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THE PEOPLE’S REVOLLTION:

WWII ERPA

BY MIKE LAFFERTY

This is our Motherland.
Whoever comes here with a
sword will die by the sword.
~ Red Hammer, leader of the
People’s Revolution

The Soviet superteam, the
People’s Revolution was
formed by the Kremlin in

1941 in response to demands
from the Red Army for an
organized force to counter

the Nazi’'s super soldier
forces. Stalin had historically
been very reticent to form an
organized super-human force,
out of concern that they would
be unstoppable if they chose
to oppose him. However, the
paranoid dictorator was forced
to bow to necessity in the face
of the Eugenics Brigade, the
Bio-Blitz forces and the Nazi
Ubermensch program.

Although the British and
American super soldiers
receive the most attention and
glory in Western histories, the
WW?2 era People’s Revolution
team fought arguably the
hardest, bloodiest and most
prolonged struggle of any
metahuman force in recorded
history.
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They served with distinction throughout the war.
Their battles against the Nazi super-soldier

forces on the Eastern Front are still being studied

by military analysts today. However, arguably
their most significant engagement was against
the Eugenics Brigade operatives who had been
sent to reinforce German forces at Stalingrad.
They were critical in breaking the siege of the
beleaguered city.

Red Hammer (53 pts)

Prowess 7
Coordination 5
Strength 8
Intellect 4
Awareness 4
Willpower 4

Stamina 12
Determination 1

Specialties
Leadership
Martial Arts Expert

Powers
Flight 5
Invulnerability 7
Regeneration 6

Qualities

Red Army Soldier transformed by the
Ubermensch Process

Catchphrase: “Get out of my country, Nazi
swine!”

Challenges
Enemy: Nazi super soldiers
Social: Tension with Battle Czar

Red Hammer (Aleksei Tarasov) was renowned
for his level-headedness in combat and was
regarded by many generals as a tactical genius,
Whether this capacity was a side-effect of the
process that have him his superhuman abilities
is unknown. Depending on which historian you
read, Red Hammer was either the leader or co-
leader of the People’s Revolution superteam in
WW?2. (Battle Czar also held the title of Team
Leader, but this was more a concession to the
Mithran’s ego. In practical terms in the field, he
was effectively Red Hammer’s lieutenant. This
fact was the source much tension between the
two.)

His superpowers were the result of Allied
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scientists trying to recreate the German
Ubermensch formula that had created dozens

of super soldiers for the Third Reich. The Soviet
super soldier program was given a needed boost
when Red Army troops overran a German HQ

in Stalingrad. In the basement they captured a
solitary Bavarian mystic who was conducting
rituals to benefit Nazi troops during the siege.
Under torture, the mystic revealed the secret

of the Third Reich’s super soldier program.

The process is alchemical -requiring both the
chemicals ingested by the subject and a mystical
ritual that guides the transformation. Without the
ritual directing the chemical formula’s process,
the transformation will be uncontrolled and will
most often result in the death of the test subject.

The Soviets were able to forcibly compel

the mystic to perform the ritual to transform
Aleksei. With the assistance of the mystics, the
Ubermensch process was a success and Aleksei
was transformed into a being as powerful as any
of the Nazi super-troops. He had gained super
strength, the power of flight, a high degree of
invulnerability and immunity to aging.

Unfortunately, the captured mystic committed
suicide soon after and Aleksei was the only Allied
hero to fully undergo a successful transformation
from the Ubermensch formula. Even after the

fall of the Reich, the secrets of the Ubermensch
process have never been fully uncovered.

Aleksei was a lion on the battlefield. He single-
handedly defeated the German super soldier
Krieghund during his first week on duty in
Stalingrad.

His immunity to aging made him a pillar of the
People’s Revolution and he served until the fall
of the USSR in the 1990s.

