .......... None 
UNUSUAL CHARACTERISTICS: ..... ....... ... ...... High Radiation 
NATIVE POWERS: ... ............. ...... .. ... ............. Ultra Vision 
GoVERNMENTTYPE: ..... .... .. .. ........... .... ..... .............. None 
INDUSTRIAL LEVEL: ..................... .... ... ................... ....... 0 

Ankar orbits a singular primary: the famed Black Sun, 
the only one in this part of the Milky Way. It is a nearly
burnt-out star that emits only ultraviolet radiation. The 
native life of Ankar reached its current stage of evolution 
before the star stopped emitting visible light, but devel
oped the capacity to see in the darkness as it cooled. The 
unique nature of this biosphere has attracted scientists 
from across the UP. 

Antares II 
STAR(S): ... ....... ........ .... M AP DISTANCE: .......... ........ 34 
POP. VALUE: ................. 17 GRAvtTY: ...•. . ........... ...... Std. 
ATMOSPHERIC DENSITY: .... ... ......... ....... .. .. ......... Standard 
ATMOSPHERIC HAzARDs: ........................................ .. None 
UNUSUAL CHARACI'ERISTICS: ................... ........... ..... . None 
NATIVE POWERS: .............. ....... . .. ............. Shape Change 
GOVERNMENT TYPE: ....... ... .... .......... ... ... ... .... Democracy 
INDUSTRIAL LEvEL: ............... ... . .. ..................... .. ... .... ... 2 

Antares, a well known star in the skies of Earth (its 
name, after all, means "Mars' Rival", since it is a bright, 
ruddy color) is the primary to the homeworld of the 
Proteans, a race of sentients with the innate ability to 
change their bodily form to adapt to different environ
ments. The most famous Protean was a "pet" to Chameleon 
Boy for many years, but Proty (as he was called) sacrificed 
his life to resurrect Lightning Lad. Proteans have recently 
been recognized as sentients in the United Planets, and 
there are some close connections between certain Protean 
political movements and t he wealthy R.J. Brande, patron 
of the Legion of Super-Heroes. 



Apokolips 
STAR(S): ....................... A AP DISTANCE: .................. 40 
POP. VALUE: ................. 30 GRAVITY: ....................... Std. 
ATMOSPHERIC DENSITY: .................. , .................. .. .... Thin 
ATMOSPHERIC HAzARD& ................................... ... .. Sulfur 
UNUSUAL CHARACTERISTICS: ................................... None 
NATIVE POWERS: ............................ .......... ............. None 
GOVER.NMEr.'T TYPE: ................................... Dictatorship 
INDUSTRIAL LEvEL: .................................................. 5+5 

The dreaded, and legendary, world of Apokolips is the 
home of one of the most feared beings in the Universe 
-Darkseid. The Great Dark One is a longtime enemy of 
the Legion, and his world is truly the embodiment of 
himself - an oppres.5ive world of evil and spite. 

Asteroid Archipelago 
STAR{S): ................ ...... M AP DISTANCE: .............. 36 
POP. VALUE: ....... ......... 30 GRAVITY: .................... Std. 
ATMOSPHERIC DENSITY: ..... ' ......... ' .................. ' Standard 
ATMOSPHERIC HAzA.Ros: ....... ' ............ .. . . ...... .... ' ....... None 
UNUSUAL CHARACTERISTICS: .. ' ... ' ... ... . ....... ' ... ... . .... '' .None 
NATIVE POWERS: . .................................................. None 
GOVERNMENTTYPE: .............. ..................... Bureaucracy 
INDUSTRIAL LEVEL: ................ ........... ......... ................ 4 

The Asteroid Archipelago is the name of a huge belt of 
asteroids near the border of United Planets space. This 
formation contains over thirteen hundred individual 
bodies, ranging from near-planet-sized to flecks of rock a 
few hundred meters across, and is home to scientific 
researchers, pirates, and wildcat miners (who "nest" in 
the hollowed-out rocks, mining them until the veins go 
dry, and then move on). It is governed by a loose 
bureaucracy, with a council that meets on the largest 
asteroid, Puerjti, once every three months to deal with 
pressing issues. Several asteroids in the Archipelago have 
figured significantly in past adventures of the Legion. 
Among the most prominent are: 

Shanghalla: This is the famous cemetery world. This 
large asteroid houses the tombs and crypts of some of the 
most famous and renowned personalities in the history of 
the UP. 

Mount Rushmore of Space: This asteroid has been 
carved with the likenesses of many famous people and is a 
prominent tourist attraction. 

Asteroid M-17W: This world contains a large manu
facturing plant for fusion power spheres. 

Asteroid 73Q: This mining world was recently attacked 
by the Khunds. 

Bgztl 
STAR{S): ....................... G AP DISTANCE: ................ 38 
POP. VALUE: .................. 8 GRAVITY: ..... . .......... .. ..... Std. 
ATMOSPHERIC DENSITY: ...... ' .......... '' ................. Standard 
ATMOSPHERIC HAzA.ROS: .. ' '. ' .... ' ..... '' ..... . ' .. •. .. '' .. ' ... ' .. None 
UNUSUAL CHARACTERISTICS: ..... ' ......... . ... .. ... ...... ' ..... None 
NATIVE POWERS:............... .. ' ....... . ............ Intangibility 
GoVERNMENT TYPE: .... ................... ... .......... .. Balkanized 
INDUSTRIAL LEVEL: ..... ' ........................ ... .. ... ... ....... ' ..... 5 

Bgztl is in all respects a duplicate of Earth, except that 
it exists in the Phantom Dimension. It is the home ofTinya 
Wazzo, Phantom Girl of the Legion of Super-Heroes. 
GM's NOTE: While all of the alternate universes, dimen
sions, etc., were effectively eliminated by CRISIS, the 
Phantom Dimension, and Bgztl, were not. The recent 
forced return of Mon-El to the Phantom Zone under
scores this fact. 
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Bismoll 
STAR(S): . . ...... . . . . ... . . . . .... A AP DISTANCE: . .... .. . . . . . . . . . .. 40 
POP. VALUE: . . . . ... ... . . ... .. 27 GRAVlTY: .... . . . ... .. .. ... . . Heavy 
ATMOSPHERIC D ENSITY: . ... . .. .. . . . ... .. .... .. .. . .... .. . . ... ....... Rich 
ATMOSPHERIC liAZARDS: . . .. . ... . . . . .. .... ...... . . .. .. ......... . .. None 
UNUSUAL CHARACTERISTICS: ....•..... . . •• ..... . ...... . ... Microbes 
NATIVE POWERS: .... . . . . .... ... ....• ....... ••• . ..... ...... .. ..... . . Acid 
GoVERNMENT TYPE: . . . ... .. ...... ••... ..... •.... . .. . . . .. Democracy 
INDUSTRIAL LEvEL: ... .... ..... .... .. ....... .. ........ .. ... ... ........... 4 

Through t he eons, microbes in Bismoll's ecosphere 
made all organic matter on Bismoll poisonous to normal 
humans. The indigenous population, however, developed 
the ability to eat any substance whatsoever , to the extent 
that the Bismollians a re now strictly regulated by their 
own Calorie Police. Bismoll's government is a democracy. 
A former member of the Legion of Super-Heroes, Tenzil 
Kem (better known as Matter-Eater Lad), is a native of 
Bismoll. 

Cargg 
STAR(S): ...... ... ..... A+A+A AP DISTANCE: . .. . . . ..... .. .. . .. 40 
POP. VALUE: . . . .. .. ... ... .. .. 20 GRA VlTY: . . .... .... .. .. . . . ... .. . Std. 
ATMOSPHERIC DENSITY: .. . ....... . ... .. ... . .. ........... .... . . ..... Rich 
ATMOSPHERIC liAZARDS: ..... . ... .. .. .. . . ....... . . . ... . ........... None 
UNUSUAL CHARACTERISTICS: ... . .... . .......... . .. . .. . .. .. . . .... None 
NATIVE POWERS: .. .. ........ .. .... .. .. ... ..... .. .. . . ... . ... ... . .. . . Split 
GoVERNMENT TYPE: .. ... . . . .. .... ... . .. ... •• . ... . •••. . .. ... . Republic 
INDUSTRIAL LEVEi..: . .. . . .... .. .. ... . .. ..... . ... .... .... . ............ . .. . . 5 

Cargg orbits a system of three white suns. It has a 
gravity slight ly lower than Earth's, but is otherwise 
Earthlike. Its inhabitants, however, possess a unique 
Power: they have the ability to replicate themselves into 
three separate individuals, which can be recombined int o 
the same individual at a later time. The Legionnaire 
Triplicate Girl, now Duo Damsel, is a native of t his world. 
It is considered bad luck for Carggians to replicate three 
or more times in one day; Duo Damsel's third persona was 
killed by Computo when she replicated a t hird time in a 
single day. 

Colu 
STAR(S): .. . . . ....... .. ........ M AP DISTANCE: . .. . . .. ... ... .. ... 34 
POP. VALUE: . ... .... . ...... .. 30 GRAVITY: ...... ... . . .......... Light 
ATMOSPHE RIC DENSITY: . .. ..... . ... .. . . . .. . ..... .... . .. ... . Standard 
ATMOSPHERIC liAZARDS: .. .... ....... ..... .. ..... .• ..... .. . . . ..... None 
UNUSUAL CHARACTERISTICS: ..... . ..... . .............. . ... . ... . . None 
NATIVE POWERS: .... .. .... . ............ . .... . ........... . .... High INT 
GOVERNMENT TYPE: ..... . ............ . .. . ............. . .... Oligarchy 
INDUSTRIAL LEVEi..: . .... ... ...... . ... . ... .. . . ..... . ...... . .. . .......... 5+ 

Colu is the leading technological world in the United 
Planets. Its inhabitants are by far the most advanced 
humanoid intellects known, devoting much of their 

energies (and thereby much of t heir technology) to 
r esearch of new technology. The government ofColu is a 
technocracy. The Legionnaire Brainiac 5 is from Colu, 
although his INT is high for this planet. 

Deltwan 
STAR(S): .. ... .. ... . .... ... .. . .. A AP DISTANCE: .... .. ............ 40 
POP. VALUE: . . ... . . . ... ..... . 20 GRAVITY: . .......... . ......... High 
ATMOSPHERJC DENSITY: ... . ..... .. ...... . .......... .. • .... .. ....... Rich 
ATMOSPHERIC liAZARDS: ......... . ................... .. ..... . . . ... None 
UNUSUAL CHARACTERISTICS: ...... . •. .... Extreme Vulcani.sm 
NATIVE POWERS: . . ................ . ................................ None 
GoVERNMENT TYPE: ... . .............. . ....... . . ...... . . ... Corporate 
INDUSTRIAL LEVEL: . . . . .... .... ....... . ........................... .. .. ... 4 

This arid world is famous for its diamond cliffs. These 
cliffs, studded with the precious gems, were formed under 
intense geophysical and tectonic pressure. The world is 
ruled by a corp orate oligarchy, its industry based almost 
exclusively upon the exploitation of the diamonds. 

Doll World 
STAR(S): . ....... .. ...... G + M AP DISTANCE: ...... .... .. ...... 37 
POP. VALUE: ............ . .. ... 7 GRAVITY: .. . ... . .............•.. Std. 
ATMOSPHERIC DENSITY: .................................... Standard 
ATMOSPHERIC .HAzARDS: ........... • ... .... ....................... None 
UNUSUAL CHARACTERISTICS: ..... .. . . ..... . .................... . None 
NATIVE POWERS: .. . ................ •• ... . ................ . ..... . ... None 
GOVERNMENT TYPE: . . ..... .. .... . . .. ......... . .......... Democratic 
INDUSTRIAL LEVEL: ....... . •. . ..... •........ •.......... . .......... ... ... . 4 

This planet gets its name from its inhabitants, all of 
which are very small ( l 'h' tall). 

Dominion 
STAR(S): ... . ... . . . ... . ...... . .. A AP DISTANCE: ........ . .. .. ..... 32 
POP. VALUE: . . . .. . ..... .. . . .. 27 GRAVITY: ... . .. ......... . . . ... Light 
ATMOSPHERIC D ENSITY: .. . ... . . ....... .. ... .. ...... . ... . ... Standard 
ATMOSPHERIC liAZARDS: . . ....... .. ........... . .. .... ... ...... ... .. None 
UNUSUAi.. CHARACTERISTICS: .. . ................................. None 
NATIVE POWERS: .......... . ................... . . .. ..... ...... . ..... None 
GOVERNMENT TYPE: ....... •.. .. .. ••...... . .......... .. Dictatorship 
INDUSTRIAL LEVEL: . . . ........... .• .... .. . •• ......... ... ................. 4 

Dominion is the homeworld of the Dominators, a race of 
humanoids that was once at war with the UP. They are 
tall, thin beings with pale skin and are distinguished by an 
unusual facial structure: exposed upper teeth, no nose, 
epic an thine folds and large, articulated ears. Additionally, 
a Dominator's forehead is crowned by a large, reddish 
circle. 

Litt le is known of Dominion itself, though the evidence 
from their outposts and embassies indicates that it is lush 
and tropical. The Dominators' physiognomy indicates 
also that the world has slighter gravity than Earth. 



Femnaz 
STAR(S): .. . .................... G AP D ISTANCE: . . ........ . ....... 32 
POP. VALUE: .. . ............... 5 GRAVITY: .••.......... ....... ... Std. 
ATMOSPHERIC DENSITY: .................................... Standard 
ATMOSPHERIC HAzARD& .......................................... None 
UNUSUAL CHARACTERISTICS: ... •.. . .........•............... . ... None 
NATIVE POWERS: ............................................... . ... None 
GoVERNMEN'I' TYPE: ...... . ...... . ....................... Democratic 
INDUSTRIAL LEVEL: ........ . .....•.. . . .. ............ . ..... . .. . ........... 4 

This planet was once solely inhabited by women. The 
females exiled t heir male counterparts when the males 
wanted to change some of the "old ways." Later the 
women saw the error they had made, and brought males 
back to Femnaz. 

Grath 
STAR(S): . . . . .. . ................ A AP DISTANCE: ....... . .......... 40 
POP. VALUE: . . ..•...•••...... 20 GRAVITY: . ........ .. ..... . .. Heavy 
ATMOSPHERIC DENSITY: ......... .. .. . .. . .. . ... . ... •.. . ..... .. ..... Thin 
ATMOSPHERIC HA7.AROS: ...................•............... . ...... None 
UNUSUAL CHARACTERISTICS: .. . ... . ............................. None 
NATIVE POWERS:.. . .. . .................•....................... None 
GoVER."IMENT TYPE: ... ....... ... .•• ... .................... Theocracy 
INDUSTRIAL LEVEL:. ...... .... ............. ..... .... . ................... 3 

This huge world has a gravity nearly twice that of Earth; 
its crust, however, is extremely metal-poor, making agri
culture its prime indus try (rather than mining, so com
mon on hi-grav worlds). The governments ofGrath have, 
since ancient times, issued money based on a special type 
of gourd. The gourd is treated with a chemical mixture 
that dyes it a peculiar color and preserves it in a rock
hard state. 

The Haven 
STAR(S): .. . ........ .•........ .. 0 AP DISTANCE: . .. ... ... .... . .... 40 
POP. VALUE: . ........... •... 5 GRAVITY: .................... . .. Std. 
ATMOSPHERIC DENSITY:. . ............................... Standard 
ATMOSPHERIC liA.zARDS:. . ...................................... None 
UNUSUAL CHARACTERISTICS· ... .............•...•......... .. .... None 
NATIVE POWERS:..... • . . . .••........•............•....•....•.... None 
GoVERNMENT TYPE: . . .. •. ...... .. ...• . ................ Dictator hip 
INDUSTRIAL LEVEL: ............................... . ..... .. . .. . ... . . .. . ... 0 

The Haven was a hollowed-out asteroid in a sparsely
populated area of space beyond the edge of the UP. It 
served as a refuge for criminals and wanted men. It is 
invisible from searches coming from the inner reaches of 
the galaxy since it was covered with transceptor plates 
that made it transparent to most forms of detection. 
However, it was located by a Legion team approaching 
from the opposite s ide, where it was clearly visible against 
the stellar backdrop. 

