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They’re heroes. They fight crime. They've been
around for more than twenty years. They're the
world’s greatest. They’re the Justice League.

And now, they’re a part of the DC HEROES Role-
Playing Game.

At last, you hold in your hands a reference work
that describes all of the Justice Leaguers past and
present, their fiendish foes, their weapons, their
equipment, their headquarters, and more. In short,
everything you need to know about the superteam to
end all superteams, the legendary Justice League of
America/International is right in here.

These 128 printed pages
are your gateway to exciting
role-playing action, featuring
all of your favorite Justice
Leaguers, from the Red
Tornado to the Blue Beetle,
and from Aquaman to
Zatanna. Now you can be a
part of the Justice League
legend.

This book is also one of our
newly revised second edition
sourcebooks, written to be fully compatible with the
DC HEROES second edition boxed set, although
most of the information contained herein can be used
with the first edition rules set as well. See page 128
for more information about some specific rules
changes.

How To Use This Book

This sourcebook is essentially a stylized “Who'’s
Who of the Justice League.” Although you won’t find
any full blown adventures within these pages, you
will find everything you need to know to create your
own adventures and campaigns featuring the
legendary Justice League and its equally legendary
opponents. Those of you who are new to adventure
design might want to go back and reread pages 45-62
ofthe Rules Manual and the JLI adventure Exposed!,
which came with the second edition boxed set, for
some pointers.

Retroactive Continuity: A Brief Explanation

Those of you who have not followed DC Comics
closely over the last few years might notice a few
oddities within these pages. Take a look at the
Superman entry, for instance. Superman’s entry
claims that he has never been an active member of
the Justice League, though some of you probably
remember quite a few old comics that seem toindicate
otherwise. What’s the deal here?

A fewyears ago, DC Comics published an epic mini-
series known as the Crisison Infinite Earths, with the
intent of streamlining the in-house continuity of all
of its titles. During the Crisis, a number of DC'’s
heroes had their personal histories significantly
revised. Superman and Wonder Woman, for instance,
were said to have never joined the Justice League of
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America, and Earth-2, where many of the JLA’s
adventures took place, was said to have never even
existed. All of this means that quite a few issues of the
Justice League comics are no longer considered to
have “really happened” in the current DC continuity.
The character descriptions and histories in this
volume all reflect the current “Post-Crisis” state of
affairs, so some of you old-time readers will just have
to bear with us.
€ndnotes

Throughout this book, there are endnotes provided
to help you track down the various comic books where
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the adventures we're telling you about took place.
However, the publishing history of the Justice League
may be somewhat confusing to you, so here is a brief
rundown on what is what.

The Justice League of America as a group first
appeared in The Brave and the Bold #28 (February/
March 1960), where it ran for three issues before
graduating toits own title. Justice League of America
continued to be published for over 250 issues, with a
couple of Justice League of America Annuals thrown
in for good measure. The Justice League of America
was canceled with issue #261, but just a couple of
months later, Justice League #1 (without the “of
America”) hit the stands. Justice League ran for six
issues before it was renamed Justice League
International, starting at issue #7. Justice League
International was published for about two years, and
then spawned a spin-off title called Justice League
Europe. As soon as Justice League Europe came out,
Justice League International was renamed Justice
League America (no “of”), starting with issue #25. In
the meantime, there have been a few Justice League
International, Justice League America and Justice
League Europe Annuals, as well. Recently, there has
also been the Justice League International Special
featuring Mister Miracle and the Justice League
International Quarterly. Hopefully, this will help you
make sense of the different references to the Justice
League comics that appear in the endnotes.

As for the other comic book titles we refer to, you’ll
just have to figure them out on your own.

You should also note that, upon occasion, this book
will refer back to the DC HEROES second edition
rule books, so have your copies handy.
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In November of 1940, the free world found itself
deafened by the thunderous roar of German jackboots.
France had just fallen, as had Poland, Holland,
Denmark, and Belgium before it, while the Nazi war
machine was finally beginning to intensify its
campaign to strangle the life out of Britain.

The strength and power of the Axis forces seemed
nigh-unstoppable. Any advantages possessed by those
who fought for freedom, on the other hand, were
much more abstract and elusive.

One such advantage was pinpointed by Franklin
Delano Roosevelt, the President of the United States.
Roosevelt recognized that the one true edge that the
Allied Powers held over the fascists was in the realm
of morality: quite simply, the Allies were right while
the Axis were wrong. This realization led Roosevelt
torecruit America’s costumed heroes, the champions
of American morality, to lead the fight against Axis
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tyranny. Acting upon the direct orders of the
President, an agent of British Intelligence rounded
up the “mystery men” known as the Flash, Green
Lantern, Hawkman, Doctor Fate, and Hourman, and
organized them into a single unified force that later
became known as the Justice Society of America.!

During the Second World War, the JSA won more
than its share of important battles on the home front
and abroad. Its members foiled Nazi saboteurs,
delivered supplies to war-torn England, and
occasionally even managed to confront the enemy
face-to-face. It soon became obvious, however, that
the organization’s real value was its symbolic
significance. The Justice Society came to represent
everything that the Allied powers themselves
purported to represent: brotherhood, fair play, and
spirited camaraderie. An alliance of heroes standing
together to stomp out crime and the Nazi obscenity
became a convenient metaphor for the alliance of
nations hoping to do the same. The members of the
Justice Society became theideals to which the soldiers
of the free world began to aspire, breathing a new
wind into the Allied war
effort.

The effectiveness of the
Justice Society of America
was so profound that the
organization outlasted the
war that drew its members
together, the heroes
themselves having long
since become accustomed
to the idea that the team
was much more than the
simple sum of its parts.
Eventually, the JSA
became alegitimatelegend.

In the early 1950’s, this
legend abruptly dissolved
when the original Justice
Society disbanded under the specter of the mass
paranoia called McCarthyism.

However, the spiritinhabiting the core of the legend
was reborn several decades later.

The Earth of the DC Universe has been invaded
from space upon innumerable occasions. One of the
least known, yet ultimately most important of all the
classic space invasions was conducted by the
inhabitants of a small planet named Appellax.

The Appellaxian invasion, as you may or may not
remember, was comprised of seven peculiar warriors
who made their way to Earth inside giant meteors.
Upon their arrival, the warriors (for the record: a
stone man, a mercury blob, a creature of pure glass,
a large yellow bird, a fire creature, a plant creature,
and a diamond man) began mutating people into
duplicates of themselves and wreaking havoc upon
the landscape.



Five of the attacking Appellaxians drew five
costumed heroes out to battle them. J°’0Onn J’Onzz
took out the stone man, Aquaman thrashed the
mercury blob, Black Canary shattered the glass man,
Green Lantern (Hal Jordan) took down the bird, and
the Flash (Barry Allen) extinguished the fire creature.
All ofthe heroes were then captured by the wood man
and turned into trees, but later they managed to
escape, pummel the wood creature, and dart off to
confront the final Appellaxian warrior in the
Antarctic, arriving just in time to catch a glimpse of
Superman polishing it off.2

Althoughinterstellarinvasion by militaristic aliens
is always a serious manner, the real significance of
the Appellaxian affair is that its events inspired
J’0Onn J°Onzz, Green Lantern, the Flash, Aquaman,
and Black Canary to make a commitment to
consolidate into the first permanent hero team to
grace the Earth since the Justice Society had
disbanded more than twenty-five years earlier. Like
the members of the JSA before them, the young
heroes quickly discovered the dividends of a
cooperative effort. In honor of their illustrious
predecessors, they christened their own team the
Justice League of America.

Like the Justice Society, the Justice League would
soon go on to become more important as a symbol
thanjust a team of crime-crushers. The League came
to represent the concepts of power through virtue,
freedom, and universal acceptance. For a while,
every little American boy wanted to grow up to
become Aquaman or Green Lantern, every little
American girl hoped to become Black Canary, and a
wave of good will swept across the country. The
League so successfully inspired various sectors of the
American public that its efforts even managed to
bring the old JSAers out of retirement for a brief
reformation.?

Mind you, we'’re talking about the Justice League
of America here. Justice League International is
another story altogether, as you will soon see.

The first thing that every hero team needs is a good
headquarters, and the Justice League was no
exception. Immediately after ’Onn J’Onzz, Aquaman,
Green Lantern, the Flash, and Black Canary founded
the League, they set about locating a suitable base of
operations. The Justice Society, as you may remember,
had aheadquarterslocated in a four-story brownstone
on the outskirts of Gotham City for a time.*

The headquarters issue was responsible for the
first dissent amongst the fledgling Justice Leaguers.
The Flash wanted to set up shop in a sprawling
mansion; while Aquaman favored a hidden Arctic
retreat, and Green Lantern opted for a top secret
“island base.” The Flash’s idea was the first that was
officially nixed, due to budgetary considerations,
although the others didn’t really fare any better. The
heroes all agreed that a good headquarters had to be

L _I

somewhat accessible to all the members and the
proposals put forth by Aquaman and Green Lantern
both proved impractical on these grounds.

Almost by accident, the Justice League eventually
found a headquarters, just outside the small town of
Happy Harbor, Rhode Island. The “Secret Sanctuary”
as the Leaguers eventually came to call their first
headquarters, was discovered by the Leaguers on one
oftheir first cases. The mountain attracted the heroes’
attention after the natural silicon deposits laced
throughout its infrastructure developed into a
rudimentary computer memory and played back an
imageithad made of aliens who had visited the Earth
many centuries earlier. While visiting the mountain
upon this occasion, the Flash noticed that it was a
natural candidate for a headquarters. The heroes
agreed and began building the Sanctuary. By the
time it was finished, the Secret Sanctuary was
equipped with all the latest crime fighting apparatus
and training equipment, as well as a complex satellite
communications system that put the rest of the world
within easy reach. In the beginning, the Justice
Leaguers decided that they had better keepitslocation
a secret from the rest of the world, though the heroes
did provide various UN officials and world leaders
with a secret radio frequency that could be used to
summon the League at any time.

About one week after they moved into the Secret
Sanctuary, the Justice League confronted its first
official case when a giant alien starfish named Starro
invaded Earth’s seas and mind-controlled the
Leaguers’ neighbors in Happy Harbor (an invasion
only slightly less noteworthy than that of the
Appellaxians).’ In the end, the Leaguers defeated
Starro and his minions by coating the creatures with
common garden lime, a weakness that was revealed
by young Snapper Carr, one of Happy Harbor’s most
popular teenagers. For the role he played in the
Starro affair, the heroes made Snapper an honorary
Justice League member and invited him to attend
League meetings and participate in official cases as
a sort of “mascot.”

Snapper’s induction was followed by three others
during the League’s first year. First, Green Arrow
joined the Justice League tobattle Xandor of Dryanna,
agalacticdictator;’then, the Atom of Ivy Town joined
up to help the heroes battle Professor Amos Fortune;’
and finally, the Batman of Gotham City was recruited.
Total membership now stood at eight (nine counting
Snapper), and the resultingincreasein group strength
allowed the Justice League to tackle more formidable
foes. During this era they clashed with Despero,? Dr.
Destiny,’ Felix Faust,!° and the demons Abnegazar,
Rath, and Ghast,!! all of whom would go on to become
some of the League’s most persistently dangerous
opponents.

Less than one year later, the success of the earliest
incarnation of the Justice League inspired the
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Leaguers’ young sidekicks to form their own hero
team. Robin the Boy Wonder joined up with Kid
Flash, Aqualad, Speedy, and the enigmatic Wonder
Girl to found the Teen Titans.!? Shortly thereafter,
the android Red Tornado was added to the JLA
roster.'® The newly arrived Metamorpho became the
first hero to turn down an offer to join the Justice
League, after he helped the heroes battle the alien
Unimaginable.*

The next event to affect the JLA was not a triumph,
but a near tragedy. The villainous Joker somehow
managed to trick hip young Snapper Carr into
revealing some of the secrets of his superheroicidols.
The Clown Prince of Crime then used this information
to capture the Batman and turn the citizens of the
United States against the Caped Crusader and his
fellow Justice Leaguers. In the end, of course, the
heroes exposed the Joker and regained the public
confidence, but not before the location of their Secret
Sanctuary and some of their operating parameters
were exposed to the world.!® Disturbed by how easily
he was duped by an enemy of the League, Snapper
resigned his position as group mascot after this case
and returned to Happy Harbor.

Now that their headquarters had been discovered,
the League decided tomove out of the Secret Sanctuary
and build a new base of operations. The heroes this
time chose to construct a secret satellite 22,300 miles
above the Earth’s surface.* Using technology
borrowed from the Guardians of the Universe, Green
Lantern and his peers built a special teleporter into
the satellite that could beam the heroes to and from
all of Earth’s major cities. The new satellite HQ also
featured quarters for all the Justice Leaguers, a
super-advanced alien computer system, advanced
medical facilities, and other conveniences that were
conspicuously absent from the Secret Sanctuary. The
JLA experienced some difficulty getting the JLA
Satellite’s computers on line, but these problems
were solved when the data banks were possessed by
a strange alien called the Dharlu.”

The JLA began anew era when it moved aboard the
JLA Satellite. From this point on, the Leaguers
instituted the policy of leaving one or more members
on constant rotating monitor duty, allowing the
League to recognize and respond to even more global
disasters and world-threatening villains. During this
era, the Justice League battled the League of
Assassins,'®* Hector Hammond, ' the Injustice Gang,?
and the Weaponers of Qward.?! They also picked up
three new members: the Elongated Man,??Zatanna,?
and Firestorm the Nuclear Man.?*

The combination of the formidable new crime-
busting equipment aboard the satellite and the
League’s ever-expanding roster increased the
organization’s effectiveness and renewed public
enthusiasm for the heroes and their efforts, allowing
the Justice League to enter a sort of “golden age.”

Soon, the Justice Leaguers themselves had become
international celebrities and were granted certain
worldwide rights and privileges that were withheld
from most of their peers within the superhero
community. The United Nations, for example,
officially sanctioned the Justice League during this
era, granting its members the authority to operate in
any UN member nation, while Interpol, an
international law enforcement organization, granted
the League access to its crime files.

Perhaps all of the attention that the Justice League
was attracting was one of the reasons behind the
temporary departure of Gotham’s mysterious
Batman. Batman left the JLA after he became
disillusioned with the organization and its regulations
about four years after the JLA Satellite was completed.
He returned to Gotham City full time, where he
founded a new hero team known as the Outsiders.?
Only a year later, however, the Batman abruptly
rejoined the Justice League and has remained a
member ever since.?8

Soon after Batman’s rearrival, there was yet another
massive alien invasion. This time, it was a group of
lost aliens who were out to subjugate the Earth, but
the JLA received enough of an advance warning to
mobilize and end the alien threat before too many
people even found out what was happening.?’

During the alien invasion, the Justice League lost
yet another headquarters (the aliens managed to
destroy the JLA Satellite during theirinitial assault),
but left everyone rather pleased with their overall
performance. Everyone but Aquaman, that is. Just
before the alien invasion, Aquaman became the
League’s rotating chairman. Frustrated by the
dangerously low turnout that answered his Justice
League summons to come forth and oppose the aliens,
Aquaman invoked a carefully hidden clause in the
JLA bylaws that enabled the current chairman to
completely disband the organization at any time. He
planned to replace the old Leaguers with new
members who could afford to devote a full one hundred
percent of their adventuring time to the Justice
League and its endeavors. Almost immediately after
the old League disbanded, Aquaman founded a new
team comprised of a reformed Detroit street punk
named Vibe; an African model named Vixen; Steel,
the grandson of a famous hero from the 1940’s; a
mysterious street urchin known as Gypsy; and old
stalwarts Elongated Man, Zatanna, and the Martian
Manhunter.? The “new” Justice League then moved
into a Detroit headquarters known as the Bunker
and quickly became embroiled in a brutal struggle
against the villainous Cadre.?

In the months that followed, Aquaman’s team
tested its mettle against Amazo,’® weathered the
Crisis,?! and battled a suped-up Despero.?? But in the
end, the new Justice League went down in flames,
both literally and symbolically. Once proven heroes
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like the Flash, Green Lantern and Black Canary had
been replaced by the untested quantities of Vibe,
Vixen, and Steel, the League began to lose a lot of its
official sanctions and support. Once its support and
sympathy had been stripped away, the League was
left isolated and vulnerable. Just a few months after
the new League was founded, longtime JLA foe
Professor Ivo managed to murder Vibe and Steel,
shattering the remaining Justice Leaguers’ morale
and prompting temporary chairman Martian
Manhunter to disband the League permanently.?

The Martian Manhunter’s vow to disband the
Justice League lasted just two weeks. During G.
Gordon Godfrey’s propagandizing rampage across
the United States and Darkseid’s campaign to rob
Earth of its “legends,”* it became obvious to the
Manhunter and several of his costumed comrades
that Earth truly needed some sort of organization to
deal with the ever more frequent alien invasions and
cosmic cataclysms. After Godfrey and his followers
had been dispatched, the Martian Manhunter joined
with Batman, Black Canary, Dr. Fate, Mr. Miracle,
Guy Gardner, Captain Marvel, and the Blue Beetle
to form yet another Justice League.3®

This latest version of the League immediately
called itselfinto question by dropping the “of America”
from the end of its title, prompting US Government
officials to closely scrutinize the new organization
and its activities before granting the League any sort
of official status. Shortly after it was founded, the
latest League picked up Booster Gold and Dr. Light
(the nice one, not the villain) as recruits, though
Light and founding members Captain Marvel and
Dr. Fate soon left the organization, after only brief
stints in the rank-and-file.

Despite the presence of such relatively untested
heroes as Blue Beetle, Booster Gold, and Mister
Miracle on its rosters, the enigmatic Maxwell Lord
somehow managed to secure the full sanction of the
United Nations for the new League. In the process,
he convinced nearly every member nation to construct
a special Justice League embassy, giving the heroes
an easily accessible base of operationsin every corner
ofthe globe. The group now calls itselfJustice League
International.?

Among the exploits of the new Justice League are
a full scale invasion of the Soviet Union,”” a
diplomatic disaster in middle eastern Bialya,?® and
leading the battle in the war against the Dominator-
organized alien invasion.*

With these incidents behind them, the League
managed to garner enough public support toorganize
a second branch, Justice League Europe,
headquartered in Paris, France.*® This team
consisted of Captain Atom, Animal Man, Power Girl,
Metamorpho, Rocket Red, the Flash, the Elongated
Man and Wonder Woman. To date, the JLE has

fought hard struggles against Bialya’s Queen Bee,*!
several members of the defunct Global Guardians
(twice),*?teamed up with their American counterparts
to battle the mystic menace of the Gray Man,*® and
defeated the otherdimensional band of supervillains
called the Extremists.* The team also added a new
member, a mysterious French heroine known as the
Crimson Fox.*®

Meanwhile, Justice League America, as the original
branch of the JLI has come to be known, has had its
own problems to deal with, including a health club
fiasco perpetrated by Booster Gold and Blue Beetle,*
an encounter with Gnort’s arch nemesis, the Scarlet
Skier,*” and a fearsome battle against Despero, who
returned more powerful than ever.*® Recently,
Booster Gold left the JLI to form his own corporate-
sponsored team of heroes, consisting ofhimself, Gypsy,
Maxi-Man, Praxis, Echo, Vapor, and Reverb. They
are now collectively known as the Conglomerate.*

The saga of the Justice League continues...
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In this chapter, we are going to
the Justice League’s thu ty-seven momhol s, past
and present. Each entry is presented in the

chronological order in which the Leaguer first

Joined the organization (as opposed to whatever

their current status with the League may be),

beginning with founding members Aquaman,

Black Canary, the Flash, Green Lantern, and

the Martian Manhunter.
Where does Zatanna come from? How fast was
the Flash? Where does Green Lantern’s Power

Ring get its amazin This is where
S S

you’ll find the answers.

nlore each of

AQUAMAN

DEX: 7 STR: 8 Bopy: 8
InT: 8 WiLL: 8 MinD: 7
INFL: 5 AURA: 6 SPIRIT: 6

IniTiaTive: 221271 HErRO PoiNTs: 100
*Powers:

Animal Control: 15, Control: 4,
Speak With Animals: 8, Sum-
mon Animals: 12, Swimming: 7,
Ultra Vision: 7, Water Freedom:
12
o Skills:

Vehicles: 6
eLimitations:

Miscellaneous: All Animal
Powers only work on marine life.
eAdvantages:

Connections: Atlantis (High),

l %«& “Justice League of America (High),

Justice League International
(High); Leadership; Lightning
Reflexes

eDrawbacks:

Fatal Vulnerability to lack of
contact with water after one hour
(Aquaman partially compensates
for this Drawback by wearing the
Water Suit below); Arch Enemy
(the Ocean Master); Forced Exile
(early in his career only); Author-
ity Figure (Atlantis, later in ca-
reer)
eEquipment:

JLA Signal Device (See page
121)

WATER SUIT [BODY: 8,
Sealed Systems: 15]

The Water Suit circulated salt
water around Aquaman’s body
and allowed him to survive out of
water for up to 24 hours at a time.