- PA&GE 3
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Night Witch (48 pts)

Prowess 4
Coordination 6
Strength 3
Intellect 5
Awareness 3
Willpower 3

Stamina 6
Determination 3

Specialities
Aerial Combat
Military

Pilot

Powers

Elemental Control (Electrical) 7
Flight
Blast
Force Field

Qualities
Courageous night bomber pilot with a chip on
her shoulder

Challenges

Enemy: Nazi super-soldiers

Social: Determined to prove herself to her
colleagues and commander

Natalia Chernova was a pilot in the 588th Night
Bomber Regiment; a women-only combat group
that flew harassment bombing raids in antiquated
Polikarpov Po-2 biplanes and was noted for
using stealth gliding techniques to surprise their
targets. (It was the most highly-decorated unit

in the Soviet Air Force and twenty-three of its
members were awarded the Hero of the Soviet
Union.) They were called Nachthexen by the
Germans who dreaded their nocturnal raids.

Natalia’s mutation emerged when, while flying
a sortie against a German logistics unit during
the Battle of Stalingrad, she was shot down by
enemy anti-aircraft guns. As the ancient biplane
disintegrated around her, Chernova used her

newly emerged electrical control powers to save
the life of herself and her tail gunner before

handily disposing off the German gunnery crew
and making her way back behind Russian lines.

Her powers appear to be the ability to control
and amplify ambient static electricity. She can
use these powers to fling damaging electrical
bolts, to “fly” by surfing on the earth’s electrical
field and to quickly construct electrical force
fields that can protect herself and her allies or
confine and ensnare her enemies.

She adopted the codename Night Witch as
a way to honor her previous unit and gladly
accepted a position within the People’s
Revolution superteam.

She served with the People’s Revolution
throughout the war and was decorated for
gallantry during the Lublin—Brest Offensive in
eastern Poland.

After the war, she remained with the People’s
Revolution through 1956. After serving in the
Hungarian Uprising, she asked to retire and was
given a high ranking position with the Soviet
agency in charge of super-human affairs, the
Red Directorate.

- PAGE 4



THE PEOPLE’S REVOLLITION: WVII ERA -

Ice Fang (43 pts)

Prowess 6
Coordination 4
Strength 6
Intellect 3
Awareness 4
Willpower 4

Stamina 10
Determination 1

Specialties
Martial Arts
Stealth Expert

Powers

Alter Ego (his human form has the same stats
as the soldier character in the Stock character
section of ICONS)

Immunity 1 (Cold)

Invulnerability 5

Strike 4 (claws/bite)

Supersenses 2 (Enhanced sight and scent)

Qualities

Never surrenders

Epithet: Savage Shape-changing Defender of
the Soviet Union

Connections: Strong friendship with
TransSiberian Express

Challenges

Social: Difficulty relating to humans

Enemy: Nazi super-soldiers

Enemy: Soviet scientists who want to uncover
the secret of his lycanthropy

Ice Fang was one of the most promising
young hunters of the Moon Shadows (a tribe
of werewolves that had lived in secret on the
steppes of Siberia for centuries.)

Their seclusion was interrupted by the German
invasion of Russia in 1941.

The Moon Shadows ruling council decided
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during this time of crisis, the only honorable
course of action was to send their best hunter to
assist with the battle against the Nazi invaders.

This was almost a huge mistake. Although they
were familiar with human language and customs
(having lived very closely for centuries with the
Buryat tribes who share the steppe with them)
the Moon Shadows were unfortunately very
naive about their assumptions of Soviet society,
Upon presenting himself at a Red Army recruiting
station in Surgut, Ice Fang was whisked away
under armed guard to a research facility.

Russian scientists have done extensive testing
on Ice Fang, but have been unsuccessful in
isolating the lycanthropy virus. For his part, Ice
Fang has staunchly refused to create more
werewolves at the demands of the Red Army.

Only the intervention of the head of the KGB (at
the strenuous urging of Transiberian Express,
himself a native of Siberia and a Buryat)

saved Ice Fang from a long stay in a Moscow
laboratory and ensured his assignment to the
People’s Revolution team.