The Haven was raided by the Legion several years ago, 
and most of its "guests" were captured, along with the 
Havenmaster, a rotund, mustachioed man named Gorra. 
Gorra had apparently operated th is illicit refuge for many 
years, charging exorbitant fees for the apparent safety of 
the asteroid, screening his applicants carefully before 
accepting them. 

Houp 
STAR($): ......... . ............. K AP DISTANCE: .. ......... . ...... 35 
POP. VALUE: ............... . . 40 GRAVITY: ..................... High 
ATMOSPHERIC DENSITY:.... . . . . . . . . .. . . .. . .. . . . . Dense 
ATMOSPllERIC liAzARD&..... . . . . . . . . .. .. . . . . . . . . . . . . . . . . High C02 
UNUSUAL CHARACTERISTICS: ........... Extreme Vulcan ism 
NATIVE POWERS: ........... Lightning & Energy Absorption 
GoVERNMENTTYPE: ····· ····· ···· ····· ····· ··· ······· · ······ Anarchy 
INDUSTRIAL LEVEL: ..... . ......... •........... . . .. . . .. .. .......... . ..... . 3 

Houp is a planet of violent storms, primarily as a result 
of its five moons, whose t idal effects have prevented 
carbon-based life on t he world from progressing far from 
the "soupy sea" stage. However, Houp is a natural home 
for a race of energy-beings, who can extract electro
magnetic ene rgy from lightning and geothermal energy 
from t he constant volcanoes. The Houpans are hostile 
toward outsiders and will harness t he violent ene rgies of 
the worlds to repel invaders. As a result, this world is 
primarily left to itself by t he United Planets. 

Khundia 
STAR($): ...•...... B+G+M AP DISTANCE: ................. .41 
POP. VALUE: ................ 4 7 GRAVITY: ...................... Std. 
ATMOSPHEIUC DENSITY: .......... .... .... ............ . .... Standard 
ATMOSPHERIC HAzA.Ros: .............. .......... .. .... ............ None 
UNUSUAL C11ARACTER1sr1cs: ....................•....... See Below 
NATIVE POWERS:.................. . .... . ...................... . .None 
GoVERNMENT TYPE: ...........•.................. . ... . ..... Oligarchy 
INDUSTRIAL LEvEL: . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ... 4 

Khundia, the capital of the Khundish Empire, is a world 
whose configuration is indicative of the dark personalities 
of its inhabitants. The su rface of Khundia is occluded by 
its own moon; th us the temperate zones of the world are 
always in the s hadow of night. Similarly, the Khunds seem 
dominated by t he dark side of their society. As a Khundish 
philosopher put it, "violence is the ultimate experience of 
man," and this is reflected in the extremely sanguine 
resolution of personal differences in the "challenge 
courts". Even foreign ambassadors must be prepared for 
the possibility that they might have to enter t he courts 
themselves to defend their position. 

The Khundish personality is a grim one, as can be 
expected. They are touchy and quick to figh t; Khunds go 
armed everywhere. They are also prideful and arrogant, 
believing that the violence that permeates their society 
makes them strong and will ultimately give them victory 
over the weak-willed UP. The presence of the Legion has 
helped to deter that somewhat. 
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Oomar 
STAR(S): . . . ... ................. G AP DISTANCE: . ... ... ....... . ... 37 
POP. VALUE: .. .. ......... .... 24 GRAVITY: .......... .. ........... Std. 
ATMOSPHERIC DENSITY: . .. ... . ........ ... .... . .. . ... . ...... Standard 
ATMOSPHERIC HAzARDS: . . . ..... ... .. ....•..... .•... .... .... .. . Helium 
UNUSUAL CHARACTERISTICS: ........... . ......•........... . ..... None 
NATIVE POWERS: . ...... . ...... .. ..... .. .............. . ....... . ..... None 
GOVERNMENT TYPE: ...... . .... . .. . ....... . .............. Democracy 
INDUSTRIAL LEVEL: ....... . ... . ... ..... ........ .. .... ......... .......... . 3 

Oomar is a backwater world, with a technology corre
sponding to Earth's (about the t ime FTL travel was 
discovered) . It is best known for the lotus fruit, a potent 
(and highly illegal) hallucinogenic, smuggled off planet 
with alarming regularity despite the best efforts of the 
Science Police to prevent it. 

Paradise Planet 
STAR(S): ................ . ...... K AP DISTANCE: .............. . ... 35 
POP. VALUE: .... ... . .......... 4 GRAVITY: ........... ... ..... Varies 
ATMOSPHERIC DENSITY: ... . ..... .. ....... . ....... ............... Varies 
ATMOSPHERIC HAzARDS: ......... . .............................. Varies 
U~'USUAL CHARACTERISTICS: ... . .. .. .. . ... . ... . ... . ...... •...... None 
NATIVE P OWERS: ..... .. .............. . ............ ..... . . ... . ...... None 
GovEFL'l'l>fENT TYPE: ... .... . ..... ... ............. . ... .. . . .. Corporate 
b<Dt:S'TRlAL LEVEL: .............. . ....... ... . . ... . ... . .................. . 5 

Paradise Planet is an exclusive resort for the extremely 
rich. It is possessed of the most advanced technology and 
promises to cater to the every whim of its guests ... if they 
are billionaires, since only billionaires can afford to 
patronize it. The world is climate-controlled, and its 
facilities allow the tailoring of a specific environment 
(gra,ity, atmosphere, climate) for each individual that 
\isits it. 
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Pasnic 
STAR(S): . ..... . ......... .. ..... K AP DISTANCE: .................. 35 
POP.VALUE: ............. . ... 28 GRAVlTY: . ........... ... .. ...... Std. 
ATMOSPHERIC DENSITY: ............................. . ............ Trace 
ATMOSPHERIC IIAZARDS: .. .. . ..... .......... ................... . . . None 
UNUSUAL CFt.A.RACTERISTICS: ........... •... . ........ .. .. One-sided 
NATIVE POWERS: ... . .... . ................. •........................ None 
GOVERNMENTTYPE: ...... . .... .. ..... ... . . .. ... ....... Dictatorship 
INDUSTRIAL LEVEL: ....... .. .............. .. . .. ...... .................... 3 

Pasnic is a "one-sided" world as a result of a period of 
rotation and revolution that a lmost exactly coincide. The 
world has very low axial tilt, producing almost no 
seasonality; half of it is in total darkness, while the other 
half is subjected to constant light. The world is inhabited 
by two sentient races, one on each side of t he world: t he 
Kryofys, who live on the dark side, and the Laptuirs, who 
live on the light. Before t he UP a rranged a cease-fire, the 
two races had just reached a level of technology a llowing 
them to vent their mutual hostilities with nuclear 
weapons. 

Procyon 2 
STAR(S): .. . ... ..... ... .. . .... . . F AP DISTANCE: ................. . 39 
P o P. VALUE: ............. . . .. 27 GRAVITY: . . . .. . .. ... .. . ..... Heavy 
ATMOSPHERIC DENSITY: . ... .... . ........................... Standard 
ATMOSPHERIC IiAzARDS: ... ... . .. ... ... ... ......... . .. . ... . ....... None 
UNUSUAL CHARACTERISTICS: .............. .. ..... . .... ...... .... None 
NATIVE POWERS: ......... ... .. .. . ... .. .. . ....... . ... . .. . . ...... . . .. None 
GOVERNMENT TYPE: ... ... .. .................. .. .... ... ... .. Oligarchy 
INDUSTRIAL LEVEL: ............. . .... . ... . ... .. ..... . . . .. ..... .. . ...... .. 4 

Procyon 2 was contacted during the first decade of 
Earth's exploration of the stars. At just eleven light years 
from Sol, it was among the nearest worlds to have an 
indigenous sentient race. The Procyoni are green-skinned 
anthropoids with ten arms stretching in various direc
tions, with differing numbers of fingers (or other, less 
familiar, appendages). Though their appearance might 
suggest a monstrous mentality, the Procyoni are a playful, 
friendly, and benign race. They are skillful and adept 
t raders, but are perhaps best known as the galaxy's finest 
pickpockets. 

Quarantine 
STAR(S): ........ . ...... ........ B AP DLSTANCE: ...... . ........... 42 
POP. VALUE: ....... . .... .. . .. 14 GRAVITY: . . ... . ....... •.... .. . .. Std. 
ATMOSPHERIC DENSITY: ... ... . ...... . . ... . ......... . . .. . ..... .. . Dense 
ATMOSPHERIC liAZARDS: . . .. ..... .. . . ...... . ... . ....... . .. .. Chlorine 
UNUSUAL CHARACTERISTICS: .. ... . . ....... . .......... . ....... . .. None 
NATIVE P OWERS: ......... . .......... . . ..... . ............ . .......... None 
GOVERNMENT TYPE: . . . .. . ....... . .. . .. ... . ..... . .......... Corporate 
INDUSTRIAL LEVEL: .... ....... .. . .. .. .. . ... . ........ ............... . .. . . . 5 

This ringed world serves as the United Planets' "isolation 
ward" - a distant hospital for those with contagious 
diseases. Its hospital facilities are wit hout comparison, 



except for Earth's own Medicus One. The world has a 
highly toxic atmosphere, which helps enforce the stan
dards of isolation and atmospheric integrity required of 
such a facility. 

R-K528 
STAR(S): ....................... K APDISTANCE: ....... ..... ...... 31 
POP. VALUE: .... ... . ..... .. .. 17 GRAVJTY: ....... .... ... ..... .. . . Std. 
ATMOSPHERIC DENSITY: ........... .. ................. . ..... . ... . Varies 
ATMOSPHERIC liAzARDS: ............ . •. .... · .. . ....... . .. .. See Below 
UNUSUAL CHARACI'ERISTICS: .... . . . . ....... . .................... None 
NATIVE P OWERS: . ... . .................... .. ... . ....... ...... . ...... None 
GOVERNMEN'I"fYPE: ... . ........... ... . .. . .... ...... .. .. . .. Corporate 
INDUSTRIAL LEVEL: ............... ... . . ... ........... . . ...... .. .......... 4 

The failed mining world of R-K528 is unremarkable in 
most respects; its atmosphere is thin, except in one deep 
valley, where it is dense enough to be breathable. A 
further unusual characteristic is that the atmosphere 
contains a trace of a rare compound that produces 
euphoria in most sentients; as a result, R-K528's deep 
crevasse is known as Romance Valley, commercialized 
throughout the United Planets as "the most romantic spot 
in the Universe." Tourism has made this world far more 
wealthy than mining ever could have. 

Rimbor 
STAR(S): .. .... . ..... • .... . . . ... K AP DISTANCE: .. ............. .. . 35 
POP. VALUE: . .. ............. . 30 GRAVITY: ..................... .. Std. 
ATMOSPHERIC DENSITY: . ... ........................ . . .............. Rich 
ATMOSPHERIC IiAzARDS: ........ .............. . . ... .. .. .. .. . ...... None 
UNUSUAL CHARACI'ERlSTICS: ....... . .. . .... ... ..... . ... ......... None 
NATIVE P OWERS: ...... ... . .............. .. .... . ......... ........... None 
GoVERNMENTTYPE: ... . . ....... . .. . .. . ....... . ....... . Bureaucracy 
INDUSTRIAL 1EvEL: .. ....... ... ... ... .. .................................. 5 

Sh war 
STAR(S): ............. ....... ... B AP DISTANCE: .................. 42 
POP. VALUE: ................. 34 GRAVITY: ......... . .... ........ . Std. 
ATMOSPHERIC DENSITY: .... ..... .... ... .. ... ............... Standard 
ATMOSPHERIC HAzARDS: ....... .. ... ... .... .. ...... . .. ............ None 
UNUSUAL CHARACI'ERISTICS: ..................... .... ........... None 
NATIVE POWERS: ................................................... None 
GOVERNMENT TYPE: .. ...... ••. ...... ... ... ... ... ... •....... Oligarchy 
INDUSTRIAL LEVEL: .. ....... .... ........ ... .. .... ... ..................... 5 

Shwar is the home of Fire Lad, Staq Mevlen. 

Sklar 
ST.AR(S): ...... . ...•... •.. . ..... G AP DISTANCE: ... . . •... . . .. ... . . 36 
POP. VALUE: ................. 17 GRAVITY: ...................... Std. 
ATMOSPHERIC DENSITY: .. . ....... ...... .... .. .. ..... ... ... . Standard 
ATMOSPHERIC liAzARDS: .......... . ....... •................. . ..... None 
UNUSUAL CHARACI'ERISTICS: ............................ . ... . ... None 
NATIVE POWERS: ........................ . ... .. ... ... ... ... ......... None 
GoVERNMENTTYPE: ..... ... •....... .. .. Autocratic Matriarchy 
INDUSTRIAL LEVEL: ............................ .... .. ................... . 4 

A client world of the UP, Sklar is inhabited by a race of 
pale-skinned, blue-haired humanoids and ruled by an 
autocratic matriarchy. In the past, Sklar has been 
extremely reluctant to contribute its "fair share" to UP 
organ banks. Recently, a group of Sklarians, under cover 
of the Sklarian embassy in Hong Kong, almost carried out 
a plot to hijack a shipment of body parts, though this 
attempt was thwarted by the Legion. 

Starhaven 
STAR(S): ........ .. ............. G AP DISTANCE: . . ..... .. .... . .... 37 
POP. VALUE: ................ . 27 GRAVITY: ....... . ......... . ..... Std. 
ATMOSPHERIC DENSITY: . ... . . ...................... . ... . ... . ..... . . Rich 
ATMOSPHERIC lIAzARDS: ... ..... ........ . . .. . .. . . . ..... .. ... . ..... None 
UNUSUAL CHARACI'ER1sr1cs: ......... ..... .... . ..... ... . .. .... . None 
NATIVE POWERS: . .......... . ...... .. .. .. .. . ... . .. . .... ..... Life Sense 
GoVERNMENTTYPE: ... . ........... . .............. . .......... Republic 
INDUSTRIAL LEVEL: . .. .... ... ... ... .. .. . .... . .. . .. . .... ... .......... .. ... 2 
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Than agar 
STAR(S): .......... .. ........ ... G AP DISTANCE: .... .... ... ....... 42 
POP. VALUE: ... .... ........ .. . 8 GRAVITY: ..... ... ....... .. .... Light 
ATMOSPHERIC DENSITY: ....... ... .... .. .. ...... .... .... .... Standard 
ATMOSPHERIC liAZARDS: ...... ... ...... .. ....... .... ..... ......... None 
UNUSUAL CHARACTERJSTICS: ................. ... ............... . None 
NATIVE POWERS: .. ... .... ........ ....... .... .... ..... ... .. ....... .. None 
GOVERNMENTTYPE: ... ...... ...... ..... ... ... ... .... ... .. ... Republic 
INDUSTRIAL LEVEL: ... . . . . . .. •..... . ..... . ...... . .. •.. .. .... . ... . .. . ..... 5 

Thanagar is best-known as the home of the Hawk 
Police, the most famous extraterrestrial crime-fighting 
force of t he 30th Century. The Police are an auxiliary of 
the UP's Science Police, but are permitted to wear their 
distinct ive Hawk costumes rather t han the SP Uniform. 
Thanagar is also the location of the Museum of Police 
Procedures. The museum covers more than a thousand 
years of crime-fighting and investigative techniques and 
operations. 

