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Horatio: This is wondrous strange.

Hamlet: And therefore as a stranger give it welcome. 

There are more things in heaven and earth, 

Horatio, 

Than are dreamt of in your philosophy.

Hamlet, Act I scene v

Welcome to the third volume of the Field Guide to Superheroes and the Worlds of Wonder setting. Here we pick 

up where volume two left off, with ten more superhero archetypes that have been present in comics since the 

Golden Age. Each of the archetypes is explained in detail:

First, a brief introduction to the archetype touching on some of its most recognizable characteristics.

We give some examples from comics to help you identify the sort of characters that archetype includes.

Archetypes are not hard and fast categories; many heroes drift in and out of their archetype. Related 

archetypes are given next.

The rest of the archetype discussion is here to help with character creation. Maybe you like the idea of a 

Psychic Hero, but you’re not really sure how to put that into practice. Besides the fact that they’re psychic, 

what do Psychic Heroes have in common? Qualities & Challenges is the most important part of this. This sec-

tion will give you specific ideas for things like Connections, Motivation, or even Catchphrases. Likely enemies, 

personal and social problems, and weaknesses of these kinds of heroes are explained. All of this will help 
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you figure out what you are going to be able to tag in play, and what the GM will be able to compel!

Archetype often has influence over a character’s Abilities, especially scores that are actually super-powers 

of their own. That comes next.

Of course, no discussion of archetype would be complete unless it includes a discussion of Powers. That 

being said, the emphasis in this book remains on the character’s origin and motivation rather than his or 

her specific powers. A character like the Monstrous Hero is identifiable because of his monstrous nature; 

that same character could have almost any power, from fire breath to power nullification.

Specialties is often the final section in the archetype discussion. It touches on all the skills and talents 

which a given archetype is likely to display.

Not every character has stunts, but if the hero does have them, they are listed last. Stunts are usually spe-

cialized applications of a character’s powers or skills. In play, most heroes acquire stunts by spending a 

point of Determination, but if the stunt is listed on the character sheet it usually doesn’t require Determi-

nation to use. The hero has used that trick often enough that he can rely on it all the time. For more on 

Stunts, see page 80 of ICONS.

Once the archetype is discussed, you get a fully-developed sample hero who fills that role. These characters are 

all part of the Worlds of Wonder setting which was introduced in the first volume and expanded in the second. 

You don’t have to make these into Player Characters to get a use out of them; each character comes with multiple 

stories which bring a group of original PCs into that character’s unique story. 

After all ten archetypes are covered, there is some additional material on the Worlds of Wonder setting, this time 

focusing on super-groups. Many of the heroes in the Field Guide belong to a super-group of some kind, so those 

groups are described and presented in such a way that you can use them in your setting even if you don’t use the rest 

of Worlds of Wonder. If you want your heroes to join a super-group which already exists, these make solid candi-

dates. One easy way to use these groups is to start your session of ICONS as all the famous heroes in the super-group 

quit! (This happens all the time in comics.) Naturally the villains choose this moment to spring their plot for total 

global domination. The super-group needs an all-new roster, and that’s where the players come in.

We hope you continue to enjoy the Field Guide to Superheroes. As always, you should consider the archetypes, heroes, 

villains and campaign elements presented here as a toolbox for your own campaign, a toolbox which you can dip into 

and modify as you think best. Your comments, questions, and feedback are always welcome! You can visit Charles Rice 

at rpgdesign.blogspot.com, Mike Lafferty and the Vigilance Press Podcast at mikelaff.podbean.com, and Jason 

Tondro at doctorcomics.blogspot.com.
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THE ARCHETYPES
The Magician wields vast, and often unpredictable or dangerous, magical powers. He is caretaker of Se-

crets Man Was Not Meant To Know.

The Man of Tomorrow is either from the future or is a hyper-evolved example of what man will become 

thousands of years from now.

The Master of the Atom is a wielder of great nuclear-based power, which makes him very dangerous 

and feared by others.

A Master of the Elements may control any simple form of energy or matter, such as fire, weather, or 

sound.

The Master of the Martial Arts has made himself into a living weapon, usually by traveling the world. 

He might specialize in one hidden art form or be a master of many.

A Minority Hero is a character who, first and foremost, represents his social or ethnic group. Otherwise, 

he could be any other Archetype.

The Monstrous Hero is a Frankenstein’s Monster who is hideous in appearance but wants to do good (or 

at least be left alone).

The Mythic Hero is a character from legend who has either survived to the modern day or else has been 

reincarnated.

The Occult Hero draws his power from supernatural forces, often diabolical in nature. He may even be 

a vampire, werewolf, or demon.

The Psychic Hero can tap the vast powers of the human brain, allowing him to read minds, move objects 

with a thought, or access other, more obviously dangerous, abilities.
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MAGICIAN

Examples: Doctor Fate, Doctor Strange, Ibis the Invincible, John Constantine, Scarlet Witch, Zatanna

Related Archetypes: Dark Avenger, Embodiment, Occult Hero

Qualities & Challenges: The Magician is a figure of mystery, sliding in and out of people’s lives with little expla-

nation, doing his work and departing. He is tasked with keeping Earth, humanity, and the universe itself safe from 

mind-bending forces of evil and chaos which are usually housed in other dimensions but sometimes locked up 

under the earth, in volcanoes, or undersea. But he never reveals this information to ordinary mortals, who are 

not ready for the truth. Often the Magician keeps secrets even from his own teammates; if he is the leader, he 

will give instructions without informing his allies of the overall plan. He may even use his powers in ways which 

are of dubious ethics; he might wipe the memory of bystanders, villains, or even other heroes to remove “dan-

gerous” knowledge. The side effects of these alterations can range from trivial and humorous to tragic and 

catastrophic.

Sometimes the Magician is only an agent of greater cosmic powers, a trait he shares with the Embodiment. This can 

manifest as Challenges like “Pawn of the Lords of Order” or “Duty-Bound to Protect Earth”. If he does have some 

specific title or role in the mystical universe, he may have to periodically compete for or renew that obligation, 

leading to stories in which he must battle other good-hearted mystics for the right to be the world’s protector, or 

stories in which he fails in these tests and is temporarily replaced by another, less prepared or less virtuous, candi-

date. The Magician often wields magical tools or weapons which supplement his primary power, which is a learned 

skill and not dependent on any device. He will have a hidden sanctum where he can retreat to meditate, monitor his 

many enemies using far-seeing spells, and keep dangerous artifacts and relics under tight lock and key.

Many of the Magician’s enemies will be extra-dimensional invaders and beings who are just plain weird. Those hu-

man beings whom he fights will typically be rival magicians or sorcerers from the dark path; occult monsters such 

as the Ubiquitous Vampire Menace are also common foes. Because the Magician stands aloof from Heaven or Hell, 

he can attract the anger of supposedly “good” forces like angels, who usually end up more interested in their 

personal obsession than in doing good work on Earth. 

An apprentice is a traditional supporting cast member for the Magician, and the apprentice can fulfill many of the 

duties of a sidekick. The challenge is making the apprentice suitably different than the Magician himself, so that 

the sidekick is not merely a weaker version of the hero but, instead, someone with his or her own talents and spe-

cialties. The apprentice may be a visitor from another, mystic, dimension, or a mortal whose practical skills nicely 

complement the Magician’s loftier, more theoretical, approach.

T
he Magician is a sorcerer and caretaker of terrible 

knowledge. To protect mankind from threats both 

of this world and of other dimensions, he wields vast 

powers. An alternate form is the Stage Magician, who 

probes mysteries and murder with only his matchless 

intellect and knowledge of stage illusions.
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Finally, think about your Magician’s style. That is, what sort of magic does your 

Magician practice? Most comic book Magicians can identify real-world magi-

cal styles like voodoo or ritual thaumaturgy when necessary, but they actually 

practice a far flashier kind of magic, vaguely Eastern in origin and distinguished 

by both alliterative incantations and wild special effects. Elemental and “chaos 

magic” are also common themes. The style of your magic will determine the 

limits of your magic; what can’t you do? This is terribly important not only for 

you but for the Narrator and other players. A player magician who can duplicate 

every power in the book risks overshadowing the other player characters who 

are stuck with a limited arsenal. Giving yourself “blind spots” creates openings 

for your teammates to shine. And the awesome power of the Magician is always 

balanced by the fact that he is vulnerable to a simple bonk on the head.

Powers:

Wizardry is the obvious choice, but most powers can be explained by magic. Comic 

book wizards cannot usually heal others, and aside from changing into the occa-

sional animal they also avoid powers which alter their own body (Growth, Stretch-

ing, Alternate Form). Use Astral Projection instead of Phasing or Invisibility. Con-

trol, Mental, Sensory and Attack powers are your specialty, but you won’t be able 

to select as many as you want, so will need to rely on Stunts instead. You probably 

fly or teleport. Stage Magicians usually have no powers at all.

Specialties: 

Occult is a must. If your Intellect is not especially high, consider becoming 

an Expert or Master to ensure you are the best in the team when it comes to 

matters arcane. Nothing is more embarrassing than when the team Gadget Guy 

beats your Occult roll. Otherwise, Martial Arts, Investigation, Languages, Mental 

Resistance and Power (Wizardry) are all likely choices. Stage Magicians will add 

Performance, Sleight of Hand and Stealth.

Stunts:

Magicians are famous for inventing new spells all the time and you will replicate 

this when you create new attack, sensory or control powers designed to exploit 

the villain’s weakness. Each new spell has a clever and alliterative name. Keep 

careful record of these spells, however, and bring them back out in later sto-

ries. This will slowly create a magical cosmology peopled with entities, places, 

and forces which you have named in your spells and which you - or the Narrator 

- now need to explain. 

Because you rely so heavily on stunts you will need a lot of Determination. Un-

less you feel like stealing all the Determination in the team pool, you are probably going to be offering up a lot 

of Challenges to the Narrator. Try to offer up Challenges which do not derail the Narrator’s current plot and 

which, instead, set up future stories or which have serious side-effects right now in the current fight. For example, 

rather than interrupting the current fight with the sudden arrival of your arch-enemy, perhaps instead you call 

upon the power of an artifact you have hidden in the folds of your cloak, and if you fail with the spell, the demon 

bound into the artifact escapes into some remote part of the world. You can’t chase him right now, but you can 

probably do it next session.

MAGICIAN
ABILITIES

If you are using the tradi-

tional version of Wizardry, 

your Magician will have a su-

perhuman Willpower. But this 

can result in heroes who 

are far more resilient and 

tough than their comic book 

inspirations. Instead, consid-

er linking your Wizardry to 

Awareness or Intellect. The 

former will also make you 

an expert investigator, able 

to notice clues and follow 

leads; this is a good fit for 

the Stage Magician hero. 

A high Intellect will make 

you a master of all kinds 

of lore; you will also be a 

good scientist, which will 

seem out of character, but 

there are plenty of doctors 

and former-men-of-science 

who have become Magicians, 

so you should be fine. Prow-

ess can be surprisingly high, 

since you were probably in-

structed in secret martial 

arts techniques by your Ti-

betan masters. But when we 

say “high” we mean 4 or 5, 

still within human levels. 

Strength is almost certainly 

your lowest Ability.
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MONA LISA

“I guess you could say I am sfumato, living in smoke.”