CAMOUFLAGE SUIT[BODY:
6, Thief (Stealth): 6]

Limitation: The suit’s APs of
Thief (Stealth) Subskill act as
the OV/RV of any Perception
Check to spot Aquaman under-
water.

Aquaman only wears the
camouflage suit on special mis-
sions.
eAlter Ego: Arthur Curry
eHeight: 6’1" eWeight: 325 lbs.
eEyes: Blue *Hair: Blonde
eMotivation:

Upholding the Good
eWealth: 4

1
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¢Occupation: King of Atlantis
*Quote: “I'm expected to sit on
that throne once again.” (Aqua-
man mini-series #4)
eBackground:

Aquaman is actually the son of
an Atlantean queen, but he was
left out on a rock to die when he
was born. This seemingly bar-
baric act was done simply be-
cause the infant had blonde hair,
which would have made him an
outcast in Atlantean society, as
blonde hair was considered a bad
omen tracing back to the heri-
tage of the legendary Atlantean
villain, Shalako. Luckily for
Aquaman, thereal difference
between himself and the
Atlanteans who

abandoned him was that he could
mentally command sea creatures
to do hisbidding, while they could
not. He survived and began to
forage for food on his own.

While still a child, Aquaman
discovered that he could tele-
pathically command all the crea-
tures of the sea. After a few years
of fending for himself, Aquaman
came across a lonely old light-
house keeper named Arthur
Curry and the two became fast
friends. One day, Aquaman re-
turned home and found the light-

house deserted. Only a
note from his adoptive
father remained, which
implicated the Atlanteans
inthe disappearance. The
young man began search-
ing the seas for his adoptive
father’s killers, found
Atlantis, and was promptly
imprisoned. With the help of a
fellow prisoner, Vulko, Aquaman
learned the Atlantean language
while working on a chain gang.
He also found his mother, who
passed by the prison yard every
day, but she did not recognize
him, having been told that he
had died at birth.

After his mother stopped pass-
ing by the prison yard every day,
Aquaman broke loose and es-
caped from Atlantis. Aquaman
then returned to the surface

world, where he began using his
extraordinary powers to fight
pirates and other ocean-going
menaces.’

Aquaman began patrolling the
seas and bringing many crimi-
nals tojustice. It was during this
period that he helped found the
JLA. Before long, he was joined
in his underwater exploits by a
fellow water-breather, who was

dubbed Aqualad.?
Later, Aquaman returned to
Atlantis to discover that the
evil regime that had impris-
oned him had been ended

\ when the Atlanteans,

[v) inspired by Aquaman’s

escape, overthrew their oppres-
sors.

When the newly-crowned At-
lantean king learned of
Aquaman’s true heritage, he
promptly informed the hero that
the throne of Atlantis was right-
fully his, and Aquaman became
Atlantis’ king.?

Just one year after the Appel-
laxian invasion, Aquaman met
Mera, an exiled queen of an in-
terdimensional water world and
promptly married her.* Shortly
thereafter, the two had a son,
Arthur Jr.5 A couple of years
later, however, Aquaman and
Mera were deposed by the des-
potic Karshon, who was later re-
vealed to be the villainous Shark
in disguise.® In the wake of the
Shark’s reign, Aquaman turned
the throne of Atlantis over to his
old friend, Vulko. Shortly there-
after, Arthur Jr. was brutally
killed by an old foe of Aquaman’s
named Black Manta.”

The death of his son caused
Aquaman so much grief that he
abandoned Atlantis. It was he
who disbanded the League after
the alien invasion and reformed
it shortly thereafter.?

Aquaman recently returned to
Atlantis and helped his people to
repel an invasion of alien jelly-
fish, after which he was pro-
claimed king once again.® He re-
fused, preferring to let the
Atlanteans elect a ruler. Tragi-
cally, Aquaman’s wife, Mera, lost
her life during this battle. Re-
cently, Aquaman crossed paths
with the JLI on the remote island
of Kooey Kooey Kooey.°
ePersonality:

Aquaman was by far the most
serious and most driven member
of the original JLA. Not truly
part of Atlantean society, and
not truly part of the surface world,
he took refuge in his unswerving
dedication to the fight against
evil. This determination fre-
quently blinded him to his gen-
tler emotions, which was part of
the reason that Mera left him
shortly after Arthur Jr.’s death.
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BLACK CANARY 11

Dex: 7 STR: 4 Bopy: 5

INT: 6 WiLL: 5 MIND: 5

INFL: 6 AURA: 6 SPIRIT: 5
5

IntriaTive: 21 Hero Points: 7
ePowers:

Sonic Beam: 8
eSkills:

Acrobatics: 6, Martial Artist: 8
eAdvantages:

Area Knowledge (Seattle);
Connections: Green Arrow
(High), JLA (High), JLI (High)
eDrawbacks:

Secret Identity
eEquipment:

JLA Signal Device (see page
121)
eAlter Ego: Dinah Laurel Lance
eHeight: 5’5” eWeight: 127 lbs.
eEyes: Blue
eHair: Black (wears blonde wig)
eMotivation: Seeking Justice
eWealth: 5
*Occupation: Florist
*Quote: “Batman belted him —
and I missed it? Oh, God, I'm de-
pressed.” (Justice League #5)
eBackground:

The current Black Canary is
the daughter of the heroine who
used that code name to fight crime
in Gotham City during and after
World War II. The original Black
Canary was a member of the Jus-
tice Society of America, and re-
tired from heroing along with her
comrades, when they refused to
reveal their true identities to the
House Un-American Activities
Committee.! Shortly thereafter,
Black Canary married her long-
time colleague Larry Lance. The
couple moved to Gotham’s sub-
urbs and had a daughter, Dinah
Laurel Lance.

Young Dinah grew up sur-
rounded by “uncles” with mi-

raculous powers, and the knowl-
edge that her mother had once
been part of a heroic legend.
Dinah dreamed of following in
her mother’s footsteps, but was
told that the era of costumed he-
roes was over. Dinah’s heroic am-
bitions were revived when
Batman made his debut in
Gotham, and she began secretly
training herself in the martial
arts, under the tutelage of Ted
Grant, who had once been the
original Wildcat. Eventually, her
mother found out, and in the ar-
gument that followed, Dinah first
manifested a sonic power that
was eventually called her “ca-
nary cry.” Dr. Fate speculated
that the canary cry was due to
mystical residue from Johnny
Thunder’s thunderbolt, or per-
hapstheoriginal Green Lantern’s
Power Ring.?

Shortly thereafter, Dinah took
over her mother’s role as Black
Canary and helped the Flash,
Aquaman, Green Lantern, and
the Martian Manhunter found
the Justice League of America.?
Through her membership in the
Justice League, Dinah met Ol-
iver Queen, otherwise known as
the Green Arrow, and the two
began a long romance that
continues to this day.

Over the years,

the few “constants” in
the Justice League rank-
and-file. After helping to
found the League, she
stayed with the group un-
tilAquaman disbanded the
original JLA.* Dinah was
even a member of the lat-
est incarnation of the
League for a short while,
though she became an-
noyed with her team-
mates (Guy Gardner in
particular) and left ac-
tive membership. She
currently runs the
Sherwood Florist
flower shopin Seattle,
Washington and fre-
quently teams up

with Green Arrow.5 A recent se-
ries of traumatic events seems to
have robbed her of her canary
cry, and she now makes do with
her formidable martial arts tal-
ents.

ePersonality:

Dinah’s personality seems to
have two distinct facets. On the
one hand, she is kind, compas-
sionate, well-mannered and for-
giving. But on the other, she is
blunt, quick to anger, and fiercely
determined. Not surprisingly,
thoseindividuals whom she likes
get the former treatment, while
those whom she doesn’t like get
the latter.

In any case, Black Canary is
truly something special. Despite
one or two personal shortcom-
ings, she has still managed to
garner the unparalleled univer-
sal respect of the entire super-
hero community.

ENDNOTES

1. America Vs. The Justice Society mini-
series #2

2. Secret Origins #50

3. Secret Origins #32

4. Justice League of America Annual #2

5. The Longbow Hunters #1-3, Green
Arrow #1-on




THE FLASH I1I — DECEASED

Dex: 7 S1r: 4 Boby: 7
InT: 6 WiLL: 5 Minb: 6
InFL: 6 Aura: 5 SPIRIT 5
InttiaTive: 46 Hero Pomvrs: 120
*Powers:

Air Control: 8, Dimension
Travel: 8, Dispersal: 12, Super-
speed: 25
eSkills:

Gadgetry: 4, Scientist: 6
eLimitations:

Miscellaneous: All other Pow-
ers only work while Superspeed
is in effect.
eAdvantages:

Area Knowledge (Central City);
Connections: JLA (High); Light-
ning Reflexes
eDrawbacks:

Married; Secret Identity
eEquipment:

JLA Signal Device (see page
121)

COSTUME STORAGE RING
[BODY: 1, Shrinking: 10, R#: 2]

Limitation: Shrinking only
works on the Flash’s costume.

The Flash kept his costume
shrunk down inside a signet ring
when he wasn’t wearing it.
eAlter Ego: Barry Henry Allen

JUSTICE LEAGUE SOURCEBOOK

eHeight:511” eWeight: 1791bs.
eEyes: Blue *Hair: Blond
eMotivation:

Upholding the Good
eWealth: 5
*Occupation: Police Scientist
*Quote: “That’s life in the fast
lane, I suppose.” (Secret Origins
#32)
eBackground:

Barry Allen was the second man
to gain superspeed powers and
fight evil under the name of the
Flash. Curiously enough, Barry’s
story begins at its end.

While running at faster-than-
light speeds in an effort to de-
stroy the Anti-Monitor’s anti-
matter cannon, Barry was trans-
formed into a living bolt of light-
ning and hurled backwards
through time. This bolt of light-
ning struck Barry while he was
working on an experiment late
one night at the Central City
Police Laboratory, and endowed
him with phenomenal superspeed
powers.!

Shortly after he realized the
nature of his new powers, he was
called upon to save his fiancée,
Iris West, from a group of terror-
ists that were
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holding her for
ransom. Barry
managed to save
Iris from a col-
lapsing building,

disarm the terrorists, and put
out a fire, all so quickly that no
one even realized he was there.

Having been a lifelong fan of
the original Flash, Jay Garrick,
Barry decided to put his new
powers to good use as the new
Flash. In his first public case, he
brought the superslow thief
known as the Turtle to justice.?

Soon, the Flash found himself
busy fending off a veritable flood
of costumed criminals, including
such notables as Captain Cold,
Heat Wave, the Trickster, Go-
rilla Grodd, Captain Boomerang,
the Golden Glider, Professor
Zoom, and many more. He also
gained an ally when Iris West’s
nephew Wally became Kid Flash
(see Flash III, page 49).

Barry took some time off from
his regular battles with the
“Flash’s Rogues’ Gallery” to help
found the Justice League of
America.?In fact, the Flash was
the most enthusiastic proponent
of the idea, and it was his argu-
ments that convinced his fellow
heroes to form the League.

Very shortly after the JLA was
founded, Barry married his long-
time sweetheart, Iris. Strangely,
Barry revealed his secret iden-
tity to Iris on their wedding night
inhissleep.*Iris did not tell Barry
she knew he was the Flash until
sometime later.

Just one year after their
marriage, however, Iris was
slain by the murderous Pro-
fessor Zoom, the Reverse-

Flash. When Barry fellin love
once again and made plans
tobemarried a second time
a few months later, Zoom
emerged once more and
nearly succeeded in an
attempt on the life of the
Flash’s new fiancée, Fiona
Webb. During this second
encounter, Zoom was acciden-
tallykilled by the Flash,>who was
later arrested and put through a
lengthy murder trial ¢

In the end, of course, the Flash
was acquitted; and just after his
trial concluded, he disappeared



from the public eye. It turned out
that his original wife, Iris West,
was alive after all and living in
the 30th century, where the Flash
went to join her.”

A short time later, though,
Barry returned to the present to
aid the heroes who gathered to
battle the Anti-Monitor during
the Crisis. Sadly, Barrylaid down
his life for the universe during
this, his final battle.. As he moved
faster and faster in an attempt to
destroy the Anti-Monitor’s anti-
matter cannon, the Flash was
transformed into a living bolt of
lightning and moved backwards
through time, where he became
the very lightning bolt that had
originally given him his powers.®
ePersonality:

The Flash was one of those
rarities in life — a truly good and
honest man. Barry was coopera-
tive, caring, and fiercely dedi-
cated to his noble ideals.

He was also remarkably crea-
tive in using his superspeed pow-
ers. No matter what kind of
strange death traps his foes im-
prisoned him in, or what kind of
criminal plots they concocted,
Barry always managed to find

some way to win.
ENDNOTES
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GREEN LANTERN II

Dex: 8 Srtr: 4 Boby: 12 (4)
InT: 8 WiLL: 25 MIND: 8
INFL: 6 Aura: 7 SpriT: 12
IniTIaATIVE: 24 HERO PoINTs: 150
e Skills:

Martial Artist: 5, Scientist: 4,
Vehicles: 10
eAdvantages:

Buddy (Tom Kalmaku, early in
career only); Connections: Green
Lantern/John Stewart (High),
JLA (High), JLI (Low); Iron
Nerves

eDrawbacks:

Secret Identity; Arch En-
emy (Sinestro, now deceased)
eEquipment:

POWER RING [INT: 10,
BODY: 25, Comprehend Lan-
guages: 20, Flight: 40 Force
Manipulation: 25, Invulnera-
bility: 18, Life Sense: 40,
Omni-Power: 12, Recall: 20,
Regeneration: 4, Sealed
Systems: 16, Skin Armor:
4, Spirit Travel: 50]

Bonus: Green Lan-
tern’s BODY is 12
APs while he is
wearing the ring.

Limitations: The
Power Ring’s Skin
Armor Power does
not have to be acti-
vated at its full AP
value: Green Lan-
tern loses one AP of
Force Manipulation and
Omni-Power for each AP
of Skin Armor in use; Life
Sense is only usable to
detect other members of
the Green Lantern Corps.

Miscellaneous Draw-
backs: The Power Ring
is completely useless
against the color yellow;
the Power Ring must be
recharged once every
twenty-four hours with
the lantern-shaped
Power Battery; the Power Ring’s
BODY is only 6 while it is not
being worn.

Power Battery [BODY: 25, En-
ergy Absorption: 18, Invisibility:
15, R#: 2]

JLA Signal Device (see page
121)
eAlter Ego: Hal Jordan
eHeight: 6°0” *Weight: 186 Ibs.
*Eyes: Brown *Hair: Brown
eMotivation:

Responsibility of Power
eWealth: 3
*Occupation: Test Pilot
*Quote: “«Sigh» It had to be
yellow, right?” (Secret Origins
#32)
eBackground:

Hal Jordanis one ofthree Green

Lanterns who have been
members of the Justice
League throughout its
various incarnations.
Hal became a Green Lan-
tern when Abin Sur, the alien
who was the former Green Lan-
tern of the Earth’s Space Sector
#2814 crash-landed his spaceship
deep in the Sierra Madre moun-
tains. With his dying breath, Sur
commanded his Power Ring to
search out a fearless and worthy
successor to replace him within
the ranks of the legendary Green
Lantern Corps. The Power Ring
located nearby test pilot Hal Jor-
dan and transported Hal to the
site of the downed spacecraft,
where Abin Sur quickly explained
the situation, passed on his ring
and uniform, and died.!

In the months that followed,
Hal proved a natural-born hero.
Innotimeat all, he was traveling
into the anti-matter universe of
Qward and battling bizarre alien
arch-villainsin the best tradition
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ofthe Green Lantern Corps, while
still holding down a full time job
at the Ferris Aircraft Corpora-
tion located in Coast City, Cali-
fornia. Then, just a few months
after he became a Green Lan-
tern, Hal helped quell the Appel-
laxian invasion and became one
of the founding members of the
Justice League of America.?

Jordan served with the Justice
League until Aquaman dis-
banded the original League.?
During his seven years of service,
however, he did take two ex-
tended leaves of absence. The first
came when Jordan, his fellow
Justice Leaguer the Green Ar-
row (see page 18), and one of the
Guardians of the Universe, the
masters of the Green Lantern
Corps, set out to hitchhike from
coast to coast and see America.*
Jordan’s second extended absence
came when the Guardians exiled
him into deep space for a period
of one year.5

Just after Aquaman disbanded
the original Justice League, Hal
Jordan passed his Power Ring
and mask on to Detroit architect
John Stewart and resigned his
position as a Green Lantern so he
could marry his long-time sweet-
heart Carol Ferris.® Before the
marriage could take place, how-
ever, Carol became the evil vil-
lainess Star Sapphire and the
wedding was off .7

Later, Hal became a Green
Lantern once again and partici-
pated in the universal Crisis.®
Recently, he briefly led an entire
team of Green Lanterns who mi-
grated to Earth® and was a key
player in the infamous Manhun-
ter/Millennium affair.’® Hal has
refused a number of invitations
to join the current version of the
Justice League.
ePersonality:

Although Hal is a competent,
sensitive, and experienced hero,
he has had abit of an ego problem
in the past. While most of his
fellow Justice Leaguers were
rather modest and low-key when
it came to publicizing and pro-
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moting their heroic activities,
Jordan actually encouraged press
coverage and attention. At one
point, he even went so far as to
establish an official Green Lan-
tern Fan Club,!! a step that most
of the other Justice Leaguers
would have found unthinkable.
Of course, like everyone else,
Hal has mellowed a bit with age.
At present, he has abandoned
the brashness of ‘his youth. At
this point in time, you would be
hard-pressed to find a more expe-
rienced, cooler-headed hero.