Th arr 
STAR(S): .. ... ........... ..... .. B AP DISTANCE: .. ... ... ... ...... .41 
POP. VALUE: .... ...... ... ... . 27 GRAVITY: .... ...... ............. Std. 
ATMOSPHERIC DENSITY: .. ..... .......... .. ... ..... ..... .... ...... Thick 
ATMOSPHERIC HA2.ARDS: .... ........ ........ ..... ...... ........ ... None 
UNUSUAL CHARACTERISTICS: ...... ........... ..... ... ....... .... None 
NATIVE POWERS: ... ..... ............ ........ ... .... .. Ice Projection 
GOVERNMENT TYPE: .... ............ ......... .. ... ... ....... . Republic 
INDUSTRIAL LEVEL: .. ·· ·•··· .. .•. . . . . .. •. ... .. ... . . . . . . . ........... ... . .. 5 

Tharr is the only world in its system, orbiting a blue
white star. That it exists at all, coupled with the extremely 
low mass of the system (its star is among the largest blue 
giants in this part of the Milky Way) suggests that this 
world was "seeded" by some unknown power. Tharr is an 
extremely dry and hot world; its natives have developed 
various technologies to combat the extreme environment. 
In addition, the Tharrians have evolved a power to 
combat it individually: the power to project intense cold. 
This power is best embodied in Tharr's most well-known 
citizen, Polar Boy. 

Tharn 
STAR(S): ................. ... .. M AP DISTANCE: ...... ... .... ... .. 34 
PoP. v ALUE: ... . ... . .... . . . . . 24 GRA v1TY: . .. . . ........ . . . .. . Heavy 
ATMOSPHERIC DENSITY: .... .......... .. ...... .............. Standard 
ATMOSPHERIC HA2ARDS: .. ... ...... .. .. .... ........ .... ... ... ..... None 
UNUSUAL CHARACTERISTICS: .................. Magically Strong 
NATIVE POWERS: ........... ................... .... Mystical Powers 
GoVERNMENT TYPE: ....... ..... ...... ... ..... .. ..... ... .... Oligarchy 
INDUSTRIAL LEVEL: ........ ................... ........... ........ ...... .. 1 

Tharn is a world regressed (or perhaps only advanced) 
to a level reminiscent of the European Medieval era on 
Earth. The inhabitants of this world are extremely super
stitious, and perhaps for good reason - the world is 
magically strong, and Mystical Spells seem to have greater 
potency here (effectively cast Mystical Powers receive an 
automatic Column Shift of -2.) 

Trom 
8TAR(S): ... .... .. ·•· ..... ...... A AP DISTANCE: ..... ... ......... 40 
POP. VALUE: ... ... ........... 27 GRAVITY: ..... .. ... .... ..... Heavy 
ATMOSPHERIC DENSITY: ....... ..... .. ....... .......... .. ... Standard 
ATMOSPHERIC HAzARDS: ... .. ... .... .... ... .. ... ... .... .. .. Radiation 
UNUSUAL CHARACTERISTICS: ... .... ... ..... ... .. .. ... ........ ... None 
NATIVE POWERS: ... ............ ..... .. .... .. ....... Transmutation 
GoVERNMENTTYPE: ...... .. .... ... .. .. ..... ..... ... ...... ... ..... . None 
INDUSTRIAL LEVEL.: ..... . . .. .. .. •.. . . . .. ..... ....•.. . .... . .... .... .... .. . 0 

Trom, homeworld of Legionnaire Element Lad, is a 
small, relatively barren world, imbued with radiation. 
This energy gave t he world's inhabitants the Power of 
Transmutation, also incidentally limiting their popula
tion to a few million, living primarily in one area of t he 
globe. 

The world was attacked years ago by a fleet of space
pirates led by one Roxxas, who sought to coerce the 
world's peaceful inhabitants into using their powers to 
provide his band with precious metals; when t hey refused, 
they were brutally murdered, with the exception of J an 
Arrah himself, who escaped and was later instrumental in 
t he capture of Roxxas. The man responsible for the 
destruction of Trommite civilization later went mad 
haunted by the souls of the people he slew. ' 

Today, Trom is considered the most beautiful of t he 
"Cemetery Worlds", its cities' streets dotted with glistening 
stones called tsarins, marking where each Trommite fell. 
Many prominent and beautiful buildings stand empty, in 
mute testimony to the dead race of Trom. 

Tsauron 
STAR(S): ...... ... ....... .... .. M AP DISTANCE: ........... ...... . 34 
POP. VALUE: ... ..... .. . .. .. .. 26 GRAVITY: ..................... High 
ATMOSPHERIC DENSITY: ............ ........ ........... ..... Standard 
ATMOSPHERIC HAzA.Ros: ..... .. .. ... ........ .. . .. . .. ... ... ... . ... . None 
UNUSUAL CHARACTERISTICS: .. ... .. ... ....... ....... ..... ....... None 
NATIVE POWERS: .. ... .. .................. .. ............ .... .... ... . None 
GoVERNMENT TYPE: .... ..... ..... ....... ..... .. ........ ... Monarchy 
INDUSTRIAL LEVEL: ............ .. ..... ........ .. ......... .. .... .... ...... 4 

Tsauron is within the UP. The gravity of the world is 
somewhat higher than that of Earth and it possesses a 
dense, but otherwise breathable, atmosphere. It is t he 
home of an indigenous sentient race with serpentine 
features. The most prominent son of this world is Ontilr, 
who was a member of the Science Police and also a 
conspirator in the Dark Circle's intrigues. 



Tyrraz 
STAR(S): ............. " ..... - AP DISTANCE: ... " ............ . 
POP.VALUE: .......... ....... 14 GRAVITY: ....... ........... ... Light 
ATMOSPHERIC DENSITY: .... ...... ........ .. ... .. ........... Standard 
ATMOSPHERIC FIAzARI>s: .................... .. ................. ... None 
UNUSUAL CHARACTERISTICS: .... ..... ...... ....... ..... Man-Made 
NATIVE POWERS: .. ..... ............... ... .... .. .. .... ..... ......... None 
GoVERNMENTTYPE: ..... ........ ......... .... ... ...... Dictatorship 
INDUSTRIAL LEVEL: .......... .... .... .... .. .... ..... ................. .... 5 

This artificially-constructed world is ruled and guided 
by the villain Tyr. It is a sort of mobile tank that travels in 
interstellar space and is capable of devastating a world 
with its firepower. Recently, a Controller engaged the 
services of the Legion of Super-Heroes, who were able to 
destroyTyrraz' engines, th us rendering it, for the moment, 
immobile. 

Zoon 
STAR(S): .. .............. ... B+F AP DISTANCE: ................. .42 
POP. VALUE: ................. 24 GRAVITY: ............. .... ...... Std. 
ATMOSPHERIC DENSITY: ............ ... ..... ................. ..... .. Rich 
ATMOSPHERIC HAzARos: ............ ... ...... ....... Contaminants 
UNUSUAL CHARACTERISTICS: .. ....... .. ................... ...... None 
NATIVE POWERS: .................... .... ... .... ... ................. None 
GoVERNMENT TYPE: ...... .... .... ............. ... ......... Corporate 
INDUSTRIAL LEvEL: ....... ............... ................................ 4 

Zoon is a ravaged world, the product of centuries of 
extremely thorough exploitation. In search of the highly 
ductile and malleable metal known as Zuunian, the world 
has been devastated, its seas have been poisoned and its 
atmosphere has been fatally polluted. Legionnaire Brin 
Londo (Timber Wolf) is a native of Zoon. 

Zwen 
STAR(S): ..................... " K AP DISTANCE: ................. . 37 
POP. VALUE: ......... .... .... 24 GRAVITY: ................... .... Std. 
ATMOSPHERIC DENSITY: .................................... Standard 
ATMOSPHERIC HAzARo& ............. ..... .... ... ... ...... .... .... None 
UNUSUAL CHARACTERISTICS: ...... ......... ............. One-sided 
NATIVE POWERS: ......................... ..... .... .. ..... Skin Armor 
GoVERNMENT'I'YPE: .... .... ............... .... .... : ......... Republic 
INDUSTRIAL LEVEL: ........ ... .. .. ....................................... 3 

Zwen is a planet whose period of rotation (day and 
night) is exactly one-half its period of revolution (year). 
As a result of the long days and nights, Zwenians have 
developed an unusual way of hibernating: they turn 
t hemselves to stone for six months. A small portion of the 
population elects to stay awake through the long nights to 
be policemen, firemen, and so forth . During the night, 
Zwen is an extremely dull place to be. Stone Boy, fo rmer 
member of the Legion of Substitute-Heroes, is a native of 
Zwen. 

Zyni'r 
STAR(S): ....... .... .. .. ........ F AP DISTANCE: .................. 39 
PoP. VALUE: .... ...... ....... 20 GRAVITY: .. ............ Very High 
ATMOSPHERIC DENSITY: ........................... .............. Dense 
ATMOSPHERIC HAzARos: ... .. .... ... .. .. ... .. ............... Methane 
UNUSUAL CHARACTERISTICS: .............. ...................... None 
NATIVE POWERS: .... .. . Control, Mind Probe, & Telepathy 
GOVERNMENT TYPE: ...... .. .................. ....... .. ...... Anarchy 
INDUSTRIAL LEvEL: . . . ........................ . .......................... 4 

The world ofZyni'r is inhabited by the Zyni: large, round 
rock-beings that have developed psychic Powers that they 
use to dominate other beings. Bubblehead, a former 
member of the Legion of Super-Villains, is a Zyni. 
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~\\c~c\opedia ga/acfica 
30TH --------rCENTURY TECHNOLOGY~======= 

The sections that follow describe some of the 30th 
Century's most common technology and equipment in DC 
Heroes game terms. When reading and using this material, 
the GM should bear in mind that most of the marvels of 
the age will effectively be double-edged swords - available 
not only to the LSH and its compatriots, but also to the 
villains the Legion will combat. · 

TRAVEL 
Planetary Travel 

Getting from one place to another as fast, comfortably, 
and safely as possible has always been one of mankind's 
highest priorities. Thirtieth Century technology has 
allowed these dreams to become reality for both public 
and private t ransport systems. Although Legionnaires 
and Academy members normally use either their flight 
rings or natural powers of flight to travel around Earth, 
t here are a number of different planetary vehicle types 
available for travel. In general, wheeled and tracked 
vehicle designs appear to have given way to ground-effect 
vehicles and hovercrafts, while internal combustion 
engines have been replaced by compact fusion power
plants or anti-grav lifters. 

Aquatic travel is still used in t he UP, although mostly on 
low-tech worlds or resort planets where speed is not a 

Airbus 
DEX: 0 
Uses: 20 

POWERS: 

STR: 8 

Flight: 8 (SPEED) 

BODY: 6 
Duration: 14 

Gravity Decrease: 4 (Lwrs) 

critical issue. Some ship engines are electric, solar electric, 
or occasionally fusion-powered, as in the case of large 
freighters; some worlds have even developed anti-grav 
floaters because such craft can go anywhere and don't 
need expansive dock facilities. Boats range in size from 
skiffs and flat-bottomed barges to luxury liners, depend
ing on their purpose; private citizens on watery worlds 
still own boats for sport and recreation. Water sports 
such as yachting and waterskiing are still enjoyed, 
although the tradit ional 20th Century plexiglass ski has 
been replaced with ajet-powered ski that allows its rider 
to perform some truly breathtaking ma.neuvers. 

Atmospheric transportation, which began with the 
propeller driven airplane, is now primarily conducted via 
solar-poweredjets. These jets replaced their exhaust-pro
ducing counterparts during the late 22nd Century. Other 
long-haul t ravel is conducted via magnetic power, using 
monorail-style trains or, for t hose who can afford the 
luxury, the extraordinary Earth-spanning trans-tube 
system, a series of interconnected tunnels excavated 
through the planet's very core. 

A sampling of commonly observed vehicles is fu rther 
described below: 

Jetpack 
DEX: 0 
Uses: 6 

POWERS: 

STR: 2 

Flight: 8 (SPEED) 

BODY: 3 
Duration: 9 

Made of a lightweight (less then 30 pounds) molyb
denum-steel a lloy , these back-mounted packs are avail
able to the general public for recreational purposes but 
are most often seen in use by members of the 30th 
Century's criminal element. The packs strap around the 
wearer's waist and shoulders and are controlled by two 
discs (one regulates level of t hrust, the other the altitude 
of fire) mounted on the unit's belt. Maneuvering ajet pack 
with these controls is a difficult skill to master and most 
novices will find even the simplest short-range trip a 
significant challenge. 



The standard-model personal vehicle of 30th Century 
Earth, the speeder is a four-person craft with a 20 cubic 
foot storage compartment located behind its rear seat. 
Most speeders employ a small fusion power plant as their 
power sources and a digital readout control pane{ reminis
cent of an airplane cockpit, including a pr9grammable 
auto-pilot for open terrain flying. A speeder's front 
windscreen is composed of a polymer-reinforced glass 
compound that is 10-20 times stronger tfyrn plexiglass; in 
case of inclement weather, a transpa ent bubble top of 
similar material can be hydraulic a /raised. Speeders 
have a fligh t ceiling of20,000 feet a an accelerate from 
0 mph to top speed in 30 seconds APs). 

~ 

Personal Flyer 

7') 

/ 
#v 

~ 

~ 

DEX: 0 STR: 3 BODY: 8 
Uses: 12 Duration: 14 

POWERS: 
Flight: 14 (SPEED) 
Telescopic Vtsion: 5 (TELESCOPE) 
Thermal Vision: 9 (lNHU.ScoPe) 

All SP officers stationed on Earth are issued a two
person skycycle for official on-planet use. These flyers are 
highly maneuverable craft, capable of astounding acro
batic maneuvers in the hands of an expert pilot. The 
dashboard control console contains a holoscreen array 
supplemented with infrared and telescopic sight capabil
it ies and a comlink to SP headquarters in Metropolis. A 
less sophisticated version of the SP flyer (with a BODY of6 
and minus the Telescopic and Thermal Vision capabil
ities) is available to the general public and is often used by 
short-hop commuters. 

Flight Platform 
DEX: 0 
Uses: 12 

POWERS: 

STR: 3 BODY: 5 
Duration: 10 

Flight: 7 (SPEED) 
Gravity Decrease: 5 (LIF'rs) 
Force Field: 6 (PERsoNALSHJELD) 

This single-man platform is often used by SP officers 
engaged in guard or patrol assignments covering a wide
perimeter area. The platform is powered by a compact 
ion-drive thruster located within the platform's titanium 
alloy base. 

The platform is turned by maneuvering a tubular bar 
that connects to t he platform's base in much the same 
way one controls the movements of a hang-glider. 

Flight platforms are also equipped with two unique 
features whose controls are also manipulated from this 
central bar. A set of anti-grav lifters in the base enables 
the craft to hover in mid-air for time periods of up to 4 
APs. Also, a power generator is included which, when 
activated, erects a 0 AP x 0 AP Force Field around the 
platform's pilot, preventing out the entry of any object 
travelling faster than 0 APs. 
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Trans-Tube Capsule 
DEX: 0 
Uses: 1 

POWERS: 

STR: 4 BODY: 5 
Duration: 10 

Flight: 17 ( PEED) 

The ultimate Earth p ublic transportation alternative 
(and certainly the ultimate in expense), the trans-tube 
system consists of a series of sixteen inertron-lined shafts 
sunk from the planetary surface to a single intersection 
point at the Earth's core. 