Although he resents his treatment at the hands
of the Soviets, he has found his colleagues on
the Soviet superteam to be reliable allies and is
fulfilling his commitments to his people to defend
their homeland. He uses the name Fyodor when
he is among Russians (he has a Buryat name
that he is more comfortable with but many of

his Soviet friends, with the exception of Trans-
Siberian Express, have trouble pronouncing it.)
The two often act an aggressive reconnaissance
duo; with Trans-Siberian scouting enemy
positions and drawing them into an ambush zone
were Ice Fang is waiting.

Trans-Siberian Express (48 pts)

Prowess 4
Coordination 4
Strength 4
Intellect 4

Awareness 4
Willpower 5

Stamina 9
Determination 3

Specialties
Military
Stealth

Powers
Super-Speed 7
Fast Attack
Defending
Air Control

Qualities

Epithet: Super-sonic Soviet Speedster
Native Buryat from Mongolia

Connection: Strong friendship with Ice Fang

Challenges

Personal: Difficulty relating to Russian team-
mates

Enemy: Nazi super-soldiers

Bat-Yalalt Ganbat was a native Buryat from
Mongolia who was recruited into the Red Army
after the 1941 Nazi invasions. His hyper-speed
mutation manifested during basic training. A
member of Ganbat’s platoon had accidentally
pulled the pin on a grenade in the middle of a
parade ground full of soldiers. Ganbat grabbed
the grenade, ran and tossed it into the nearest
lake (which just happened to be 2 miles away.)
As astonished as anyone by his new-found
powers, Ganbat was quickly recruited into the
People’s Revolution.

The coyly code-named Trans-Siberian Express
became the only speedster on the Soviet
superteam and, as a Buryat, the only Mongolian
(with the debatable exception of Ice Fang) on
the team. Ice Fang and Express formed a tight
duo, working together on the battlefield and often
speaking to each other in Buryat rather than
Russian (which was easier for both.)
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The pair were especially effective during
Operation Bagration in Eastern Poland. Trans-
Siberian would scout ahead, launching lighting
fast attacks to draw the pursuit of Nazi forces.
He would then retreat — leading them back to an
ambush zone that Ice Fang (and occasionally
other members of the team) had established.

P
TEAM ATTRIBUTES

ICONS provides rules for team play. If you
choose to use these rules, suggested quali-
ties and challenges for the People’s Revolu-
tion are provided here.

Team Qualities

Soviet super soldier force
Strongest when facing a dire situation

Team Challenges

Enemy: Axis super soldiers

Personal: Tense rivalry between Battle Czar
and Red Hammer.

Social: The disparate nature of the members
can inhibit trust and teamwork

Team Resources

Soviet military transportation anywhere they
need to go.

Note: The original Vigilance-verse (as envi-
sioned by Chuck Rice in Blood and Vigilance,
published by RPGObijects) did not contain
Soviet super-soldiers due to Stalin’s extreme
paranoia. However, it's not too difficult to
imagine what a USSR super-team might
have looked like in a parallel world; that’s
what the People’s Revolution are.
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Red Legionnaire (60 pts)

Prowess 5
Coordination 4
Strength 6
Intellect 3
Awareness 7
Willpower 3

Stamina 9
Determination 1

Specialties
Aerial Combat
Military

Powers
Wizardry 7 (Cosmic Power) (Device: Legionnaire
Ring)

Blast

Force Field

Flight
Life Support 4 (Breathing, Radiation, Cold, Heat,
Vacuum) (Device: Legionnaire Ring)
Invulnerability 5 (Device: Legionnaire Ring)

Qualities
Epithet: Cosmic-Powered Communist Crusader

Challenges

Weakness: All Powers derived from Starlight
Legionnaire Ring. If the Ring is lost, those
powers are unavailable and Strength and
Awareness go to 4.

Enemy: Nazi super-soldiers

Social: Soviet intelligence agencies are
suspicious of the alien nature of his powers.