ENDNOTES
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2. Justice League of America #9, Secret
Origins #32
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5. Green Lantern #152

6. Green Lantern #181

7. Green Lantern #191

8. Green Lantern #198

9. Green Lantern Corps #201-234

10. Millennium #1-10

11. Green Lantern #3

THE

MARTIAN MANHUNTER
Dex: 7 Str: 18 Boby: 15
INT: 9 WiL: 9 Minb: 8
INFL: 7 Aura: 7 SPIRIT: 6

IntTiaTIVE: 23 HERO PoINTs: 145
ePowers:

Chameleon: 10, Flight: 13, In-
visibility: 10, Mind Probe: 6,
Stretching: 6, Super Breath: 10,
Telepathy: 6, Telescopic Vision:
8, X-Ray Vision: 8
e Skills: '

Scientist: 6, Vehicles: 8, Weap-
onry: 5 ;
eLimitations: v

Miscellaneous: None of J°’Onn’s
other Powers will function while
his Invisibility is in effect.
eAdvantages:

Connections: JLA (High), JLI
(High); Leadership (JLA #256-
on); Scholar (Mars)
eDrawbacks:

Serious Irrational Fear of Fire
(Catastrophic prior to the events
of the Martian Manhunter mini-
series published in 1988); Loss
Vulnerability: Fire, Range of 1
AP
*Equipment:

JLA Signal Device (see page
121)

eAlter Ego: J’Onn J’Onzz, John
Jones

eHeight: 6’7" eWeight: 250 Ibs.
eEyes: Blue *Hair: None
eMotivation:

Upholding the Good
eWealth: 4
*Occupation: Detective/Hero
*Quote: “Do you see what a man
is capable of — when he has his
milk and cookies every day?”
(Justice League International #8)
eBackground:

Many years ago, there was a
vicious plague that killed off an
entire race of beings that inhab-
ited the planet Mars. Only a single
Martian survived the ravages of
the sickness.

This last Martian was pulled
out of time and space and trans-
ported to Earth as part of an
experiment conducted by Dr. Saul
Erdel of Middleton, Colorado.
Once the creature arrived in his
laboratory, Erdel nursed the
Martian back to health and of-
fered to send him back home; but
the Martian, half insane due to
the lingering effects of exposure
to the plague, destroyed Erdel’s
teleportation machine before the
good doctor could calm him down.

After subduing the alien, Erdel
decided that the only way that he
could cure the Martian of the
psychic trauma inflicted upon
him by the plague was to alter
the alien’s memories and replace
them with a more comfortable
past. A fan of old science fiction
novels, Erdel crafted an elabo-
rate melodramatic tale concern-
ing an epic struggle for control
over Mars and a mysterious Blue
Flame, and then planted the en-
tirefictionintothe Martian’shead
as historical fact, obliterating all
tracesofthe plague and the death
of the Martian race. Erdel even
gave the Martian a name: J°’Onn
J’Onzz.!

After he recovered, J°Onn
J’0Onzz adapted to his new Earth-
bound existence and began se-
cretly operating as a superhero
under the name Martian Man-
hunter. For a while, the Martian



even used his disguise powers to
take on a secret “human” iden-
tity, that of John Jones, police
detective.? When the Appellaxi-
ans invaded the Earth shortly
thereafter, the Martian Man-
hunter was on hand to help stave
them off and co-found the Justice
League of America.?

The Martian Manhunter re-
mained with the Justice League
even after the League was reor-
ganized by Aquaman.* J’Onzz
himself then disbanded the Jus-
tice League during Darkseid’s
campaign to rob the Earth of its
“legends,” after watching Profes-
sor Ivo murder the fledgling
Leaguers one-by-one.’

Shortly thereafter, the Martian
Manhunter became a founding
member of the League’s latest
incarnation, Justice League In-
ternational,® a group which he
currently oversees as leader.

J’Onnrecently learned his true
origins when he discovered that
Dr. Erdel, whom he had believed
was dead, was actually still alive.
Heisnow busy trying toreconcile
his Martian origins with his new
life on Earth.”
ePersonality:

J’Onnis a quiet,competent hero
who has proven himself a more
than capable leader. Over the
years, his personality has gradu-
ally shifted and developed. In his
earliest adventures with the
League,J’Onn was an exoticalien
visitor, unfamiliar with Earth’s
laws and customs. As he became
more accustomed to his sur-
roundings and grew closer to his
fellow Justice Leaguers, J’Onn
became the group stoic and
straight man. Now, with his wis-
dom and experience, J’'0Onn has
grown into a sort of father figure
for the younger, undisciplined
heroes that make up Justice
League International.

Ever since he began hanging
around with the JLI, the Man-
hunter has started to indulge his
sharp wit, allowing himself the
luxury of an occasional subtle
joke and revealing a whole new
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facet of his personality. His fel-
low members sometimes find it
difficult to tell when he is joking

and when he is being serious.
ENDNOTES
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GREEN ARROW

Dex: 8 STR: 4 Boby: 5
INT: 7 WiLL: 10 MIND: 7
INFL: 8 AURA: 6 SPIRIT: 8
InmmiaTive: 27 Hero Points: 100
oSkills:

Acrobatics: 6, Charisma: 8,
Detective: 6, Martial Artist: 9,
Thief: 8, Weaponry: 12 (13)

Green Arrow’s Weaponry Skill
wasrated at 13 APs while he was
a member of the Justice League.
Since the events of The Longbow
Hunters, his Skill has dropped to
12 APs.
eAdvantages:

Area Knowledge (Star City,
Seattle); Connections: Black Ca-
nary (High), City Hall/Star City
(High), Green Lantern/Hal Jor-
dan (High), Justice League of
America (High); Lightning Re-
flexes; Sharp Eye
eDrawbacks:

Secret Identity

sEquipment:

Old Bow [STR: 8, BODY: 5]

Used prior to The Longbow
Hunters.

New Bow [STR: 8, BODY: 4]

Used during and after The
Longbow Hunters.

Arrows (x20) [BODY: 1, EV: 3]

For a complete listing of the
trick arrows used by Green Ar-
row while he was in the Justice
League, see Chapter Seven.

JLA Signal Device (see page
121)
eAlter Ego: Oliver Queen
eHeight: 6’'0” eWeight: 185 lbs.
eEyes: Blue *Hair: Blond
eMotivation:

Thrill of Adventure (early in
career only), Seeking Justice
(thereafter)
eWealth:

12/4/11/4/9/4 (in that order)
*Occupation: Assistant Florist
*Quote: “I'm tired of playing
second fiddle to all you so-called
super-stars! From now on, you
won’t have Green Arrow to kick
around any more!” (Justice
League of America #181)
*Background:

Millionaire playboy Oliver
Queen spent the idle days of his
youth watching Errol Flynn’s
swashbuckling exploits and
teaching himself archery. Even
after he grew up, he retained his
love for adventure and his skill

with the bow and arrow.

Oliver was traveling on the
luxury liner Kristina with a stunt
man who had specialized in arch-
ery, when aband of pirates seized
control of the vessel and threw
him overboard. Barely conscious,
Oliver was fortunate enough to
have been washed ashore on the
beach of nearby Starfish Island,
where he immediately became
locked in a struggle for survival.
Lacking in food and shelter, Ol-
iver crafted a makeshift bow and
an assortment of “trick” arrows
and used his archery expertise to
survive. Later, Ollie used his
newfound skills to overpower a
group of marijuana farmers, who
had set up shop on Starfish Is-
land, and returned to civiliza-
tion.!

Returning home, Ollie learned
that his anonymous capture of
the criminals had garnered a
greatdeal of publicity. On a whim,
he decided to fashion himself a
costume reminiscent of Robin
Hood for a costume party. The
party was crashed by a thief,
whom Ollie managed to subdue
almost by accident. His success
led him to a decision to fight crime
in the guise of Green Arrow.2 A
few weeks later, Green Arrow
picked up a partner, when Queen
met Roy Harper at an archery
contest. When Roy proved his




mettle by collaring some thugs
faster than Green Arrow him-
self, the Emerald Archer re-
warded him by creating the iden-
tity of Speedy for Harper.?

After but a few forays against
the forces of evil, Green Arrow
received enough publicity to at-
tract the attention of the fledg-
ling Justice League of America,
which promptly voted him in as
the League’s first non-founding
member. In his first case with the
Justice League, the Arrow battled
against the villainy of Xandor of
Dryanna.* Shortly after joining
the JLA, Queen began a long ro-
mance with founding member
Black Canary that continues to
this day.

A couple of years later, Queen
lost his millions when he was
framed for mishandling Star City
municipal bonds by John Deleon,
a ruthless business rival.® This
event prompted Oliver to travel
around the country in search of
hidden injustice with his JLA
comrade Green Lantern and one
ofthe Guardians of the Universe,
the masters of the Green Lan-
tern Corps.® A short time later,
Queen briefly regained his
wealth, but soon gaveitup again.”
He then quit the Justice League
when he decided that his mem-
bership in the group was keeping
him from fighting street crime,?

but after a change of heart, re-
joined’just in time for Aquaman
to disband the League.

~ Recently, Oliver has reexam-
ined his operating methods and
replaced his trick arrows with
regular arrows. He also rede-
signed his costume to more closely
resemble that of his childhood
movie idol.!!

To date, Green Arrow has not
been involved in any Justice
League International cases.
ePersonality:

When he first started out as a
superhero, Oliver Queen was a
lovable hothead who often let his
temper get the best of him.
Queen’s dedication to principle
was always beyond question; it
was his uncanny penchant for
leaping into a problem headfirst
without any prior consideration
that was always Green Arrow’s
biggest shortcoming. The one
thing that the Arrow could never
stand was to sit by as an idle
observer, even when circum-
stances warranted such, much to
the frustration of his friends and
fellow Justice Leaguers.

Recently, however, Oliver
seems to have overcome his past
faults. He is now strong and si-
lent; sensitive and obsessed;
tough, but fair. Queen currently
seems to have brought his tem-
per under complete control.

ENDNOTES

1. Adventure Comics #256, The
Longbow Hunters #1

2. Secret Origins #38

3. Adventure Comics #262, Secret
Origins #38

4. Justice League of America #4

5. Justice League of America #74

6. Green Lantern/Green Arrow #76

7. Green Arrow mini-series #1-4

8. Justice League of America #181

9. Justice League of America #200

10. Justice League of America Annual
#2

11. The Longbow Hunters #1-3, Green
Arrow #1-on

THE ATOM 11

DEx: 6 STrR: 6 (8) Bopy: 5
INT: 9 WiLL: 6 Minb: 6
INFL: 5 AURA: 4 SPIRIT: 5

Inrriative: 22 Hero Poinrts: 90
Atom’s STR was only 6 APs for

most of his career, reaching a

level of 8 APs with Power of the

Atom #1.

*Powers:

Density Increase: 5, Gliding: 6,
Shrinking: 16, Teleportation: 22
o Skills:

Acrobatics: 6, Detective: 7,
Gadgetry: 12, Martial Artist: 6,
Scientist: 12, Weaponry: 6
eBonuses:

Miscellaneous: While using his
Shrinking Power, the Atom can
negate the positive Column Shifts
to his opponents’ RVs against
Physical Attacks (see Shrinking
in the Character Handbook) by
using his Density Control Power.
Each active AP of Density Con-
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trol nullifies one Column Shift to
the opponent’s RV.
eLimitations:

Miscellaneous: The Atom can
only Teleport over phone lines;
Miscellaneous: Gliding may only
be used when 8 or more APs of
Shrinking are in effect.
eAdvantages:

Connections: Ivy University
(High until Sword of the Atom
era, currently Low), JLA (High);
Genius; Insta-Change
eDrawbacks:

Married (JLA #157 - Sword of
the Atom Special #1); Secret
Identity (prior to Sword of the
Atom era); Public Identity (Power
of the Atom #1 - on)
eEquipment:

JLA Signal Device (see page
121)
eAlter Ego: Ray Palmer
eHeight: 6’0"+
eWeight: 180 lbs.
eEyes: Brown eHair: Auburn
eMotivation:

Responsibility of Power
eWealth: 5
eOccupation: Physics Professor
eQuote: “Where I come from,
debts among warriors are paid
with steel!” (Power of the Atom
#17)
eBackground:

While in college, Ray Palmer
discovered a tiny fragment of
white dwarf star material that
had fallen to Earth. An astron-
omy and physics student doing
research on the nature of size
and matter, Ray theorized that if
he were to grind a lens from this
fragment and focus ultraviolet
light through it, he could shrink
anything struck by thelight down
to a fraction of its original size.
Palmer rushed off to his labora-
tory, tried the experiment, and
found that it worked exactly as
he had imagined, with one tiny
little catch: the objects he shrunk
became unstable and exploded
moments later.

A couple of days later, a disillu-
sioned Palmer and some friends
became trapped in a cave-in while
out spelunking and Palmer was

forced torisk instability and used
the shrinking lens on himself in
order to escape the cave and save
the lives of his friends. However,
Palmer didn’t explode for some
reason, and returned to his nor-
mal height. In fact, the shrinking
lens worked on his body much
better than he had expected, and
he developed a set of control de-
vices that gave him limited con-
trol over his weight as well as his
size. Palmer later hypothesized
that some unknown “x-factor” in
his genetic makeup prevented his
atoms from becoming unstable,
though many scientists now be-
lieve that Palmer’s ability to
shrink was actually made pos-
sible by the “meta-gene” pos-
sessed by all humans.? :

Keeping his discoveries a se-
cret, Palmer created the secret
identity of the Atom and em-
barked on a career of crime fight-
ing in Ivy Town.

For a while, the new Atom op-
erated strictly on his own, bat-
tling such nemeses as Chronos
the Time Thief, the Computer
Crooks, and the Floronic Man.

The Atom was voted in as the
League’s second non-founding
member after a battle with the
mysterious Mister Memory, who
was later exposed as perennial
JLA adversary Amos Fortune.?

The Atom later became a full-
time physics professor at Ivy
University, and married his
longtime sweetheart Jean
Loring,? though the couple was
divorced only two years later.*
Just before his divorce, the Atom
traveled to the Amazon basin,
where he discovered the
Katarthans, arace of six inch tall
aliens.’ After he and Jean split
up, Palmer returned to live
amongst the aliens, and fell in
love with Taren, a beautiful
Katarthan princess.®

Just recently, the Katarthans
and their village were wiped out
by a horrible fire and the Atom
returned to Ivy Town, only to find
that one of his friends had writ-
ten a book exposing Palmer’s se-

cret identity in his absence.”

Afterbattling various foes, such
as Strobe, Humbug, and Swarm,
Palmer learned that a US Gov-
ernment agency had engineered
the destruction ofthe Katarthans,
in order to induce Palmer’s re-
turn to the states.® He avenged
the Katarthans by permanently
reducing the agents responsible
for the massacre to six inches in
height.® Palmer returned to Ivy
Town just long enough to bid his
friends farewell, and then briefly
went into hiding. Recently, he
was approached by Amanda
Waller, who convinced him to fake
his own death, so he could se-
cretly join the espionage unit
known as the Suicide Squad.'?
ePersonality:

Ray Palmer is a hard-working,
dedicated man. In fact, “dedi-
cated” is hardly the word for it;
“driven” is a little closer to the
truth. Once Palmer starts work-
ing on a problem or puzzle, there
is absolutely no stopping him.
This single-minded pursuit of his
goalsis more than alittle respon-
sible for Palmer’s shattered mar-
riage, though it has occasionally
come in handy to Palmer the
crime fighter.

In spite of his obsessiveness,
Ray is a level-headed hero and a

basically likable human being.
ENDNOTES /
1. Showcase #34

2. Justice League of America #14

3. Justice League of America #157

4. Sword of the Atom Special #1

5. Sword of the Atom mini-series #1-4

6. Sword of the Atom Special #1

7. Secret Origins #29, Power of the
Atom #1 - on

8. Power of the Atom #17

9. Power of the Atom #18

10. Suicide Squad #44



THE BATMAN
Dex: 10 Str: 5 Bopy: 6
InT: 12 WiLL: 12 Minp: 12
InFL: 10 Aura: 8 SpiriT: 10
IntTIATIVE: 36 HERO POINTS: 150
eSkills: *linked

Acrobatics: 10*, Artist (Actor):
8, Charisma: 12, Detective: 12%,
Gadgetry: 12*, Martial Artist:
10*, Military Science: 12*, Scien-
tist: 12*, Thief: 10*, Vehicles: 10*,
Weaponry: 10*
eAdvantages:

Area Knowledge (Gotham
City); Buddy (Alfred Penny-
worth); Connections: Arkham
Asylum (High), Gotham Police
Department (High), Gotham
Prison (High), Gotham
University (High),

Justice League of
America
(High),

Justice League International
(High), the Outsiders (High),
Street (High), Superman
(High); Connoisseur; Genius;
Extensive Headquarters
(the Batcave); Intensive
Training; Iron Nerves;
Leadership; Lightning
Reflexes; Sharp Eye
eDrawbacks:

Catastrophic
Irrational At-
traction to
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Jjustice; Mistrust (only during first
year of career); Secret Identity;
Traumatic Flashbacks (Crime
Alley)

eEquipment:

JLA Signal Device (see page
121)

Batarang w/Rope [STR: 7,
BODY: 8, Gliding: 2]

The rope is 4 APs long.

Infrared Flashlight & Goggles
[BODY: 3, Thermal Vision: 12,
R#: 2]

Laser Torch [BODY: 5, Heat
Vision: 10, R#: 4]

Limitation: The torch has a
range of 0 APs.

Micro-Cassette Recorder
[BODY: 3, Recall: 10, R#: 2]

Limitation: The recorder only
Recalls audio information.

Miniature Camera [BODY: 3,
Recall: 3, R#: 2]

Limitation: The camera only
Recalls visual information.

Plastic Explosives [BODY: 1,
Bomb: 8, R#: 3]

Rebreather Apparatus[BODY:
3, Sealed Systems: 9, R#: 2]

Smoke Capsules (x4) [BODY:
1, Fog: 12]

10 AP ACD Omni-Gadgets (x3)
eAlter Ego: Bruce Wayne
eHeight: 6’2” eWeight: 210 lbs.
eEyes: Blue *eHair: Black
eMotivation: Seeking Justice
eWealth: 20
*Occupation:

Billionaire Playboy
*Quote: “I'd also appreciate it if
you would try to pay attention
when I'm talking.” (Justice
League #1)
eBackground:

On a cold night in Gotham City,
eight-year-old Bruce Wayne and
his parents were accosted by a
mugger as they came out of a
downtown movie theater. The
mugger, asmall-time hood named
Joe Chill, shot and killed the el-
der Waynes after relieving them
of their valuables, and disap-
peared into the night, leaving
young Bruce crying over his fallen
parents.!

Later that same night, Bruce
vowed to avenge his parents’

death by declaring an all-out war
against crime.? He then spent the
next fifteen years of his life devel-
oping his physical and intellec-
tual skills to perfection, provid-
ing him with the weapons he
would need to fulfill his vow. Just
after he returned to Gotham City
and turned himself loose on the
underworld, Wayne was startled
by alarge bat that came crashing
in through the window of his
study. The bat inspired him to
create the identity of the Bat-
man, a cold, murky figure that
would strike terrorinto the heart
of Gotham’s criminal under-
world.?

In the years that followed, the
Batman’s one-man war on crime
became the stuff from which leg-
ends are drawn. Before long, the
hoods and mobsters that he
battled in his earliest cases were
replaced by villains of an alto-
gether different sort, fiends like
the murderous Joker, the can-
tankerous Penguin, and the en-
igmatic Riddler. Batman later
gained an ally in his struggles
when he took on Robin the Boy
Wonder as his partner.*

At some point in time, the Bat-
man met and joined the Justice
League of America, though the
exact circumstances which
brought about these events are
still rather mysterious (see the
Retroactive Continuity section of
the Introduction to this book).
Batman later left the JLA when
its members refused to travel to
the small European nation of
Markovia to rescue his friend
Lucius Fox. Batman rejoined the
organization after Aquaman dis-
banded and reformed the origi-
nal League a short while thereaf-
ter.’ During his brief leave of ab-
sence from the JLA, the Batman
formed a new team of crime fight-
ers known as the Outsiders.® The
Caped Crusader was also a co-
founder of the latest incarnation
of the Justice League’ and be-
came its first leader,® a position
that he relinquished to the Mar-
tian Manhunter after the League

gained international status and
became a high-profile political
organization,’® though the
Batman remains an active mem-
ber of the JLI to this day. Al-
though many JLI members find
Batman somewhat grim, none of
them deny his value to the team.
ePersonality:

Batman is a cold, avenging
creature of the night, boyee. The
Caped Crusader concerns him-
self only with his single-minded
pursuit of justice and the vow he
made on his parents’ graves more
than twenty years ago. The Bat-
man simply cannot tolerate in-
justicein any way, shape, or form.