To those who have met her, she is unforgettable, but even those who have loved her for years know almost nothing 

about her. Mona Lisa - everyone presumes it is not her real name, but no previous identity can be discovered - is an 

occult detective, ritual magician, and world traveler. An art connoisseur and bon vivant, she seems to have contacts 

everywhere; many of these contacts are former friends or lovers who have been betrayed or abandoned by her af-

ter being drawn into her occult life. But Mona’s work is too important to let old grudges, mistreatment, and neglect 

get in the way. When she comes to you asking for help because a Need Demon has gotten loose and is being spread 

through the city by a clever jingle, because trenchcoat-clad soldiers of the World Serpent are turning the reser-

voir to poison, or because the Seals are being broken and Armageddon is right around the corner, little things like 

First Appearance: City of Whispers #1

Archetypes: Magician, Occult Hero

Qualities: Ritual Magician, Haunting Beauty, Ex-Friends in 

Every City

Challenges: “Don’t I know you?”, Leaves Tragedy in Her 

Wake, Trapped in the Margins

PROWESS 4
COORDINATION 4
STRENGTH 3
INTELLECT 5
AWARENESS 9
WILLPOWER 9
DETERMINATION 3

STAMINA 12

Powers:

Blast 4

Specialties:

Art (Painting, Sculpture), Investigation 

Expert, Languages Master, Leadership, 

Occult Master, Stealth Expert

ORIGIN
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broken promises and the fact she “forgot” to call for the last six months must 

be set aside. Even the threat of attracting the attention of Things Man Was Not 

Meant To Know can be ignored for a while … but when those Things come calling, 

somehow Mona is always somewhere else and those closest to her are left behind 

to pay the bill.

In her constant travels around the world, Mona has picked up countless tricks 

of ritual magic from teachers, old tomes, and intuitive guesswork. She speaks 

over a dozen languages and can work magic in almost every human tradition, 

though her workings always require laborious rituals, highly specific compo-

nents, and often a precise combination of timing, occult locale, and undisturbed 

concentration. While certainly one of the world’s experts in such ceremonial 

matters, she is the first to admit that such magic is extremely dangerous and has 

unexpected and often tragic consequences. Mona honestly tries not to involve 

others in her work, but the foes she faces cannot be faced alone and no one 

person could possibly master all the skills required, especially when mystic en-

emies are best thwarted by non-mystic means. In the pursuit of her cases, Mona 

inevitably requires the help of hackers, thieves, conmen, fences and, yes, even the 

occasional police officer. When these innocents are drawn into her web of oc-

cult mystery and Faustian bargains, they pay the price. For her part, Mona always 

manages to find the exit in time.

Mona’s soul has been scorched by all the friends and lovers who have been 

burned helping her save the world, but her inscrutable smile and casually mys-

terious air makes it impossible for others to recognize the melancholy which 

haunts her. She tries not to confess the truth because, when she does, her new 

confidant is inevitably drawn into her tragic wreck of a life and pays the price.

Appearance:

Mona is not a superhero in the traditional sense. Rather, she is a firm member of 

the Trenchcoat Brigade, one of those super-cool investigators who walks always 

in the shadows, surrounded by a circle of smoke. She has an uncanny resem-

blance to the famous painting but is, if anything, more sensual and beautiful. She 

likes wide-brimmed hats, long full skirts, and European cigarettes.

MONA LISA
ABILITIES

Mona is a ritual magician. 

She cannot throw fireballs, 

turn invisible, or teleport 

across space and time. But, 

given enough time and the 

right environment, she could 

summon a demon, haunt an 

enemy’s sleep with vivid night-

mares, or draw in a thunder-

storm which might otherwise 

miss the city. The limits of her 

magic are really up to the 

Narrator and the player to 

determine, but each work-

ing of ritual magic should 

require a point of Determi-

nation. If the story requires 

casting a certain ritual out 

of a dusty old tome, Mona 

can do certainly do it.

Otherwise, Mona is incredibly 

observant and strong-willed, 

a consequence of many bat-

tles with incarnate evil and 

a few stare-downs with the 

Devil himself. Few things es-

cape her notice, and she is 

so beautiful, so impossibly 

charismatic, that few can re-

sist her allure. She carries 

a gun, for emergencies, but 

it’s really just a token and 

she uses it to threaten or-

dinary people, not to fight 

monsters.
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When Mona Lisa enters a story, it means two things. First, the story is about the occult. And second, the heroes are 

about to be really sorry they met her.

One of the heroes meets Mona in his secret identity, perhaps at an art exhibit or some other social occasion. Those 

charity events thrown by mayors or wealthy philanthropists make good candidates. There’s something strange 

about her, and the hero naturally investigates, perhaps tailing her to an abandoned warehouse or spotting the 

cultists which hang out around her apartment in preparation for ambush. Draw this out long enough for an emo-

tional attachment to be established before the heroes stumble across some other seemingly-unrelated event in 

which Mona has always been involved without their knowledge. Mona thus serves to bring two different plots 

together and, once everyone is in the same room, she reveals what is really going on: something far worse than 

what the players expected. To prevent occult disaster, one of the heroes must be possessed by a demon, or some 

innocent victim is going to get pasted, or some other awful thing will happen. Naturally Mona does not reveal this, 

and when the dust settles she justifiably is blamed for deceit and manipulation. But for Mona, the ends justify the 

means, and there was no other way. She tried to keep him out of it.

Mona’s past has been left deliberately blank, but you can threaten her with it regardless. Perhaps Sicilians show 

up and seem to recognize her; rather than maintaining her usual cool facade, she freaks out and runs for it. 

The trick to a menace of this sort is to keep it mundane and far away from mystical matters. There aren’t many 

occult problems that Mona can’t con her way out of, but the simple expedient of an abusive husband, blood-

thirsty ex-lover, or demanding parent can turn out to be more than she can handle. That, of course, is where 

the player characters come in.

Mona is a great character to use when the Narrator needs to reveal occult information to a player, such as his 

or her secret origin or the fact that your hero’s demonic father is invading the world tonight. In this, she fills 

much the same role as Mister Y, but where Y lends himself to cosmic level superheroics, Mona is all about mor-

tal problems, frailty, and horror. She is, if you will, the “Vertigo version” of Mister Y, and that also means she 

works better when you want to emphasize character interaction and personal relationships over fantasy and 

the rolling of dice.

MONA LISA
STORIES
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MAN OF TOMORROW

Examples: Bishop, Booster Gold, Captain Comet, Doctor Tomorrow, Rachel Summers, Ragged Robin, Samaritan

Related Archetypes: Astronaut, Gadget Guy, Psychic Hero

Qualities & Challenges: If the Man of Tomorrow is actually from the future, he is tasked with either preventing 

or safeguarding his own timeline. His personality depends greatly on this dichotomy. A hero who is from an idyllic 

future time will prize it over the present, leading him to see present-day people as historical figures and not real 

individuals. He disregards laws and social customs because they have been “outgrown” in his future world. He will 

be critical of failings in our own society, perhaps considering us uncivilized and barbaric. This kind of hero can 

become Comic Relief because his misconceptions about our present lead him to ridiculous behavior when he tries 

to, for example, use profanity or make cultural references.

However, if the future is a terrible place, the Man of Tomorrow will cherish the present. This is his chance to pre-

vent disaster, and he will do anything to keep the terrible events of his own future from coming to pass. Other 

heroes will be revered as legends. Every little thing about our world will be seen by the time-traveler as some-

thing we take for granted and will not appreciate fully until it is gone. In contrast to the “idyllic” version of the 

Man of Tomorrow, this darker version of the archetype can turn into a Dark Avenger; he has few compunctions 

against killing since, in his future, everyone he knows is already dead. 

Regardless of the future he comes from, the Man of Tomorrow will have limited knowledge of the future. Often 

records of the past have been destroyed or lost, which is convenient since a player character who kows how the 

adventure is going to proceed makes things pretty boring indeed. In fact, the Man of Tomorrow’s own actions 

make the future less and less predictable, so events he expects sometimes never happen or turn out quite differ-

ently than he anticipated. The Man of Tomorrow will keep secrets from his new friends in the present; often he 

knows terrible things that happen to these people in the future, or even terrible acts which they perform! He may 

have a personal crime which he is trying to atone for. Sometimes the Man of Tomorrow is the person actually 

responsible for the awful future he is trying to prevent, but he keeps this secret until his new friends discover it, 

leading to alienation and mistrust. The Man of Tomorrow may have relics from the future - computer databases, 

super-weapons, or a sports almanac - which he must keep out of the hands of present-day enemies, lest its knowl-

edge ruin the space/time continuum.

The Man of Tomorrow is pursued through time by many enemies. If his future is an idyllic paradise, these time po-

lice are charged with keeping the past safe and secure and they resent his reckless galavanting through history. 

They seek to apprehend him and return him to his home time, perhaps after wiping not only his memory but those 

who have come into contact with him. But if the future is a terrible place, the Man of Tomorrow is pursued by 

cruel and pitiless stormtroopers who are soldiers in that future. These foes are often evil and older versions of 

present day heroes, twisted by the terrible things they have had to endure in the future, or they are children of 

present day heroes, not recognized at first but eventually revealed at a moment of proper pathos.

T
he Man of Tomorrow is usually from the future, but 

he might just represent what mankind will evolve into, 

should the species survive long enough. He is a product 

of science fiction, with psionic powers or an arsenal of 

advanced weaponry.
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The “evolved” version of the Man of Tomorrow archetype is from our current 

time but he represents man’s potential. He may be genetically engineered to be 

an “ideal human” or he uses “100% of his brain’s capacity.” With his incredible 

intellect and peerless physical abilities - which are beyond current human capa-

bilities but still remotely plausible- he forges new technologies, builds new so-

cieties, and leads mankind into a new era. This version of the Man of Tomorrow 

is all about transcending man’s current limitations; he is a master of perpendicu-

lar logic, of adapting to his enemy’s old-fashioned strategies, and staying three 

steps ahead of his foes.

Abilities:

The Man of Tomorrow will have many abilities in the 5-6 range, at the limit of 

human potential but not quite superhuman. If he has a score of 7 or more, it is 

probably Intellect, Willpower, or Prowess.

Specialties:

Science fiction skills like Computers, Electronics, Medicine  and Science are com-

mon for Men of Tomorrow, but in many ways it is less about specific skills and 

more about taking that skill into the future. In other words, whatever the Man 

of Tomorrow happens to be good at, be it Martial Arts, Performance, or Military, 

his version of that skill has been refined over future centuries to be far more 

effective than what is demonstrated by his present-day rivals. To represent this, 

use Expert and Mastery levels.

MAN OF TOMORROW
POWERS

Many Men from Tomorrow 

have no powers at all, and 

instead rely on science fic-

tion weaponry and vehicles. 

Consider the Wizardry (Gad-

gets) power. But those that 

do have powers often rely 

on psychic abilities such as 

telepathy or ESP, so look 

first to Mental Powers. If the 

Man of Tomorrow has limit-

ed knowledge of the future, 

this can be represented with 

precognition. While it is pos-

sible the Man of Tomorrow 

can travel through time, this 

greatly reduces the urgency 

of his mission and it removes 

his nature as a castaway, as 

a man stuck in a time that is 

not his own. 
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SPECTRUM

Stunts:

Orange Shift (Blast): Spectrum can use his Blast to blind a single target rather than do harm; 

Temporal Resistance (Willpower): Whenever a temporal effect would “rewrite history”, Spectrum resists this 

with a Willpower of 7. Even if his body is transformed by such a crisis, he retains full memory of the way things 

were before.