As part of their campaign to oppose despotism
and tyranny wherever it took root, the inter-stellar
peace-keeping force the Starlight Legion decided
to recruit an earthman into their ranks in order

to help defeat the Third Reich. (Legion mystics
had augured that the Nazis would have the
potential to be an interstellar threat if unchecked
within a century.) In order to directly oppose

Nazi Germany; the Legion recruited a Red Army
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lieutenant, Maxim Deviatovski and charged him
with protecting Earth against all tyrants, native
and extra-terrestrial. The Red Legionnaire (as
he dubbed himself) was quickly recruited into
the Soviet Union’s superteam) and served with
distinction throughout the war.

His most famous encounter was during
November 1941 during the Battle of Moscow.
The Red Legionnaire defeated the Nazi super
soldiers Nachtjaeger and Charismatisch on

a bridge across the Moscow-Volga canal —
allowing the Soviet 15t Shock Army to repulse
the German 7" Panzer Division. Another notable
episode was during the Battle of Kursk when he
fought valiantly defending tanks and munitions
factories against Luftwafte night bomber raids.

After the war, Deviatovski faced a great deal

of scrutiny because of the alien nature of his
powers and fled Soviet Russia when he received
a warning that the KGB was planning to attempt
to subdue and depower him so that they could
study and attempt to replicate his power ring.
Deviatovski served in the Starlight Legion

until the end of his life (and was decorated

for courage in battle during the Scarraxus
Incursion).

Battle Czar (50 pts)

Prowess 5
Coordination 5
Strength 9
Intellect 3
Awareness 4
Willpower 4

Stamina 13
Determination 2

Specialties
Leadership

Powers

Blast 7 (Cosmic Energy blast)
Flight 6

Invulnerability 6

Qualities

Catchphrase: “Power to the Proletariat!”

Epithet: Otherworldly Defender of the Revolution
Motivation: Last son of a dead planet.
Determined to save his new home from the evils
of Nazi domination.

Social: Incredibly popular with Soviet populace.

Challenges

Enemy: Nazi super-soldiers

Personal: Jealous of Red Hammer for assuming
a leadership position on the team.

As a committed atheist from a young age,
Urielus found himself uncomfortable with the
deeply religious society on his homeworld of
Mithran, (which lay far from Earth in the opposite
arm of the Milky Way.) He dealt with these
feelings of alienation by becoming part of the
Mithran Interstellar Diplomatic Corps. His duty
involved long and lonely deep space mission

on which he’d scout out those societies that the
Mithran Empire desired peaceful contact with.

Urielus was on such a deep space mission,
reconnoitering the planet Earth to ascertain
if it was ready for contact, when his ship
malfunctioned. Urielus crash-landed near the
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Tunguska River in Siberia in 1908.

Amnesiac from the crash, he was adopted by a
family of Russian peasants. They were swiftly
amazed by his tremendous physical prowess
and encouraged him to go to Moscow. Loathe
to leave his adopted family, Urielus missed the
entirety of Russian involvement in World War 1
by the time he finally ventured out.

His involvement with Russian politics started
during the uprising that began after Russia had
withdrawn from the Great War. As his memory
slowly retured, Urielus (whose full Mithran
powers would not return completely for decades)
found himself disgusted by the average
Russian’s life. Vowing to improve their lot, he
joined with the Bolsheviks. Urielus’ strange
abilities were kept secret from most of the party
with only Vladimir Lenin and Leon Trotsky made
fully aware of his powers. Urielus served as their
secret weapon against Czarist forces in the 1917
Revolution.

However, Urielus’ role in the civil war did not
lead to a position in the subsequent Communist
government. Lenin, realizing such a figure as
Urielus contradicted the very equality he was
trying to enforce, came up with a novel solution.
Rather than attempt to eliminate him, Lenin had
spies deduce what the Mithran was looking for
in a mate and then found him such a woman.
Urielus lived most of the ensuing decades in

a remote farming community, exempt from

the usual food taxes, with his lovely bride and
adopted children.