For those who can afford the exorbitant cost, renting 
one of the individually programmable two-man trans
tube caps ules enables its user to travel to any portion of 
the globe in less than 15 minutes. Trans-tube shaft 
locations arc s ituated near all major cities, with 1-5 
caps ules usually available at each location at any given 
time. 

Because of the Legion's role in t he valiant defense of t he 
first Global Tunnel (the forerunner of the trans-tube 
network) against t he attack of Starfinger and the assis
tance provided the new construction effort by Supergirl 
and Element Lad, all Legion members have carte blanche 
access to the system. 

Teleportation 
The potential use of teleportation as an alternative 

mode of intra- or inter-planetary travel has been dis
cussed on several occasions. Although the technological 
feasibility of constructing a teleportation device has been 
demonstrated on more t han one occasion (most notably 
the Legionnaires' use of an experimental teleporter to 
travel from Earth t:o Takron-Galt:os and the Dark Circle's telepor
tation of the entire population of its homeworld to a space 
vessel orbiting the planet's sun), it has been emphatically 
stated that the requirements to teleporting even a single 
being instantaneously through space is enormous -
"billions of e rgs of energy." The only race of beings who 
seems to have harnessed this power on a consistent basis 
is the Controllers, who appear to utilize a network of 
teleportation portals ("star gates") to travel from world to 
world and even between dimensions. It does not appear 
likely that the UP will develop any significant teleportation 
capability of its own in the foreseeable future. 

Interplanetary Travel 
Since the development of its first FTL (Faster Than 

Light) hyperdrive spacecraft, Earth has become one of 
the major interstellar transportation centers in the known 
galaxy, with passenger and commercial flights from its 
twelve major spaceports connecting with almost every 
inhabited world within 300 light years. 

Interstellar t ravel remains an expensive proposition 
for the average citizen, who may have to scrimp and save 
for months or years in order to afford even one-way inter
system passage. For these people, and some smaller 
businesses, in-system travel is a reasonable cost alter
native to interstellar transportation. In the Sol system 
alone, for example, vacationing Eart hers can visit Luna, 
Mars, the Venusian colonies, t he moons of Jup iter, Titan, 
or any of several resort planetoids like Rojavis in the 

Mars-Jupiter asteroid belt - all for a round trip fare of 
less than 20,000 credits. 

STRUCTURAL MATERIAl.S 
The varied demands of spacecraft design, interstellar 

colonization, and mega-city development have all encour
aged the development of new and unique building mate
rials. Spacecraft designers are constantly seeking new 
lightweight metal alloys for use in ships' hulls that can 
also withstand the strains ofFTL t ravel. Past colonization 
of non -Terran normal worlds required the development 
of similar materials for use in building environmental 
domes capable of withstanding intense heat, cold, or 
cor ros ive environments without losing str uctural integ
rity. 

As population in Earth's great urban centers cont inued 
its relentless expansion, forcing the construction of taller 
and taller structures to house and support the centers, 
even on-planet construction firms had to look to tech
nology for the materials to keep the foundations of these 
structures from collapsing under their own weight. The 
materials developed by these various research efforts a re 
detailed and briefly described in the table below. 

BUILDING MATERIAIS 

Qualities and Costs 

Type Body Weight Cost• 
Reinforced Concrete 14 10 2 
Titanium Steel 18 13 3 
Bubble Beam 19 11 5 
Injected Bubble Beam 22 10 6 
Plast eel 20 14 3 
Tri-Tite 28 16 20 
Inert ron 65 20 2000 
Reinforced Polymer 10 5 2 
•cost in Credits/square foot 

Metallurgical Developments 
One of the greatest societal byproducts of space t ravel 

was the forced invention of ship hull alloys. These alloys 
were designed to withstand the onslaught of space travel 
and still remain light weight. During the early solar system 
missions of the 20th Century, titanium alloys were primar
ily used. 

By the 30th Century, new aUoys and production tech
niques replaced the older, heavier metals. The first 
significant metallurgical development fo r space travel 
was actually produced not on Earth but in orbit, as one 
orbital research station began injecting standard metallic 
alloys with electrically charged bubbles. 

The resulting alloys, which were best fabricated in a 
weight-free environment, decreased the weight of a hull 
measurably while improving the strength of t he metal to a 
surprising degree. This improvement also allowed ships, 
and eventually huge orbiting space stations, to be pro
duced in space itself. Almost three centuries after "bubble 
beams" were perfected, chemical engineers from the 
Venus colony found that some chemicals, when infused 
into the alloys and then irradiated by various pure solar 



and interstellar radiations, created a second gen on 
of even stronger alloys. Soon afterwards, the c mponen 
of the bubbles were charged with every ima · 8bleformof 
gas known, including s uper-heated li9u1Cls and solids. 
These are then cooled via direct sOlar and inst.eOar 
radiat ion. 

"Injected" bubble beams re iin the most commonly 
used ship-building materia the UP today and are also 
widely used as structural materials In ~per construc
tion and renovation. 

The military sc·entists of the Khund empire dlscoYered 
their own sup -alloy. The actual components of thJs 
material, known to UP researchers IJy the code name 
tri-tite, are not known but the primary elements appear 
to be a mixture of molybdenum and aspeciallyirradlated 
tit um alloy. Thematerialotrersevengreaterstructural 

inforcement than an iJ\jected bubble beam but is also 
correspondingly heavier. The extensive use of tri-""1 ln 
Khundian starships accounts for the substantial size 
differen een Khundian and UP craft with similar 
combat capabilities. 

The near past also brought the as tially 
greatest metallurgical development of the age, althou 
has yet to make a significant impact on either starship 
building or everyday society. The material, discovered by 
scientists on Colu, is inertron, an alloy of 20 parts titan
ium to 1 part dwarf star metal. The resultant product is by 
far the densest metal known to man (with a BODY of 65 
per 10' x 10' section). Unfortunately, the technology re
quired to produce this metal and the scarcity of the 
essential element required for its manufacture have made 
t he cost of th is material prohibitive for all but a few select 
uses. The Legion has probably had more experience 
working with this material than anyone else in the galaxy, 
since Element Lad has the capability of producing small 
quantities of inertron with his Transmutation Powers. 

Plasteels 
Another series of compounds commonly used in the 

30th Century is plasteels, combinations of plastics and 
steels. 

While not superb battle-armor material (due to its 
weight), plasteel has proven to be the perfect construction 
material for environmental domes. In addition, the mater
ial also adapts readily to beingjoined together by glues or 
heat when underwater. This ability gave rise to a dramat ic 
increase in the construction of submerged cities. 

Plarteel also reacts well to low-powered laser welding in 
space, a llowing access corridors in space stations and 
sh ips under construction to be assembled in place. Once 
the living quarters are installed, the building crews can 
move in. This allows the supply ships to carry more 
building materials as opposed to ferrying crews back and 
forth to the planetary surface. 

Plastics 
Pure plastic compounds number in the thousands, and 

are used extensively for everything from packing mate
rials to chassis for non-military vehicles such as airbuses 
and speeders. Finer p lastics may be used for windows. 

One of the most dramatic and flamboyant uses of 
plastic tech nology in recent years has been the con
struction of a great polymer shield around Earth. The 

aid in t he environmental improvement of t he 
cology by allowing the passage of certain atmos

urities, while retaining the planetary ozone 
ring out certain types of cosmic radiation. 

orate system of security devices and 
'1>1~9CftlfeS, the shie ld has t hus far proven to be 

r rent shield is a hastily erected 
llM:naltc~--~IJllJ~I shield, which was "stolen" by 

scientist Zy'myr and tele-

init ial liquid state o 
as is normal with concrete once it 
load-bearing capacity is superb. 

COMPUTERS 

rcing materials, 
in a standard 

n the 30th 
hey may 

e less 
nts 

Man's use of computers over the thousand years of the 
machine's existence has become so extensive and varied 
that greater machines have developed. Now, computers 
have become as necessary to Man as clothing and shelter. 

Because of their omnipresence, it is sometimes easy to 
forget what important functions computers serve. 

Earth's WorldComp system is a fu ll-scale AI entity 
which, in addition to its duties as an information retrieval 
system, a judicial system, and t raffic controller for the 
busiest planet in the galaxy, can a lso qualitatively analyze 
the education, training, and intangible "leadership" ability 
of each of the millions of citizens of Earth. This function is 
most readily utilized in the selection of the four or five 
individuals most qualified to serve as President of Eart h. 

The Science Police central computer can simultane
ously monitor the activities of every former criminal on
planet, coordinate the investigative efforts of a veritable 
army of electronic drones, and assess the probability that 
various crim inal threats will result in actual c rimes. The 
WorldComp system even has extra processing capacity to 
run sub-routines t hat spot-check planetary tax returns 
for fraud. 

Meanwhile, back at Legion HQ, Mon-El can be found 
using the Legion's computer to monitor half of the known 
galaxy - all from t he comforts of his own room! 

Also of immense use is the artificial satellite, Weber's 
World. Its sole purpose is to maintain and process the 
UP's interminable stream of economic, social, and political 
data. 

The best way to deal with capabilities of the 30th 
Century's computers is to assume that virtually anything 
is possible if a Character with sufficient Computer Science 
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Skill and a clever idea can link up with a powerful enough 
computer. 

As fast as computer technology has advanced, the 
talents of the mysterious denizons of the electronic 
underworld ("hackers") have advanced along with it. 
Regardless of the so-called infallibility of a computer's 
security systems, there is always likely to be some individ
ual who can "crack" it. Viewed together, these two 
phenomena enable one to see computers in their proper 
light as powerful tools whose potentials are virtually 
unlimited, but whose reliabilities are never absolutely 
certain. 

Short Med. Long 

WEAPONS 
Firearms 

Although the Legionnaires rarely, if ever, use hand-held 
weapons, the weapons shown in the LSH Chronicles 
appear to be primarily of two types: energy blasters that 
fire powerful bolts of destructive force and laser weapons 
that fire focused beams oflight energy (doing damage like 
a blast of Heat Vision). A listing of these various weapons, 
with varying combat capabilities, is given below. 

Type BODY AV EV Range Range Range Ammo Notes 

SP Laser Rifle 

SP Laser Pistol 

5 4 6 0-5 

3 3 5 0-3 

Khundish Blaster 4 4 7 0-2 

Khundish Blaster 7 3 10 1-3 

Khund. Neutralizer 3 3 5 1-2 

Dark Circle Blaster 4 5 7 

Blaster 4 3 5 

Recoilless Rifle 4 2 4 

OTHER WEAPONS 

The weapons below are primarily 
Jsed to temporarily disable or alter 
·re consciouness and/ or powers of 
:heir targets. 

0-3 

0-2 

0-4 

6-8 

4-6 

3-4 

4-7 

3 

4-5 

3-4 

5-6 

9 

7 

5 

8 

4 

6 

5 

7 

10 

10 

12 

12 

4 

12 

10 

6 

Standard issue weapon for most patrol officers. 

Standard issue weapon for most patrol officers. 

The hand blaster is the standard weapon of choice for 
Khundish soldiers, diplomats, and common citizens on 
the Empire's streets. 

Khundish Warriors who have undergone cyborg trans
formation have either one or two of these blasters 
built into their wrists. 

This weapon was used by a Khundish assassin attempt
ing to kill former Earth President Marte Allon. The 
neutralizer's effect has a duration of 6 APs and will 
only work on powers not inborn. 

A product of the advanced technological imagination 
of Qyri, the goat-headed member of the Inner Circle, 
the Dark Circle Blaster has a longer barrel and greater 
range than its Khundish counterpart. 

This category represents the generic "blaster" used by 
pirates, smugglers, or the occasional armed band of 
private citizens encountered by the Legion. Public citi
zens seeking to own energy weapons must either go 
through the UP's arduous 4-6 month permit investigation 
or purchase their weapons on the black market at a 
markup of 50-100%. Not surprisingly, most owners 
elect to risk the 50,000 credit fine imposed on illegal 
weaponry. 

The most sophisticated slug-thrower available for 
public sale, the McCauley Recoilless breaks down into 
three pieces for easy concealment and comes complete 
with a state-of-the-art . infrared sight (Thermal Vision: 
5). The Recoilless normally fires a steel-jacketed 
cylindrical cartridge but the barrel of the gun can be 
refitted to fire anything from explosive disks to 
kryptonite bullets. A box of 50 standard cartridges 
costs 100 credits. 

Khundish Sonic Stunner 
DEX: 0 STR: 0 BODY: 3 
Uses: 12 Duration: 10 

POWERS: 
Sonic Beam: 4 

This small disk ( 4" diameter) emits 
a powerful sonic vibration which is 
treated as a Physical Attack. 



Intensifier 
DEX: 0 
Uses: 1 

POWERS: 

STR: 0 BODY: 8 
Duration: 12 

Power Drain: 20 
Bio-Energy Blast: 20 

This SP device, when placed in 
contact with a Character with Physi
cal Attack Powers, draws energy from 
any attempt to utiljze those powers 
and feeds it back at the wearer. The 
amount of power ( in APs) which the 
Character expended in Physical 
Attack is returned by the intensifier 
as a Physical Attack against that 
Character. The returned attack can 
only be as powerful as the power limit 
of the intensifier. If the APs of a 
power released into the intensifier 
are greater than the intensifier's limit, 
the unit is destroyed. The wearer still 
suffers an attack with an EV of20 APs 
from the intensifier. 

Power Siphon 
DEX: 0 
Uses: 3 

POWERS: 

Mimic: 8 

STR: 8 BODY: 6 
Duration: 6 

Power Drain: 20 

This metallic power apparatus, 
which is worn around the neck, was 
used to draw off a limited amount of 
Sun Boy's solar power. Like the Mimic 
power, the maximum strength of the 
power siphoned is equal to the STR of 
the siphon equipment. 

Stunner Field 
DEX: 0 
Uses: 20 

STR: 3 BODY: 16 
Duration: 13 

AV: OEV: 9 

These sonic energy fields are fre
quently incorporated into building 
security systems (like that of t he 
casinos on the gambler's world of 
Ventura). Stunner Fields can deliver 
a powerful shock to anyone who 
passes through the m. The area 
covered by a stunner field can range 
from 0 APs x 0 APs to 3 APs x 3 APs. 

Distortion Bands 
DEX: 0 
Uses: 1 

STR: 0 BODY: 10 
Duration: 20 

POWERS: 

Power Drain: 25 

These wrist and hand shackles were 
employed by the Legion of Super
Villains to prevent their prisoner, 

Neutralizer Pods 
DEX: 0 
Uses: 12 

POWERS: 
Flight: 5 

STR: 0 

Bio-Energy Blast: 12 

BODY: 28 
Duration: 10 

Light Lass, from using her power. The 
bands function by electronically inter
fering and "short-circuiting" the shack
led's normal neurological impulses. 
When Ayla's brother, Lightning Lord, 
attacked her with lightning bolts after 
she refused to join the LSV, the dis
tortion bands conducted the blast in 
a manner that restored Ayla's own 
Lightning Powers. 

These small metallic robot devices 
are used by both SP and Dark Circle 
operators. Neutralizer pods can be 
electronically set to monitor the 
movements of any individual Char
acter. If the moni to red Char
acter attempts to make a Physical 
Attack or use a power, the pod de
livers a shocking bio-energy blast. 
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STARSHIP TECHNOLOGY AND DESIGN 
Introduction 

The following sections summarize the primary types of 
interplanetary and interstellar vessels observed in the 
Legion chronicles and identify the types of equipment and 
weapons carried by each. 

In the Legion universe, single heroes commonly engage 
in one-on-one combat with armed starships. These heroes 
not only generally emerge victorious but often make the 
battle look completely one-sided. 