First Appearance: Journey into Wonder #141

Archetypes: Man of Tomorrow, Descendant

Qualities: Knows the future, Hunting the One World 

Conspiracy, Famous Parents

Challenges: Vulnerable to mind-altering drugs, Getting 

used to new powers, Can never go home

PROWESS 6
COORDINATION 4
STRENGTH 4
INTELLECT 5
AWARENESS 5
WILLPOWER 5
DETERMINATION 1

STAMINA 9

Powers:

Ultra-Power 8 (Ability Boost: 

Strength, Blast, Invisibility, 

Invulnerability, Phasing, 

Power Nullification, Super-

Speed)

Specialties:

Art (Painting, Sculpture), In-

vestigation Expert, Languages 

Master, Leadership, Occult 

Master, Stealth Expert
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“Sometimes justice isn’t black and white.”

In a not-too-distant future, all the cares and worries of the workaday world have been swept away by benevolent 

Wonders, who have emerged from hiding and now rule the One World as self-appointed governors. They are un-

touchable in their power, protected by miraculous weapons of fantastic science, and they have remade Earth into 

a perfect society devoid of crime, poverty, and disease. That, at least, is what they would have you believe.

Suleiman Williams grew up in the One World and, following in the footsteps of his lamented parents the Champ and 

the Veil, he devoted his life to its maintenance. Born with both the incredible strength and stamina of his father, 

and his mother’s ability to pass unseen to the naked eye, he was known as Spectre, a covert agent of the govern-

ment. His job was to track down and eliminate threats to society: black marketeers, revolutionaries, and the last 

vestige of a criminal underground that somehow managed to survive despite having every card in the deck stacked 

against them.

The day came when, having lost contact with his governmental masters and following a lead far off his assigned 

mission, Suleiman came face to face with the secret masterminds of the revolution, the source of all that was evil 

and corrupt, the one rogue element which, if it were only destroyed, would make the future of all mankind safe 

forever: his mother. The Veil had not perished in a terrorist attack as Suleiman had been told, and it is a testament 

to the One World’s conditioning techniques that despite this revelation, he still tried to kill her. But a lifetime of 

tricks (and an arsenal of weapons accumulated from Wonders of the past) allowed her to triumph and render 

her son unconscious.

Over the next three days, as his wounds healed, Sabira slowly dismantled the lies her son had been told. Blood-

washing treatments eliminated the mind-numbing drugs from his system. A series of witnesses filed into his room 

and told of their suffering at the hands of One World. He learned of the betrayal that caused his father’s death. 

Suleiman’s confidence was shattered, but the worse was yet to come: tracer elements in his bloodstream had led 

superhuman enforcers of the One World to Sabira’s secret lair. The only way to avoid their arrival would have been 

to kill Suleiman, but that was a price she was ultimately unwilling to pay.

Suleiman resolved to die alongside his mother, but she was less fatalistic. The resistance had a plan: by hotwiring a 

TMI Company Car, they could send Suleiman back to before the rise of the One World. There, in the first years of 

the 21st century, he could ensure that this awful future would never come to pass. If successful, he would erase 

his own future from existence; to secure against paradox, the time travel machinery had been altered to enact 

permanent changes on Suleiman’s temporal signature; he would be “immunized” against temporal correction. As 

an army of tyrant Wonders broke down the door, Suleiman took the last train out of the One World.

He arrived, as planned, in the early 21st century, but the genetic alteration of the hotwired time machine had un-

expected side effects. His powers were strangely changed: while he still possessed great strength, invulnerability, 

and invisibility, he could access these powers only one at a time, and a whole new spectrum of abilities had also 

been granted to him. As he shifted from one power to another, a brilliant aura of changing colors surrounded 

him. For a covert agent used to operating in the shadows, all this took a bit of getting used to.

ORIGIN
SPECTRUM
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In the months that have followed, Suleiman Williams has made his way to Radi-

ant City, where he pursues leads that he hopes will bring him face to face with 

members of the One World Conspiracy. He has been forced to use his powers in 

public and has adopted a new identity for himself, using the name Spectrum. Un-

fortunately, Suleiman knows precious little about how the One World will come 

to be, but he presumes the Conspiracy is the right place to start. He has yet to 

see or speak to his parents, or tell anyone in the present about the nature of 

his mission, but he is not reluctant to do so. After all, every effort he makes 

to expose the Conspiracy is one more step towards ensuring that the world he 

came from never happens.

Abilities:

Genetic alterations performed upon Spectrum’s body - intended to make him im-

mune to temporal adjustment- have caused unexpected changes in his former 

powers. When at rest, he now displays no unusual traits at all, but by concentrat-

ing he can active one of seven energy states, each of which grants him a distinct 

power. When Spectrum activates his “Red Shift” he gains superhuman strength. 

His “Orange Shift” allows him to manifest a blinding and deadly energy beam. 

With his “Yellow Shift,” his speed accelerates to 250 times that of a normal man. 

Invulnerability is granted by his “Green Shift” state, and he can negate the super-

human powers of those he touches while in “Blue Shift.” Finally, he can become 

entirely insubstantial (“Indigo Shift”) or invisible, the last being detectable only 

by a brief flash of violet light before he disappears.

Aside from his powers, Suleiman Williams is a well-trained covert agent. He is an 

expert at investigation, infiltration, and hand to hand combat, though he is still 

used to fighting with the advantages of strength, invulnerability, and invisibility. 

His new power array is taking some getting used to.

Appearance:

Suleiman Williams is a handsome man of mixed African and Persian descent. He is 

leaner and not quite as tall as his heavyweight father, and possessed of a natu-

rally cold demeanor that makes him hard to like. His uniform is a sleek black 

leather outfit that looks like something out of a Hollywood movie; the silver pip-

ing and trim reflects the color of his energy aura when his powers are active.

SPECTRUM
NEW POWER!
Ultra-Power

You have a number of superhu-

man abilities, but you can only 

use them one at a time! Select 

three different powers; powers 

which count as two for char-

acter creation cannot be cho-

sen. Each page you can choose 

one of these powers to be “on.” 

You cannot sustain any power 

that you don’t have “on.” 

Ultra-Power counts as two 

powers for character creation; 

for a Bonus Power, you can add 

another power option to your 

Ultra-Power. There is no way 

to ever have more than one of 

your Ultra-Powers working at 

once, even with Stunts or De-

termination.

For example, Ultra-Woman 

has Ultra-Power (Enhanced 

Strength, Blast, and Invulner-

ability). On her turn, she turns 

on her Ultra-Strength and 

punches the Malthusian in the 

face, but she does not have any 

Ultra-Invulnerability for this 

page. On her next turn she ac-

tivates Invulnerability, but all 

her Ultra-Strength vanishes and 

she is forced to attack with her 

normal Strength of 4.

Ultra-Power is similar to Wiz-

ardry, but it is not limited by 

one of your mental abilities 

and Wizardry powers can be 

sustained even while you use 

more of them.
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Spectrum is a refugee from an awful future, and most of his stories will play off that future in some way. He is 

hunting the One World Conspiracy, which could bring him into conflict with other heroes, most of whom will 

probably have no idea what he’s talking about.

Suleiman decides to take a big step towards his goal by gathering a group of allies. Of course, he will probably play 

the whole “from the future” angle a little quiet at first, since he might tip off agents of the Conspiracy if he is too 

vocal. in the past he remembers so he can seize the advantage in his battle against the One World. Spectrum’s team is 

likely to be cross between high-tech and covert military; it may try to straddle the line between “ruthless efficiency” 

and the heroism that motivated Suleiman’s parents.

A nearly-omnipotent wizard, extradimensional entity, or “universal elder” decides to rewrite space and time. All of 

Earth’s Wonders are caught up in the new version of existence. Only Spectrum, thanks to his temporal resistance, 

remembers the way things used to be!

The One World of Spectrum’s future was ruled by the aged versions of some of today’s most respected and cel-

ebrated Wonders. Spectrum knows the people they will become, but these individuals show no present sign of their 

corrupt future. Should he confront them? Monitor their activities? Eliminate them now?

SPECTRUM
STORIES
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MASTER OF THE ATOM

Examples: Captain Atom, Doctor Manhattan, Firestorm, Hulk

Related Archetypes: Embodiment, Master of the Elements, Ultimate Hero

Qualities & Challenges: The product of a scientific experiment gone awry, the Master of the Atom wields the two-

edged sword of nuclear power. Yes, his powers are very great, and he can do much good, but he runs the risk of 

contaminating his friends and the very environment itself through the use of his own powers, which sometimes grow 

beyond his control with destructive results. The Master of the Atom is a symbol of hubris, of proud mankind meddling 

with forces beyond its control. When heroes learn of a dark future that is in store for Earth, a Master of the Atom 

is usually responsible for creating that future, perhaps because he was corrupted and fell into evil, perhaps because 

he lost control of his own powers and destroyed not only himself but half the country at the same time.

Sometimes the dual nature of the Master of the Atom, his limitless potential and his terrible curse, are represented 

physically, so that the Master of the Atom is actually two people or two personalities competing in the same body. 

One of those selves represents the optimistic possibilities of science while the other represents the risks which reck-

less experimentation pose for our species and our world. Others fear the Master of the Atom or perceive him as 

reckless and rash, but he is a firm believer in the Atomic Age and remains supremely confident. Because of this attitude 

and his great power, he may have a leadership position. In previous generations he was almost certainly American, 

but with the proliferation of nuclear power around the world he might be Chinese, Russian, Korean, Indian, Pakistani, 

Israeli, English or French. Regardless of his national origin, he is patriotic and is considered something of a national 

symbol. As a living embodiment of the nuclear football, he may answer directly to the President.

In recent decades, as we learn more about subatomic physics, the breadth of the Master of the Atom Archetype has 

broadened, leading to the Quantum Hero and other similar characters who are updates of the old Atomic one.

Abilities:

The Master of the Atom probably has great Strength and, since he is usually a scientist as well, Intellect. Because 

he relies on power over skill, his Prowess and Coordination may be quite low. His Awareness and Willpower will 

determine how he balances the two halves of the nuclear threat; if these scores are low, he will be reckless and 

often put his allies and innocent people in peril. But if they are high, he becomes a model of restraint and wisdom 

who demonstrates the benefits of atomic energy.

Powers:

The Master of the Atom will usually fly and he is probably Invulnerable. He probably has a Blast of atomic energy 

which few villains can withstand. If he can manipulate matter at the subatomic level, he will have Transmutation 

or Transformation Ray. All of this combines to make the Master of the Atom very powerful; he works best in a 

group of other powerful heroes, or when his enemies have weapons designed to take advantage of his limita-

tions (such as they are).

Specialties:

The most common specialty is Science (physics), but the Power specialty is also likely, especially if the Master of 

the Atom has Transmutation or Transformation powers. Because of his connection to the government, Military 

and Leadership are also possibilities.