The rise of Joseph Stalin changed Urielus’ life
forever. Pouring through Trotsky’s old diaries

in 1941, Stalin’s agents discovered references
to an invincible ‘peasant super man.” Not so
compassionate as Lenin, Stalin sent a group

of agents to destroy him. A few days later,
Urielus arrived in the Kremlin, the agents’ blood
staining his clothes and looking for Stalin. (The
agents had killed Urielus’ wife in their attempt
to eliminate him. The Mithran killed every one

of them (after first finding out who sent them.))
Stalin put on a wonderful performance that
convinced Urielus of his innocence and quickly
concocted a cover story that the agents must
have been sent by a counter-revolutionary
conspiracy that was trying to topple the
government.

Stalin had Soviet scientists test Urielus’ physical
limits and the dictator swiftly disregarded any
plans to dispose of him (though he had his
scientists working unsuccessfully for decades to
figure out a way, in case it became necessary).
Instead, he decided to create his own super
soldier force. Stalin placed Urielus in a uniform
created by his propaganda bureau and dubbed
him Battle Czar — Champion of the People. It
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was not a moment too soon, since Hitler’s own Qualities

Bio-Blitzkrieg and Eugenics Brigade forces were Only successful experiment from Stalin’s
already on the move along the USSR’s western Cross-species eugenics program

border. Lonely genius who longs to be human

Sovi-Ape (41 pts)

Prowess 6
Coordination 6
Strength 7
Intellect 7
Awareness 3
Willpower 4

Stamina 11
Determination 3

Specialities
Science Expert (Biology)
Athletics

Powers
Swinging 5

Challenges

Appearance: Bizarre looking ape

Enemy: Nazi super-soldiers

Social: Alienated from human team-mates

Sovie-ape (who goes by the name Pavel
in private) was a genetically engineered
combination of man and ape, the only one
of his kind. He was the sole success of the
human and chimpanzee hybrid program of
Soviet scientist llya Ivanovich Ivanov in the
late 1920s.

Ivanov was like a father to the human-
ape hybrid for the first few years of its

life and he trained the highly intelligent
creature as a scientist. However, lvanov
was never able to replicate the experiment
that led to the creation of the hybrid and
this resulted in his falling from grace with
the Soviet scientific establishment.

Ivanov was sentenced to 10 years in a
Siberian gulag on a trumped up corruption
charge and Pavel became property of the
state. (Pavel never saw his adoptive father
Dr. lvanov again. He received a letter
notifying him of his death in 1932 several
weeks after it had occurred.)

His scientific training abruptly ended,
Pavel was inducted into the official state-
sponsored superteam, the People’s
Revolution. There he was given the
code-name Sovi-Ape and was trained in
hand to hand combat and group tactics
by Red Hammer. Having lost his father-
figure, Pavel set about to proving himself
to the other heroes and making the
Soviet superteam his new family. With
his keen intellect and enhanced strength
and constitution, he was a valuable
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member of the team throughout its’ battles with Revolutionary Fire (54 pts)
German metahumans in World War 2. One of
his colleagues on the People’s Revolution, the Prowess 4
pyro-kinetic super soldier Revolutionary Fire, Coordination 4
took Pavel under his wing and treated him as a Strength 5
brother. The two became inseparable through Intellect 5
World War 2. Awareness 4
Willpower 6
Stamina 11

Determination 2

Specialties:
Military

Powers

Elemental Control (Fire) 7
Blast
Force Field
Create Fire

Flight 4

Qualities:

Epithet: Combustible Champion of Communism!
Motivation: Maintaining team morale in the face
of daily horrors

Challenges:
Enemy: Nazi super-soldiers

A mutant fire controller on the People’s
Revolution. A sailor in the Soviet Navy, his flame
control powers manifested when the battleship
he was assigned to, the Marat, (an aging pre-
WWI ship) was sunk at anchor in Kronstadt’s
harbor by German Stukas in 1941.

He was reassigned to the People’s Revolution
superteam. Initially, he given the codename of
Aurora (ABpopa) in honor of a Russian cruiser
that had played a key role in the October
Revolution. He requested a name change after
his first month on the squad as he thought
Revolutionary Fire was a “more inspiring”
codename.