Several Legionnaires (Mon-el, Superboy, Supergirl, and 
Dawnstar) can t ravel both in and out of hyperspace and 
at speeds two to four times faster than the most advanced 
starship. Two other Legionnaires (Ultra Boy and Wildfire) 
are capable of achieving trans-light speeds. Still, these six 
are far from the only Legion members who can take on an 
interstellar warship successfully. Star Boy, Lightning Lad 
and Lightning Lass, Sun Boy, and Cosmic Boy (who once 
prevented a space shuttle from attaining escape velocity 
on takeoff) have all demonstrated that their powers are 
strong enough to damage or destroy a spacecraft. Indeed, 
the Legion's chronicler once philosophically mused, 
"Maybe someday, someone will make a starship capab/,e 
of withstanding Cosmic Boy's magnetism, Sun Boy's 
solar heat, and Star Boy's ability to make things super
heavy - but don 'tbeton it!"Colossal Boy, hurled through 
space by Mon-el, has smashed through the hull of a 
Khundian warship like a giant torpedo. Shadow Lass's 
Darkness Power has been shown to be strong enough to 
foul up a ship's sensors. And God help the crew of any 
spacecraft that Quislet inhabits ... 

The DC Heroes starship rules endeavor to allow for the 
recreation of scenes like these, while accepting starships 
as the vessels of great power they are. Starships are 
typical of the primary armed might of every 30th Century 
interstellar confederation of substance, including the 
United Planets. Maintaining this delicate balance has led 
to certain basic assumptions about the nature and 
composition of 30th Century starfleets. 

It appears that no vessel, regardless of armor or 
armament, can be absolutely relied upon to withstand a 
powered assault. As such, most starfaring cultures (save 
the most warlike, like the Khunds, or the people of the 
death world 'I'yrraz) are considered to have eschewed the 
construction of large warships in favor of more mobile 
fleets of small and mid-sized vessels (destroyers, cruisers). 
Since starcraft of these types can be produced at a much 
lower overall cost, they can be deployed more flexibly 
(providing a fuller "eggroll" of protection than a handful 
of heroes like the Legion could maintain). The feats 
demonstrated by Legionnaires also defined, to a sub
stantial extent, the upper bounds that can be assigned to 
starship speeds, hull armor (BODY), and weaponry. 

Because of the vast physical disparity in distances trav
eled per 4-second phase represented by even this narrow 
AP band of speeds, it would be nearly impossible to design 
a single uniform map grid to display tactical-level starship 
movement. 

Basic Technology: Engines 
Interstellar spacecraft are all equipped with two types 

of motive power: an ion or impulse drive used for sub-light 
speed or in-system travel, and a hyperwarp drive used to 
attain trans-light velocities. Ion thrusters are standard 
fusion engines that generate power from the creation and 
con trolled release of electrically charged neutrons from a 
vented reactor. Impulse drives are capable of attaining 
speeds of up to 21-25 APs, while maintaining a high level 
of maneuverability. 

Warp drives function by creating a field of "contra
energy" around a ship that allows the vessel to step 
outside the bounds of normal Einsteinian physics and 
move at rates substantially faster than t he speed of light. 
While in hyper-space, a vessel's position cannot be de
tected by ship sensors or super senses (such as Mon-el's 
Telescopic Vision or Dawnstar's Life Sense Power). The 
crew continues to experience the passsage of time at a 
normal rate. Warp speeds for starships vary between a 
range of 41-44 APs. A comparison of average speeds for 
various classes of ships, and for the flight-capable Legion
naires, is shown below. 

EFFECl'IVE WARP SPEED 

AP Oldeet Effeetlw 
Speed Tnrvelllng Speed ' 

40 Ultra Boy, Pass. Ships ~light year/ hr. 
41 Wildfire, Mer. Ships I light year/ hr. 
42 Dreadnaught.s 2 light years/hr. 
43 Cruisers 4 light years/hr. 
44 Superboy, Mon-el 8 llght years/ hr. 
45 Supergirl, Dawnstar• 16 light years/hr. 
46 Dawnstar•• 32 light years/ hr. 

•t.ong duration ••Short duration 

It takes about 30 seconds (3 APs) of time to generate 
the energy field necessary to initiate a hyperspace jump, 
and an equivalent amount of time to re-enter normal 
space. After entering hyper-space, a starship cannot 
change either its direction or its rate of speed until it 
re-emerges. Though a starship can hypothetically remain 
in warp-space indefinitely, the amount of energy required 
to sustain the contra-energy field increases exponentially 
each day (i.e., the second day of warp travel consumes 
twice as much power as the first, the third day twice as 
much as the second, etc.). As a result, most ships cannot 
remain in hyper-drive for periods longer than 5-7 days at 
astretc~ . 

o~~~~ """"""~~~,----
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Weapons 
The weapon systems of 30th Cent ury warships have 

been referred to in the Legion chronicles by a wide array 
of names: ray guns and ray cannons, lasers, blasters, etc. 
No matter what they are called, all of these weapons fire 
focused or wide-dispersion beams of energy equivalent in 
effect to a Starbolt. 

Gunners target their attacks th rough the use of comput
erized screens that produce accurate, digitized images of 
their objectives at distances of up to 30 APs. 

Most merchant ships and cruisers car ry 1-4 batteries of 
guns. Kh undish battle-wagons bristle with 20 or more sets 
of blasters and are capable of incinerating a s mall 
asteroid with a single focused assault. 

Hulls 
Standard UP starship hulls are normally composed of 

injected bubble beam alloys of irradiated adamant ium
steel. Khundish vessels favor their own locally produced 
alloy, tri-tite, which is both stronger and heavier than the 
UP alloy. Most UP vessels, including the Legion's own 
cruisers, are also' equipped with an automated emergency 
sealant system that is activated in the event that a hull is 
"holed" by weapons fire or meteors. The sealant repairs a 0 
AP x 0 AP surface area every increment of t ime it 
operates, effectively repairing 3 points of BODY damage 
and potent ially avoiding the possibility of depressur
ization. 

Other St.andard Devices 
The ship's sensors used for weapon targeting and 

astronavigational data collection are located along the 
outer hull of each vessel. Though capable of remarkably 
sensitive operations even in deep space, these systems are 
still vulnerable to Powers such as Shadow Lass's Darkness. 

Many ships, including at least one pirate s hip, SP 
interplanetary vessels, and SP interstellar vessels, are 
equipped with tractor beams. This beam is powerfu l 
enough to grapple and hold objects up to fou r times 
heavier than the host ship's own weight. Also, it is used for 
low-atmosphere applications such as drawing the t hou
sands of prisoners on Takron-Galtos aboard an SP "ark" 
during final emergency evacuation. 

=·=·=·:·:·:·:·:·:·:·:-:.:-:-:.:-:-:-:.:-:·:·:·:· 

Mark 594 Cruiser 
Equipment: 1-4 gun batteries (Range: 28, Starbolt: 12 
The Legion's current six-ship fleet is comprised of this 

recent UP cruiser design (also a staple of the UP fleet). 
The Mark 594 has a capacity of eight and a "bubble~ hull 
equipped with an enhanced emergency sealant system 
chat repairs 4 APs of BODY per phase. 

494 Cruiser 
Equ ipment: 1-4 gun batteries (Range: 28, Starbolt: 12). 

Du ring 2983-2984, the Legion owned twelve star cruisers 
of chis type, the first fNe of which were s upplied to them at 
an incredible discount by H'hrnath, the master of Null
port. These ships had a particularly ill-starred history 
'nrh the Legion. However, the ships were regarded, at 
their time of introduction, as a great advance in cruiser 
design. They had substantially improved handling and 
lower maintenance over earlier models. There are still 
over four hundred active 494s in the UP fleet, although 
they are gradually being replace by t he Mark 594. 

SP Patrol Ship 
Equipment: 6 laser blasters (Range: 26, Starbolt: 11 ). 

Transporter (Teleportation: 7), Loudspeaker (Super
Ventriloquism: 8), Gas Projector (DEX: 6, STR: 7, Range: 
5). 

This large vessel carries a normal complement of 
anywhere from 6-16 crew members and fulfills a dual 
purpose for the SP, who use it as an interplanetary patrol 
vessel and as a planetary air-ship for major emergencies 
such as riots and natural disasters. 

SP Light Cruiser 
Equipment: 2 gun batteries (Range: 26, Starbolt: 10). 
This two-man craft is often employed by SP teams on 

off-system assignments. Small but incredibly maneuver
able in the hands of an experienced pilot, all SP detach
ments have at least one of t hese ships. This craft is one of 
the few capable of navigating a clear course through t he 
Takronian Asteroid Fields near t he Dark Circle frontier. 

Transport Ship (SP Ark) 
Equipment: 8 gun batteries (Range: 28, Starbolt: 12). 

Transport Beam (Teleportation: 9). 

Over 300 feet long, this enormous multi-decked craft 
was recently used in the chronicles as an "ark" to ferry the 
evacuated villains from Takron-Galtos to the new prison 
planet Labyrinth. Besides its powerful transport beam, 
the ship is equipped with a full complement of external 
weaponry and internal security devices, including t he 
ability to sell off individual deck sections. 
Passenger Transport 

Equipment: None 
This craft is a standard long-haul passenger t ransport. 

It can carry up to 2,000 passengers in individual climate
con trolled 2-4 person airships that facilitate easy off and 
on loading. Short-haul shuttlecrafts bear a more-than
passing internal resemblance to the 20th Century pas
senger a irsh ips, with central banks of crash couches for 
basic seating and a null-gee lounge/ recreation a rea in the 
aft section of the ship. 

SP "Blitzer" 
Equipment: 1 Ray Cannon ( Range: 24, Starbolt: 13). 
These standard one-man crafts are part of many 

planetary defense forces, including Weber's World, Laby
rinth, Takron-Galtos, and Procyon 2. Due to its small size 
(less than 20' long) and light armor, pilots of these crafts 
must wear spacesuits at . all time; they collect hefty 
hazardous duty pay for their services. 
Freighter 

Equipment: 1 Gun Battery (Range: 25, Starbolt: 9). 
Freighters plying t he UP trade lanes have cargo capac

ities ranging from 100 to over 10,000 tons. Many are 
equipped with special handling facilities: deep-freeze, art
ificial sunlight or gravity. Secret insulated compartments 
for carrying contraband, and sophisticated emergency 
sealant systems have a lso been added to some freighters. 

Khundisb Battlewagon 
Equipment: 16 Ray Blasters (Range: 27, Starbolt: 10). 
The greatest ships-of-the-line in the Khundish fleet, 

battlewagons are hulking, heavily armored vessels, armed 
to t he teeth with destructive power capable of reducing a 
planetary landscape to rubble in a matter of hours. 
However, They are still no match for the coordinated 



might of the Legion. There is only about a dozen of these 
dreadnaught-sized beasts in active service today. Com
mand of such a vessel is the dream of every Khundish 
warlord. 

Khundish Stalker 
Equipment: 12 Ray Blasters (Range: 24, Starbolt: 12). 
This extraordinary warship, built in the shape of a 

gigantic metalUc man to strike terror into its victims, was 
unleashed against the UP's Science Asteroid. It is armed 
with omni-directional blasters in each of its fingers and on 
the palms of its hands. This ship was defeated by Mon-el 
after a prolonged struggle; it is not known whether other 
vessels of this type exist. 

" -. 
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Raider Ship 
Equipment: 4 Ray Cannons ( Range: 24, Starbolt: 8) . 
This refitted interplanetary pleasure craft holds a com

plement of eight crewmen. It was defeated by the Legion 
during an attempted ra id on Medicus One. Many ships of 
similar design and capabilities a re employed by smugglers, 
organleggers, and belt pirates that operate throughout 
the UP. 



Khundish Cruiser 
Equipment: 6 Ray Blasters (Range: 26, Starbolt: 10). 
This standard mid-sized starship is heavier and more 

heavily armed than its UP counterpart , but is also s lower 
and less maneuverable. To maintain discipline among the 
vessel's crew, each s hip's bridge contains a 0 x 0 AP 
"disintegrator platform." This platform is used to p unis h 
those who fail the Empire. 

Pirate Raider 
Equipment: 2 Gun Batteries (Range: 26, Starbolt: 11). 

Tractor Beam (Cling: 30) . 
These vessels, typical of the interstellar craft used 

mainly by space pirates and smugglers, were captained by 
two residents ofBgtzl. They employed power amplifiers to 
magnify t heir phasing power, turning the entire ship into 
a phantom. Stripped of this artificial advantage, the 
vessals were no match for the Legion's speed and physical 
power. The pirate's tractor beam is capable of holding a 
full-sized freighter in its grip. 

Gil'dishpan Cruiser 
Equipment: 2 Ray Blasters ( Range: 27, Starbolt: 13). 
This extraordinary vessel, designed by the renegade 

Gil'dishpan scientist Zymyr, was used by the Legion of 
Su per-Villains du ring its last battle with the Legionnaires. 

~TARSWP VESSEL CHART 

Flight 
lt{ark 594 Legion Cruiser 2 
Mark 494 Legion Cruiser 24 
~P Patrol Shi 25 
SP Light Cruiser 24 
$P Ark 3 
SP Blitzer 23 

23 
Raider 24 
~hundish Battlewagon 23 
Khundish Cruiser 24 

hundish Stalker 22 
Dark Circle Light Cruiser 25 

ark Circle Mothershi 21 
Gil'dishpan Cruiser 23 
UP Freighter 21 
UP Passenger Transport 22 

Flight- The speed of the s hip while it is operating 
within a solar system. 

Warp- The speed of the ship while traversing 
interstella r distances (a ship needs to spend 
thirty seconds building up energy in order to 
engage its warp drive). 

Starbolt- The AV / EV of the ship's offensive weapons. 
The number in parenthesis indicates the 
number of such weapons it carries. 

In analyzing the vessel after the costly conflict, Brainiac 5 
observed that "the circuitry of the craft defies all known 
physics." Brainiac 5 was unable to program the ship to fly 
anywhere except to the destinations pre-programmed 
into its auto-pilot. The craft is currently located on 
Zymyr's p rivate sanctuary world, somewhere outside the 
UP border. 

Dark Circle Cruise r 
Equipment: 2 Ray Blasters (Range: 28, Starbolt: 15). 
These warships, designed by the horse-people of the 

Dark Circle leader Norak, are manned in profusion by the 
clone soldiers of that evil, far-reaching empire. Their weap
on systems are unique in that they can be fLred at a single 
target at full effect, or as a wide range beam covering al 0 
AP x 10 AP area. 

Dark Circle Mothership 
Equipment: 2 Ray Blasters (Range: 25, Starbolt: 18). 

Transporter (Teleportation: 22) 
This massive artificial environment, orbit ing near the 

s un of the Dark Circle homeworld, is capable ofteleporting 
and holding the entire population of the planet. In 2984, 
t he mothership's hull was breached, but not destroyed, by 
the Legion during an unsuccessful attempt to recapture 
the escaped SP traitor Ontiir. 

Warp Star bolt ov BODY 

43 12 (1-4) 6 26 
11 8 5 28 

43 12 (3) 7 27 
2. 12 8 3 

13 (1 ) 8 12 
42 11 2 6 18 

11 (4) 5 18 
2 10 1 4 30 

43 10 (6) 6 28 
42 12 12 31 
43 15 (2) 6 28 
4 l 2 4 35 
44 13 (2) 7 28 

9 I 2 
40 0 4 20 

OV- The standard Opposing Value used when attempt-# 
ing to attack the ship. The Vehicle Skill APs of r 
the pilot may be substituted. ~ 

BODY- The RV of the s hip. 
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In the course of their many adventures, the members or 
the Legion of Super-Heroes have made a number of 
journeys through time, using either the Time Bubbles 
(developed by Brainiac 5 - see Time Travel Equipment) 
or their own powers. Superboy, Supergirl, Mon-El, and 
Wildfire can all travel at speeds sufficient to break the 
time barrier. (Ultra Boy also possesses enough speed to 
break the barrier, but cannot time travel because his 
powers do not allow him to use his invulnerability at the 
same time.) 