A   
living embodiment of the Atomic Age, the Master          

of the Atom wields tremendous power that is only 

partially understood and is still very dangerous. He 

has the potential to be a great hero, but also to cause 

untold disaster.
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WATCHDOG

Stunts

EOD (Intellect) Will has a +2 bonus on any attempt to disarm or take apart a bomb; 

Anti-Radiation Foam (Binding) Anyone currently affected by Watchdog’s Binding power gains Resistance (Radiation) 8; 

Nuclear Dampers (Invulnerability) Watchdog can use Power Nullification against enemies with nuclear, atomic, 

or radiation powers, with a power of 10.

First Appearance: Watchdog #1

Archetypes: Master of the Atom, Armored Wonder, 

Ultimate Hero

Qualities: UN Agent, Australian accent, Girlfriends across 

Europe

Challenges: Can’t operate on US soil, Under-appreciated, 

Collateral damage

PROWESS 6
COORDINATION 6
STRENGTH 8
INTELLECT 4
AWARENESS 4
WILLPOWER 4
DETERMINATION 1

STAMINA 12

Powers:

Binding 8, Blast 8, Flight 

7, Immunity (Radiation), 

Invulnerability 10, Mind 

Shield 7, Super-Senses 2 

(radar, detect radiation)

Specialties:

Languages,

Mechanics Expert, 

Military, 

Science (Physics)
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“Go ahead. Press the red button. Then we can get this over with.”

Since the end of the Cold War and the economic implosion of the Soviet Union, 

nuclear proliferation has become one of the greatest dangers to mankind. A 

UN working group concluded in the early ‘90s that the threat was particularly 

acute when nuclear weapons, often built by the Russians but subsequently lost 

or stolen, came into the hands of terrorist groups and Wonder masterminds. 

To counter this threat, the International Atomic Energy Agency (IAEA) initiated 

the Watchdog project: an armored battlesuit operating at the discretion of the 

international community. Using Watchdog, the IAEA would be able to not only 

monitor “loose nukes,” but actively seek them out and return them to secure 

locales. Captain William Turner, an Australian, was eventually chosen to wear the 

Watchdog armor.

The Watchdog program must be judged a success, though the ride has not always 

been smooth. By far the most powerful Wonder operating under the UN um-

brella, Will Turner has often found Watchdog “loaned out” to other UN agencies 

who could show pressing need, and this includes everything from the delivery 

of food and humanitarian aid to military intervention. Political pressure on the 

Watchdog has therefore been intense. The US, in particular, has refused to allow 

Watchdog to operate in its territory, insisting that the FBI and other security 

agencies are perfectly capable of handling nuclear threats inside the coun-

try. Russia, however, has cooperated closely with Watchdog and his masters at 

the IAEA, passing on intelligence regarding nuclear devices and even allowing 

Turner to take direct action against rogue Soviet soldiers who sought to use 

the missile silos they were guarding as extortion tools.

As a result of these pressures, Watchdog has proven very efficient at his job 

when he is allowed to work, but has often found himself paralyzed by political 

realities. Many of his most important victories have been hushed up by the UN in order to prevent global panic over 

the threat of nuclear terrorism, and since he is forbidden from wearing the armor on US soil, most American 

Wonders don’t even know his name. Although he has been invited to join at least one Wonder organization, he has 

been forced to refuse on the basis that his mission for the IAEA always comes first. When a criminal mastermind 

threatens the world with nuclear weapons, Watchdog often finds himself working with other heroes whom he 

barely knows, and who do not know him.

These days, Turner’s activities have largely turned to Pakistan, Iran, North Korea, and other “rogue states” which 

are either selling their already-acquired nuclear technology or which seek to add themselves to the “Nuclear 

Club” in violation of UN treaty. More and more of his work is done undercover, and Will’s black ops experience as 

an Australian soldier in the Iraq War is proving far more useful than he ever expected.

WATCHDOG
ORIGIN APPEARANCE

The Watchdog armor is a 

military-style mecha ten feet 

tall, equipped with a long 

rotating autocannon on 

one arm and a missile rack 

over the opposite shoulder. 

Enormous jet thrusters rise 

from his back. The symbol of 

the IAEA is marked in red on 

the right side of the armor’s 

chest.

Will Turner is a handsome 

Australian with dark blond 

hair and a serious demean-

or. He’s been in so many 

life-or-death situations over 

the years that he seldom 

smiles any more, and he has 

lost touch with many of his 

old friends in the Austra-

lian army. His days are spent 

reading intelligence brief-

ings, in training, or wander-

ing the streets of Vienna or 

New York City, waiting for a 

call.
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Abilities:

Will Turner was already a well-trained veteran of the Iraqi War before he was accepted by the Watchdog program 

and put through an intensive training course that emphasized nuclear ordnance disposal. But when he is wearing 

the Watchdog armor, he becomes one of the most powerful Wonders on Earth.

Watchdog can fly as fast as a jet fighter, lift a 747, and withstand assault up to and including the nuclear warheads 

that he is so often out to secure. His multiple weapon systems include a rapid-firing Gatling cannon armed with 

armor piercing anti-vehicular rounds, self-guided missiles, and an anti-radiation foam that he has occasionally 

used to gain a combat advantage over foes. Because most of Watchdog’s weaponry is military issue, he sometimes 

finds himself at a disadvantage when operating in urban areas and against non-superhuman foes; his superiors at 

the IAEA recognize that some casualties are inevitable, but he has never been so careless as to kill a civilian.

Additional systems include flash-resistant visual sensors that protect Turner from even the light of a nuclear 

detonation, a psychic shield to prevent mental domination, and a high-tech “nuclear damper” that is capable of 

retarding nuclear processes in its area, keeping atomic weapons from detonating or nuclear-powered devices 

from producing power. Sensitive radiation detectors allow Turner to pinpoint nuclear activity from hundreds of 

yards away, and he has built-in radar with a range measured in miles.

Watchdog facilitates stories based around the UN and international diplomacy or which involve the threat of 

nuclear terrorism.

An American nuclear sub has dropped out of contact and is believed to be damaged, resting on the ocean floor. 

Turner is ready to go, but the Americans deny him access, claiming the sub is an element of national security and 

off-limits to a foreigner. Other Wonders (possibly the All-Americans?) are dispatched to the rescue, but Turner’s 

bosses at the UN authorize him to covertly approach the sub and monitor the activity there, in case things go bad. 

It is deep underwater that the mystery in this scenario comes to the fore. What caused the sub to wreck? Could the 

American stance be due to the fact the sub was in fact carrying something other than “mere” nuclear weapons? 

What if the other heroes sent to handle the problem find more than they bargained for, or are faced with a live 

nuke and are cut off from their technical support? How will they feel about the appearance of Watchdog, whom 

they have been warned about? And what menace, deep under the waves, could possibly bring these disparate heroes 

together in a race for survival?

The IAEA doesn’t just keep track of super-criminals; plenty of heroes use nuclear power for weapons, devices, or 

vehicles, and each one of them is a potential danger to nearby civilians. Turner is assigned to monitor the activities 

of one such hero or hero group, leading to friction when his well-intentioned surveillance is discovered.

Turner has had a long career as Watchdog, and although his superiors are eager to retain him, he is starting to 

feel the isolation of the job. He begins searching covertly for a possible replacement: someone whose respon-

sibility could be to the community of nations rather than a single country, and who has the kind of independent 

resourcefulness required for a Wonder who usually works alone. At the same time, a well-informed mastermind 

plots to steal the Watchdog armor by creating a potential replacement and luring Turner into supporting the 

planted agent. It is up to the heroes to figure out the ruse, track the “plant” back to his master, and defeat a bad 

guy who may have already gained access to Watchdog’s security codes.

WATCHDOG

STORIES
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MASTER OF THE ELEMENTS

Examples: Captain Marvel, Monica Rambeau; Dazzler; the Human Torch, Johnny Storm; Iceman; Lightning Lad; Ob-

sidian; Polaris; Songbird; Storm; Terra

Related Archetypes: Embodiment, Focused Hero

Qualities & Challenges: With a recognizable style and effective powers, the Master of the Elements is a very 

popular character type. He is especially common on teams because his allies compensate for his narrow focus and 

his abilities complement the team’s tactics in interesting ways. Sometimes the team is made up solely of Masters of 

the Elements. He is often vulnerable to an “opposing element,” so that a fire hero loses his powers for a page or 

two if he is struck with water, and a darkness hero has no defense against the power of the sun.

The Master of the Elements probably has another archetype as well, but his element does help to define him be-

cause he takes on personality traits derived from his environment. Masters of stone will be rock-solid and sturdy, 

the foundation on which their teams are built. Masters of fire will be hot-tempered and mercurial, rash but imagi-

native. Masters of the weather will be environmentally conscious, aware of the long-term ramifications of seem-

ingly small actions. Their personality will manifest in the local area as rain, thunder, or sun.

Because the Master of the Elements has relatively simple and straight-forward powers, he suffers from many of 

the same challenges faced by characters like the Focused Hero. To keep a character with simple powers inter-

esting, his personality and past become more complex and developed. A Master of the Elements may find himself 

pushed into a leadership position as a way of giving him more “screen time”, a balance for fight scenes in which he 

is overshadowed by other, more flashy, heroes. Alternately, he can find himself relegated to the sidelines, where 

he becomes Comic Relief or simply ignored. At the same time, because the Master of the Elements can be summed 

up so quickly and succinctly as the “fire guy” “ice guy” or “water guy”, he is instantly recognizable and surprisingly 

long-lasting.

However, Masters of the Elements also tend to grow in power as they age, especially as they begin to command 

more and more influence over their particular element. After all, if a character can control fire, well, can he 

control any fire, anywhere on Earth? Perhaps he can control heat and, if he can move or reduce heat, doesn’t 

that mean he also controls cold? It is in this way that the Master of the Elements grows from a one-trick-pony 

into a force to be reckoned with. Eventually the Master of the Elements can grow into an Embodiment, a kind of 

cosmic personification of his original, humble, power.

T
he Master of the Elements controls or becomes 

some kind of energy or matter. Examples include 

darkness, fire, ice, light, lightning, machines, magne-

tism, metal, plants, rock, solar energy, sound, water, the 

weather, wind and wood.



-21-

Powers: Obviously, Elemental Control is the place to start. Alternate Form is also 

likely. The Master of the Elements should have Life Support or Immunity against 

his own element, since it’s never a good thing for the fire guy to get burned. 

Masters of the Elements often fly, supported on their element, but they might 

also teleport by moving through their element, bypassing the space in between.

Specialties: The Master of the Elements relies on the Power specialty to com-

pensate for his mediocre abilities.

Stunts: Because the Master of the Elements has such well-defined and narrow 

powers, he makes use of many stunts which represent creative use of those pow-

ers. Often these stunts will appear only once in a while, but they become part of 

the hero’s regular bag of tricks and should be written down for later use. 