Batman’s intense and domi-
nating personality has always
disturbed his fellow Justice
Leaguers, but very few of them
have ever resented his presence.
Batman is by far the most experi-
enced and tactically gifted hero
alive, and his special skills have
snatched the League and its
members from the grip of disas-
ter on innumerable occasions.

ENDNOTES

1. Detective Comics #27

2. All-Out War #1

3. Batman #404

4. Detective Comics #38

5. Justice League of America #250
6. Batman and the Outsiders #1

7. Legends #6

8. Justice League #1

9. Justice League International #7

THE ELONGATED MAN

Dex: 12 Str: 4 Boby: 8
INT: 5 WiLL: 6 MiND: 5
INFL: 6 AUrRA: 5 SPIRIT: 5

IntTiaTIVE: 23 HERO PoInTs: 70
*Powers:

Danger Sense: 6, Stretching: 8
*Skills:

Detective: 6, Gadgetry: 4
eAdvantages:

Connections: Justice League of
America (High), Justice League
Europe (High); Sharp Eye
eDrawbacks:

Married; Public Identity; Loss
Vulnerability: Elongated Man
must drink Gingold extract regu-
larly in order to maintain his
Powers: if he goes an entire week
without drinking any Gingold,
he loses his Stretching Power,



and his DEX and BODY are both
reduced to 4 APs until he is able
to drink some of the extract.
eEquipment:

JLA Signal Device (see page
121)
eAlter Ego: Ralph Dibny
eHeight:6’1"+ eWeight: 1781bs.
eEyes: Blue *Hair: Red
eMotivation: Thrill of Adven-
ture
eWealth: 5
¢Occupation: Detective
*Quote: “I goof on everybody!
It’s part of my charm!” (Justice
League Europe #9)
eBackground:

At the age of nine, Ralph Dibny
visited a traveling sideshow and
met one of the fabled rubber men
of India. Ralph was so fascinated
by the rubber man that he began
seeking out other rubber men and
asking them to discuss their se-
crets, an obsession which lasted
into adulthood. Over the years,
Ralph eventually began to real-
ize that all of the rubber men
drank a special imported soft
drink named Gingold, and quickly
deduced that it must be the Gin-
gold which was giving them their
special abilities. Ralph confirmed
his hypothesis when he tried
Gingold for himself and gained
superhuman stretching powers.!

For a while, Ralph used his
abilities to make a fortune in the
entertainment industry as the
amazing “Elongated Man,” but
after realizing that he was a for-
midable detective, Ralphrevealed
his true identity to the public,
married socialite Sue Dearborn,
and began traveling around the
country in search of mysteries
worthy of his special talents.? It
was while seeking out such mys-
teries that he first met the Bat-
man and finally received an invi-
tation to join the Justice League
of America. Ralph had been
nominated for JLA membership
several years earlier, but was
unable to join, because he was
still using his superpowers for
profit in violation of the Justice
League’s bylaws.? In his first case

with the JLA, Ralph disguised

himselfas one of Queen Zazzala’s )
putty men in order to infiltrate
one of T.O. Morrow’s secret hide-
outs.* Ralph remained a Justice
Leaguer even after Aquaman
disbanded the original League
after theill-fated alien invasion.®

Recently, Ralph Dibny became
a Justice Leaguer once again
when he was selected by Max-
well Lord to join Justice
League International’s Euro-
pean branch, Justice League
Europe.®
ePersonality:

Ralph was by far the most
light-hearted member of the
original Justice League. He al-
ways managed to keep up his
exuberant sense of adventure and
humor, even in the face of the
earth-shaking calamities that he
and his fellow Leaguersregularly
found themselves confronting.

Although his personality was
radically different from those of
his fellow members, Elongated
Man stayed with the JLA for a
long time, probably because the
other Leaguers found it pleasant
to have someone like Dibny
around, though few of them would
admit it. It’s no coincidence that
the Elongated Man was asked
to join the JLA shortly after
Snapper Carr left.

With the recent changes in
the Justice League, Dibny
should fit in rather nicely |
with Justice League Eu-
rope. He especially likes to
poke fun at the Flash,
negatively comparing the
speedster to his de-

ceased namesake.
ENDNOTES

1. The Flash #112, Secret
Origins #30

2. The Flash #119 -

3. Justice League of
America #42

4. Justice League of
America #105

5. Justice League of
America Annual
#2

6. Justice League
International
#24

23
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THE RED TORNADO II —
ORIGINAL ROBOT FORM

DEx: 8 STR: 9 Bopy: 10
INT: 7 WiLL: 7 MIND: 4
INFL: 4 AUra: 4 SPIRIT: 7

InmTiaTIVE: 21 HERO Points: 70
*Powers:

Air Control: 13, Flight: 10, In-
vulnerability: 13, Sealed Sys-
tems: 10, Telescopic Vision: 7
*Skills:

Gadgetry: 5, Scientist: 5
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eLimitations:

Miscellaneous: Air Control has
a Range of 1 AP.
eAdvantages:

Buddy (Kathy Sutton); Con-
nections: Justice League of
America (High); Lightning Re-
flexes
eDrawbacks:

Secret Identity; Miscellaneous:
The Red Tornado has a sort of
“death wish” that often makes
him want to sacrifice

himself for others.
eEquipment:

JLA Signal Device (see page
121)
eAlter Ego: John Smith
eHeight: 6’1” eWeight: 325 lbs.
*Eyes: Blue *Hair: None
eMotivation:

Upholding the Good
eWealth: 4
*Occupation: Office Worker

THE RED TORNADO II —
CURRENT ELEMENTAL FORM

InT: 7 WiLL: 7 MIND: 8
INFL: 9 Aura: 13 SpmRIT: 9
INtTIATIVE: 29/24 HERO POINTS: 90
ePowers:

Air Animation: 19, Air Control:
19, Awareness: 9, Dimension
Travel: 11, Flight:

15, Growth: 14,
Invisibility: 9, In-
vulnerability: 12,
Lightning: 9, Self
Link (Spirit
Travel): 12, Super
Breath: 19, Telepathy:
9, Weather Control: 12
*Bonus:

Red Tornado’s APs of Spirit
Travel are added to his Initiative
when he is not occupying his ro-
botic body.
eLimitation:

Dimension Travel may only be
used for travel.
eAdvantages:

Connections: Firestorm (High),
Captain Atom (High), Justice
League of America (Low)
eDrawbacks:
Innocent; Unluck; Miscel-
laneous: Red Tornado is

trying to relearn what it
means to be human.



eEquipment:

BODY[DEX:7,STR:9,BODY:
12, R#: 3]
eHeight: 6’3” e Weight: 350 lbs.
eEyes: None *Hair: None
eMotivation:

Upholding the Good
*Occupation: Elemental
*Quote: “The explosion occurred
as expected — and you thought
me destroyed! Obviously, I was
not!” (Justice League of America
#106)
eBackground:

The Red Tornado was an an-
droid constructed by the diaboli-
cal T.O. Morrow as part of a far-
reaching scheme to destroy the
Justice League of America.!
Shortly after Morrow finished the
android, its robotic body was oc-
cupied by both Ulthoon the Tor-
nado Champion and a new Tor-
nado Tyrant of Rann, short cir-
cuiting the Red Tornado’s
memory circuits and transform-
ing it into a living, sentient crea-
ture.? After gaining free will, the
Red Tornado wanted nothing to
do with Morrow’s criminal
scheme and ended up helping the
Justice Leaguers defeat the
criminal scientist, instead of car-
rying out his original program-
ming and killing them.

Several months later, the Red
Tornado encountered the Justice
Leagueonce again, and this time,
he seemingly sacrificed his life to
help the heroes defeat the vil-
lainous Iron Hand.? A few weeks
later, however, the Leaguers dis-
covered that the Red Tornado
had actually survived the Iron
Hand affair and invited him to
jointhe JLA after he helped them
defeat his creator, T.O. Morrow,
once again.* The Red Tornado
then remained with the Justice
League until he again seemingly
sacrificed his life, this time while
battling the alien Nekron.?

A few months later, the Red
Tornado was recreated by the
Construct, a villain composed of
sentient radio waves, and was
used against his former team-
mates, although the Red Tornado

eventually broke free from the
Construct’s control and single-
handedly defeated the menace.®
The Red Tornado rejoined the
Justice League and remained a
member until Aquaman dis-
banded the original League after
the alien invasion.” During one of
his adventures with the JLA dur-
ing this era, the Tornado Cham-
pion and Tornado Tyrant were
temporarily released from the
Red Tornado’s android shell dur-
ing yet another encounter with
T.O. Morrow, though the Tor-
nadowas eventually reintegrated
into a single being by the young
hero, Firestorm.®

Very little is known of the Red
Tornado’s life outside of the Jus-
tice League. For a while, he took
on the “human” secret identity of
John Smith, and befriended a
young woman named Kathy
Sutton and a little girl named
Traya. His only recorded solo
superheroic case involved yet
another encounter with the evil
Construct.®

The Red Tornado’s android
shell was apparently destroyed
during the Crisis on Infinite
Earths,°but this didn’t keep him
down for long. It seems that the
Anti-Monitor’s tampering had the
effect of transforming the Red
Tornado into a powerful incorpo-
real elemental force. In this form,
the Red Tornado encountered
Justice Leaguer Captain Atom
and the Swamp Thing,'! and be-
came involved in the Elemental
War, where he joined forces with
Naiad, the newly-created water
elemental.’? At the end of this
conflict, Firestorm created a new
android shell for him. He recently
approached Captain Atom for
assistance in stabilizing his new
form.!®
ePersonality:

The Red Tornado was originally
an android, so when he first
started in the JLA, he was fre-
quently confused by his team-
mates’ human emotions. His an-
droid origins also caused him to
doubt his self-worth, as he be-

lieved he was inferior to true
humans. Needless to say, he
lightened up a bit after he met
Kathy Sutton.

During the Elemental War, the
“new” Red Tornado discovered
that part of his makeup was hu-
man after all. He had Firestorm
recreate his android body in or-
dertogive himselfa formin which
he could better learn about hu-
man nature.

ENDNOTES

1. Justice League of America #64
2. Revealed in Justice League of
America #193
3. Justice League of America #104
4. Justice League of America #106
5. Justice League of America #129
6. Justice League of America #146
7. Justice League of America Annual #2
8. Justice League of America #193
9. Red Tornado mini-series #1-4
10. Crisis On Infinite Earths #8
11. Captain Atom #16-17
12. Firestorm #90-93
13. Captain Atom #38

ZATANNA

DeEx: 6 STR: 3 Boby: 5
INT: 9 WiL: 5 MinD: 6
INFL: 8 Aura: 14 SpiriT: 11

InmTiaTive: 23 HEero Points: 75
ePowers: *Mystic Link

Air Control: 10*, Earth Con-
trol: 10*, Flame Control: 10%,
Flame Project: 10*, Ice Control:
10*, Plant Control: 10*, Sorcery:
16, Water Control: 10*, Weather
Control: 10

Originally, Zatanna only had
the Sorcery Power. In JLA #191,
she lost her Sorcery Power and
gained all of the other Powers
listed. After JLA #257, she re-
gained the Sorcery Power and
can now use all of the above Pow-
ers at their listed levels.

o Skills:

Occultist: 9
eLimitations:

Miscellaneous: Zatanna must
speak all of her spells aloud and
backwards.
eAdvantages:

Connections: Justice League of
America (High), Mystical Com-
munity (High), John Constantine
(Low)
eEquipment:

JLA Signal Device (see page
121)
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e Alter Ego: Zatanna Zatara
eHeight: 5’7" eWeight: 127 lbs.
eEyes: Blue *Hair: Black
eMotivation:

Upholding the Good
*Wealth: 4
*Occupation:

Stage Magician, Adventurer
eQuote: “There’snosense tothis!
No logic!” (Justice League of
America #257)
eBackground:

Zatanna is the daughter of
Zatara, the famous crime fight-
ing stage magician, and Sindella,
a member of the semi-mythical
race homo magi, an offshoot of
humanity that developed the
ability to wield the forces of magic.
When she was only eighteen years
old, Zatanna’s father was cursed
by an evil elemental known as
Allura. Since the nature of
Allura’s curse was such that both
Zatanna and Zatara would die if
the two ever set eyes on one an-
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other again, Zatara decided to
leave Earth and travel among
various mystical realms in order
to protect his daughter. When
she noticed her father was miss-
ing, however, Zatanna began a
lengthy search for him, enlisting
the aid of JLA members such as
the Atom, Green Lantern, and
the Elongated Man along the way.
With the help of the Justice
League, Zatanna finally located
her father in the mystic dimen-
sion of Kharma and helped
Allura’s heroic counterpart to
force her evil twin to remove the
curse.!

Zatanna later joined the Jus-
tice League as a member after
helping the JLA battle the War-
lock of Ys, one of Green Lantern’s
old nemeses,? and remained a
member until just before the
Martian Manhunter dissolved
the Justice League after Profes-
sor Ivo began systematically

murdering its members.® Just
before she left the JLA, Zatanna
mystically merged with the
“Godhead,” the collective con-
sciousness of all beings, living
and dead, an event which she
thought would change her life
forever. When she next appeared,
however, it became obvious that
the Godhead incident really had
very little effect on Zatanna® other
than restoring some of the magi-
cal energies that she lost by over-
taxing her powers fighting
alongside the JLA.5

Zatanna’s adventures outside
of the Justice League have been
few and far between. She and her
father were part of a large collec-
tion of Earth’s sorcerers as-
sembled by John Constantine to
battle the primordial Shadow
Creature thatthreatened Heaven
itself, a battle which cost Zatara
his life. Most recently, Zatanna
has aided the Spectre against the
alien sorcerer known as Wotan,’
and battled Felix Faust along-
side Dr. Mist.8
ePersonality:

The thing that immediately
strikes most people that meet
Zatanna is her innocence, a di-
rectresult of the solitude in which
she was raised. In fact, to this
day Zatanna has not met and
interacted with anyone who is
not a member of Earth’s mystical
community or a superhero. She
simply does not know much about
basic human customs and hab-
its.

For a short while after she
united with the Godhead,
Zatanna seemed wonderfully en-
lightened by the entire affair and
at peace with the world. How-
ever, under circumstances which
have yet to be revealed, she has
returned to a semblance of her
old self.

ENDNOTES

1. Justice League of America #51
2. Justice League of America #161
3. Justice League of America #257
4. The Spectre #7

5. Justice League of America #191
6. Swamp Thing #50

7. The Spectre #7

8. Secret Origins #27



FIRESTORMTHE NUCLEAR
MAN — ORIGINAL INCARNATION

DEx: 7 STR: 8 Boby: 10
INT: 4 WiL.: 5 MInD: 5
INFL: 6 AURA: 5 SPIRIT: 5]

IntTiaTIVE: 17 HERO POINTS: 70
In this incarnation, Firestorm
shared the Mental and Mystical
attributes of Ron Raymond and
Professor Martin Stein.
Raymond’s personality domi-
nated the Firestorm entity, so
you should use the Mental and
Mystical Attributes listed above
to defend against Mental and
Mystical attacks; but Steinis fully
conscious and can apply his Men-
tal Attributes to problem solv-
ing, advising Raymond as
he sees fit.
*Powers:
Dispersal: 9, En-
ergy Absorption: 6,
Energy Blast: 11,
Flight: 7, Matter
Manipulation: 11,
Radar Sense: 10,
Regeneration: 4,
Sealed Sys-
tems: 15 ®

eLimitations:

Miscellaneous: Firestorm can-
not use his Energy Blast or Mat-
ter Manipulation Powers while
he is Dispersed.
eAdvantages:

Connections: Justice League of
America (High), Vandemeer
University (High); Insta-Change
eDrawbacks:

Secret Identity; Miscellaneous:
Firestorm is a composite crea-
ture that is formed when Ray-
mond and Stein merge together.
Firestorm cannot be formed un-
less both men are within 13 APs
distance of each other.

eEquipment:

JLA Signal Device
121)
eAlter Egos: Ronnie Raymond
& Martin Stein
eHeight: 6’2” eWeight: 202 lbs.
eEyes: White eHair: Flames
eMotivation:

Upholding the Good

(see page

RONNIE RAYMOND

DEX: 4 STR: 4 Boby: 4
INT: 4 WiL.: 5 Minp: 5
INFL: 6 AURrRA: 5 SPIRIT: 5

Hero Points: 20

INITIATIVE: 14
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oSkills:

Acrobatics: 2
eWealth: 3
¢Occupation: Student
MARTIN STEIN
DEex: 2 STR: 2 Boby: 3
InT: 8 WiLL: 5 MiInND: 6
INFL: 4 AUurRA: 4 SPIRIT: 4
IntTiaTIVE: 14 HEerO Points: 20

*Skills:

Scientist: 8
eAdvantages:

Connection: Scientific Com-
munity (High); Scholar (physics)
*Wealth: 5
¢Occupation: Professor

FIRESTORM

CURRENT INCARNATION

Dex: 7 STR: 9 Bopy: 12
INT: 9 WiLL: 8 MInD: 8
InFL: 10 AUra: 12 SpIrIT: 9

INtTiATIVE: 26 HERO PoINTs: 110
ePowers:

Awareness: 9, Density In-
crease: 8, Dimension Travel: 11,
Dispersal: 16, Energy Absorption:
11, Flame Being: 15, Flame Con-
trol: 16, Flame Project: 20, Flash:
15, Flight: 15, Growth: 13, Invul-
nerability: 14, Matter Manipula-
tion: 18, Teleportation: 25
eLimitations:

Dimension Travel may only be
used for travel; Firestorm can
only teleport to open flames.
eAdvantages:

Buddy (Martin Stein); Connec-
tions: Firehawk (High), Vande-
meer Institute for Metahuman
Studies (Low), Soyuz (Low), Maya
(Low), Captain Atom (Low)
eDrawbacks:

Guilt; Fatal Vulnerability to
leaving Earth; Miscellaneous:
Firestorm has sworn not to use
his Matter Manipulation Power,
due to its destabilizing effects on
the environment.
eAlter Egos: Ronnie Raymond
& Mikhail Arkadin
eHeight: 6’5" eWeight: 225 lbs.
eEyes: White eHair: Flames
eMotivation:

Responsibility of Power
*Occupation: Elemental
*Quote: “No willpower... Can’t

break away! What’s she doing to
me?” (Justice League of America
#179)

eBackground:

The saga of Firestorm began at
the opening of a new nuclear
power plant just outside of New
York City. Its designer was an
ambitious physics professor
named Martin Stein. Among
those outside protesting the
plant’s opening was Ronnie Ray-
mond, a student from a nearby
high school. Within Ronnie’s pro-
test group was a terrorist who
was not content to simply protest
the plant’s operation. He wanted
to blow up the whole place, lock,
stock, and controller rods. Both
Raymond and Stein were caught
in the bomb blast just as the
plant was reaching its full oper-
ating capacity, and were fused
together, creating an entity
known as Firestorm the Nuclear
Man. It was later learned that
the creation of Firestorm was to
have been the birth of the Earth’s
new fire elemental, but
Raymond’s presence threw the
process out of balance. Using their
newfound powers, Raymond and
Stein captured the power plant
bomber.!