Although far from the most powerful super
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soldier in the Soviet arsenal (especially in
comparison to Battle Czar) but he was a
fearsome presence on the battlefield often
striking out alone to engage groups of Nazi
Panzers on his own. His most famous battle was
during the Siege of Stalingrad when he single-
handledly held off Feuerfest and Schlagring of
the Eugenic Brigade long enough for a Red Army
patrol to escape from an ambush by the Nazi
super soldiers

Off the battlefield, he was the heart of the team;
charismatic and cheerful even in the worst of
times.

He died fighting a Hungarian metahuman during
the Prague Spring uprising in 1956.

Kastaka aka Killer Whale (45 pts)

Prowess 7
Coordination 5
Strength 7
Intellect 4
Awareness 4
Willpower 3

Stamina 10
Determination 2

Specialties

Military

Leadership

Underwater Combat Master

Powers

Aquatic 5

Strike 5 (Device: Oceanic Military Battle
Gauntlet)

Qualities
Exiled Oceanic rebel biding his time

Challenges

Enemy: Axis super-soldiers

Enemy: King Kamnar Ill, who is now a member
of the British super-team under the codename of
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Swordfish
Social: Barely concealed disdain for air-breathers

General Sibav was a highly decorated and
ambitious battle group leader in the Oceanic
army. In 1940, riding a wave of anti-surface
dweller sentiment in the military, he led a coup
that would have installed him as the new dictator
of the undersea nation. His uprising was put
down when Oceania’s ruler, King Kamnar I
defeated him in single combat. Kamnar give
Sibav a scar down the left side of his face and
exiled him from Oceania.

Sibav wandered the sea, alone and humiliated,
attacking surface dweller ships to vent his
frustration. He was captured after one such
attack on a Soviet Navy patrol in the Baltic
near the Estonian city of Tallinn. Rather
than executing him, Stalin had the Oceanic
revolutionary brought to see him. Skeptical about
the Molotov-Ribbentrop Pact, and suspicious of
Hitler’s motives, Stalin was slready planning for
a coming war with Germany. The Soviet leader
offered Sibav a deal: assist Soviet naval forces
in the coming struggle and when the war was
over, Stalin would provide military assistance to
Sibav’s next coup attempt in Oceania. Seeing no
alternative, Sibav agreed.

Given the super-soldier codename of Killer
Whale (in Russian: kacatka , pronounced
Kasatka) was one of the first Soviet super-
soldiers. Although he did occasional missions
with the People’s Revolution, his wartime
activities primarily consisted of anti-submarine
missions in the Baltic Sea and assisting the Red
Navy’s Northern Fleet with escort duty for US
lend-lease convoys crossing the Arctic.

Sibav disdains his current position of servitude
to air-breathers, but sees it as a necessary evil.
He bides his time until he can assume his rightful
place as ruler of Oceania.
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OPEN GAME LICENSE

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

1. Definitions: (a)’Contributors” means the copyright
and/or trademark owners who have contributed Open
Game Content; (b)’Derivative Material” means copy-
righted material including derivative works and trans-
lations (including into other computer languages),
potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or
other form in which an existing work may be recast,
transformed or adapted; (c) “Distribute” means to re-
produce, license, rent, lease, sell, broadcast, publicly
display, transmit or otherwise distribute; (d)’Open
Game Content” means the game mechanic and
includes the methods, procedures, processes and
routines to the extent such content does not embody
the Product Identity and is an enhancement over the
prior art and any additional content clearly identi-
fied as Open Game Content by the Contributor, and
means any work covered by this License, including
translations and derivative works under copyright law,
but specifically excludes Product Identity. (e) “Prod-
uct ldentity” means product and product line names,
logos and identifying marks including trade dress; ar-
tifacts; creatures characters; stories, storylines, plots,
thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic,
photographic and other visual or audio representa-
tions; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, like-
nesses and special abilities; places, locations, envi-
ronments, creatures, equipment, magical or super-
natural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered
trademark clearly identified as Product identity by the
owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) “Trademark”
means the logos, names, mark, sign, motto, designs
that are used by a Contributor to identify itself or its
products or the associated products contributed to
the Open Game License by the Contributor (g) “Use”,
“Used” or “Using” means to use, Distribute, copy,
edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) “You”
or “Your” means the licensee in terms of this agree-
ment.