MASTER OF THE ELEMENTS
ABILITIES

The Master of the Elements 

is rather ordinary aside 

from his control over the 

elements, so unless his ele-

ment has some sort of con-

nection to an ability (stone/

Strength) his abilities are all 

in the 2-5 range.
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DUSK & DAWN
First Appearance: Dusk & Dawn limited series #1

Archetypes: Master of the Elements, Young Hero (Dawn), 

Dark Avenger (Dusk)

PROWESS 8
COORDINATION 6
STRENGTH 6
INTELLECT 4
AWARENESS 6
WILLPOWER 5
DETERMINATION 2

STAMINA 11

Powers:

Immunity 5 (darkness pow-

ers), Invisibility 5, Super-

Senses 1 (darkvision)

Specialties:

Investigation, 

Science (Psychology)

Qualities: Telepathic Link, Veteran, Connections in the 

least likely places, Feared on the street

Challenges: Creature of the Night, Haunted by his Past, 

Overconfident

DUSK

Dawn: “Don’t you ever get tired of all this cloak & dagger stuff?”

Dusk: “Why do you ask questions when you already know the answers?”
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DAWN

Stunts

Cloud of Light (Elemental Control) Dawn can shed light so bright that she attacks all creatures within Close 

range of her with Blinding 8

Eli Pleasance was an Army vet working in Los Angeles as a psychologist when he was brought in to consult on the 

unusual case of college sophomore Dawn Wyatt. Wyatt had dropped out of school, was ignoring her friends and 

wealthy Hollywood family, and no longer appeared to speak English. Her actions were wholly irrational and, since 

she also seemed to have no interest in food or other bodily needs, her health was in immediate danger. Pleasance, 

who had some limited experience with Wonders, suggested the girl might have fallen under some sort of posses-

sion. The evidence quickly proved him right: Dawn Wyatt had become the home for an alien psycho-intelligence, 

possibly from the region of Tau Ceti.

Ordinary treatment was completely ineffective, of course, so Pleasance decided to resort to drastic measures. 

With the approval of the Wyatt family, he began a series of intense hypnotic episodes linked to Jungian archetype 

therapy. His reasoning was sound: if Eli could strengthen Dawn’s submerged personality by linking it to powerful 

Qualities: Telepathic Link, Sunny disposition, Bright ideas, 

Gorgeous

Challenges: Sun Child, Just wants to have fun, getting 

used to violence

PROWESS 6
COORDINATION 5
STRENGTH 3
INTELLECT 4
AWARENESS 3
WILLPOWER 4
DETERMINATION 1

STAMINA 7

Powers:

Elemental Control 8 (light; Blast, Blinding), 

Flight 6, Immunity 5 (Light), Super-Senses 1 

(low-light vision)

Specialties:

None
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human archetypes, the alien entity dwelling in her mind would be cast out. It was 

a psychotherapists version of an exorcism. It worked ... all too well.

In the therapy session, Dawn found strength in the Jungian archetype of the Sun 

Queen, a source of light and energy that allowed her to overcome her mental 

prison and regain control of her body. Unfortunately for both she and Pleas-

ance, the Jungian archetype was not easily put to sleep once roused. It woke to 

full power and took over Dawn’s body with even more strength than the alien 

intelligence had. Eli, furious at himself over the reckless chance he had taken 

with his young patient, decided to fight fire with fire: he used the same Jungian 

therapy techniques to contact the archetype of the Night King, and pit its dark-

ness against the Sun’s light. Eli was hoping for a miracle. He got one.

When the dust had settled, Eli Pleasance and Dawn Wyatt were more or less hu-

man once more. But the powerful spirits of the collective unconscious they had 

called upon had forever transformed them and bound their fates together. 

During the day, Dawn was filled with radiant energy which allowed her to fly and 

command the sun’s light. But when the sun set, so did her powers, and Eli found 

himself stronger, faster, and with keener perceptions. He was now a creature of 

the night, able to blend seamlessly into the shadows. Just as alarming, the pair 

could now communicate with one another by thought.

Realizing that they were now Wonders, the pair felt obligated to act the part. Dawn 

enrolled in night classes and spent her day fighting crime and (grudgingly) learn-

ing to use her prodigious powers. Eli took on the role of mentor, investigating 

crimes and passing on his special ops training to his younger partner. The two have 

had a difficult time adjusting to their new careers: Dawn craves the irresponsible 

life of a young college woman, while Eli was hoping to leave the shadowy vio-

lence of his military life behind him. As a result, Dawn is often hard to find, ditch-

ing her heroic responsibilities in favor of a social life or school work. Eli, who 

already feels enormous guilt over the entire business, is forcing his young partner 

to grow up overnight ... and hating himself for it, every minute.

Appearance:

Eli Pleasance is a grim and rugged 40-something man with steely-gray hair in the 

cut of a military officer, and a physical build to match. He’s something of a chame-

leon, wearing clothing that suits his mission, be it a recon expedition to the inner 

city or a black-tie affair in Hollywood. Dawn, however, is a pretty 20 year-old with 

golden hair, bright blue eyes, and fashion sense. Her natural demeanor is cheerful 

and optimistic, but her new life has forced her to come to grips with secrets and 

shadows, something that is taking a little getting used to.

When Dusk and Dawn take up their Jungian aspects, their features and apparel 

change. Eli’s features are concealed by a dark cowl, and his black cloak makes 

it easy for him to merge with the shadows. Dawn’s hair becomes even more gold, 

while her eyes give off a pale radiance and she is sheathed in pale light. Their 

chest symbols depict the dusk and dawn in opposing colors.

DUSK & DAWN
ABILITIES

Dusk and Dawn are personifica-

tions of the archetypal Night 

and Day. For Dawn, this mani-

fests in the power of flight 

and the ability to create any 

sort of light - from a vast 

field of illumination to a nar-

row beam with the power of a 

laser. She is also immune to all 

light and heat, which she has 

found to be enormously use-

ful when working on her tan. 

Her mundane skills are limited 

but she is a quick learner, and 

she’s picking up on Eli’s com-

bat training all too quickly. At 

night, Dawn loses all her pow-

ers but gains an extra point of 

Determination from her “Sun-

Child” challenge.

Dusk has become ideally suited 

to nocturnal activities, with en-

hanced strength, stamina, speed 

and senses. By night he wields 

a powerful charisma, which he 

uses to intimidate and interro-

gate. When in shadow, he is all 

but undetectable.  Even with-

out his powers, however, Eli is 

a competent investigator and 

street fighter. Both Eli and Dawn 

can read each other’s thoughts 

across any distance, something 

which they find useful when 

cooperating on a case, and 

anything from embarrassing to 

annoying at other times. Dur-

ing the day, Eli loses his powers 

and 2 points of Coordination, 

Strength, Awareness and Will-

power, but he gains a point of 

Determination.
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Dusk and Dawn are important to stories of interdependency. An easy partnership wouldn’t be interesting, so they 

are most useful when someone is threatening that partnership, or when they attempt to reject it. Their origin is 

also a potential opening for plenty of other heroes and villains who got their powers in a similar way.

Someone breaks into Eli’s office and steals his notes on awakening the Jungian archetypes! Soon a rash of new 

villains begins to appear, based on well-known human fears and trauma. Dusk and Dawn may have the most experi-

ence with this sort of thing, but there’s no way they can handle the problem by themselves.

One of the reasons Eli and Dawn are having so much trouble dealing with their new situation is because the ar-

chetypes they embody traditionally enjoy a powerful emotional relationship - one the 40-something Eli and 20-

something Dawn are busy denying. Dawn compensates by picking up a new boyfriend every couple of weeks and then 

finding some excuse to call the relationship off before it gets serious; Eli is compensating by avoiding his partner 

and growing increasingly curt and distant. Player characters come into this when Dawn targets a PC as her next 

“love” interest.  

A band of well-meaning but obsessed occult investigators decide that Dusk is actually a vampire, and Dawn is his 

mentally enslaved dupe. They kidnap the ex-mercenary and are eager to kill him, as soon as they can figure out 

why none of the traditional weapons are working. Dawn can sense his danger, but there’s no way she can get her 

mentor out by herself.

DUSK & DAWN
STORIES
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MASTER OF THE MARTIAL ARTS

Examples: Black Canary, Iron Fist, Judomaster, Karate Kid, the Question, Richard Dragon: Kung Fu Fighter, Shang 

Chi, White Tiger

Related Archetypes: Dark Avenger, Focused Hero

Qualities & Challenges: The traditional Master of the Martial Arts has studied in the Orient at the feet of in-

scrutable masters. Alternately, he is an American whose foreign-born parents passed on family secrets normally 

forbidden to westerners. However, with our increasing awareness of the many martial traditions world-wide, a 

modern Master of the Martial Arts might prefer Brazilian capoeira, escrima stick-fighting, or the traditions of 

India. Regardless of his personal style and origin, there is a certain globe-trotting aspect to the Master of the 

Martial Arts as he faces champions from many cultures and many lands, each expert in their own form and each 

eager to test their skills against the Master. Sometimes the Master of the Martial Arts will adapt these new forms 

into his own repertoire and be able to switch between various styles at need, but usually he has only theoretical 

knowledge of other techniques while always refining his own, chosen, style to perfection. He may have Qualities 

like “Well Traveled” or “Friends Everywhere” to represent his diverse experiences in foreign lands.

The Master of the Martial Arts has rival students who competed for the attention of their sensei, and sometimes 

the sensei himself is still alive and a recurring character. Although possessed of greater skill and wisdom than the 

hero, the sensei is too old, eccentric, and frail to battle evil any longer. He has entrusted his best student with the 

greatest secrets of the martial arts, and the hero is obliged to one day pass those skills on to another student, 

so the hero becomes the sensei. If the hero has a rival student as an enemy, that rival may know the secret weak-

ness in the hero’s technique or may be responsible for destroying the temple where the hero studied, thus making 

the hero and his enemy the last living disciples of the true path of kung fu. Alternately, the hero was trained by 

a school of evil ninja or assassins, and he has fled that school to satisfy the demands of his conscience. In this 

case, he is likely pursued by his fellow students and former master, who has commanded his death.

Wise beyond his years and a pacifist by nature, the Master of the Martial Arts fights to protect others and see 

justice done. Responsible, always protecting the weak and innocent, he is a Zen-like character who longs for a 

day when his skills are no longer necessary. He avoids guns and other trappings of western culture, is probably a 

vegetarian, spiritually and environmentally conscious, and he may not wear a costume, preferring instead civilian 

clothes. Martial arts stories often swerve into the mystical, involving cults, evil sorcerers, and mythical mon-

sters. Likewise, they are often crime stories based on Asian mobs, human trafficking, and drug sales. But because 

the martial arts are so linked to Asian culture in the American mind, high technology can often become a story 

theme, leading to spy sagas with fancy gadgets and 21st century crime.

The pure Master of the Martial Arts has no powers beyond his uncanny fighting techniques, which makes him a 

solo hero seldom seen on teams. On a team the Master of the Martial Arts is quickly overshadowed by Avatars, 

Armored Wonders and Ultimate Heroes, and he must adapt if he is to survive. He sometimes acquires one specific 

super-power which helps even the odds (making him a Focused Hero) or he uses gadgets and weapons (making him 

a Dark Avenger).

H
e’s so good, he doesn’t need powers. The Master 

of the Martial Arts has made his body into a living 

weapon, battling supervillains using only skill, determi-

nation, and cleverness.
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Powers:

The spiritual or mystical side of martial arts can serve as an explanation for 

many powers, especially if you are a fan of the more wild action movies of the 

last few decades. Every power from flight to healing has been demonstrated by 

martial arts heroes in film, but comic book Masters of the Martial Arts typically 

rely on Stunts for most of these tricks and give up powers in favor of a large 

store of Determination.