Consequently, GMs planning to use the Legion in a 
campaign should have some idea of what cosmic laws 
restrict the movements of time travelers in the DC 
Universe, and of what effects the Legionnaires' time travel 
can have on Earth's history. 

The DC Universe views the time dimension as a con
stantly shifting stream with an interlocking web of 
possible realities stretching forward and backward from 
every point in the stream. The pathways of this stream are 
completely featureless and barren; a traveler moving 
through the stream without direction might easily find a 
past or future totally unlike his expectations or historical 
knowledge, and would have extreme difficulty relocating 
the time path from which he departed. 

The Legion and other time travelers from the 30th 
Century Earth are able to avoid these problems through 
use of the Time Beacon. The Beacon allows travelers going 
to the 30th Century to locate their own time stream and 
avoid the alternate realities of that time period. It can be 
used as a navigation landmark by travelers leaving from 
the 30th Century. 

Every day innumerable actions and decisions occur 
that set off new ripples in the time stream, producing a set 
of alternative what-if realities based on possible responses 
to these in itial events. Most of these ripples eventually 
recombine with the mainstream and have no lasting 
effects on the course of Lime or history. Periodically, 
however, signal events do occur which have consequences 
so severe that one or more outcomes become permanent 
branches of the time stream (and a completely different 
reality). 

These signal events are known to students of time 
phenomena as Nexus Events, while the individuals whose 
combined presence and actions create these events are 
called Nexus Personalities. Examples of Nexus Events 
include the assassination of Abraham Lincoln in 1865, the 
development of the atom bomb in 1945, and the attempted 
assassination of R. J. Brande in 2970. The latter resulted 
in the formation of the Legion. 

Not all Nexus Events or Personalities are the stuff of 
headlines and history books. Some Nexus Personalities 
are important for offspring they will produce, others for 
negative acts like murder or terrorism. Still others are 
important to the time stream for what they fail to 
accomplish - such as a scientist whose researches come 

to naught or a revolutionary leader whose coup is put 
down - because their success in an alternate reality may 
transform society in strange and often horrifying ways. 
Thus, R ule Number One of Tim e Tra vel is that no time 
traveler dare change the outcome of a Nexus Event in the 
past without risking the destruction of his own timeline. 
In practice, this should leave most visitors to the past in 
the position of passive spectators, since no one can be 
completely certain whether a given situation or person 
encountered is itself a Nexus. Nonetheless, Legionnaires 
venturing into the 20th Century have at least taken an 
active role, recruiting Superboy and Supergirl in to their 
ranks. 

It is our belief that the best way to keep situations 
under control is to assume that the time stream itself 
exerts a powerful force against anyone attempting to 
alter its present course. Players whose Characters become 
entangled with Nexus Events and Personalities will find 
mysterious circumstances conspiring to stay their hand. 
Devices will jam, the Character's powers will mysteriously 
diminish or be rendered ineffective, or obstacles will delay 
the Character's a rrival on the scene until the critical deed 
is done. 

Rule Number Two of Tim e Travel is the Law of 
Duplication, which asserts that no traveler may enter the 
same exact time period more than once. If a time traveler 
violates this Law, he will place himself in an unbreakable 
loop in which he will endlessly relive the events of his first 
visit to that time. Thus, if Superboy were to leave for the 
30th Century on July 11, 1960, and return to 20th Century 
Smallville on July 10, he would be forced to re-enact the 
events of those two interven ing days fo revermore unless 
another time traveler observed his plight and "broke" the 
loop by entering those events and changing the patterns. 
From a GM's point of view, the Law of Duplication means 
that Characters have only one chance at responding to a 
crisis situation. In other words, they cannot use time 
travel as a way of going back and cleaning up their 
mistakes. 

Rule Number Three of Time Travel is the Law of 
Death. If a Character dies during time travel, he is truly 
dead and will cease to exist in his own time continuum. 
There is no other way time travelers can go backwards or 
forwards in time to prevent that death or the c ircum
stances that caused it. For the Legion, the greatest known 
consequence of the Law of Death is the risk imposed every 
time Superboy participates in a Legion adventure. If 
Superboy perishes in the 30th Century, Superman will 
come to Metropolis and history will be rewritten in a 
single stroke. GMs may decide that one or more of the 
current Legionnaires (or future ones if Players create 
their own Legion Academy recruits) is himself a Nexus 
Personality whose death in any time period could have 
enormous consequences on futu re, or past future, history. 
Indeed, an argument could already be made that Saturn 
Girl and Lightning Lad (as the parents of Valid us) may 
already fit in the Nexus category. 
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Time Bubble 
DEX: 0 
Uses: 10 

POWERS: 

STR: 5 

Time Travel: 43 
Sealed Systems: 20 

BODY: 10 
Duration: 18 

Militarv Science (Trackimz): 5 

The first Time Bubble was created by Brainiac 5. There 
are now 12 functional Time Bubbles in existence, all of 
which are owned and maintained by the Time Institute in 
Metropolis. Each Time Bubble has the capacity to hold up 
to six individuals in reasonable comfort. 

To use a Time Bubble, the occupants of the Bubble enter 
a set of time and dest ination coordinates into the craft's 
computer and activate the time travel mechanism. Origin
ally, the trip t hrough time was a relatively smooth 
process, with the only risk being the possibility that 
returning travelers might somehow fail to lock onto the 
signal of the Time Beacon, and thus return to an alternate 
reality. Since the CRISIS, however, time travel has become 
an increasingly difficult proposition, especially in the 
period around the late 20th Century. Time Bubble trav
elers entering or attempting to pass through this era may 
be beset by time storms having a STR of anywhere from 
1-30 and a DEX of 5. Bubble pilots use DEX or their Space 
Vehicles Skill rating, whichever is higher, as the Opposing 
Value to defend against a storm's attack and keep the 
craft on course. If the storm's assault is successful, it will 
do physical damage to the Bubble equal to the number of 
RAPs indicated on the Result Table, and blow the bubble 
out into normal time at a period 2 to the DlOth power 
years from the intended destination. Note that a bubble's 
occupants must successfully establish the day, month 
and year of the time they have entered before they can 
accurately reset the controls for a new destination and 
re-enter the time stream. 

There are two eras of time that are not currently acces
s ible to time travel (whether by Time Bubble, Time Cube, 
or by travelers like Supert?oy). The first era is the period of 
galactic history known as the Lost Years between the 20th 
and 30th Century, of which no written records exist. The 
second era is any time more than 100 years in to the 
Legion's future. (The second era is protected by a barrier 
erected by the Time Trapper, the absolute dictator of the 
war-torn future Metropolis he inhabits; the barrier is 
sometimes referred to as "the Iron Curtain of Time.") 
GM NOTE: Almost all previous time travel voyages shown 
in the pages of the Legion of Super-Heroes have been 
confined to journeys to earlier or later epochs of Earth's 

own history. Since the abilities, if any, of time travel 
devices to span planetary boundaries have not been 
explored, GMs may fmd it prudent to prohibit such travel 
in their campaigns. 

Time Cube 
DEX: 0 
Uses: 12 

POWERS: 

SI'R: 4 BODY: 9 
Duration: 15 

Time Travel: 43 
Teleportation (Recall only): 18 

Designed by Time Institute Professor Rond Vidar as a 
project for the Metropolis Science Fair when he was in his 
teens, the Time Cube uses the same principles as the Time 
Bubble to penetrate the t ime barrier. 

Unlike the Bubble, however, the Time Cube does not 
travel through time itself. Instead it projects its contents 
to the preset destination. To return to one's original time, 
the transported party or object must be in the same spot 
where they/ it arrived. 

The Time Cube has a maximum capacity of three 
persons, and a maximum duration of 24 hours; it is also 
equipped with a viewer that a llows the progress of those 
transported to be monitored. 

During the course of the Legion's use of the Time Cube 
to combat Universo (who later turned out to be Rond 
Vidar's own father), Rond further improved the Cube's 
design to allow him to focus the machine's power and 
recall the transported Legionnaires when they were in 
peril. 

The original Time Cube is normally kept on display in 
the Time I nstitute's Hall of Ages. It remains in fu II working 
order (as demonstrated by the recent Legionnaires 3 
mini-series). 

Time Viewer 
DEX: 0 STR: 0 BODY: 1 
Uses: 20 Duration: 10 

POWERS: 
Time Travel (vision only): 55 

In some ways t he most potent of the Institute's inven
tions (and in other ways the most frustrating due to its 
limitations), the Time Viewer allows its user to observe 
any past moment in time, regardless oflocation, by simply 
inputting the desired date and galactic/ geographical 
coordinates. The Time Viewer is not limited to Earth, UP 
space, or even to the Legionnaires' own reality. (During 
the recent CRISIS, the Viewers were used to watch events 
that took p lace in the anti-matter universe and on other 
Earths in the multiverse.) Yet the Viewer's extraordinary 
range and power is also its curse, for although a user can 
look in on almost any event in recorded (or unrecorded) 
history, he can do nothing to alter its outcome. 

The Time Viewer cannot view future events or see into 
the restricted period of history known as the Lost Years. 
Due to the fluctuations in the time stream, t he Time 
Viewer cannot usually focus effectively on any single time 
period for more than one hour at a stretch. 
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GENERAL INFORMATION 
The current Headquarters was constructed by Brainiac 

5 (and Computo). Legion HQ floats about 50 feet above 
ground-level, held up by two massive anti-grav lifts. The 
main structu re of the building is a multi-story tower. 'l'wo 
wings balance the tower, jutting out and forward in a 
U-shape. These wings house most of the personal quarters, 
the renowned Multilab, and the gymnasium (including 
the testing area for powered candidates). 

Within the Headquarters, each floor is accessible 
through various floor/ ceiling portals (most of which are 
being converted to energy portals) and anti-grav ele
vators. The main entrance portal is a lso an energy portal, 
and is heavily guarded by Brainiac's security systems. 
These portals also serve as effective atmospheric and 
temperature barriers in case of emergency. 

The Headquarters is linked to the Science Police 
Headquarters by an underground transport-tube system. 
Although the Legionnaires themselves do not use this 
mode of transportation frequently, it remains a useful 
feature for SP officers with Legion business. Conversely, 
on the top level of Legion Headquarters is a functional 
hangar deck. The deck is the most frequently used en
trance/ exit, as air traffic is the most prevalent way to 
travel in the 30th Century. 

The top section of the Headquarter's tower is actually a 
detachable space-worthy vehicle with ion-engines (BODY: 
25, SPEED: 36, WEIGHT: 17). Thruster/ damper sections 
separate from the balance of the building upon take-off. 
This is supposedly a last-minute "escape hatch" for the 
Legion. 

SECURITY SYSTEMS 
The Legion Headquarters is protected from infiltration 

and unlawful entry by a web of computer-linked security 
systems. Designed by Brainiac 5, these systems operate on 
many levels to guard both Legionnaires and Legion se
crets. First and foremost, the building itself can be sur
rounded by an impenetrable force field that can be acti
vated from inside. This is, of course, a mechanism used 
mainly when the building or city is under direct attack. 
The power source for the force field is located in mid
tower of the Headquarters, away from potential sabotage. 

The areas where security is tightest are the entrances to 
the building. The Hangar Deck, the Main Entrance, and 
the underground Transit Tubes are the three main points 
of entry, and they are guarded by a number of devices. 
Holo-cameras view the areas from every angle. Any 
movement will immediately project an image on the 
Mission Monitor Board. For Legionnaires and other author
ized visitors, the security locks process body identity 
information to match against what is on file in the main 
computer. With a correct match, the locks give way; with 
an incorrect match a tractor-beam holds the person in 
place until a Legionnaire can arrive. There are other types 
of traps installed as Brainiac 5 sees fit, but not all are 
completely operational. 

84 

Inside the Headquarters security is still a priority. 
Entrance codes are required to move from certain parts 
of the building to the next, especially when moving into a 
restricted area. These codes are transmitted to the secu
rity device by means of the Legionnaires' flight rings. Each 
ring is specifically designed to emit a special code recog
nized by the computer. For the few outsiders with security 
clearance (SP ChiefZendak, for example), ordinary trans
mitters are used, along with a security clearance code 
known on ly by that person. The combinat ion, in the 
correct order, gains access. The Legionnaires also have 
personal security codes that they use for protecting the 
privacy of their own quarters and anything else t hey feel 
particularly secretive about. These codes are usually, 
again, transmitted from their flight rings, although they 
can be overridden by a voice-activated command, as the 
security devices can match voice-patterns against what is 
stored in the main computer. 

Night-time security adds a new dimension to the meas
ures described above. The corridors and entrance points 
are scanned by automatic detection beams hidden in the 
walls. These beams, which operate like electronic eyes, 
warn t he Mission Monitor Board of an intruder alert. 
Independent of the other security devices, security drones 
patrol the building at irregularly-timed intervals, each 
governed by its own internal clock. 

As an added security measure, Computo has been 
programmed for defense situations and is supposed to 
act as a warning device/ alarm to bring assistance as 
quickly as possible to the breeched area. Unfortunately, 
during t he only recent in truder alert (the master-thief 
Magpie), the major-domo failed to appear, later claiming 
he had suffered 'an equipment malfunction'. 

INSIDE LEGION HEADQUARTERS 

MAIN MEETING HALL 
In t he center of t he Hall is the meeting "table" itself. It is 

actually a set of desk-units and chairs strung together to 
form a U-shape. Each of the desk-units contains a 
computer terminal (linked to the peripheral data-banks 
of the Headquarters) and a small holo-screen commun
ications device. 

The Leader's seat contains more complex commun
ication and computer controls; these are usually used to 
gain some bit of information from another part of the 
Headquarters. 

THE HANGAR DECK 
The Hangar Deck sits atop the Legion Headquarters, 

enclosed by a partial, retractable dome. 
The Deck can hold up to three full-sized cru isers 

(described more fully in the Starships Section of this 
book) and, of cou rse, the maintenance and repair equip
ment. When the roof is fully retracted, all three cruisers 
can take off simultaneously. 



The rectangular Hangar Deck has a diameter of 100 
meters. There is storage space on one side (including the 
analysis repair computer and the communications 
equipment) and parking space on the other s ide. Below 
t he Deck is a full floor of storage space. 

MEMBERS' QUARTERS 
Each 2 AP x 1 AP room is equipped with movable 

interior walls, allowing members to fashion their own 
individual rooms. 

Each room also has a communication holo-screen and 
a personal computer linked to the main data-banks of the 
Legion Headquarters. 

Normal furniture and the basic adjuncts, such as sheets 
or tables are supplied by the Legion storeroom, althou 
most of the active members prefer to find or create t eir 
own homey touches. Sometimes, their furnishing are 
unexpected: for example, Ayla Ranzz (Lightning ) 
sews in her "spare" time and has an extremely Id, 
manually-operated sewing machine in her quarters. 

DESCRIPTIONS OF QUARTERS 
Each member's powers help define the character of 

his/ her living quarters. In addition, the quarters of 
deceased or absent members have been included since a 
GM can choose lo set his campaign in a past time. 

BOUNCING BOY: He shares quarters with his wife, Duo 
Damsel. Although mainly reserve members, they have 
occasionally been recalled to active service and have a 
suite set aside for them at Legion Headquarters. Their 
rooms are simply furnished and quite spacious, since Duo 
Damsel can be in two places at the same time and 
Bouncing Boy uses his powers whenever the mood strikes 
him. Their bedroom, the center of the suite whenever they 
are there, is lavish. The bed is large and bounce-proof. 
BRAINIAC 5: His quarters are cluttered with various 
machinery parts, assorted computer equipment, and 
scattered written notes. He is always at work, putting his 
twelfth -level computer brain to task. While thinking 
through one of his many projects or t inkering with new 
devices, his quarters bear the brunt of his work. 