After a couple more minor
cases, Firestorm graduated to the
big leagues and battled a wide
variety of superpowered menaces,
including Killer Frost, the Hy-
ena, Multiplex, and Slipknot, the
evil master of rope. The young
hero was so successful in these
early cases that he was noticed
by Superman, who invited him to
become the JLA’s youngest
member. In his first case with the
JLA, Firestorm tackled the ma-
levolent Satin Satan.? Firestorm
remained a Justice Leaguer un-
til Aquaman dissolved the origi-
nal League,®and even teamed up
with the new JLA to oppose the
android called Brimstone that
Darkseid sent to Earth during
his campaign to rob the planet of
its “legends.™

Shortly after the Legends af-
fair, Martin Stein learned that

he was dying of cancer, and con-
vinced Ron Raymond to help him
use Firestorm’s abilities to de-
stroy all of Earth’s nuclear weap-
ons. During the resulting confu-
sion, Firestorm found himself
caught up in a battle against the
combined forces of the Suicide
Squad, the newly-formed Justice
League, and the Soviet nuclear
hero, Pohzar. At the climactic
moment of this battle, a nuclear
weapon was detonated with both
Firestorm and Pohzar at ground
zero. Firestorm was reborn as a
separate entity with a conscious-
ness of his own, though Ron
Raymond and Mikhail Arkadin
(Pohzar), remained telepathically
linked to Firestorm while he was
active and still had to merge to
form the creature.’ It was re-
cently revealed that Martin Stein
also survived the atomic explo-
sion, which cured his cancer but
left him a total amnesiac.®

Inthe wake of the massive alien
invasion masterminded by the
Dominators, Firestorm learned
that he was in fact Earth’s fire
elemental, a being of massive
power. His human hosts were
permanently submerged into
Firestorm’s consciousness as he
took his place among Earth’s
mystical protectors.” It wasin this
form that he took part in the
Elemental War, teaming up with
the Swamp Thing to stop the
rampage of Red Tornado and
Naiad.?

ePersonality:

Firestorm was another of the
happy-go-lucky JLAers in the
time honored tradition of the
Elongated Man and honorary
member Snapper Carr. Ron
Raymond was a person who re-
ally enjoyed having super pow-
ers, and he let everybody know it.
As a hero, the fun-loving
Firestorm was overconfident, ir-
repressible, and easily excited.

The one mellowing influence
upon Firestorm’s personality was
Professor Martin Stein’s role as
Raymond’s subconscious advisor.
Stein was a practical and pru-



dent thinker, and spent a lot of
time cautioning young Ron about
carelessness and overconfidence.

Since Firestorm has reformed,
he has a completely different per-
sonality that is not subject to the
whim of either Ron Raymond or
Mikhail Arkadin, both of whom
have been totally submerged in
the elemental’s subconscious. The
new Firestorm is a cold and dis-
tant being who is struggling to
understand his place in the world.
ENDNOTES

1. Firestorm the Nuclear Man #1
2. Justice League of America #179
3. Justice League Annual #2
4. Legends #2

5. Firestorm Annual #5
6. Firestorm #75

7. Firestorm #84

8. Firestorm #90-93
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GYPSY

Dex: 6 Str: 3 Boby: 4
INT: 6 WiLL: 5 Minb: 6
INFL: 6 AUra: 4 SpIRIT: 5
IntmTiaTive: 20 HEero Points: 35

*Powers:

Illusion: 10, Invisibility: 7
oSkills:

Martial Artist: 4, Thief: 6
eLimitations:

Minor Power Burnout on Illu-
sion
eAdvantages:

Area Knowledge (Detroit
streets); Connections: Justice
League of America (High), Street
(Low)
eDrawbacks:

Age (Gypsy is only 15)
eEquipment:

JLA Signal Ring (see page 121)
e Alter Ego: Cindy Reynolds
eHeight: 56” eWeight: 110 lbs.
eEyes: Blue eHair: Black
eMotivation:

Thrill of Adventure
eWealth: 1
¢Occupation: Street Urchin
*Quote: “I'll show you a dump,
you... you... pheasant!” (Justice
League of America #247)
eBackground:

Gypsy was a young street ur-
chin who inhabited the sector of
Detroit in which the Justice
League took up residence shortly
after Aquaman disbanded the
original League in the wake of
the alien invasion.! Shortly after
the JLAers moved into their new
inner city HQ, Gypsy began us-
ing her camouflage powers to
penetrate the League’s defensive
measures, in order to check out
her new neighbors firsthand. Out
of curiosity, Gypsy began follow-
ing the Justice Leaguers around,
eventually stepping forward to
aid the heroes against the men-
ace of the Cadre, an act which
netted her an offer to become a
full-time Justice Leaguer herself.?
Gypsy later participated in the
League’s struggles against the
power-mad Anton Allegro® and a
reactivated Amazo.*

The origin of Gypsy’s powers
and her true background remain
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a mystery. Just after the JLA
broke up for good, Gypsy revealed
that she was a runaway and re-
turned to her family.’ In his bid
to wipe out the new JLA, Profes-
sor Ivo sent an android to destroy
Gypsy, but she managed to find
the conscience that was lurking
deep within the android’s pro-
gramming and convinced it not
to kill her. The android then saw
her safely returned to her par-
ents’ keeping.

Gypsy’s happiness was to be
short-lived, however. One day
while she was at school, several
months after leaving the JLA, a
vengeful Despero arrived at
Gypsy’s home and callously mur-
dered her parents.® Gypsy would
have been Despero’s next victim,
if it had not been for the timely
intervention of °’0Onn J’°Onzz and
the rest of Justice League
America, who managed to halt
Despero’s insane rampage.’
Devastated by the loss of her
family, Gypsy returned to heroing
as a member of Booster Gold’s
corporate-sponsored team of he-
roes, known as the Conglomer-
ate, whom she views as her new
family.?
ePersonality:

Gypsy’s most dominant per-
sonality trait is her curiosity. It
led her to sneak into the JLA
headquarters on several occa-
sions, and she even went so far as
to surreptitiously follow them on
several cases. She seemed to be
somewhat shy and reserved, be-
cause she never wanted to talk
about herself or her background,
and she never told anyone the
true origin of her camouflage and
illusion powers.

ENDNOTES

1. Justice League of America Annual #2

2. Justice League of America #236

3. Justice League of America #237-239

4. Justice League of America #241-243

5. Justice League of America #259

6. Justice League America #38

7. Justice League America #39

8. Justice League International
Quarterly #1

STEEL — DECEASED

Dex: 6 Str: 9 Boby: 7
INT: 5 WiLL: 6 MinD: 5
INFL: 5 Aura: 4 SpriT: 5
INntTiaTIVE: 16 HERO PoIinTs: 40

*Powers:

Density Increase: 1, Extended
Hearing: 2, Skin Armor: 3, Ther-
mal Vision: 5
eLimitations:

Density Increase is Always On
at full AP value.
eAdvantages:

Buddy (Dale Gunn); Connec-
tions: Justice League of America
(High), US Military (High); Rich
Family (Hank Heywood I)
eEquipment:

JLA Signal Ring (see page 121)
eAlter Ego:

Henry (Hank) Heywood I1I
eHeight:5'11” eWeight:3791bs.
eEyes: Blue *Hair: Red
eMotivation: Unwanted Power
*Wealth: 6
eOccupation: Adventurer
*Quote: “I'm not that stupid and
neither are you.” (Justice League
of America #249)
eBackground:

Hank Heywood III was the
grandson of the original Hank
Heywood, who operated as the
hero known as Commander Steel
during the Second World War.
When the younger Hank was in
his mid-teens, his grandfather
forced him to undergo the same
series of painful operations that
he himself had undergone in the
early 1940s. Commander Steel
wanted to spare his grandson the
death that had befallen his son
during the Viet Nam War by
making him a superhuman.
These operations replaced all of
Heywood’s bones with case-
hardened steel supports and
supplemented his musculature
with hydraulic motors that in-
creased his strength and stamina.

When the elder Heywood
learned that the Justice League
had disbanded and reformed, he
offered the team the use of his
“Bunker,” a futuristic fortress
that he had built in Detroit, on
the condition that the team ac-
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cept his grandson as a member
and tutor him in the use of his
superhuman abilities. Having
justlost their satellite headquar-
ters, the League quickly accepted
Commander Steel’s offer and jet-
ted out to their new HQ.?

Although he harbored a great
deal of resentment toward his
grandfather for subjecting him
to the painful enhancement op-
erations, Steel proved an eager
student and served the League
well in its struggles against the
Cadre,? Anton Allegro,® and
Amazo.* Steel’s feud with his
grandfather came to a head dur-
ing the Crisis On Infinite Earths,
when the elder Heywood decided
that the newly reformed Justice
League was influencing Hank to
rebel against his grandfather’s
wishes.® The Heywoods fought a
terrific battle that ended when
Steel was catapulted through a
time warp to the far future. After
an encounter with the JLA’s old
foe, the Lord of Time, Steel re-
turned to the present and discov-
ered that his grandfather had
evicted the JLA from the Bun-
ker.5

Sadly, Steel was killed by one
of Professor Ivo’s androids dur-
ing the insane scientist’s cam-
paign to eliminate the Justice
League, which followed in the
wake of Darkseid’s attempt to
rob the Earth of its “legends.”
ePersonality:

Steel was one of those inexperi-
enced, volatile heroes. He would
plunge into the thick of battle
without really considering the
possible repercussions. While he
was tough enough to emerge un-
scathed most of the time, this
overzealousness was what ulti-
mately cost him his life.

Although he seemed eager
enough to accept the advice of
Aquaman and the Martian Man-
hunter when it came to heroics,
Steel always had a hard time
accepting authority and author-
ity figures. This attitude isn’t
really surprising when you take
into consideration his maniacal

grandfather, who was obsessed
with having his grandson remade
into a cybernetic fighting machine
in his own image.

ENDNOTES

1. Justice League of America Annual #2
2. Justice League of America #233-236
3. Justice League of America #237-239
4. Justice League of America #241-243
5. Justice League of America #244

6. Justice League of America #245-246
7. Justice League of America #260

VIBE — DECEASED

DEex: 6 STR: 3 Boby: 4
INT: 5 WiLL: 5 MinD: 5
INFL: 6 AURA: 5 SPIRIT: 5
InmiaTive: 19 Hero Points: 35

*Powers:

Vibe: 8
*Skills:

Artist (break dancing): 3, Mar-
tial Artist: 5, Thief: 6
eAdvantages:

Area Knowledge (Detroit
streets); Connections: Justice
League of America (High), Street
(Low)
eEquipment:

JLA Signal Ring (see page 121)
eAlter Ego: Paco Ramone
eHeight: 5'9” «Weight: 170 lbs.
eEyes: Blue *Hair: Black
eMotivation:

Thrill of Adventure
eWealth: 3
¢Occupation: Former Gang
Leader
*Quote: “Word’s out on the street
is chu guys are the Chustice
League. I figure, guys like chu
and me, we should be on the same
crew.” (Justice League of Amer-
ica Annual #2)
eBackground:

Vibe’s career as a Justice
Leaguer was too short. It began
shortly after Aquaman disbanded
the original League. When young
Paco Ramone heard that a new
Justice League was forming in
his own backyard of Detroit, he
decided to give up his position as
the leader of the El Lobos, a local
street gang, to join the JLA and
become a superhero.! This would
have been impossible ifit weren’t
for the fact that Vibe had been
born with the metahuman abil-
ity to emit powerful vibratory

shockwaves.

Vibe’s presence on the team
caused Aquaman and the Mar-
tian Manhunter to harbor some
strong doubts aboutthenew JLA,
particularly after he got the
Leagueinvolved in arumble with
a rival gang called the Skulls
over the El Lobos’ turf.?

However, Vibe soon proved his
mettle during the League’s
battles against Anton Allegro,?
the Cadre,* and Amazo.® He
stayed with the League during
the Crisis adventure, when
Commander Steel evicted the
League from the Bunker,’ and his
powers played a vital role in de-
feating Despero.” During
Darkseid’s assault on Earth’s
“legends,” Paco left his JLA com-
rades to seek the familiar solace
of the streets. Vibe was attacked
by one of Professor Ivo’s androids,
and despite a valiant effort, be-
came the first Justice League
member to be killed in the line of
duty. The Martian Manhunter
brought Vibe’s body back to the
League’s mountain sanctuary,
where Vibe was laid to rest in a
cryogenic chamber.?

Vibe’s brother recently devel-
oped a similar set of vibratory
powers and joined Booster Gold’s
team of heroes, the Conglomer-
ate, using the code name Reverb.®
ePersonality:

Vibe was stamped out of the
care-free, wisecracking mold. He
was fun-loving, street smart, and
uninhibited.

ENDNOTES

1. Justice League of America Annual #2

2. Justice League of America #233

3. Justice League of America #233-236

4. Justice League of America #237-239

5. Justice League of America #241-243

6. Justice League of America #246

7. Justice League of America #254

8. Justice League of America #258

9. Justice League International
Quarterly #1

VIXEN

DEx: 8 STR: 4 Boby: 5
INT: 5 WiLL: 6 MiInD: 5
INFL: 6 AURA: 6 SPIRIT: 6
INnmTIaTIVE: 23 HERO PoINTS: 60

o Skills:
Acrobatics: 8, Martial Artist: 6,



Thief (Stealth): 8
eAdvantages:

Attractive; Connections: Jus-
tice League of America (High),
Suicide Squad (High); Lightning
Reflexes
eDrawbacks:

Minor Irrational Fear of the
Tantu Totem releasing her “ani-
mal side;” Secret Identity
eEquipment:

Tantu Totem [BODY: 6,
SPIRIT: 6, Animal Mimicry: 12,
Danger Sense: 6]

Miscellaneous Drawbacks: The
Totem may only be used by a
member of the Jiwe family and
must be used in the cause of jus-
tice; the Totem bestows the Seri-
ous Rage Drawback uponits user.

JLA Signal Ring (see page 121)
eAlter Ego: Mari Jiwe Macabe
eHeight: 5’7" eWeight: 115 lbs.
eEyes: Brown *Hair: Brown
eMotivation: Seeking Justice
*Wealth: 8
¢Occupation: Fashion Model
*Quote: “Brother Rhinoceros,
my enemy awaits justice. Lend
me your strength!” (Justice
League of America #239)
eBackground:

Mari is the daughter of the
Reverend Richard Jiwe, crusad-
ing African priest and heir to an
ancient witch doctor known as
Tantu. Tantu’s real distinction is
that he was given a formidable
magic charm by a spider god (ac-
tually arace of benevolent aliens)*
and charged with the mission of
protecting the innocent from the
evils of mankind. Needless tosay,
this “Tantu Totem” was passed
on within the Jiwe family from
generation to generation until it
finally reached the humble hands
of Mari’s father, an event which
caught the eye of Mari’s uncle,
General Maksai, who promptly
murdered his half-brother and
claimed the Totem for himself.
Mari somehow managed to get
the Tantu Totem and fled to
America, where she created the
costumed identity of Vixen. To
support herself, she began a
highly-successful career as a

fashion model. In her first cases,
Vixen teamed up with Superman
to battle a gang of poachers,? and
a madman known as Admiral
Cerebrus.? Shortly thereafter, she
was accepted for membership in
Aquaman’s newly reformed Jus-
tice League.*

Just after Mari joined the JLA,
she was once again confronted by
her villainous half-uncle, who was

still trying to obtain possession
of the Tantu Totem, a mission he
eventually accomplished by kid-
naping Mother Windom, one of
the JLA’s elderly neighbors. Since
Maksai wasn’t prepared to use
the Totem in the cause of justice,
however, its magic promptly
turned him into a raging ox that
attacked Vixen, causing him to
impale himselfon a sheet of shat-
tered glass and allowing Mari to
recover the Totem for herself.’

Mari then went on to partici-

pate in all of the League’s cases,
up to and including the clash
with Professor Ivo that resulted
in the deaths of Steel and Vibe.
Afterthese events, she decided to
take the Martian Manhunter’s
dissolution of the JLA as her cue
and retire from heroing.® A
couple of months later, however,
events forced her to come out of
retirement tojoin the government
strike team known as the Suicide
Squad.” Since joining the Squad,
Vixen has begun to rely more
upon her own abilities and less
upon those granted to her by the
Tantu Totem. She has also fallen
in love with the Bronze Tiger, the
Squad’s field commander. Dur-
ing a confrontation between the
Squad and the JLI, Mari patched
up things between herself and
J’0Onn J’Onzz.8
ePersonality:

Vixen is a level-headed, indi-
vidualistic, and highly-motivated
heroine. She is a little fiercer
than average heroes and always
stays just a little aloof from her
companions. Vixen remained
with the Suicide Squad after the
case that brought them together
because she was plagued with
guilt over some of the question-
able things she had done when
the Tantu Totem released her
“animal side,” a hidden avenging
aspect of the Totem’s powers.

ENDNOTES

1. Revealed in Animal Man #10-12

2. Action Comics #521

3. DC Comics Presents #77

4. Justice League of America Annual #2
5. Justice League of America #239

6. Justice League of America #261

7. Suicide Squad #11
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BLUE BEETLE
DEx: 8 STR: 4 Boby: 5
InT: 7 WiLL: 5 MIND: 5
INFL: 6 AURA: 5 SPIRIT: 5
InrTiaTive: 23 Hgero PoinTs: 65
oSkills: *linked

Acrobatics: 8%, Charisma: 6%,
Detective: 7%, Gadgetry: 9, Mar-
tial Artist: 6, Scientist: 7%, Thief:
8%, Vehicles: 8%, Weaponry: 8*
eAdvantages:

Connections: Justice League
International (High), STAR Labs
(High); Genius; Intensive Train-
ing
eDrawbacks:

Minor Irrational Attraction to
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Attractive Women; Secret Iden-
tity
eEquipment:

BB Gun[BODY:5,EV:8,Flash:
8, Super Breath: 8, R#: 2]

THE BUG [DEX: 5, STR: 10,
BODY: 10, INT: 10, WILL: 3,
MIND: 0, Directional Hearing:
10, Extended Hearing: 6, Flight:
11, Full Vision: 6, Lightning: 10,
Magnetic Control: 9, Radar
Sense: 12, Recall: 20, Sealed Sys-
tems: 15, Solar Sustenance: 20,
Super Hearing: 12, Swimming:
6, Telescopic Vision: 5, Ultra Vi-
sion: 10, Thief (Stealth): 8, 6 AP
ABC Omni-Gadget, R#: 2]

Limitation: The Bug’s Magnetic
Control can only be used to mag-

netize its hull.

GLOVES[BODY: 1, Telepathy:
9]

Limitation: The Gloves’ Te-
lepathy Power enables Beetle to
communicate with the Bug and
manipulate all ofits controls from
a distance.

JLISignal Device (see page 121)
e Alter Ego: Ted Kord
eHeight:5'11” eWeight: 184 1bs.
eEyes: Blue *Hair: Auburn
eMotivation: Upholding the
Good
eWealth: 13/4
*Occupation: Repo Man
*Quote: “I'm a man of action —
and passion!” (Justice League
International #26)



eBackground:

Ted Kord is the second hero to
adopt the Blue Beetle moniker.
The first, an archaeologist named
Dan Garrett, received his powers
from a mystic scarab that he
found in the tomb of the Egyptian
Pharaoh Kha-ef-Re, a long-dead
high priest of the Egyptian gods.
After a distinguished crime
fighting career, Garrett seem-
ingly expired on the shores of the
mysterious Pago Island while
helping young Ted Kord, one of
Garrett’s erstwhile students,
prevent Kord’s evil uncle Jarvis
from taking over the world. Just
before he died, Garrett extracted
apromise from young Ted to carry
on the crime-busting tradition of
the Blue Beetle.!

Unfortunately, Garrett’s mys-
tic scarab was buried under sev-
eral tons of rubble during his
final battle on Pago Island, forc-
ing Ted to come up with his own
superheroic modus operandi.
Since Ted was a world class in-
ventor who owned a multi-mil-
lion dollar electronics firm known
as KORD Inc., this posed little
problem. Before long, Ted had
devised a whole arsenal of equip-
ment, including the “BB Gun”
and the awesome flying vessel
known as “the Bug.”