Specialties:

Regardless of his Prowess, the Master of the Martial Arts should take as much 

Martial Arts as he can. After all, “Expert in the Martial Arts” just doesn’t sound 

as good. Acrobatics, Languages, Stealth and Weapons are also common. Depend-

ing on your style, you may have training in Occult, Investigation and Medicine.

Stunts:

The Master of the Martial Arts lives by his Stunts. Anyone can throw a punch, but only the Master of the Martial 

Arts can wield the awesome power of the spinning monkey kick. In fact, you should throw out names for your 

various attacks even when you aren’t using a stunt.

Use Stunts to replicate occasional powers, such as Paralysis, Fast Attack, Healing, Invisibility or Blinding. An Aura 

can represent your instant counter-attack whenever an enemy tries to strike you; use Phasing for an “ultimate 

defense” that allows you to avoid any attack no matter how dangerous. Although you could use the dreaded dim

mak life drain power, you never do.

MASTER OF THE MARTIAL ARTS
ABILITIES

The Master of the Martial 

Arts has Prowess as a super-

power; it should be 7+. Coor-

dination and Strength may be 

as high as 6. Even his Aware-

ness and Willpower will be 

good. Intellect is probably 

his lowest ability.
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THE DRAGON

Stunts

Battle Cry (Willpower) The Dragon can use the intimidate action on a group of foes within close range; 

Battlefield Punches (Prowess) When the Dragon uses this technique, he gains Fast Attack 9; 

Breaking Blow (Strength) The Dragon has Strength 7 when he is trying to break an inanimate object, such as a 

pile of bricks or an engine block; 

Chinese Medicine (Willpower) The Dragon can spend a point of Determination to acquire Healing 5 for one page;

Counterpunch (Prowess) While the Dragon is using his Counterpunch technique, he is treated as having an Aura 

equal to his Strength (5); 

First Appearance: The Dragon #1

Archetypes: Master of the Martial Arts, Mythic Hero, Oc-

cult Hero

Qualities: Master of Kung Fu, Lightning Fast, A Thousand 

Lives

Challenges: Hunted by Agents of the Old Dragon, Tragic 

Figure

PROWESS 9
COORDINATION 8
STRENGTH 5
INTELLECT 4
AWARENESS 5
WILLPOWER 5
DETERMINATION 2

STAMINA 10

Powers:

Danger Sense, 

Super-Senses 2 (Blind sight, 

Chi sense)

Specialties:

Athletics, Martial Arts Master, 

Mental Resistance, Occult, 

Wrestling Expert
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Stunts continued...

Dim Mak (Prowess) The Dragon can spend a point of Determination to acquire Affliction 9; 

Ear Clap (Prowess) When the Dragon uses his Ear Clap attack and stuns the target, the attack does no damage, 

the foe is still stunned, and is also deafened for the duration of the stun; this attack can stun even if it inflicts 

less than 0 damage; 

Horse Stance (Strength) While the Dragon is in Horse Stance, he cannot be slammed by any foe of Strength 7 or less, 

One Inch Punch (Prowess) When the Dragon uses his One Inch Punch, he can slam the foe even if he does less 

than 0 damage; 

Pressure Point Strike (Prowess) When the Dragon uses this strike, he gains Paralysis 5

“You must be like the water, soft and yielding yet able to leave your imprint in solid stone. When your foe advances, 

you must retreat. When your foe retreats, you must advance. You must be spontaneous, like the reflection of a bird 

passing over the surface of a lake.”

In 1973 a young man with a bright future ahead of him, a master of martial arts, died in what seemed to be a 

freak accident: an allergic reaction to a combination of innocuous pain killers. Many rumors were spread con-

cerning his death. Some suggested he was murdered, and a few whispered that the killers may have been assassins 

sent to silence this man, who was teaching to Hollywood and the world secrets previously known only to secret 

and ancient masters. But all these stories - from the fantastic to the absurd - were wrong. The truth was far, far 

stranger.

Long ago, almost before recorded history, the people were enslaved by a terrifying dragon. Although a being of 

great power and majesty, the dragon used its magnificence for evil, and all who gazed upon it were afraid. Thus 

it was that, cringing in the shadows and fearful of the dragon’s tyranny, the people barely noticed when a young 

warrior came amongst them seeking directions to the dragon’s cave. This warrior was ushered on his way, and 

quickly too, lest his impertinent questions draw the attention of that which he sought. For the dragon had many 

eyes and ears among the people; there were those who sought to rise in the esteem of the dragon by serving it. 

But when this warrior reached the dragon’s cave he revealed that he came not to serve the dragon, but to destroy 

it forever, and end its cruel mastery over a terrified land. And thus the champion and the dragon fought, and the 

dragon breathed a river of bright flame upon the hero, and the hero’s body was destroyed.

Yet the warrior lived on. An immaterial spirit of pure flame, he laughed at the dragon, and taunted him. “You have 

given me everything I need to defeat you now,” he said. “For I knew I could never defeat you in a single lifetime. 

Instead I prayed, I fasted, and I purified my spirit so that when you destroyed my body with your flames my soul 

would be clean, and live forever. Now my spirit is mingled with yours, and my soul is the soul of a dragon too. I 

shall be born into a new body and continue my training, and a thousand lives I shall lead, one after the other, 

and with each I shall become mightier, swifter, and more deadly, until in time I can defeat even you. And this 

curse I place upon you: that until the day I return you shall fear the smallest shadow, for you shall think it me, 

returned at last.” But the dragon laughed now, and dismissed the spirit of the man-dragon, calling him a mere 

shadow without substance. And the man-dragon departed.

THE DRAGON

ORIGIN
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But as the months crept by the dragon began to wonder if perhaps the warrior had indeed found a way to cheat 

death, purified as he was in the hot cauldron of the dragon’s flame. And the dragon began to inquire through 

his many agents about children born in the year after the man’s passing. And although none of these children 

seemed to be the hero returned, still the dragon felt a gnawing uncertainty in his breast, and he knew the man’s 

dying curse had come to pass. Years later, as the dragon hid deep inside his mountain retreat, word came to him 

of the dragon-warrior, who had surfaced at last. And the dragon felt his courage flicker and die, and he sent an 

army of soldiers to see to the hero’s death. They returned with his head, and when the dragon recognized it, his 

blood went cold, for he knew the cycle was just beginning.

Many generations have come and gone since then. Fear long ago drove the dragon deep into hiding. He gave up 

the rule of men, slowly devoting more and more of his waking energy to the endless hunt for the man-dragon 

who vowed to slay him. Now his hidden agents are everywhere, in every shadow and dark recess of the world, 

seeking this champion whose spirit is immortal. Many times have they found him, for the hero can hide his face only 

so long. Wherever he wanders, the people sense the greatness of his spirit, and they call him Dragon, and many 

other names besides. Sometimes his immortal spirit has come back in the body of a girl, and then he is called Sai 

Fon, “Little Phoenix.” But usually he is Jun Fan, “Return Again,” or sometimes Sei Lung, “Little Dragon.” Each time 

he has returned, the assassins who serve the old dragon have found him and slain him, but each time the task be-

comes harder, more difficult, for Jun Fan has grown strong over his many lives, and the time for the final battle 

is near.

It was in this way then that a young actor and martial artist was killed in the prime of his life by hidden assassins, 

as the terrified dragon huddled deeper in his lightless den. Almost at once the Little Dragon was born again, and 

as he grew to manhood his enlightened soul retained the memories of his many former lives. He remembered now 

his destiny, and the power in his hands. Boldly and without fear he began to walk the world, seeking the footprints 

of his quarry in the stars, the wind, and the water. The Tao walks with him, and with every step he comes closer to 

the day when he at last fulfills his ancient quest, and delivers the people of the world from their unseen master. 

Then at last Sei Lung’s eternal life will come to its long anticipated end.

Abilities:

Jun Fan is an absolute master of hand to hand combat, and over many lifetimes has refined his philosophy and 

fighting techniques to include a number of supernatural powers that rely upon his harnessed chi. He calls his style 

“the way of the intercepting fist,” but in truth it is more of a philosophy than a true fighting style. Indeed, it is in 

many ways an “anti-style”, one that places spontaneity and flexibility over rigid forms. The Dragon is constantly 

learning and experimenting with new techniques in order to broaden his capabilities and keep his fighting fresh 

and innovative. He believes that adherence to any one style only makes a fighter more predictable and thus easier 

to defeat.

The Dragon has many stunts; most of them do not cost him Determination, but he can only use one of them at a 

time. He is famous for his “one inch punch,” which sends foes flying backwards, and by focusing his efforts on a 

single foe he can strike four times in a single second. His “breaking blow” is what he uses to demolish solid ob-

jects with a punch. (Spend a point of Determination to break the brick on the bottom of the stack while leaving 

the rest untouched.) He can paralyze a foe by striking a quick series of pressure points, and he uses “sticking” 

techniques to immobilize a foe at very close range (his Wrestling specialty usually suffices for this). His famous 

“cat screetch” battle cry (sometimes replaced by an “atatatah” sound) frightens and intimidates his foes, while an 

THE DRAGON
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instantaneous counterpunch is most useful when fighting many opponents at 

once. Jun Fan is a student of Oriental healing arts which involve acupressure and 

chi manipulation, and his senses are extraordinarily keen, allowing him to fight 

perfectly even if blind.

Without question, however, the Dragon’s most dangerous technique is the 

dreaded “touch of death,” a chi strike which utilizes a series of five precisely 

placed blows to poison the target’s soul. The “Dim Mak,” as this technique is 

known, is a weapon of last resort for the Dragon; he has only ever used it a 

handful of times, each time resulting in a man’s death. 

As the world’s foremost master of kung fu, the Dragon is likely to be involved 

in stories which involve the martial arts. His nature as a reincarnating hero lends 

him to stories with a historical element, and his former life as a Hollywood icon 

makes him instantly recognizable.

One of the player characters is actually a weapon created by the old dragon in an effort to destroy Jun Fan. This 

is a “secret origin”; even the PC does not know the truth behind his powers. But whenever Jun Fan is near, the PC’s 

powers increase and he is overcome by a furious battle rage. Can this evil influence be broken, without costing 

the PC all his superhuman powers? And what if he is actually powerful enough to destroy Jun Fan once more, this 

time for good?

A PC trained in the martial arts confronts a villain, but is defeated by a seemingly unbeatable technique. Nursing his 

wounds, the hero learns that there is a way to defeat his rival: a secret move known only to Jun Fan. The PC now 

has to find the Dragon and convince him to teach the secret maneuver.

Jun Fan learns that some of his former pupils from previous lives have turned his techniques to evil, teaching un-

scrupulous students who use their skills for violence and cruelty. Sequestered in a remote locale and protected 

by advanced science, this den of serpents is too dangerous for any one man to attack alone. The Dragon ap-

proaches the PCs and asks for their help in removing this stain from his honor.

APPEARANCE
The Dragon looks exactly 

like Bruce Lee, perhaps a year 

or two before that man’s 

tragic death. He’s short and 

lean but incredibly power-

ful, with particularly strong 

forearms and a disciplined 

abdomen. His hair is black 

and kept short, and he can 

go from a quiet calm to a 

wide and expressive smile in 

an instant.