His rooms are open; his living room is really designed as 
a study/ work area. Instead of programming his walls to 
reflect exotic scenery or austere art, he keeps them 
cleared so he can doodle his computations upon them like 
giant scratch pads. 
CHAMELEON BOY: His rooms are definitely unique, even 
among the personalities of the Legion. His closets are sunk 
into the walls in various shapes and s izes. Only Chameleon 
Boy can reach into these spaces (by changing into suitable 
creatures), and they give him extra room for his Jiving 
space, which is both luxurious and simple. 
CHEMICAL KING: Deceased before the Headquarters 
was built. 
COLOSSAL BOY: His rooms are spacious and sparsely 
furnished. His furniture is normal-sized, but he does have 
a huge cooking-unit since he still has a bigger-than
average appetite. His living room is filled with exercise 
equipment, as he prefers to exercise in private. 

COSMIC BOY: His quarters are distinguished by t he non
magnetic alloy of which his furniture, machinery, and 
walls are made. This is a direct result of what happened to 
him when Comput.o nearly crushed him with metal 
furniture. 

One of the founding members, Cosmic Boy has had 
more time than most to settle in, so his rooms are well
furnished and very comfortable. Along the walls are 
mementos from his years with the Legion , and antiques 
are carefully arranged in every room. He also has an 
extensive library of history tapes he watches frequently. 

Even though he is currently a reserve member, he takes 
his duties as a special advisor seriously and has been 
known to spend long periods of time at the Headquarters. 
DA WNSTAR: The ho lo-screens in her quarters are locked 
onto Earth's nightskyso that thestarsalwaysshine softly 
from t he walls and ceiling in her rooms. 

Seeing that she has spent much time in space, t he 
holo-screens make her feel more at home. Her quarters 
are large and open, with no hooks or obstructions on 
which to snag her wings. Besides, tight, closed-in places 
make her nervous. In her bathroom she has installed a 
floor-length dryer for drying her wings after bathing. 
DREAM GIRL: Her bathroom alone is HUGE. It contains a 
sunken tub/ jacuzzi, all the latest cosmet ic equipment, 
and a mirrored, walk-in vanity closet. Her bedroom, too, is 
quite large. In the center sits a circular gel-bed which can 
be adjusted to any nrmness or temperature setting. 
Beside each of her chairs is an end table filled with all 
kinds of polishes, trimmers, buffers, pads, and vials. 
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ELEMENT LAD: His rooms are small and cozy. He is the 
most settled of the Legionnaires for he has had no other 
home in his adulthood. His quarters are simply furnished, 
containing elemental decorations and have low, subtle 
lighting. 
FERRO LAD: Deceased before the Headquarters was 
built. 
INVISIBLE KID I (Lyle Norg): Deceased before t he 
Headquarters was built. 
INVISIBLE KID ll (Jacques Foccart): Due to his 
shyness, no one has entered his rooms since he became a 
Legionnaire. Everybody supposes that his room must still 
be furnished with only the standard furniture, at best, 
since no one has seen him bring anything larger than a 
toiletries case into his quarters. It is probable, however, 
that he keeps a holo-cube of his family in a prominent 
place. During one of the rare moments when Invisible Kid 
was willing to chat, Blok learned that Jacques has a 
passion for detective stories. This explains the reason he 
makes a noteworthy finder of clues. 
KARA TE KID: His quarters have not been disturbed since 
his death. 

His rooms are decorated in a classic 14th Century 
Japanese motif, complete with simulated rice-paper walls, 
s liding doors, and hanging artwork (much of which was 
painted by the Kid himself). His kitchen table is only about 
a half-mete r off the floor; the chairs are actually throw
pillows. 
LIGHTNING LAD: He shares his quarters with his wife 
Saturn Girl and their son, Graym. As reserve members 
and parents, they do not spend much of their t ime in the 
Headquarters, although their rooms have been kept tidy 
s ince they were active. The suite has all the comforts of 
home, including a newly-installed crib. An old-fashioned 
fireplace is set into the wall opposite the holo-screen 
communicator. In the kitchen, among other things, is the 
compu-chef, which Lightning Lad often uses when he 
wants to work off his tensions. (Unfortunately, few of his 
concoctions ever feed anything but the trash atomizer ... ) 
LIGHTNING LASS: Her rooms are sectioned off into 
smaller units to give the impression of a cozy little 
apartment. She, too, has a fireplace set into the wall of her 
living room. Besides the usual - some plants and uphol
stery - everything is constructed of non-combustible 
material. Since she has rededicated herself to the Legion, 
she finds herself at home in her quarters. 
MAGNETIC KID: Almost everything in Magnetic Kid's 
quarters is made of a non-magnetic alloy. His rooms are 
large and hospitable. As he eajoys entertaining guests, he 
has a few electronic games in his living room, along with 
some more traditional, non-mechanical games (although 
he doesn't like chess). Because he is now a member, he has 
had very little time to adjust to his quarters. His rooms 
lack the distinctive personal touch that the older members 
have given theirs. An enthusiastic member, he often seeks 
t he company of other Legionnaires. 
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MON-EL: A giant holo-screen covers one wall in his living 
room, and he keeps it tuned to the depths of space. He has 
also installed a computer network and relational database 
( 15 APs) borrowed from Brainiac 5's free association 
concept. Mon-El enjoys working in t he comfort of his own 
chambers, away from the other Legionnaires. 

PHANTOM GIRL: A level-headed girl, she rarely uses her 
powers just for fun. Her quarters, therefore, are without 
the structural quirks of, say, Chameleon Boy's. Her rooms 
are simple and comfortable. Over the years, she has 
developed a taste for Earth culture and has even begun to 
collect pieces of art not available on her home planet ( in 
another dimension). 
POLAR BOY: The most curious fact about his rooms is 
that they are, without a doubt, the warmest in the entire 
building. His powers are a direct evolutionary result of 
Jiving on a super-heated planet. He feels most comfort
able, therefore, when the surrounding temperature 
reaches 130 degrees F. People outside t he Legion would 
laugh were they to discover that Polar Boy catches the 
most colds of any Legionnaire. That is to say, he consumes 
the most anti-cold medicine. He does have a refrigeration
unit in his kitchen, which he frequently uses to flash
freeze leftovers. He spends a lot of time in his quarters, 
s ince it is the most comfortable place for him. Other 
Legionnaires, however, drop in frequently for short visits. 
SENSOR GIRL (QUEEN {PRINCESS] PROJECI'RA): 
Both in stateliness and luxury, she inside of her quarters 
resembles the inside suite of the castle on her home 
planet, Orando. Only the finest Orandan silk hangs from 
her queen-size, four-poster bed. Painstakingly-crafted 
tapestries adorn the walls. Her ultra-modern appliances 
are camouflaged to fit into the setting. (She does use 
them, however.) 
QUISLET: His room is composed entirely of force lines 
and force fields. 
SATURN GIRL: (See Lightning Lad for description of her 
quarters.) 

SHADOW LASS: The lights in her quarters are dim; the 
effect is to make the rooms appear secluded and cozy. 
(Mon-El has never been heard to complain.) The interior 
of the quarters, however, is far from drab. Her furniture is 
gaily designed. She spends more hours in Mon-El's quar
ters than in her own, due to the frequent visits of other 
Legionnaires. 
SHRINKING VIOLE!': Her quarters accommodate her at 
normal size, but there are some peculiarities. The rooms 
are filled with furniture, so, if she had to, she could shrink 
down to hide very effectively. After returning from her 
long sense-tank deprivation, she has accumulated even 
more furniture. In fact, throughout her quarters are 
scattered all kinds of things to touch, see, and use; things 
that ring and make noise. She has become much more 
assertive than ever, and many Legionnaires (notably not 
including Colossal Boy) visit her frequently. She eajoys 
the company. 
STAR. BOY: His rooms are cozy, t hough ordinary. He uses 
his kitchen, but is not a great cook. He can, however, turn 
a light meal into a heavy feast. During his off-duty hours, 
he can usually be found in the Rec Room playing fantasy 
role-playing games. 
SUN BOY: His living room dwarfs the other rooms in his 
quarters, an elegant display of taste (and bachelorhood). 
He rarely invites his friends to his quarters at Legion 
Headquarters, since he maintains a room in Metropolis 
and is not adverse to spending the night in a fme hotel. 
Being as busy as he is with his social life and university 
studies, he doesn't get many chances to be a homebody, 



but he prefers it that way. Of course, there are no 
combustible materials in his quarters. 
SUPERBOY: Although his quarters are empty most of the 
time, the rooms are kept undisturbed. The walls of his 
chambers are lined with lead paint, not to stop others 
from prying in, but to inhibit him from accidentally seeing 
out into other member's rooms. The rooms were certified 
kryptonite-proof by Brainiac 5; even the air-ventilation 
system is designed to filter out this element. The quarters 
are, on the inside, plush and Kryptonian in comfort. 
Superboy has been known to bring items here from his 
Fortress of Solitude. 

SUPERGIRL: She is deceased, but her rooms are still the 
way she left them. 

Her walls are lead-lined for everyone's privacy. Her 
quarters, however, are slightly more comfortable and 
stylish than her cousin's, Superboy. She was intrigued 
wit h all of the 30th Century technology and had built up 
quite a collection of time and labor-saving devices. 

TELLUS: Due to his alien composition, his quarters were 
constructed to contain t he atmosphere native to his 
home world. It is poisonous and under high pressure to 
humans, so he receives no visitors, but it does allow him to 
shed the environment suit that he must constantly wear 
outside his room. Apart from a small air-lock just inside 
his entrance portal, his quarters are one low-grav pool 
that simulates the conditions of his home (his race is 
amphibious), in which he can relax as much as is possible. 
TIMBER WOLF: One of the few Legionnaires who believes 
in constant practice (due at least in part to the generally 
physical nature of his abilities), Timber Wolfs has 
arranged his quarters to help him stay in top shape. Most 
of his sturdy furniture is nailed down and is used more for 
catapulting himself across the room than for just sitting 
in. He does keep plants, but they are mere ornaments for 

him to avoid while leaping and swinging around. His living 
room, though basically comfortable, is a virtual obstacle 
course. 
TYROC: Has no quarters here. 
ULTRA BOY: His quarters are blast-proof, shock-proof, 
and radiation-free. Since he is likely to take off at a 
moment's notice, these precautions are for his benefit 
(and to save wear and tear on his room). His quarters 
aren't exactly bare, but the furniture is arranged to 
provide a lot of open space. This is so he can get to 
everythingfast. His rooms are filled with plants, and he 
has a few small mammals as pets (he's a farm-boy at 
heart). 
WHITE WITCH: Naturally, the walls of her quarters are 
lined with books. These books are the major source of her 
studies and power; she refers to them often. In the center 
of her living room, she has installed a circular fireplace; 
the mystical fires she ignites in it are smokeless. The 
furniture, almost cloudlike in appearance, is actually very 
solid and can handle even Blok's weight. As she needs to 
spend a certain amount of time learning her spells, she 
stays in her quarters for long stretches of time. The 
holographs in her windows are continually changing, 
usually depicting different views of t he magical landscape 
of the Sorcerer's World. 
WILDFIRE: Despite his handicap, his quarters still have 
the usual assortment of furniture and conveniences. He 
doesn't really have any use for a lavatory or a kitchen, but 
he has them anyway. He will say that the lavatory and 
kitchen are for his guests, but in reality, they are for his 
psychological well-being. His spare containment suits are 
kept in a hidden wall closet, the only handle of which is on 
the inside (after all, if he blows a suit, he can slip into the 
closet as formless anti-energy), but there are spares 
located elsewhere in the Headquarters ( in the Storage 
Tesseract, for example). 
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GYMNASIUM 
Located in the west wing of the Headquarters, the 

Gymnasium is a common place to find business-minded 
Legionnaires. It is the center for physical exercise, 
recreational exercise (including swimming), training 
exercises, and power testing. 

The room itself is quite large, occupying nearly the 
entire bottom floor of the west wing. Its two-story height 
allows ample maneuverability for flying Legion members 
and its walls are structured with inertron elements t~ 
withstand impacts of up to 35 APs. A balcony runs along 
the north and east walls. The main .room is divided into 
four areas: the pool and diving area, the weight-training 
and strength-gauging equipment area, the agility exercise 
area, and acleared padded area for hand-to-hand combat 
practice. 

The pool is full -size and accessible from any side. It is 
supported by anti-grav equipment and hovers above the 
floor, just a huge cube of water with no apparent 
containment walls. There are two diving boards, both at 
the same end. One is only a meter above the water the 
other is ten meters high. ' 

The weight-training area, in the same half of the Gym, 
has the most advanced weight equipment ever seen. 
There are no moving parts whatsoever. Legionnaires 
sweat, press, pull, and push while a computer tells them 
the force being generated, increasing or decreasing the 
resistance upon command. Of course, Mon-El and the 
other super-strong Legionnaires don't need this kind of 
training, but for the rest of the crew it is the most efficient 
if somewhat boring, way to keep at the top of their form'. 
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Jn the agility exercise area, the equipment is much less 
complicated, although more sophisticatedly controlled. 
Besides the basic trampolines, parallel bars, and work
horses, there are computer-controlled, dodging punching 
bags, and a set of mobile, mid-air bars. 

Next to the agility exercise area is a large, wide, high 
area. The floor and flanking walls are slightly padded and 
very durable. This open space is used for hand-to-hand 
combat practice, both with and without the deployment 
of powers. This open space can be observed from the 
balcony on the adjacent walls; testing for new recruits is 
usually held in this area. In addition to the equipment and 
facilities listed above, there are two jogging/ running 
t racks. One circles the width and breadth of the room a 

. ' distance of 8 APs. The shorter track (7 APs) circles the 
pool and the weight t raining area. The curves of both 
tracks are banked at thirty degrees, and a multiple-use 
t imer/ lap-counter is located behind the pool, where the 
tracks are at their closest proximity. 

At the far end of the room is a portal leading into the 
showers, whirlpool baths, and saunas. All of these are 
private units, although a great deal of sharing usually 
occurs. Other features of the Gymnasium include storage 
facilities for games and work equipment, and computer 
communicators at intervals along the walls of the room. 

ARCHIVES VIEWING ROOM 
The Archive Viewing Room is a smallish living room 

stuffed with chairs and couches. It surrounds a central 
' high-set, life-size holo-screen . Refreshment dispensers set 

handily into the floor at odd intervals. 
This room, although only occasionally used for the 

purpose for which it was built, offers a comfortable refuge 
for those who wish to have some time alone. 

THE RECREATION ROOM 
The Rec Room is set up much like a cozy pub. It is a 

multi-level establishment of scattered platforms, some 
supported by anti-grav and some are supported by floors 
and pillars. Transparent tables and soft chairs contribute 
to the relaxed atmosphere. Along with the tables, there is 
also a vast reserve of computer and physical games, which 
are played in waves as the fad for a particular game 
sweeps the Legion. In the past, Blok and the White Witch 
have proven to be mah-jongg champions. 

A holographic version of fantasy role-playing games, 
played with the assistance of a voice- and hand-operated 
computer, bring Star Boy and Sun Boy together regularly. 

A social center for many Legionnaires, the Rec Room 
has a non-alcoholic bar and food dispenser. But , for quite 
a few members, it is the fantasy role-playing games that 
draw them there, either as participants or as spectators. 
Somet imes the games get a little out of hand: when 
Computo was trying to reach through Danielle Foucart's 
mind to destroy the Legion, he twisted the Headquarter's 
central computer to his own ends, and t he holographic 
characters took on a real, and very dangerous, life before 
Lightning Lad blasted the console. 