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

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

4. Grant and Consideration: In consideration for
agreeing to use this License, the Contributors grant
You a perpetual, worldwide, royalty-free, non-exclu-
sive license with the exact terms of this License to
Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are
contributing original material as Open Game Content,
You represent that Your Contributions are Your origi-
nal creation and/or You have sufficient rights to grant
the rights conveyed by this License.

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

7. Use of Product Identity: You agree not to Use

any Product Identity, including as an indication as

to compatibility, except as expressly licensed in
another, independent Agreement with the owner of
each element of that Product Identity. You agree not
to indicate compatibility or co-adaptability with any
Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except
as expressly licensed in another, independent Agree-
ment with the owner of such Trademark or Regis-
tered Trademark. The use of any Product Identity in
Open Game Content does not constitute a challenge
to the ownership of that Product Identity. The owner
of any Product Identity used in Open Game Content
shall retain all rights, title and interest in and to that
Product Identity.

8. Identification: If you distribute Open Game Content
You must clearly indicate which portions of the work
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that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated
Agents may publish updated versions of this License.
You may use any authorized version of this License
to copy, modify and distribute any Open Game Con-
tent originally distributed under any version of this
License.

10. Copy of this License: You MUST include a copy
of this License with every copy of the Open Game
Content You Distribute.

11. Use of Contributor Credits: You may not market or
advertise the Open Game Content using the name of
any Contributor unless You have written permission
from the Contributor to do so.

12. Inability to Comply: If it is impossible for You

to comply with any of the terms of this License with
respect to some or all of the Open Game Content
due to statute, judicial order, or governmental regula-
tion then You may not Use any Open Game Material
so affected.

13. Termination: This License will terminate automati-
cally if You fail to comply with all terms herein and

fail to cure such breach within 30 days of becoming
aware of the breach. All sublicenses shall survive the
termination of this License.

14. Reformation: If any provision of this License is
held to be unenforceable, such provision shall be
reformed only to the extent necessary to make it
enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards
of the Coast, Inc.

Fudge System Reference Document, Copyright
2005, Grey Ghost Press, Inc.; Authors Steffan
O’Sullivan and Ann Dupuis, with additional material
by Peter Bonney, Deird’Re Brooks, Reimer Beh-
rends, Shawn Garbett, Steven Hammond, Ed Heil,
Bernard Hsiung, Sedge Lewis, Gordon McCormick,
Kent Matthewson, Peter Mikelsons, Anthony Rob-
erson, Andy Skinner, Stephan Szabo, John Ughrin,
Dmitri Zagidulin.

FATE (Fantastic Adventures in Tabletop Entertain-
ment), Copyright 2003 by Evil Hat Productions LLC;
Authors Robert Donoghue and Fred Hicks.

Spirit of the Century, Copyright 2006, Evil Hat Pro-
ductions LLC. Authors Robert Donoghue, Fred Hicks,

and Leonard Balsera.

Icons, Copyright 2010, Steve Kenson, published
exclusively by Adamant Entertainment in partnership
with Cubicle Seven Entertainment, Ltd.

The People’s Revolution: WWII Era, Copyright 2010,
RPGObjects; Author Mike Lafferty.

OPEN GAMING CONTENT

Designation of Product Identity: The following
terms are designated as product identity as outline in
section 1(a) of the Open Gaming License: PRDA and
Splinter Radicals.

Designation of Open Gaming Content: The
following sections of The People’s Revolution: WWII
Era is designated as open gaming content except for
terms defined as product identity above. All illustra-
tions, pictures, and diagrams are Product identity and
property of Mike Lafferty.

The introduction is closed content. All other text is
open content.
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