THE DRAGON

STORIES
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MINORITY HERO

Examples: Batwoman, Kate Kane; Black Lightning; Blue Beetle, Jaime Reyes; El Hombre; Falcon; Power Man, Luke 

Cage; Triathlon, Delroy Garrett; Red Wolf

Related Archetypes: Defender, Focused Hero, Handicapped Hero, Sidekick, Spin-Off Heroine

Qualities & Challenges: The specific choice of minority which the Minority Hero represents is very important and 

influences the character’s background, home town, enemies, allies, and rivals. Because he will protect the area 

where his minority lives, he has aspects of the Defender archetype. Even the unique speech patterns of his minor-

ity can qualify as a Quality, working like a catchphrase. If the Minority Hero is put in a situation where he must 

choose to help either a member of his own minority group or a generic victim, the Minority Hero will choose his 

own people every time, and this prioritization of one group over others sometimes gets him in trouble with other 

heroes with different standards. But once he proves that he is not an “Uncle Tom” or sell-out trying to cultivate 

popularity for his own ego or security, the Minority Hero will be embraced by those he protects and represents, 

so that they come to see him as “their hero.” 

An outspoken character, the Minority Hero is one of the most common rebel characters, willing to argue with 

the other members of the team when he sees something that isn’t right. Government and media figures will suck 

up to the Minority Hero in an attempt to make themselves look good. He may find himself placed on a hero team 

in order to satisfy Affirmative Action quotas or other calculations which suggest that, in order for the team to 

have maximum popular appeal, it must have a black/lesbian/Hispanic/mutant on the roster. This can lead to a rivalry 

with another hero who was denied his rightful space on the group in order to make room for the “token.”

Most heroes are obliged to maintain a strict personal code but the Minority Hero feels this burden especially 

hard because of all the eyes that are on him. If he behaves poorly, it is perceived as more than a mere personal 

failing; it is an indictment of his entire social or ethnic group. The Minority Hero is usually “out,” in the sense 

that everyone is aware of his particular ethnicity, but some characters may be “closeted”, at least at first. A hero 

working in the South might conceal the fact that he is black, in order to avoid the prejudice of whites, and a gay 

hero might see no reason or need to reveal to his colleagues that he is homosexual, but these secrets usually 

come out eventually, leading to general acceptance from other heroes but some negative reactions from rivals 

or loved ones who are more ignorant than truly spiteful. Before he acquired his powers and became a hero, the 

Minority Hero was the subject of extreme prejudice and he probably grew up poor. He may have struggled to get 

a proper education, but succeeded in higher education thanks to well-deserved scholarships based on his intellect 

or physical prowess.

At least some of the Minority Hero’s enemies will come from his own social group, and many of them will embody 

the negative stereotypes for that minority. Others will be traditional super villains recast with the hero’s ethnic-

R
egardless of his powers, motif, or skills, the Mi-

nority Hero is first and foremost a representative 

of his race, social class, gender, religious conviction 

or even sexual orientation. He stands up for his group, 

whatever it is, proving himself every bit as good as the 

WASPs that surround him.
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ity, religion, or orientation, just to prove that one does not have to be a white 

straight man to be evil. 

Powers:

As with abilities, a Minority Hero’s powers are influenced more by his second 

archetype than by his nature as a minority. But the nature of the Minority Hero 

makes him a hero who must prove his ability as a hero while suffering under 

some sort of handicap or limitation; as his race, ethnicity or other character-

istic limits him in the world of ordinary men, so his lack of powers limits him 

in the world of superheroics. He transcends this limit through cleverness, skill, 

and a boatload of Determination. For this reason, many Minority Heroes have 

only one power, or none at all. They may rely on gadgets or weapons instead 

of powers, reinforcing the theme of a hero who is made, not born. Sometimes 

a Minority Hero has the same powers as a more famous white hero; if the hero’s 

minority is “woman,” this makes her a Spin-Off Heroine.

Specialties: 

The Minority Hero relies on training and skill to make up for raw power, and this usually means that Specialties are 

key. Science, Weapons, Stealth and Martial Arts are all likely.

MINORITY HERO
ABILITIES

The Minority Hero will have 

a second archetype which 

further defines his methods, 

origin, and role, and this 

will help determine his abili-

ties and powers. Because the 

Minority Hero is more heroic 

if he has little or no powers, 

his abilities are usually in the 

4-6 range.
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THE RUBBERBAND MAN

Stunts

Parachute (Stretching): Rubberband Man can extend his body 

into a parachute so that he takes no damage from any ordinary fall.

“Y’all prepare yourself for the Rubberband Man.”

By the 1970s, the generation of heroes who had debuted in the early ‘60s had matured and achieved great fame 

-in this decade they had some of their most amazing adventures, saving the world (or sometimes even the entire 

universe) in spectacular fashion. But not all heroes were so well known to the public; many new heroes debuted 

during this time, and they struggled to escape the shadow of their more famous brethren. One of these heroes 

was Milo Jefferson, the Rubberband Man.

First Appearance: The Invincibles #12

Archetypes: Minority Hero, Focused Hero

Qualities: Theme Song, Music Semi-Legend, Neighborhood 

Hero, School of Hard Knocks

Challenges: Dried Up, Unnoticed, “Token”

PROWESS 6
COORDINATION 4
STRENGTH 3
INTELLECT 3
AWARENESS 4
WILLPOWER 4
DETERMINATION 3

STAMINA 7

Powers:

Invulnerability 2, 

Stretching 2, 

Super-Speed 1

Specialties:

Acrobatics, Investigation Ex-

pert, Performance (Music) Ex-

pert, Stealth, Wrestling Expert

ORIGIN
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Jefferson’s powers of elongation were his freakish birthright and had been 

demonstrated as early as the day of his birth (an experience which the attending 

physician never forgot, one can be sure). He grew up in Chicago’s South Side, a 

child of segregation, but he found comfort in his bizarre talent. While his par-

ents raised him to be careful about using his abilities in public, he explored and 

enjoyed them in isolation. He fell into a musical career by accident, attempting 

to earn a little extra money for his family, but Milo always had more talent than 

business sense. Though an exciting musician he never earned more than a subsis-

tence living.

Jefferson’s “big break” came when he saved a blues legend from lynching by 

a white street gang. A well-known white hero appeared seconds too late, and 

endured the jeers of spectators who insisted they didn’t need any well-meaning 

interloper to help them when they had a perfectly good hero right here: the 

Rubberband Man. In this way, Milo Jefferson was more or less thrust into a su-

perheroic role. He tried to do what was expected of him, donning a flamboyant 

red outfit and adopting a slang vocabulary fresh from “blaxploitation” films 

and television shows. Out of nowhere, he found himself recruited onto the 

Invincibles, where he served as their token black member. After about a year 

of being ignored even by the team’s enemies, he slipped out the back door and 

never returned.

Over the years that followed, the Rubberband Man made an occasional appear-

ance, always helping out another hero who happened to be “in the neighbor-

hood.” Few noted his semi-retirement, though he continued to play his music 

in the bars and clubs of the South Side. As the years passed, and as his musical 

skills increased, his body began to betray him. His joints stiffened, his limbs lost 

their amazing pliability. His sound altered, but he learned to adapt, developing 

an experimental style that young musicians from around the country tried to 

emulate. In late 2002, his father finally passed away, and Milo discovered that his 

parents, frugal by nature, had put away a surprising nest egg. This, combined with 

a modest record deal resulting from a sudden interest in Milo’s music among 

the blues and jazz community, made him wealthier than he had ever been. But 

Jefferson was an old blues-hound by this time; he had no interest in a life of 

ostentatious luxury. All he wanted to was to keep on playing his music and spend-

ing time with the friends and family he had come to know over so many decades. 

So ... what to do with his sudden wealth?

Appearance:

In his prime, the Rubberband Man wore a loose red open-chested shirt and tight-

fitting blue trousers. A red bandanna tied in the back served as a mask. These 

days, however, Milo is tough to pick out of a crowd. In his 50s, with short gray-

ing hair, a mustache, and beard, he dresses in comfortable long-sleeve shirts 

and pants that look like something your grandpa might own. 

ABILITIES
Milo Jefferson has the pow-

er to stretch his body to 

great lengths (though not 

as great as he once could). 

His bones, muscles, and flesh 

have an amazing plasticity 

that makes him quick and 

agile even for a man of his 

age. He retains knowledge 

of many tricks learned in his 

earlier days, and can immo-

bilize a rowdy bar patron or 

raging drunk in seconds.

More useful, perhaps, may 

be Milo’s street skills. A vet-

eran of the South Side, he is 

highly respected in those cir-

cles and knows everyone. He 

is a keen judge of character 

and has foiled scams with as 

little as a single phone call. 

He does not try to be a full 

time do-gooder any more, 

but he keeps an eye on those 

people who are important to 

him, and will do whatever it 

takes to protect them from 

the cruel side of humanity.

The Rubberband Man has got-

ten stiff as he’s gotten old-

er, and his powers are not 

what they once were. Were 

he to regain his full rubber 

abilities, raise his Coordi-

nation and Stretching to 8 

and his Invulnerability and 

Super-Speed to 4. Reduce his 

Determination by 1.

THE RUBBERBAND MAN
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When the Rubberband Man enters a story, we know it will have something to do with the way Black Americans 

are portrayed in our society and in our comics. As a semi-retired hero with experience and money to spend, he 

makes an ideal patron for a group of new heroes, particularly those with an urban bent.

Milo sees a new, down on his luck hero (read: PC) in action and decides to lend a hand. Knowing that the govern-

ment and law enforcement officials will never take such heroes seriously, and well aware of the costs involved 

with starting up a new super-team, Milo becomes the group’s sponsor. He can’t afford the expansive mansion or 

satellite headquarters of some groups - a back room in a bar is more his style, with satellite TV - but it’s better 

than nothing. And a guy like Milo, who has been around the block a few times, may see things other, more white-

bread, heroes miss.

Milo’s niece has real talent; she’s going to be a concert cellist, not like her run-down old uncle. He’d do anything 

for her, and that’s why, when she’s captured by the villainous Concerto, Milo has to go after her. First, he’ll need 

to find a way to revitalize his fading powers, and if he has to break a few laws to do it ... so be it. Milo would never 

kill anyone, and his threats are mostly bluffs, but experimental scientists and super-villains won’t know that, and 

even the level-headed Milo might find himself doing something rash.

When an indestructible hero gets injured, what is the doctor to do? After all, no needle will pierce the hero’s 

skin, and scalpels are useless. Exposing the hero to power nullifiers will weaken his immune system so drastically 

as to ensure death by massive infection. There’s only one hope: blood synthesized from the right superhuman mu-

tant will make the hero’s steel-hard skin soft and pliable long enough for surgery. That’s right, you need a blood 

transfusion from ... the Rubberband Man!