After a few early successes
during an intense burst of crime
fighting that followed the devel-
opment of his equipment, Kord
relaxed for a while and tempo-
rarily hung up his Beetle goggles
in order to concentrate on build-
ing up his business interests.
KORD Inc. eventually grew to
rival STAR Labs itself, prompt-
ing the bored Beetle to come out
of retirement.? During this sec-
ond wave of activity, Beetle met
some of his greatest nemeses,
including: the Mad Men,? the
deadly Overthrow,* and the
mighty Carapax.’ It was also
during these golden years that
Beetle became caught up in
Darkseid’s plan to rob the Earth
of its “legends.” At the end of this
campaign, Beetle was among the

heroes who decided to gather to-
gether and form a new Justice
League to replace the long-
standing institution that had
been recently disbanded by the
Martian Manhunter.®

Shortly after he helped found
the new Justice League, Ted lost
control of KORD, Inc. and the
rest ofhis fortune, prompting him
to leave his home in Chicago and
move to New York City, where he
now has a full-time commitment
with the JLI. Ted and fellow Jus-
tice Leaguer/millionaire-gone-
bust Booster Gold formed a
superpowered repossession
service known as “The Blue and
the Gold” in order to conquer their
joint financial woes.” When the
League was given the island of
Kooey Kooey Kooey as their
landed holding, Beetle and
Booster built a huge resort on the
island called Club JLI. This par-
ticular money making scheme
went bad when the island (a sen-
tient entity) decided to move to a
new location, destroying Club JLI
in the process.?
ePersonality:

Ted has perceptive faculties
that are sharp enough to enable
him to see the funny side of al-
most any situation. He long ago
mastered the art of the wisecrack,
which he practices frequently to
the occasional dismay of his
teammates. At theirbest, Beetle’s
humorous asides are infectious,
prompting even serious heroes
like Batman and the Martian
Manhunter to respond in kind.
At their worst, the jokes tend to
infuriate friend and foe alike, a
faux pas that Beetle has learned
to sometimes turn to his advan-
tage.

Since his pal Booster Gold left
the JLI, Ted has been somewhat
more subdued, havingnooneelse
in the League with whom he can
exchange witty repartee.

ENDNOTES

1. Blue Beetle #1 (1stseries)

2. Blue Beetle #1 (2nd series)
3. Blue Beetle #3 (2nd series)
4. Blue Beetle #15 (2nd series)
5. Blue Beetle #14 (2nd series)
6. Legends #6

7. Justice League International Annual
#2

8. Justice League America #34-35

CAPTAIN MARVEL

Dex: 14 Str: 20 Booy: 14
INT: 4 WiLL: 10 Minp: 7
INFL: 4 Aura: 7 SPIRIT: 7

Inttiative: 35 HEero Points: 85
ePowers:

Flight: 14, Invulnerability: 18,
Superspeed: 13, Systemic Anti-
dote: 10
eAdvantages:

Connection: Justice League
International (Low); Lightning
Reflexes
eDrawbacks:

Age (15 years old); Secret Iden-
tity
eEquipment:

JLISignal Device (see page 121)
eHeight: 6'1” eWeight: 195 lbs.

BILLY BATSON
Dex: 3 STR: 2 Boby: 3
INT: 4 WiLL: 4 MinD: 4
INFL: 3 Aura: 3 SpPIRIT: 5
IniTIATIVE: 10 HEeRrO PoinTs: 20
oSkills:

Thief: 2
eAdvantages:

Connection: KWHZ-TV (High);
Insta-Change; Scholar (Magic
Tricks)
eDrawbacks:

Age (15 years old); Secret Iden-
tity
eHeight: 5’4” eWeight: 107 1bs.
eEyes: Blue *Hair: Black
eMotivation:

Upholding the Good
eWealth: 4
*Occupation:

Television Reporter

*Quote: “Of course, I don’t have
any chest hair — but there’s no
reason to tell him that!” (Justice
League #4)

eBackground:

After Billy Batson’s parents
died in an automobile accident,
his father’s kindly Uncle Dudley
became embroiled in a custody
fight with Billy’s mother’s evil
brother, the mad scientist Thad-
deus Bodog Sivana. Uncle Dud-
ley wanted to take care of Billy
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and raise him in a wholesome
American tradition of baseball
and apple pie. Unknown to the
court deciding the case, Thad-
deus wanted to kill Billy for a big
insurance payoff, which he would
then use to finance his evil scien-
tific experiments. The courts
found more merit in Uncle
Dudley’s case and awarded him
custody of Billy, but only on the
condition that he get a legitimate
job in order to support the lad, a
dictum which would have forced
Dudley to give up his career as a
stage magician. Billy was so re-
luctant to force this sacrifice upon
his beloved uncle that he volun-
tarily chose to live with Sivana
instead.

Shortly after he moved into the
Sivana estate, however, Billy
discovered the man’s eccentrici-
ties and fled. Finding himself on
the same street corner where his
parents had met their untimely
end, Billy caught a glimpse of a
mysterious shadowy figure and
followed him down through a
deserted subway tunnel and into
a hidden mystic cave. Inside the
cave, Billy learned that the mys-
terious stranger was none other
than the elderly wizard Shazam,
who promptly imbued the young-
ster with a tiny portion of the
power of the ancient gods and
charged him with the mission of
fighting to champion the cause of
goodness. This power would
manifest itself whenever Billy
spoke the wizard’s name, tempo-
rarily transforming him into
Captain Marvel.!

As Captain Marvel, Billy pos-
sessed the wisdom of Solomon,
the strength of Hercules, the
stamina of Atlas, the power of
Zeus, the courage of Achilles, and
the speed of Mercury. Shazam
explained that Billy had been
given these powers in order to
battle Black Adam, a former re-
cipient ofthe Shazam powers who
hadjustbeen released from limbo
by Sivana.

Afterseveral setbacks, Captain
Marvel managed to send Black
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Adam back to limbo and forced
Sivana into hiding.? Shortly
thereafter, Marvel became a
founding member of the new Jus-
tice League during Darkseid’s
campaign to rob the Earth of its
“legends.”™

Billy left the Justice League
after participating in only a few
brief cases, fearing that the
League’s international status
would be too large a responsibil-
ity for him to handle during this
stage in his career.*
¢ PERSONALITY:

Although he possesses the
“wisdom of Solomon” in his su-
perheroidentity, Billy is still just
a kid at heart. He has a childlike
sense of wonder, innocence, and
a craving for milk and cookies.
While he served with the League,
Billy usually deferred to his more
experienced comrades. He espe-
ciallylooked up to Batman, whom
he viewed with a sense of awe,
even when the Caped Crusader’s
blunt orders grated on the young
hero’s nerves.

ENDNOTES

1. Shazam: A New Beginning mini-
series #1

2. Shazam: A New Beginning mini-
series #4

3. Legends #6

4. Justice League International #7

DOCTOR FATE 1

Dex: 7 STR: 4 Bopny: 10
INT: 9 WiL.: 6 MiInD: 7
InFL: 7 AURA: 8 SPIRIT: 8

IntTiaTivE: 36 HERO PoinTs: 150
ePowers: *Mystic Link

Invulnerability: 15*, Telekine-
sis: 11*

*Skills:

Medicine: 7, Occultist: 16
eAdvantages:

Connections: Infinity Inc.
(High), Justice Society of Amer-
ica (High), Justice League Inter-
national (High), Lords of Order
(High), Mystical Community
(High); Scholar (Archaeology)
eDrawbacks:

Married; Secret Identity
eEquipment:

Helmet of Nabu [BODY: 10,
INT: 13, WILL: 18, MIND: 14,
INFL: 16 AURA: 22 SPIRIT: 22,

Awareness: 12, Magic Sense: 12,
Sorcery: 40]

Miscellaneous Drawbacks:
While Nelson is wearing the hel-
met, he is possessed by the spirit
of Nabu, an ancient Egyptian
wizard and Lord of Order; any-
one other than Nelson who at-
tempts to put on the helmet must
have a SPIRIT of 6 APs or higher,
or he will be driven insane.
eAlter Ego: Kent Nelson
eHeight: 6'2” eWeight: 197 lbs.
eEyes: Blue *Hair: Blond
eMotivation:

Responsibility of Power
eWealth: 6
*Occupation: Lord of Order

DOCTOR FATE 11

DEex: 7 STR: 4 Boby: 9
INT: 10 WiLL: 17 Minp: 12
INFL: 11 Aura: 16 SpiriT: 13

IntTiaTIVE: 28 HERO PoINTS: 65
ePowers: *Mystic Link

Awareness: 8, Flight: 12*, In-
vulnerability: 15*, Magic Sense:
10, Sorcery: 20
oSkills:

Occultist: 10
eAdvantages:

Buddy (Nabu); Connection:
Justice League International
(Low); Insta-Change; Pet (Petey
the Demon)
eDrawbacks:

Miscellaneous: Dr. Fate is a
composite being that is formed
when Eric and Linda Strauss
come in contact with each other.
eAlter Egos: Eric and Linda
Strauss (see below)
eHeight: 6'2” eWeight: 197 1bs.
eEyes: White slits *Helmet:
Yellow
*Motivation:

Responsibility of Power
eWealth: 4
*Occupation: Sorcerer

ERIC STRAUSS — DECEASED

DEx: 3 STR: 3 Bopy: 3
INT: 4 WiLL: 5 Minp: 4
INFL: 6 AURA: 6 SPIRIT: 5
IntTIATIVE: 13 HERO POINTS: 20
o Skills:

Occultist: 4



eDrawbacks:

Age (Ericisreallyonly 12 years
old)
eHeight:511” #Weight: 1801bs.
eEyes: Brown eHair: Brown

LINDA STRAUSS

DEx: 3 STR: 2 Boby: 3
INT: 5 WiLL: 4 MinND: 5
INFL: 8 Aura: 8 SPIRIT: 6
INnmTiaTIVE: 14 HEero PoinTts: 20
o Skills:

Occultist: 4
eHeight: 5’5” eWeight: 115 lbs.
eEyes: Blue *Hair: Blonde

DOCTOR FATE II 1/2

DEx: 3 STR: 2 Boby: 6
INT: 7 WiLL: 6 MiInD: 6
INFL: 7 AURA: 7 SPIRIT: 5
INmTiATIVE: 17 HERO POINTS: 65

ePowers: *Mystic Link

Awareness: 7, Flight: 11*, In-
vulnerability: 14*, Magic Sense:
9, Sorcery: 15
o Skills:

Occultist: 8
eAdvantages:

Buddy (Nabu); Connec-
tion: Justice League In-
ternational (Low); Pet
(Petey the Demon)
eDrawbacks:

Miscellaneous: This
Dr. Fate is formed by
Linda Strauss alone,
andis substantiallyless
powerful than the Fate
formed by the two Strausses.
eAlter Egos: Linda Strauss
(see above)
eHeight: 5’5" eWeight:
115 lbs.
eEyes: White slits eHel-
met: Yellow
eMotivation:

Responsibility of
Power
eWealth: 4
*Occupation:

Sorceress

*Quote: “Perhaps it
would have been
wiser to ignore our
karma.” (Justice
League #1)

eBackground:

There have actually been many
Dr. Fates over the years, several
of whom have served with the
Justice League.

The first Dr. Fate was the fa-
mousdJustice Society member and
ageless hero of the Second World
War. His name was Kent Nelson
and he acquired his magical pow-
ers as a boy while exploring an
ancient temple in the Meso-
potamian Valley of Ur with his
father. During this expedition,

Kent stumbled
upon the

——————

entombed body of a giant ancient
wizard named Nabu the Wise, a
being composed of pure energy
who had actually migrated from
the planet Cilea more than
500,000 years earlier. As fate
would have it, Kent’s entry into
Nabu’s chamber set off a chain of
events which revived the ancient
sorcerer, butkilled Kent’s father.
With little else to live for after his
father’s un-

N
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timely demise, Kent then ac-
cepted Nabu’s offer to become a
sorcerer’s apprentice, and was
instantly aged fifteen years to
better facilitate his learning the
arcane arts. When his training
was complete, Kent was pre-
sented with a magical helmet,
vastly augmenting his arcane
abilities and released upon the
world-at-large tobattle injustice.’
Almost immediately after he
left Nabu, Dr. Fate joined the
Justice Society of America and
the wartime All-Star Squadron.?
During his tenure with these two
esteemed institutions, Dr. Fate
made two startling discoveries.
First, he came to understand his
place in the cosmos and learned
that Nabu was actually one of the
mystical Lords of Order, a race of
old and powerful beings who
guard the multiple dimensions
from Chaos. Second, Kent slowly
came to realize that the spirit of
Nabu was inhabiting his mystic
helmet and that it was he, not
Nelson, who was controlling Dr.
Fate. For a while, Nelson stopped
wearing the mystic helmet (thus
suffering a corresponding dropin
power) as part of an effort to
thwart Nabu’s influence, but he
eventually took it up again some-
time after World War II.
Immune to the effects of aging
due to the influence of the hel-
met, Nelson’s career lasted well
into the 1980’s, long after most of
his fellow All-Star Squadron
members had grown old. By this
time, however, Nelson’s body fi-
nally began to wither and age
due to the stress of his hundreds
of battles against the forces of
Chaos. Refusing to give up his
struggle, Nabu surreptitiously
recruited young Eric Strauss to
become the next Dr. Fate, and
used his sorcery to age Eric to
adulthood. In the months that
followed, Eric was captured by
an evil Lord of Chaos, but was
rescued when he learned that he
could join with his stepmother
Linda to form an even more pow-
erful version of Dr. Fate. Shortly
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thereafter, Kent Nelson died and
Nabu took possession of his body,
from which he now serves as a
friend and advisor to the
Strausses.? In this current ver-
sion, Dr. Fate no longer has a
mystical helmet. Instead, his
magical energies emanate from
within his own body and his uni-
form springs up around his per-
son whenever the Strausses unite
to form him.

The Kent Nelson persona of
Dr.Fate was oneofthe heroes that
co-founded the Justice League
during Darkseid’s campaign to
rob the Earth of its “legends.”
After participating in only one or
two cases, however, he left regu-
lar duty and became a reserve
member,* a commitment which
is still kept by the Strausses’ ver-
sion. As of this writing, the only
incident in which the Strausses’
Dr. Fate has participated along-
sidetheJLI was whenthe League
traveled to the Manhunters’home
world and destroyed it during
the Millennium affair.® A third
Dr.Fate, formed by Linda Strauss
alone, assisted the JLI in its sec-
ond battle against the Gray Man.®
Eric Strauss recently died in
battle on Apokolips,”but how this
will affect the ongoing saga of Dr.
Fate has yet to be revealed.
ePersonality:

Inher current form, Doctor Fate
is formed by Linda Strauss, and
has a personality that is entirely
distinct from that of either of her
predecessors. Linda was stunned
when she tried to bring Eric back
from the Afterworlds and he re-
fused.! Now, shebecomes Dr. Fate
only when extremely dire cir-
cumstances warrant it, carrying
on as Dr. Fate out of a sense of
obligation to Eric’s memory.

ENDNOTES

1. More Fun Comics #55

2. DC Special #29

3. Doctor Fate mini-series #1-4

4. Justice League #6

5. Justice League International #10

6. Justice League America #31-32,
Justice League Europe #7-8

7. Dr. Fate #12

8. Dr. Fate #13

GUY GARDNER

Dex: 7 Str: 4 Bopby: 12 (5)
InT: 3 WiLL: 18 Minb: 6
INFL: 8 AUra: 3 SPIRIT: 8
InmTiaTIVE: 18 HERO Points: 70

eAdvantages:

Connections: Green Lantern/
Hal Jordan (Low), Justice League
International (High); Iron Nerves
eDrawbacks:

Serious Rage
eEquipment:

POWER RING [BODY: 18,
INT: 10, Comprehend Languages:
20, Flight: 40 Force Manipula- °
tion: 18, Invulnerability: 18, Life
Sense: 40, Omni-Power: 9, Re-
call: 20, Regeneration: 4, Sealed
Systems: 16, Skin Armor: 4, Spirit
Travel: 50]

Bonus: Guy’s BODY is 12 APs
while he is wearing the ring.

Limitations: The Power Ring’s
Skin Armor Power does not have
tobe activated atits full AP value:
Guy loses one AP of Force Ma-
nipulation and Omni-Power for
each AP of Skin Armor in use;
Life Senseis only usable to detect
other members of the Green Lan-
tern Corps.

Miscellaneous Drawbacks: The
Power Ring is completely useless
against the color yellow; the
Power Ring must be recharged
once every twenty-four hours
with the lantern-shaped Power
Battery; the Power Ring’s BODY
is only 6 while it is not being
worn.

Power Battery [BODY: 25, En-
ergy Absorption: 18, Invisibility:
15, R#: 2]

JLISignal Device (see page 121)
eAlter Ego: Green Lantern
eHeight: 6°0” eWeight: 184 lbs.
eEyes: Blue *Hair: Red
eMotivation:

Thrill of Adventure
*Wealth: 4
*Occupation: Gym Teacher
*Quote: “You implyin’ that I'm
some kinda copy of that wimp
Jordan? Why, I'm gonna break
you in sixteen pieces for that!”
(Justice League America #28)
eBackground:

When Hal Jordan (see Green



Lantern, page 15) #ds selected

by Abin Sur’s Power Ring /o be- 1

come the next Green Lait
Space Sector #2814, the;
located a Baltimore/gy;
named Guy Gardner
him as an equally

qualifications of both
so similar, that in the
was selected over Gi

where Abin Sur’s &
crash-landed. Guy:
ously stamped out }

tentions of the Guardians o
Universe, who promptly ap-
pointed him Jordan’s alternatg

A couple of years after Guy as-
sumed this role, he was called
upon to fill in as Gregn Lantern
for a brief period, while Hal re-
turned to Oa to have his Power
Ring repaired. During this brief
tenure as a Green Lantern, Guy
performed admirably and is said
to have had a pretty good time.
Unfortunately, it turhe
Jordan’s Power Ba
repair, not his Powe
the malfunctioning &
ploded in Guy’s face,a
killing him.?

However, Guy v‘:{{s eal
dead No, the powe 1

mension, where he
covered by Hal and

needed

in a coma, from
finally rescued by
tion of the Guardia
verse during the C
nite Earths.® These Guardians
believed that they could break
the Anti-Monitor’s power by de-
stroying his base on Qward’s
moon, and picked Guy to be the
instrument of their plan. Guy
gathered together a group of cos-
mic menaces and led them in an
assault on the moon. However,
his years in a coma had danger-
ously imbalanced Guy’s mind,
and he was now a swaggering,
aggressive caricature of his

: i unately, the
Feen Lantern Corps managed
to prevent this disaster.®

Guy was allowed to keep his
Power Ring and battery, but was
placed under careful guard on
the planet Maltus, where he was
tobeinstructed in the finer points
of being a Green Lantern. Guy
did not take what he perceived as
imprisonment very well, since he
believed himself to be the last
“true” Green Lantern. Escaping
to Earth, he embarked on a some-
what dubious crime fighting ca-
reer.”