Also in the Rec Room is the ever-present communi
cations equipment, placed at each table in the room. 
Centrally located in the Headquarters, the rest of the 
building is readily and quickly wit hin reach. 



HALL OF HEROES 
One of the few showrooms of the Legion, the Hall of 

Heroes is a dimly lit room near the Main Entrance of the 
Headquarters. On display are life-size statues of deceased 
and retired ex-Legionnaires. It is a solemn place, but 
surprisingly it is regularly visited by all Legion members. 

Next to the Hall is the official memento room, housing 
many of the souvenirs, weapons, and general parapher
nalia of the Legion's most memorable battles. Everything 
here is kept under strict security, since these are the 
original articles, not copies, and theft of any of them 
would mean a serious threat that the Legion would have 
to address again. Many of the more dangerous weapons 
are stored on the prison planet Labyrinth, or were lost 
permanently when Takron-Galtos was swallowed in the 
CRISIS. 

THE STORAGE TESSERACT 
This area is the classic example of how less can be more. 

Although a small room (as viewed from the blueprints), 
there is a fifth-dimensional quality about it - it holds 
more space than seems (and indeed, is) physically pos
sible. The Legion stores ALL its records and a lot of 
miscellaneous material in the Tesseract. Since there is an 
unlimited amount of storage space, the Legion will have 
no need to expand its storage facilities. 

TRANSPORT TUBES (and access to the Metropolis 
transportation network) 

Located beneath the Headquarters, these transport 
tubes link the building to the Science Police Headquarters 
and to the Metropolis mass-transit system. Although the 
tubes are not frequently used, since air traffic and Flight 
Rings are much more popular, they are only maintained 
in an emergency. The existence and/ or location of the 
transport tubes is a well-kept secret: the Legionnaires, the 
Science Police, and World Comp, are the only ones who are 
aware of the t ransport tube connection between the two 
headquarters. At the Clubhouse end, the entrance to the 
tubes is closed and closely guarded by security monitors, 
as well as, being surrounded by detainment rooms. 

MULTI-LAB 
The Multi-Lab is an all-purpose, tri-t,iered laboratory 

and medical center. The medical center is a recent 
addition. It was added when Brainiac 5 added computer
assisted surgery to his ever increasing repertoire of s~. 

Almost two stories in height, it is located in t he bottom 
floor of the east wing of the Headquarters, directly below 
that wing's living quarters. Its w~lls are sheathed in 
inertron and are shielded to all knbwn radiations and 
external influences. The computer circuitry of the Multi
Lab is programmed to automatically send constant trans
missions of all experimental data to an off-premises data 
bank to insure the safety and security of this data for 
future use and/ or reference. 

The bottom-most level of the Lab (the area with the 
most space) houses all of the state-of-the-art equipment 
for Brainiac 5's techno-weaponry and robotics research. 
It was here that Brainiac 5 created Computo, the most 
powerful and most complex computer imaginable. It is 
also here that he incessantly tinkers on improvements to 
the Legion's hardware, weaponry, and security equip
ment. 

The bio-chemistry research station and storage facili ty 
occupies the next open level of the Multi-Lab. Danielle 
Foucart was cured here. Invisible Kid Lyle Norg's invisibil
ity serum (among other Legion-related breakthroughs) 
was stored here. One section of the bio-chemistry lab is 
outfitted as a functional medical center. Life support 
systems, biological and psychological probing devices, 
and stasis-maintaining equipment are spread throughout 
this level. 

The upper-most level is reserved for solitary work on 
computer systems and analysis programs. Brainiac 5 can 
be found here whenever he is not working on a more 
pressing project. He has built a large, free-association 
based database of his ideas. He is always searching for 
improvements in the design, function, and convenience of 
every aspect of the Legion Headquarters, as well as 
searching for improvements in any other subject which 
holds his interest. 

SP DOCKING AND SHUTTLE PORTS 
These two ports, separate from the hangar deck, 

accommodate smaller air-cars and on-planet trans
portation. The Scie1,ce Police Docking Port is for official 
business on ly; the Shuttle Deck is for all other traffic. 
These ports, both located on the same level (below the 
Hangar Deck and the main storage areas), are accessible 
via trans-portals to specific parts of the building. The SP 
Docking Port, which is protected by the computer-linked 
security systems (see Security Systems at the beginning 
of this chapter), is only connected to the level below the 
detention center, interrogation room, and office for 
visiting SP officers. All SP personnel must stop at t his level 
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and wait for a Legionnaire to escort them from there. The 
trans-portal from the Shuttle Deck does not stop at the SP 
level, but continues straight down to the Green Room/ 
Reception Area. From there, more security devices 
prohibit entry to the rest of the building, so guests have to 
await an escort. 

These two ports/ docks increase the accessibility of the 
Headquarters without compromis ing security. Neither 
port is widely used by outsiders, but both have been handy 
for diplomatic purposes. 

BOTANY LABS AND HYDROPONICS 
The Botany Labs not only give those Legionnaires who 

desire it the opportunity to practice the anachronistic 
activity of gardening, but also act as a functional part of 
t he Headquarters. Using hydroponics, the building could 
actually become self-sufficient. Aside from that, however, 
a few Legionnaires especially enjoy the solitary comfort 
and fresh, clean air of the Botany Labs. The room itself is 
on the top floor of the west wing, crowded between the 
Techno-Repair Center and the main tower of the Head
quarters. Its walls are polarized to admit light during the 
day (creating a greenhouse effect). During the night, 
t hough, ionized lights provide a simulacrum of daylight. 

TECHNO-REPAIR 
This equipment lab and repair center is where much of 

t he function work of the Legion is done. For example, 
containment suits for Wildfire and Mon-El's anti-lead 
serum are manufactured here. Without this facility, 
Brainiac 5's Multi-Lab facility would be even more 
crowded with equipment than it already is. The Techno
Repair Center is a high-priority security room. For entry 
access, a special code must be transmitted from a 
Legionnaire's flight ring to the security-clearance device. 

LIBRARY 
Located next to the Archives Viewing Room is a vast 

collection of holo-tapes. Like any library, this collection is 
well-organized and provided with extensive indexing and 

cross reference facilities. Only information classified as 
general knowledge is actually accessible here; more secret 
archives are stored in another, safer place. The data tapes 
here are only copies; the originals are kept in a tempera
ture- and pressure-controlled vault deep below the Head
quarters. While Legionnaires may take tapes out for 
viewing in their own quarters, the adjacent screening 
room is most commonly used. 

RECEPTION AREA AND LOBBY 
"GREEN ROOM" 

The Greeen Room has been a part of the Headquarters 
for as long as the Hall of Heroes; it was a feature of the 
original building, and so it remains today. Although much 
bigger and much improved from its counterpart in the 
original facility, the basic idea is the same: it is the place 
where the Legion welcomes guests and makes them feel as 
"at home" as possible. For most, the reception area is the 
first (and perhaps the only) view of the interior of the 
Headquarters, and it is designed to leave an impression. A 
reception/ security clearance desk is in the middle of the 
room, surrounded by plants of every conceivable variety 
and origin (thus the name, Green Room). 

The reception area and lobby create an air of comfort. 
However, there is also sufficient professional decorum 
that the Green Room is as satisfactory for greeting 
diplomats and high officials as guests and tourists. 

A section of the new reception area contains environ
mental chambers for aliens, requiring special life-support 
systems. It was added by Brainiac 5 for those sentient 
beings for whom Earth's atmosphere and gravity are a 
difficulty or a discomfort. 

TELECOM/SUPPORT EQUIPMENT ROOM 
This room contains much of the machinery used by the 

Mission Monitor Board. Located beneath the room, tele
communications and support trunk lines plug directly 
into the Board itself. Due to the extreme importance of 
the Monitor Board, this room can only be opened by a 
Legion flight ring. All work done on any equipment in this 
room must be supervised by a Legionnaire. 

ENVIRONMENTALLY-CONTROLLED 
ROOMS 

As the United Planets continues to expand, it period
ically encounters races of sentients significantly different 
from humanity. The Legion, in acknowledgement of this 
fact, has installed several special rooms that simulate 
alien home environments in order to accomodate the 
alien(s). The Environmental Control Room and the 
adjacent environmentally-controlled Conference Room 
are two examples of these facilities. 

MISSION MONITOR BOARD ROOM 
At the heart of Legion Headquarters is the Mission 

Monitor Board Room. The main console serves a complex 
computer system that performs a variety of functions: 

holo-screen communications, galaxy-wide tracking, and, 
of course, computer analysis. Manned twenty-four hours 
a day, the console keeps track of the status and where
abouts of every active member. 



The room is comfortable, but far from intimate. The 
walls surrounding the console screen are covered with 
charts, maps, and graphs which identify the following: 
1) the source of all incoming calls, 
2) the location of emergency situations, and 
3) the status of all active members. 

At a ll times, the board displays the members' symbols. 
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In the event of emergency, the computer can immedi
ately calculate the t ime needed to reach the location, and 
can provide information regarding t he site of the 
emergency. 

DETENTION CENTERS AND THE SP FLOOR 
Detention centers in the Clubhouse are used, though 
rarely, for temporarily holding criminal elements. 

Within the Headquarters arc two maximum security 
cells. The first is located underground by the entrance to 
the Transport Tubes. This detention center is inertron
shielded and capable of holding even Tharok or Valid us. 
Criminals held here are usually just waiting to be t rans
ferred into the SP's custody. Next to this cell is a security 
chamber, which permits control and observation of the 
subject in the cell. 

The second detention center is located in the Head
quarter's tower, on the SP level (see the SP Docking Port 
description earlier in this chapter). This center is com
posed of a number of detention cells of both maximum 
and minimum security. The maximum security cell is also 
inertron-shielded. 

Also on this floor is an interrogation room. It is a large, 
harshly-lit room. 

L.AP 

.·.·.·.·.·.·.·.···························;·;·;· 
Nothing is really needed as far as supplies are concerned 

because the Legionnaires' explicit powers, such as the 
ability to mind-probe for the truth ( by Saturn Girl or 
Tellus), and/ or to shock the subject into voluntary 
submission (Lightning Lad or Lightning Lass), mean that 
holding time is reduced to an absolute minimum. Usually, 
any criminal they hold is t ransferred to the Security 
Police within 12 hours. 

Connected to all of the detention centers in t he Head
quarters is a device known as an Energy Damper. This 
apparatus is used to siphon energy from the more "active" 
prisoners in t he detent ion cells and feed this energy into 
the Headquarters' systems. The energy is absorbed 
through the walls of the cell, not from t he prisoner 
himself. Thus, the more energy a prisoner expends to 
escape, the less he is able function and the more radiated 
energy is absorbed by the Headquarters. The maximum 
strength of the power siphoned off is equal to the strength 
of the Energy Damper (Energy Absorption: 60). 
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FinaUy, there is also an office for visiting SP officers. A 
comfortable, informal room, it is used by Shvaughn Erin, 
Legion Liaison, as her main office space. Since Shvaughn 
is often out of the Headquarters with the rest of the 
Legionnaires, a por t ion is reserved by officers on SP 
business who are waiting for a Legionnaire. There is 
communications equipment, a coffee-maker , and a news 
holo-stand, as well as a hot-line to SP headquarters. 

COMPUTO BASE STATION 
Although the Legion's new major-domo, Computo, is 

omnipresent in t he building by virtue of the holo-globes 
and his all-pervasive wiring, he still requires storage space 
fo r all of his "personae." The base station, placed next to 
the minimum security cells, holds a ll inactive hologlobes. 
It also contains the repair and emergency equipment that 
Computo can control remotely to keep the Headquarters 
intact and tidy; this is especially important since the 
Legionnaires do tend to bring their work home with them. 
This can sometimes result in widespread destruction of 
property and walls. 

THE TECHNICAL CENTER 
Situated in the central tower beneath the Mission 

Monitor Board Room, the Technical Center takes up three 
floors. Concentrated jn this space is all the storage and 
working space for the arsenal, sick bay, computer room, 
time chamber, t he power supply, and building stabilizers. 

The arsenal, at one t ime big enough to require a 
separate wing in the original Headquarters, has gradually 
shrunk as t he Legionnaires come to rely more on their 
own powers and teamwork, and as the Science Police 
develops its own specialized weapons and control devices. 
Aside from a corner devoted to Science Police weaponry, 
which is constantly being updated, the weapons still in 
the arsenal are either extremely specialized or very 
powerful. Before it was ingested by Matter-Eater Lad, the 
Miracle Machine was kept in t he arsenal in a block of 
inertron as a weapon of last reserve. The Concentrator, a 
machine which can absorb all the power in the universe, is 
also kept in the Legion arsenal under lock and key. 

The sickbay is located next to the arsenal. Since the 
Legion has retained the services of Dr. Gym'll for its aches 
and pains, t he sickbay has become essentially a back-up 
facil ity for Legionnaires with heavy colds. However, it is 
still equipped with the finest and most recent equipment. 
It is outfitted with four life-support pods and a pharma-
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ceutical synthesizer hooked into the diagnostic machine, 
both of which are also linked to Dr. Gym'll's office on 
Medicus One. 

The computer room and time chamber are located on 
the next level down. The main computer for the head
quarters, Computo's current physical location, has a 
separate circuit and data bank for Brainiac 5's Multi-Lab. 
The reason for t he separate circuit when Brainiac 5's 
experiments go awry, only his own computer is affected 
- or wrecked. Physically, the computer, a lthough thor
oughly in tegrated into t he building structure, does have 
work-stations with touch pads for t he use of t hose more 
comfortable with touch than with voice command. Since 
Computo has t aken the job of majordomo, the computer's 
statistics are the same as Computo's. 

COMPUTO 

DEX: 22 Sm: 1 BODY: 1 
IN'I': 23 WILL: 18 MIND: 30 
I NFL: 2 AURA: 2 SPIRIT: 30 
INITIATIVE: 47 HERO POINTS: 95 

POWERS: 
Bio-Energy Blast: 43, Control: 10 

SKILLS: 
( •Jinked) Gadgetry•: 23, Scientist•: 23 

Computo is described in detail in the Legion Source
book I. 

THE VAULT 
The vault, triply guarded by some of Computo's most 

devious a larm systems, holds the Legion's most private 
and valued items. Among them are Mon-El's lead immun
ity serum, which is stored in an iner tron box with a retinal 
lock devised by Brainiac 5 (BODY: 14 ). The lock recognizes 
Legionnaires' retinal prints; it opens for no one else. 

Even more closely guarded is t he pantry-like enclosure 
to one side of t he vault. Its solid inertron door will open to 
none save Brainiac 5, Dream Girl, and the current leader. 
Its temperature-, moisture-, and light-controlled shelves 
hold cell samples from each Legionnaire. They are part of 
an ongoing attempt by Brainiac 5 to "resurrect" dead 
Legionnaires by cloning them. So far he has succeeded in 
cloning Ferro Lad and Invisible Kid, but the clones' 
survival time is 48 hours, after which their cellular 
structure abruptly breaks down - so abruptly t hat they 
actually implode. 

POWER GENERATORS 
On the next floor down are the Headquarter's power 

generators. Although the building usually draws outside 
power from the Long Island Sound hydrostation, the 
generators are capable of providing power for a ll security 
controls and anti-grav functions for 96 hours (17 APs). 
The generators can produce up to 46 APs of Gravity 
Decrease for that period of time, while hydrostation 
power can produce only 38 APs. 

In a wall below the generators is the anti-grav gyro. If 
this were ever to stop its s low spinning, t he Headquarters, 
though still supported by its anti-grav beams, would 
destabilize and begin to drift with the wind. 
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