LAAAAA -pA-DA -DA-PA...
CLOSE 70 You..

ple of run-ins with a
gent of Green Lan-

o1ad established them-
selves on Earth after the Guardi-
ans’ recent migration to another
plane of existence,® Guy was on
hand during Darkseid’s campaign
to rob the Earth of its “legends,”
and he became one of the co-
founders of the new Justice
League.® During one of his first
few cases with the JL, Guy got
into a fist fight with the Batman,
which induced a temporary per-
sonality change in Guy, bringing
out his long-lost sensitive side to
an almost overwhelming degree.!®
Guy spent the subsequent
months of his Justice League
tenure as a warm, caring and
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basically nice guy. Anotherbump behavior than an
onthe head hasrecentlyrestored ePersonality:
him to his old nasty but lovable Guy is copy
self.l! and antagg

ing else.!? harm his opponents, and so on),
but only because it is expected of

ently arrogant him.

ic towards those Duringhis nice guy phase, Guy
Strangely enough, Guy has around eneverbacksdown was a sweet, lovable, reserved,

developed a special fondness for in a fig en if it is with his and quiet guy. He even went so

Icemaiden,and thetwoevenwent tea . He does uphold the far as to become close friends

on a date, which ended disas- “hg £” to some degree (that with Captain Marvel, whom he

trously, due more to Guy’s rude ig cues innocents, refrains had previously mocked at every

taking actions that opportunity.

would permanently €ENDNOTES

1. Secret Origins #7 (most current
recounting)

. Green Lantern #59

Green Lantern /Green Arrow #116

Green Lantern /| Green Arrow #123

Green Lantern #193

Green Lantern #198

Green Lantern Corps #207

Green Lantern #200

. Legends #6

10. Justice League #5

11. Justice League International #19

12. Justice League America #28

CONDUA LN

MISTER MIRACLE

Dex: 11 Str: 4 Boby: 6
InT: 10 WiLL: 7 Minp: 8
INFL: 6 Aura: 6 SpiriT: 10
IntTIATIVE: 31 HERO PoOINTS: 120
oSkills:

Acrobatics: 11, Gadgetry: 14,

Martial Artist: 6, Military
Science: 10, Thief: 13, Ve-
hicles: 11
eAdvantages:
Buddy (Oberon);

Connections: Justice

League International

(High), New Genesis

(High); Genius; Insta-

Change; Iron Nerves;

Lightning Reflexes;
Luck; Scholar (military
hardware/restraints)
eDrawbacks:
Married (more of a
Drawback for Barda
than Scott); Secret Iden-
tity
eEquipment:

Flight Discs [BODY:
12, Flight: 8]

11 AP ABCD Omni-
Gadgets (x5)

JLI Signal Device (see
page 121)

Mother Box (see the
Apokolips Sourcebook,
also available from Mayfair
Games, for more information).
eAlter Ego: Scott Free



eHeight: 6’'0” eWeight: 185 Ibs.
eEyes: Blue *eHair: Black
eMotivation:

Thrill of Adventure
eWealth: 5
*Occupation: Mechanic/Escape
Artist
*Quote: “That may sound like
it’s just this side of impossible —
but not when you’ve got your own
Multi-Cube!” (Mister Miracle#11)

MANGA KHAN’S

MISTER MIRACLE ROBOT
DEx: 2 Srtr: 4 Boby: 5
INT: 2 WiLL: 2 MInD: 2
INFL: 2 Aura: O SPIRIT: 1
INITIATIVE: 6  RELIABILITY #: 2
eBackground:

Scott Free is the son of Highfa-
ther, ruler of the benevolent New
Gods. Just after Scott was born,
the good New Gods became in-
volved in an all-out war with the
Darkseid’s evil New Gods. One of
the stipulations of the truce that
ended this war demanded that
the leaders of the two factions
swap custody of their sons. High-
father took Darkseid’s son, Orion,
while Scott Free was shipped off
to Apokolips and Darkseid’s min-
ions.

Once he arrived on Apokolips,
Scott was imprisoned in Granny
Goodness’ Happiness Home,
where he was trained to become
one of Darkseid’s elite paratroop-
ers. Eventually, Scott’s predica-
ment became so horrible that he
escaped Apokolips with the help
of Big Barda, a sympathetic pal-
ace guard, and Himon, a brilliant
renegade scientist.!

With the help of the enigmatic
Metron, Scott wound up on Earth.
Of course, Granny Goodness
wasn’t very pleased by Scott’s
escape, and immediately dis-
patched a small army of Apokol-
ips-trained thugs to bring him
back. Scott’s escape also violated
the truce between the good and
evil New Gods and reopened all
of the old hostilities.

In the meantime, Scott met an
aging circus performer named
Thaddeus Brown, from whom he

inherited the identity of Mister
Miracle — Master Escape Artist.

Over the next several years,
Scott, Barda (whom he later
married),? and a dwarf named
Oberon (Brown’s old sidekick)
fought off Granny’s avenging
minions while simultaneously
making a comfortable living as
circus performers. Eventually,
Granny gave up hope of ever
bringing Scott back to Apokolips
and the good and evil New Gods
once again patched up their dif-
ferences.

Scott was recruited into the
Justice League by the mysteri-
ous Maxwell Lord almost imme-
diately after it was founded.? The
exact circumstances surrounding
his induction remain unclear.
Mister Miracle soon proved him-
self one of the most resourceful
and capable members of the JLI,
and it was his intervention that
thwarted the master plan of
Metron’s sentient computer.*
Mister Miracle was captured by
Manga Khan when the Cluster
first arrived on Earth,®> but was
rescued by his JLI comrades just
before he could be traded to
Granny Goodness for a Boom
Tube.®

Some monthslater, Scott found
himself contractually obligated
to Manga Khan and Funky
Flashman, who forced him to
participate in an intergalactic
tour to promote his cleaning in-
vention, the Miracle Mister.” This
tour lasted several months, and
ended up on Apokolips, where
Scott was forced to battle the
Female Furies once more.? After
this debacle, Scott returned to
Earth.®

Meanwhile, unbeknownst to
Scott, Manga Khan had replaced
him on Earth with a robot dupli-
cate. Due to other pressing con-
cerns, the members of Justice

League America did not notice

the substitution, and before the
truth came out, the robot was
blown up by Despero, causing
the Leaguerstobelieve that Scott
was dead.!* Fortunately, this mix-

up was solved when the real Mis-
ter Miracle returned to Earth.!
ePersonality:

There are two main facets to
Scott Free’s personality. The first
is his obsession with escape:
Scott’s entire life is built around
the concepts of escape and free-
dom. He and Barda are currently
trying to escape from their noto-
riety and horrible pasts in order
to live normal lives.

Scott’s second overriding per-
sonality trait is his profound
compassion. He cooperates with
the JLI simply because it gives
him an opportunity to use his
extraordinary abilities to help
people.

ENDNOTES

1. Mister Miracle #1 (1st series)

2. Mister Miracle #18 (1st series)

3. Justice League #1

4. Justice League International #12

5. Justice League International #15

6. Justice League International #21

7. Justice League International Special

featuring Mister Miracle #1
8. Mister Miracle #17-18 (2nd series)

9. Mister Miracle #19 (2nd series)

10. Justice League America #39
11. Justice League America #42

DOCTOR LIGHT II

DEx: 6 STR: 3 Boby: 6

INT: 8 WiLL: 5 MIND: 5

INFL: 6 Aura: 4 SpRIT: 5
0

IntTiaTIVE: 20 HEero Points: 4
ePowers:

Energy Absorption: 18, Energy
Blast: 14, Flash: 10, Flight: 9,
Ilusion: 7
o Skills:

Scientist: 8
eLimitations:

Miscellaneous: Energy Ab-
sorption only works on light en-
ergy.
eAdvantages:

Connection: Justice League
International (Low); Scholar
(Astronomy)
eDrawbacks:

Loss Vulnerability: All Powers
drop to 0 APs in the presence of
total darkness; Secret Identity
eEquipment:

JLISignal Device (see page 121)
eAlter Ego: Kimiyo Hoshi
eHeight: 5’3" ¢eWeight: 105 lbs.
eEyes: Black *Hair: Black
eMotivation: Unwanted Power
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eWealth: 6

*Occupation: Scientist
*Quote: “I'm talking to it. I'm
talking to myself. I'm losing my
mind!” (Justice League #1)
eBackground:

During the Crisis On Infinite
Earths, Kimiyo Hoshi sat in a
tiny laboratory in rural Japan,
observing the cosmic catastrophe.
Kimiyo happened to be observing
the star Vega, when it erupted
with fiery energy and imbued her
with light-based superpowers.!
She later learned that this seem-
ingly impossible chain of events
had been orchestrated by the be-
ing known as the Monitor. In-
spired by the heroic actions of
Earth’s heroes during the Crisis,
Kimiyo decided to use her powers
for good, and helped the heroes of
Earth destroy the Anti-Monitor.
Later, she was recruited into
the Justice League by Maxwell
Lord under mysterious circum-
stances.? After one case, however,
she realized that Maxwell Lord
had been manipulating her and
left the group.? She now works
at the JLI’'s Japanese em-
bassy, doing scientific and
medical research.*
ePersonality:

It is difficult to get a real
handle on Dr. Light’s person-
ality, since she had the short-
est membership in Justice
League history. She had a
great deal of pride in herself,
which kept her from staying
with the League, when she
felt that she had been maneu-
vered into the group without

really earning her place.
ENDNOTES

1. Crisis On Infinite Earths #4
2. Justice League #1

3. Justice League #2

4. Justice League International
Annual #3

BOOSTER GOLD

Dex: 6 Str: 4 Boby: 5
INT: 5 WiL: 5 MIND: 5
INFL: 6 AUrRA: 5 SpIRIT: 5
INtTiaTIVE: 19 HEeRO PoOINTs: 70
oSkills:

Charisma: 7, Martial Artist: 5,
Scientist: 4, Vehicles: 4
eAdvantages:

Connections: U.S. Government
(Low), Justice League Interna-
tional (High), Network Television
(Low); Popularity
eDrawbacks:

Minor Irrational Attraction to
Attractive Women and/or Money
eEquipment:

BOOSTER GOLD SUIT [STR:
7, BODY: 7, Energy Absorption:
2, Energy Blast: 6, Force Field:
15, Force Shield: 2, Power Re-
serve: 6, Telescopic Vision: 5,
Thermal Vision: 7, R#: 2]

Limitations: The suit’s Power
Reserve can be used in conjunc-
tion with any of its Powers, ex-
cept Telescopic Vision and Ther-
mal Vision; Booster’s Force Field
can be projected at a distance,
but loses 1 AP of effect for each
AP of distance between itself and
Booster.

LEGION FLIGHT RING
[BODY: 5, Flight: 8, Super Ven-
triloquism: 65, Telepathy: 8]

Limitations: Super Ventrilo-
quism is limited to emitting a
distress call (which nobody in the
20th century can pick up); Te-
lepathy is limited to maintaining
mental contact with the ring.

JLISignal Device (see page 121)
e Alter Ego: Michael Jon Carter
eHeight: 6'5” eWeight: 215 lbs.
eEyes: Blue *Hair: Blonde
eMotivation:

Thrill of Adventure
*Wealth: 3
*Occupation: Repo Man
*Quote:“Who doyouthink you’re
calling a foul-mouthed, immature
misfit?” (Justice League Interna-
tional #24)

*Background:

Booster is actually a football
star from Metropolis of the 25th
century. At the height of his ca-
reer, Michael Jon Carter was



busted for illegal gambling and
barred from the sport. Destitute,
he was forced to take a job as a
night watchman at the famous
Metropolis Space Museum, where
he had a lot of time to study up on
the heroes of the late 20th cen-
tury and their nemeses. One
evening, Mike hit upon the plan
of actually becoming a late 20th
century hero. With the help of a
security robot named Skeets, he
stole all of his special equipment
from displaysin the museum and
used the time machine of Rip
Hunter (another ofthe museum’s
displays) to jet himself back to
the 1980s.!

Since Booster had done his
homework, he was able to storm
on to the heroing scene with a
splash. In the first few months of
his career, Booster was getting
lucrative endorsement deals and
huge licensing contracts.? In no
time at all, Booster found himself
firmly entrenched in the position
of “America’s most popular hero.”
Booster used all of this cash and
attention to set up Booster Gold
International, a gigantic holding
company and tax shelter.

But as luck would have it,
Booster’s press agent turned out
tobe atop secret operative for the
millennia-old race of intergalac-
tic androids known as the Man-
hunters. While Booster was
helping Earth’s heroes protect the
Chosen during the Millennium
affair, his press agent secretly
bankrupted BGI. By the time the
smoke cleared, Booster was flat
broke.?

Booster was inducted into the
Justice League by the mysteri-
ous Maxwell Lord just a few
months before he went bankrupt.*
He later supplemented his Jus-
tice League income with the odd
dollar earned by “The Blue and
the Gold,” a superpowered “repo”
service that he established with
Blue Beetle.?

When theisland of Kooey Kooey
Kooey was ceded to the JLI as a
landed holding, Booster and
Beetle built a huge resort and

casino called Club JLI on the
island. Their get-rich-quick
scheme wasfoiled, however, when
Major Disaster and Big Sir man-
aged to break the casino’s bank.®
Booster and Beetle were assigned
housecleaning chores by Maxwell
Lord as a punishment for using
JLI funds in this fiasco, a situa-
tion that so humiliated Booster
that he promptly quit the JLI
and struck out on his own.”

Over the next few weeks, he
began recruiting heroes for ateam
of his own. Called the Conglom-
erate, the team consists of Booster
Gold, Gypsy, Praxis, Maxi-Man,
Vibe’s brother Reverb, Echo, and
Vapor.®
ePersonality:

Booster’s personality seems to
go through changes with as-
tonishing and unpredictable
frequency. Sometimes he’s
energetic, dashing, hip,
handsome, and cocky. Other
times he’s immature, hy-
peractive, and excitable.
His mood swings between
these two extremes
without rhyme or rea-
son at times.
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For Booster, superheroing re-
ally is a business, and he’ll use
his powers and abilities to make
a buck wherever and whenever
possible; but he does have a
genuine compassion for the inno-
cent and downtrodden. Booster
recently managed to alienate
even his former best friend, Blue
Beetle, by trying to recruit Gypsy
for the Conglomerate during the
funeral for Mister Miracle.’

ENDNOTES

1. Revealed in Booster Gold #7

2. Booster Gold #1

2. Booster Gold #24

3. Justice League #4

4. Justice League International Annual
#2

6. Justice League America #34-35

7. Justice League America #37

8. Justice League International
Quarterly #1
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CAPTAIN ATOM

Dex: 7 Str: 22 Bopoy: 10
INT: 5 WiLL: 6 MinD: 6
INFL: 5 Aura: 5 SPIRIT: 5

InrTiaTive: 19 HEero Points: 100
ePowers:

Reflection/Deflection: 9, Energy
Absorption: 12, Energy Blast: 16,
Flight: 13, Sealed Systems: 20,
Skin Armor: 5
*Skills:

Martial Artist: 4, Military Sci-
ence: 5, Vehicles: 6, Weaponry: 5
*Bonuses:

Miscellaneous: Captain Atom’s
Energy Absorption Power is ac-
tually unlimited: if he ever
chooses to absorb more than 12
APs of energy at one time, how-
ever, he is immediately bumped
forward in time a number of APs
equal tothe APs ofenergy thathe
just absorbed.
eAdvantages:

Connections: Justice League
International (High), US Air
Force (Low); Insta-Change;
Scholar (1960’s History and
Trivia)
eDrawbacks:

Dark Secret (true origin); Se-
cret Identity
eEquipment:

JLISignal Device (see page 121)
eAlter Ego: Cameron Scott/
Nathaniel Adam
eHeight: 6'4” eWeight: 200 lbs
eEyes: Glowing *Hair: Silver
eMotivation: Unwanted Power
eWealth: 4
eOccupation: Air Force Major
*Quote: “Well, I still feel awk-
ward and out of place... but I
don’t think it shows as much.”
(Justice League Europe #1)
eBackground:

In the sixties, Captain Natha-
niel Adam, USAF, was tried and
convicted of treason, despite his
proteststhathe had been framed.
The sentence for his supposed
crime was death, but the Air Force
offered Adam a full pardon if he
would take part in a top secret
research project. For the project,
Adam had to allow himself to be
wrapped up in a cocoon composed
of an alien alloy captured from a
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crash-landed spacecraft. The en-
tire cocoon was then placed on
top of a Hydrogen bomb, which
was promptly detonated. Appar-
ently, the scientists were hoping
to find out the exact resilience of
the alloy. This experiment ended
with Nathaniel Adam being ut-
terly vaporized, and the alien al-
loy along with him.

Orsoit seemed at the time. The
bomb really only blew Adam
through the “quantum field”
nearly twenty years into the fu-
ture, where he emerged endowed
with superpowers, the result of
tiny fragments of the alien alloy
beneath his skin. After a star-
tling reappearance, Adam was
reunited with General Wade
Eiling, the man who had pre-
sided over his original court mar-
tial board. Eiling offered Adam a
deal: if he would work as a
superpowered operative for the
US Government, he would re-
ceive a full pardon for all of his
earlier offenses; if not, he would
be executed. The government
then invented an elaborate back-
ground and history for Captain
Atom that omitted all of his mili-
tary connections and presented
him to the unsuspecting public
as the newest superhero sensa-
tion. From this point on, the Cap-
tain began using the name
Cameron Scott in private, an
identity that is part of the
government’s cover-up.?

Shortly after the latest incar-
nation ofthe Justice League went
international, Uncle Sam decided
that it wanted to have a man on
theinside who could secretly keep
the military posted on JLI activi-
ties. The ideal man for this job, of
course, was Captain Atom, who
was accepted into the League af-
ter some US Government big-
wigs pulled a few strings.? Atom’s
briefcareerinthe Justice League
hasbeen so distinguished that he
was selected to command the
army of Earth’s heroes that re-
pelled the Dominator’s recent in-
vasion.? Captain Atom currently
heads up the European branch of

the JLI.*

Recently, Captain Atom finally
left the government’s service,
having come to a shaky agree-
ment with General Eiling. In
public, Captain Atom still clings
to the government’s invented
cover history in order to avoid
embarrassment, but his com-
rades in the JLI have been told
the truth.® With the help of Blue
Beetle, Booster Gold, and Mister
Miracle, Captain Atom managed
to solve the twenty-year-old mys-
tery of his frame-up, clearing his
name once and for all.®

For his superior performance
leading the Earth’s superhero
forces against the Dominator in-
vasion, Captain Atom was rein-
stated in the military and pro-
moted to major.”
ePersonality:

Captain Atom often betrays his
military background by his sol-
dier-like countenance and disci-
pline. His true background comes
in handy as the leader of Justice
League Europe. While he tries to
present an air of command, his
insecurity often betrays itself in
his actions.

Captain Atom’s frequently tells
bad jokes in times of stress, a
quality that has not endeared
him to his JLE subordinates.

ENDNOTES

1. Captain Atom #1

2. Justice League International #7

3. Invasion! #2

4. Justice League International #24,
Justice League Europe #1

5. Captain Atom Annual #1

6. Captain Atom #27-29

7. Invasion! #2

ROCKET RED #13

DEx: 7 STR: 5 Boby: 6

INT: 4 WiLL: 5 Minp: 4

INFL: 4 Aura: 3 SPIRIT: 3
0

IntTiaTivE: 15 HERO PoOINTS: 6
*Skills:

Gadgetry: 4, Military Science:
4, Weaponry: 5
eAdvantages:

Connections: Justice League
International (High), Soviet
Government (High)
eDrawbacks:

Married



national, the Sovietsinsisted that
the League accept a Soviet hero
into its ranks to balance the
American inclusion of Cap-
tain Atom before the Polit-
buro would officially recog-
nize the organization. JLI
beneficiary Maxwell Lord
didn’t think that this was
abadidea, since he wanted

to insure that the League
wouldn’t become a pawn of
the US Government, so he
invited the Soviet Govern-
ment to assign one of the
Rocket Reds to the team. The
first Rocket Red that was as-
signed to the JLI turned out to be
an evil Manhunter spy.2 He was
replaced by the Soviets when his
duplicity was discovered. The
second Rocket Red chosen was
Dmitri Gorki,®> who just hap-
pened to have met the Justice
League a few months earlier
when a group of Rocket Reds was
called upon to prevent the League
from entering the Soviet Union
shortly after the new League was
founded. Dmitri was kicked in
the face by Black Canary on this

eEquipment:

ROCKET RED BATTLESUIT
[STR:6, BODY:9, Energy Blast:
10, Flight: 12, Radar Sense:

10, Super Hearing: 12, Su-
per Ventriloquism (ra-
dio): 15, Telepathy: 1,
R#: 2]

Limitation: The suit’s
Telepathy may only be
used to communicate
with computers and
other machines.

APOKOLIPS
BATTLESUIT [STR: 7,
BODY: 10, Energy Ab-"
sorption:4, Energy Blast: 16,
Flight: 15, Force Field: 4, Skin
Armor: 2, R#: 4]

Limitation: The suit’s Force
Field will only protect the wearer.

Miscellaneous Drawback: It is
quite possible the Apokolips
Battlesuit contains Powers and
abilities that Dmitri has yet to
discover.

JLISignal Device (see page 121)
eAlter Ego: Dmitri Pushkin
Gorki
eHeight: 6’3” eWeight: 240 lbs.
eEyes: Blue *Hair: Brown

eMotivation: occasion.*

Responsibility of Power . Dmitri currently serves with
*Wealth: 4 . . the Justice League’s new Euro-
*Occupation: Soldier .. £ - pean branch.’ During a recent
*Quote: “Hokey Smokes! Am I @ . ~ adventure on Apokolips, he
not enough to make Calvin Fine . . i picked up a battlesuit that is far
greenwithenvy?” (Justice League .. 1 more powerful than the standard
International #20) . . issue Rocket Red gear he was
eBackground: . i1 using.®

The Soviet Union has a team of ePersonality:

armored soldiers known as the
Rocket Red Brigade. The Rocket
Reds perform all the functions in
the USSR that superheroes per-
form in America. The technology
for the Rocket Red battlesuit was -
given to the Soviets by the Green .
Lantern known as Kilowog: At
the time, Kilowog thought tha
communism was a good id¢ '
was appalled at Am
metahuman superiorit;
each suit is a special g
engineered soldier, drd
Kremlin itself.
After the currs
of the Justice Ly

Dmitri is cheery, pleasant,
easy-going, and more than alittle
naive. Dmitri is currently trying
as hard as he can to assimilate as
much western culture as possible.
,His problem is that his idea of
' * culture is based more on TV car-

% toon shows than it is on real life.
fx Dmitri has a wife and two chil-
. dren living in Moscow, and part
- hls desire to join the JLE was

FéuWpe o
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GREEN FLAME/FIRE

Dex: 5 Str: 3 Bopy: 4
INT: 6 WiL: 5 MinD: 5
INFL: 6 AURA: 6 SPIRIT: 5
InrTiaTIVE: 19 HEeRO PoinTs: 35
*Powers:

Flame Being: 5, Flame Project:
8, Flight: 8
o Skills:

Charisma: 8, Martial Artist: 6,
Thief: 4, Weaponry: 4
eLimitations:

Serious Power Burnout on all
Powers
eAdvantages:

Attractive; Connections: Jus-
tice League International (High)
eEquipment:

JLISignal Device (see page 121)
eAlter Ego: Beatriz DaCosta
eHeight: 5'8” eWeight: 130 lbs.
eEyes: Green *Hair: Green
eMotivation:

Thrill of Adventure
*Wealth: 5
*Occupation: Fashion Model
*Quote: “There’s nothing wrong
with a little exposure. Especially
between two old friends.” (Justice
League International #16)
eBackground:

Beatriz DaCosta’s background
is certainly colorful. She was once
a famous Brazilian entertainer,
but later became a top secret
agent for Brazil’s Espiaos
Nacionales, the national cloak-
and-dagger front. On one of her
many cases for the ENB, Beatriz
was trapped in a pyroplasmic ex-
plosion that endowed her with
the unusual power of being able
to exhale an eight-inch burst of
fire.!

With her newfound powers,
Beatriz became a superheroine
and began operating under the
name Green Fury, although she
rapidly changed her name to the
less dramatic Green Flame. For
a long time, Green Flame was a
loyal member of the Global
Guardians. After the Guardians’
dissolution, Flame and her best
friend Icemaiden managed to get
themselvesinductedintothe JLI,
where they still serve today.?
Later, the pair changed their
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names to simply “Fire” and “Ice.”
As a result of the Dominators’
“gene bomb” that was released
during the recent alien invasion,
Fire’s powers were dramatically
increased, but are less reliable
than they used to be.?
ePersonality:

Fire is a very clever, pushy,
and charming young woman.
What shelacksin power she more
than makes up for in pure cun-
ning. She’s probably a little more
self-interested than most heroes,
and has a well-developed sense
of vanity.

ENDNOTES
1. Secret Origins #33
2. Justice League International #14

3. Invasion! #3, Justice League America
#28

ICEMAIDEN/ICE

DEx: 6 Str: 3 Boby: 6

INT: 4 WiL.: 5 MinD: 5

INFL: 4 Aura: 4 SpriT: 4
5

IntTIATIVE: 14 HERO POINTS: 3
*Powers:

Ice Production: 9
eAdvantages:

Attractive; Connections: Jus-
tice League International (High)
eEquipment:

JLISignal Device (see page 121)
eAlter Ego: Tora Olafsdotter
eHeight: 5’7" ¢eWeight: 115 lbs.
eEyes: Blue *Hair: White
eMotivation:

Upholding the Good
*Wealth: 6
eOccupation: Fashion Model
*Quote: “Y’know, I never really
understood why we can’t just
wear real clothes.” (Justice
League America #31)
eBackground:

Torais a member of a primitive
isolated tribe of magic wielding
Norsemen. She has had the un-
canny ability to magically con-
trol the formation and flow of ice
since birth. When she was in her
late teens, Tora’s tribe was dis-
covered by an American explorer,
who convinced her to return to
civilization with him.! Later, she
became a member of the Global
Guardians; and when the
Guardians broke up, she joined

the JLI along with her friend
Green Flame.? Later, the pair
changed their names to simply
“Fire” and “Ice.” As aresult of the
Dominators’ “gene bomb” that
was released during the recent
alien invasion, nothing really
changed about Ice’s powers.3
ePersonality:

Tora is shy, but good-natured,
a complete alien from the civi-
lized world and its customs. Since
her friend Fire has always served
as her tutor, Tora has formed a
somewhat unusual view of the
modern world.

Ice is the only member of the
JLIwhohasever shown any com-
passion for Guy Gardner, and
even agreed to go on a date with
him. Needless to say, this occa-
sion cured her of her misappre-
hensions about Guy.*

ENDNOTES

1. Secret Origins #33

2. Justice League International #14
3. Invasion! #3

4. Justice League America #28

GNORT

DEx: 5 STR: 2 Bopby: 123
INT: 1 WiLL: 12 MIND: 4
INFL: 3 Aura: 2 SpiriT: 3
InmTiaTIVE: 9  HERO PoIinTs: 35
eAdvantages:

Connections: Justice League
International (Low)
eDrawbacks:

Serious Irrational Attraction to
stupidity.
eEquipment:

POWER RING [BODY: 12,
INT: 10, Comprehend Languages:
20, Flight: 40 Force Manipula-
tion: 12, Invulnerability: 18, Life
Sense: 40, Omni-Power: 6, Re-
call: 20, Regeneration: 4, Sealed
Systems: 16, Skin Armor: 4, Spirit
Travel: 50]

Bonus: Gnort’s BODYis 12 APs
while he is wearing the ring.

Limitations: The Power Ring’s
Skin Armor Power does not have
tobe activated atits full AP value:
Gnort loses one AP of Force Ma-
nipulation and Omni-Power for
each AP of Skin Armor in use;
Life Sense is only usable to detect
other members of the Green Lan-



tern Corps.

Miscellaneous Drawbacks: The
Power Ring is completely useless
against the color yellow; the
Power Ring must be recharged
once every twenty-four hours
with the lantern-shaped Power
Battery; the Power Ring’s BODY
is only 6 while it is not being
worn.

Power Battery [BODY: 25, En-
ergy Absorption: 18, Invisibility:
15, R#: 2]

Gnort does not have a JLI Sig-
nal Device, much to the relief of
the JLI members.
eAlter Ego: Gnort Esplanade
Gneesmacher
eHeight:510” eWeight: 1951bs.
eEyes: Black ¢Fur: Brown
eMotivation:

Nothing Better to Do
*Wealth: 0
eOccupation: Green Lantern
eQuote: “Where the heck am 1,
anyhoo?” (Justice League Inter-
national #14)
eBackground:

Gnort’s uncle Gnewman was
one of the most celebrated Green
Lanterns that ever served the
Guardians. When it became ob-
vious to Gnewman that Gnort
was soineptthathe couldn’t even
keep. a job as a pizza delivery
man, Gnewman pulled a few
strings and convinced his mas-
ters to accept Gnort as a Green
Lantern. The Guardians only
accepted Gnewman’s nephew
because they were looking for a
very special Green Lantern to
watch over Sector #2112, the one
region in all of space that wasn’t
inhabited by any creatureslarger
than an amoeba.!

In fact, Gnort was so neglected
as a Green Lantern that the
Guardians forgot to notify him
when they decided to leave the
universe forever in order to fa-
ther the next immortal race.?
Gnort met Justice League Inter-
national during the Manhunters’
all-out effort to crush the Guardi-
ans and their plans.® The
Leaguers quickly managed to
ditch the ignorant Green Lan-

tern, only to meet him yet again

during Manga Khan’s capture of

Mr. Miracle.*

Gnort’s got about as much right
to call himself a Justice Leaguer
as anybody else, but he’s re-
cently wandered off and got-
ten lost, meaning that he
hasn’t been around to par-
ticipate in many of the
League’s most recent
cases. He did show up at
Mister Miracle’s house
once, though.?

Oh yeah, and there was
the time that Gnort’s arch
enemy, the Scarlet Skier
(actually the only criminal
Gnort ever successfully cap-
tured) arrived on Earth and
caused about two minutes’
worth of trouble for the
JLA.% Later, Gnort and
the Scarlet Skier were
both shipped off to the
Antarctic as part of the
JLI’s “Justice League Antartica”
scheme that didn’t really work
out.” No one is quite sure where
Gnort and the Scarlet Skier are
now.
ePersonality:

One word: stupid. It describes
Gnort perfectly. He has no real
idea how to use his powers effec-
tively, he has no real memory,
and no powers of reason. In fact,
Gnort frequently has to have his
Power Ring (or “ring-a-ding,” as
he calls it) remind him where he

is and what he is doing.
ENDNOTES

1. Secret Origins #34

2. Green Lantern #200

3. Justice League International #10
4. Justice League International #16
5. Mister Miracle #6

6. Justice League America #36

7. Justice League America Annual #4

ANIMAL MAN

Dex: 6 Str: 4 Boby: 5
INT: 5 WiL.: 6 MiInD: 5
INFL: 5 Aura: 5 SpriT: 5
INITIATIVE: 16 HERO POINTS: 45

*Powers:

Animal Mimicry: 13
eAdvantages:

Connections: Justice League
International (High)

eDrawbacks:

Married; Secret Identity
eEquipment:

JLISignal Device (see page 121)
eAlter Ego: Buddy Baker
eHeight:511” eWeight: 1781bs.
eEyes: Blue *Hair: Blonde
eMotivation:

Upholding the Good
eWealth: 4
*Occupation: Movie stunt man/
Justice League member
eNote:

As of Animal Man #19, Buddy
no longer has the Limitation that
he can only mimic the abilities of
animals that are within 8 APs of
distance.

*Quote: “Uh... Hi. My name’s
Animal Man. All animals love
me. Really. I wouldn’t make
something like that up.” (Justice
League Europe #2)
eBackground:

BuddyBaker’sbody was altered
by a bizarre form of radiation
while he was investigating the
ruins of an alien spacecraft that
had crash-landed near his home.
The next day, Buddy discovered
that he was able to absorb the
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special abilities and characteris-
tics of any nearby animals and
make use of them himself.! Armed
with his newfound powers, he
devised the costumed identity of
Animal Man.

Originally, Animal Man hoped
to use his powers only for mone-
tary gain; but time and time
again, he was drawn into conflict
with a menacing array of super-
powered menaces. Eventually,
Animal Man simply decided to
become a full-time hero. A couple
of years later, however, Buddy
married a woman named Ellen
Frazier and retired his Animal
Man identity for more than six
years. He was finally brought out
of retirement by a stranger call-
ing himself the Immortal Man,

who recruited Buddy to join a
new group known as the

Forgotten Heroes.? The
Forgotten Heroes dis-
banded shortly af-

ter the Immortal

Man died

during the

Crisis On In-

finite Earths,

and Animal
Man went back
to fighting injustice on his
own.? At his wife’s urging, he
gaveup hisheroiccareer again,
albeit for only a very short time.
Recently, Buddy took a brief
stab at free-lance heroing in or-
der to make a better living than
he had been while working as a
movie stunt man.* His efforts
along these lines were so success-
ful that he was recruited to serve
in the new European branch of
Justice League International, a
position he has maintained to
the present day.’

Buddy recentlylearned thathis
origins were completely different
than he had previously believed.$
His powers were the gift of a
group of benevolent aliens who
periodically bestow a member of
the human race with animal
powers to put them in touch with
nature. In fact, they were the
same beings who had given
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Vixen’s ancestors the Tantu To-
tem.

Buddy suffered a terrible trag-
edy when his wife and children
were brutally murdered while he
was away on a case.” Buddy
tracked down the killers and ex-
acted vengeance,® but after a
strange series of events, called
Crisis II by some,’ Animal Man
met his maker and his family
was restored to life.°
ePersonality:

Buddyis good-hearted, likable,
and kind. He is one of the only
costumed heroes on Earth who
has gone public to fight for the
cause of animal rights, an issue
he feels strongly about, although
he questions the methods of many
of the activists he works with.
eThe Insect Rule:

We've just noticed that the
Animal Mimicry Power descrip-
tion included in the Character
Handbook doesn’t allow Animal
Man and other heroes with the
Power (like Vixen, for instance)
to make use of one of their most
frequently used maneuvers:
mimicking the proportional abil-
ity of an insect. Correct this by
allowing a hero possessing Ani-
mal Mimicry to dedicate up to 7
APs of his Power to duplicating
an insectile ability, up to a maxi-
mum of 7 APs (assume that all
insects have “proportional abili-
ties” of 7 APs). Therefore, an
Animal Mimicry Character could
absorb 7 APs of Strength from an
ant, 7 APs of Cling from a spider,
7 APs of Jumping from a grass-
hopper, and so on. This option
can only be invoked if there are
suitable insects within range.

EXAMPLE:Animal Man wants
tomimictheproportional strength
of a termite. In the Rules Man-
ual, a termite has a STR of 0; but
a man with the strength of a ter-
mite would be a very powerful
individual. Assuming that there
aretermitesinrange, Animal Man
canraise his STR to 7 at a tempo-
rary cost of 7 APs of his Animal
Mimicry Power. He now has 6
APs left to mimic other abilities.



ENDNOTES

1. Strange Adventures #199
2. DC Comics Presents #77-78
3. Crisis On Infinite Earths #10
4. Animal Man #1

5. Justice League Europe #1
6. Animal Man #10-12

7. Animal Man #20

8. Animal Man #21

9. Animal Man #22-24

10. Animal Man #25-26

THE FLASH III

DEex: 7 STR: 4 Boby: 7

INT: 5 WiLL: 5 MInD: 6

INFL: 5 Aura: 4 SpiriT: 5
5

IntTiaTive: 29 Hero Points: 5
*Powers:

Superspeed: 10
oSkills:

Scientist: 2, Vehicles: 6
eLimitations:

Miscellaneous: No matter how
much the Flash pushes his Su-
perspeed, he can never travel
more than 10 APs per phase.
eAdvantages:

Connections: Justice League
International (High), New Titans
(High); Lightning Reflexes
eDrawbacks:

Serious Irrational Attraction to
food after using Superspeed for 4
or more consecutive phases.
eEquipment:

COSTUME STORAGE RING
[BODY: 1, Shrinking: 10]

Limitation: The ring’s Shrink-
ing Power only works on the
Flash’s costume.

Thisisthe sameringthat Barry
Allen wore (see page 14).

JLISignal Device (see page 121)
eAlter Ego: Wally West
eHeight:5'10” eWeight: 179 1bs.
eEyes: Blue *Hair: Red
eMotivation:

Responsibility of Power
eWealth: 3
*Occupation: Unemployed
*Quote: “Let’s see what you say
when I dust you at the finish
line!” (Adventures of Superman
#463)
eBackground:

Wally West was the nephew of
Iris West, the woman who mar-
ried Barry Allen, the second Flash
(see page 14). Wally’s first expo-
sure to the world of superheroics
came when he was elected presi-

dent of the local Flash Fan Club
in his hometown of Blue Valley.
Little did Wally know at the time
that he would soon be adventur-
ing right alongside the Scarlet
Speedster. After Iris arranged for
Wally to meet his idol, the exact
same accident that granted Barry
Allen his powers befell Wally,
endowing him with similar abili-
ties. Soon the Flash took on Wally
as asidekick, and nicknamed him
Kid Flash.! Throughout his ca-
reer, Kid Flash adventured solo,
alongside Barry, and with the
Teen Titans, a group composed of
his fellow Justice League side-
kicks.2

Because he received his pow-
ers before he reached puberty,
however, Wally’s metabolism was
greatly strained every time he
hit his accelerated speeds. Even-
tually, this condition became so
pronounced that the use of su-
perspeed became painful, and
Wally was forced to retire.> Dur-
ing the Crisis On Infinite Earths,
however, Wally came out of re-
tirement to help oppose the Anti-
Monitor. In the course of this
adventure, Wally’s metabolism
was altered, reducing the effec-
tiveness of his powers, but elimi-
nating their painful side effects.
The Crisis also ultimately prowved
to be Barry Allen’s last battle,
prompting Wally to adopt his
mentor’s identity as a display of
respect.*

Since weathering the Crisis,
Wally has dropped his former
affiliation with the Titans tostart
anew life. He was rich for a while
after winning the state lottery,®
but soon lost all of his money to
mismanagement,’ leaving him
destitute. Wally was recruited
into Justice League International
to serve in Justice League Eu-
rope.” The Flash recently ran a
race against Superman that was
engineered by Mr. Mxyzptlk, and
managed to beat the Man of Steel
to the finish line.?

Wally’s superspeed has been
fairly unreliable over the course
of his career, for which several

explanations have been hypothe-
sized: he may have a mental block
from trying to live up to Barry
Allen’sreputation,®it maybethat
his powers actually somehow
came from Allen himself,° or he
may still be suffering from an
overdose of Vandal Savage’s
superspeed drug “Velocity-9.”!!
Whatever the truth is, the vari-
able nature of his powers has not
kept Wally from always perform-
ing to the best of his ability.
ePersonality:

Wally tries to come off as suave,
noncommittal, and worldly, but
usually achieves the exact oppo-
site effect.

Wally is also sensitive about
comparisons between himselfand
Barry Allen, although he remem-
bers his mentor with genuine
fondness and tries to live up to
his example.
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METAMORPHO

DEx: 6 Str: 10 Bopy: 11
INT: 5 WiLL: 6 MIND: 6
INFL: 6 AUrRA: 5 SPIRIT: 5

InmmiaTive: 17 HEero Points: 90
*Powers:

Omni-Arm: 8, Molecular Cha-
meleon: 12, Self Manipulation:
15
*Skills:

Charisma: 6
eBonuses:

Miscellaneous: M