STORIES
THE RUBBERBAND MAN
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MONSTROUS HERO

Examples: Beast, Darkman, Jack of Hearts, Man-Thing, the Thing

Related Archetypes: Alien Hero, Feral Hero

Qualities & Challenges: The Monstrous Hero draws his inspiration from Hollywood’s Frankenstein’s Monster. (He 

is not inspired by the monster of the novel, who is a horse of a very different color!) He is a gentle giant whose 

appearance is so hideous and unnatural that people instantly fear and hate him. Although his condition may be his 

own fault, he spends some time denying this, blaming society or a specific individual for his new condition. He may 

have a temper or struggle with his dark side, a struggle which is made all the more acute when children cry at the 

sight of him, men hurl stones and insults, and pretty women call him a freak. If the Monstrous Hero transforms 

between man and monster, this will be a Challenge which the Narrator can tag at inconvenient times.

When he is in his right mind and at peace, the Monstrous Hero is a benevolent being. He is a good character in 

teams because his powers are typically straight-forward and useful, and his teammates accept him and work to 

cure him. But at heart he is a loner, so he will spend a lot of time off by himself, disguised with a trench coat and 

wide-brimmed hat or a convenient “image inducer” hologram, trying to blend in with ordinary people and gener-

ally failing, followed by bouts of angst, self-pity and rage.

The Monstrous Hero has friends and loved ones who knew him before he was transformed: teammates, romantic 

interests, and family members. These individuals play prominent supporting roles in his stories; not all will know 

of his new condition and the Monstrous Hero will initially try to hide the truth, but discovery or revelation is 

inevitable, leading to tragic rejection or surprising acceptance. Through contact with these key individuals, the 

hero reminds himself that he is human and not a monster. In time, a Monstrous Hero can become especially well-

adjusted, embracing his new appearance and reveling in its new advantages. Usually, as soon as this happens, he 

attracts romantic attention from potential lovers who find his unique appearance and his newfound self-confi-

dence exciting.

Usually the Monstrous Hero seeks a cure for his condition, but these cures are always temporary or lead to bi-

zarre side effects that are worse than his original curse. If he is cured, an immediate need for the hero’s pow-

ers quickly surfaces, so that he must re-expose himself to the same mutagenic agent that was his bane in the first 

place. This is a metaphor for the Monstrous Hero’s great choice in life: he can be a hero and a monster, or he can 

be ordinary. Ultimately, the hero always chooses to be a monster not out of self-gratification, but to help others. 

If the world were a safe place without evil or super villains, the Monstrous Hero would gladly sink into mundane 

obscurity. But because our world is imperfect, it demands an imperfect hero, and thus the monster is reborn.

S
uperhuman powers are a blessing for many individu-

als, but they are a curse for the Monstrous Hero. 

Despite his horrific appearance, the Monstrous Hero is 

kind-hearted, and he uses his vast strength and fortitude 

for the benefit of mankind, even though they shun him.
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Powers:

Invulnerability or Regeneration is common but almost any power is possible and 

the more freakish it is, the better.

Specialties: 

The Monstrous Hero will have Specialties that represent his training before he 

turned himself into a monster; Science, Medicine or Occult are likely suspects. 

He is likely to have Wrestling or Stealth, but will not need Athletics because of 

his great strength.

ABILITIES
The archetypal Monstrous 

Hero has great Strength and, 

because he was a scientist 

whose new form is a result 

of his own inventions gone 

awry, Intellect. The Mon-

strous Hero may have a low 

Willpower to reflect his in-

ability to persuade or inter-

act successfully with other 

people, but this is better rep-

resented by a Challenge such 

as “Hideously Ugly.”

MONSTROUS HERO
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THE DRIFTER

“How do you like it? Being afraid? Begging for mercy? Life’s not as much as fun now, when you’re not the guy 

holding the stick, is it? IS IT?”

Bruce Sayner was a casualty of economics. Although a decorated hero of the first Iraq War, he had trouble re-

adjusting to society once he left the military, and found himself out of work. Unable to pay his bills, he ended up 

First Appearance: The Veil #63

Archetypes: Monstrous Hero, Dark Avenger, Focused 

Hero, Defender

Qualities: Losing his Mind, War Hero, ‘Ace, the Bandaged 

Man’

Challenges: Hideous Appearance, Doesn’t Burn While Wet, 

Chased by Cops, Destitute

PROWESS 5
COORDINATION 4
STRENGTH 5
INTELLECT 3
AWARENESS 5
WILLPOWER 4
DETERMINATION 3

STAMINA 9

Powers:

Ability Boost (Strength) 7,

Aura 7, 

Immunity (Burning) 4

Specialties:

Investigation, 

Military, 

Stealth

ORIGIN
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on the streets of Titan City. He tried to maintain his dignity, even while homeless, but the environment was a hard 

one. There are things a destitute man must sometimes do, things Bruce would later be ashamed of, but at the time 

it was a simple matter of survival. He avoided the drugs, but not the liquor.

It was in this way that Bruce found himself sleeping in an old warehouse which he had thought to be abandoned. 

In fact, the place was a hideout for members of the Russian mob, who were shipping chemical weapons into the 

US for later resale to criminal masterminds or other terrorist groups. When the Veil discovered the safehouse 

and raided it in the early morning hours, a firefight broke out, and Bruce got caught in the crossfire. The Veil was 

wounded, and the mobsters decided to take out the entire building in an effort to kill her; the chemical weapon 

vats were ruptured with gunfire and a fire broke out. Bruce was trapped within.

He will never forget those agonizing seconds; burning chemicals washed over his body as he struggled to carry 

the injured Veil to safety. He staggered out, swathed in flames, dumping the unconscious vigilante to the ground 

even as the mobsters opened fire. But the sting of the bullets was nothing next to the horrible burns that already 

covered Bruce’s body. He roared in pain and fury, and the gunmen wisely fled. The Veil woke up just in time to see 

a crouching, smoking figure stumbling into the shadows.

Bruce could not stop burning; he was in constant pain. In desperation he sought out the river, and dived within. 

This bought him temporary respite, but as soon as he rose from the water his body burst once more into flame. 

Using first cast-off clothes found in the river, and later bandages stolen from a drug store, he found that if he 

soaked cloth in water and bound it tightly around his body, he could keep his body from igniting. The bandages 

had to be kept moist, however, and dried quickly in the sun, so he took to the shadows and began to hide in the 

daylight hours, emerging only at night when cooler temperatures gave him easier mobility.

He did not choose his first fight, but there are many occasions for a vagrant to be kicked around and humiliated, 

and Bruce wasn’t going to be a victim any more. When a brutal cop tried to show him the business end of a night-

stick, Bruce let some of his bandages fall off, revealing a grisly hand burning with green chemical flame. Other 

homeless spread the word, and soon he found himself the protector of this disparate group of unfortunates. The 

newspapers and police began to refer to the anonymous burn victim as “the Drifter,” but among the other home-

less, he was “Ace, the Bandaged Man.”

Bruce has managed to keep his head, despite the awful turn of events that have made him a human tragedy. He is 

always bandaged head to toe with white bandages, soaked dark with water. To keep them moist, he keeps the sun 

off with a long army-green trenchcoat and a wide-brimmed hat. By day, he hides in whatever improvised shelter 

he or his fellow homeless can manage: underneath bridges, old railway tunnels, or even a simple cardboard box 

behind a tenement. But by night he emerges to take a few quick breaths of freedom, and the other homeless come 

to him, telling him of wrongs that need righting, of sins they have observed or overheard. When he can, he settles 

the score.

Bruce Sayner tried to leave the war and go home, only to lose his home, and find a war.

THE DRIFTER
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Appearance: The Drifter wears an olive-drab military style trench coat and 

green fatigues over his bandages, which cover all his exposed flesh. Only his 

eyes, a smoky gray, are still visible. A wide-brimmed hat is mashed down atop his 

head, and heavy hiking shoes protect his feet. When the bandages are removed, 

green fire surrounds Bruce’s burned flesh.

 The Drifter is good for stories that involve the homeless community or the un-

derworld, as well as those which involve a “cure” for his awful condition. As a 

Monstrous Hero, he is always struggling for acceptance by society.

Bruce’s former CO in the Army, a man who performed hideous atrocities in Iraq, 

is now a war hero and running for political office. There is no evidence of 

the man’s former crimes, and no one will believe Bruce, who is just a home-

less freak. He needs to convince some heroes to help him stop the man’s bid 

for power. Bruce might start with fellow veterans, like Dusk or PATRIOT, and 

he will be opposed by whatever group is really behind the political bid. This may 

be a criminal group looking for political muscle, a foreign country, or just a 

relatively simple would-be despot looking to leverage his military career into 

Washington-style power and influence.

Something is preying on the homeless, and Bruce proves unable to stop it by 

himself. Since he can pretty much handle mundane criminals with guns, this might 

be something otherworldly or supernatural; the homeless are a classic source 

of sustenance for thirsty monsters or predatory aliens. The heroes may know 

about the deaths, but not what is causing them, and when a shrouded man is 

seen hovering over the latest casualty, this provokes a classic element of the 

superhero genre: a hero-on-hero fight. It may be hard for the Drifter to con-

vince the players that he is on the side of the angels, but once he does, he can 

use their help to track down the mysterious hunter, down in the sewer tunnels 

where it dwells.

The local mob decides that “Ace” has been too much trouble; they decide to neu-

tralize him by giving him everything he wants. They buy him a nice home on the 

outside of town, get him a private nurse to see to his burns, and treat him to a 

life of reasonable comfort. But with their protector off the streets, the city’s 

homeless become prey to whatever scam the mob has going: perhaps a well-used shelter needs to be demolished 

to make way for a new mob-run construction project, or a group of homeless have to be run off so the mob 

can secure evidence buried in the area. Can the Drifter be lured back into the vigilante life? Hasn’t he suffered 

enough?

STORIES

ABILITIES
When Bruce Sayner’s skin is 

exposed to the air, it bursts 

into green flame. To control 

the flames, Bruce covers him-

self with wet bandages, but 

maintaining these bandages 

is a constant effort that has 

come to define his life. When 

he gets in trouble, the ban-

dages around his hands are 

particularly easy to remove, 

allowing him to set people 

on fire with a touch.

The horrible burns which 

cover Bruce’s body have 

left him almost impervious 

to pain. Frankly, once you’ve 

survived being burned alive, 

there’s not much more peo-

ple can do to you. He’s a ter-

rifying figure as he shambles 

through the alleys of Titan, 

and only the homeless and 

ignorant dare approach him. 

He’s been around the desti-

tute and half-crazy for so 

long that a bit of that mad-

ness has crept into him as 

well; when he loses his tem-

per it’s everything he can do 

to keep himself from killing 

someone.

THE DRIFTER
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MYTHIC HERO

Examples: Black Knight, Gilgamesh, Grendel, Hercules, Kevin Matchstick, Shining Knight, Valkyrie

Related Archetypes: avatar, descendant, weapon master, woman warrior

Qualities & Challenges: Since myths and legends are not copyrighted, this is particularly fertile ground for com-

ics publishers. Many different versions of the most famous heroes exist, so don’t be afraid to make your own. 

Likewise, Mythic Heroes are only loosely based on the legendary figure, and vary widely from the source material, 

so you should not feel obligated to do a tremendous amount of research or make a strict interpretation of 

your favorite legend. A character inspired by popular movies is often more in the spirit of comics than a charac-

ter which is accurate to the original source material. While Greek, Norse, and Arthurian myth have been the most 

common wellsprings in comics, our increased awareness of global culture has opened the field to heroes drawn 

from Native American, Asian, South American or African legend.

The hero’s original source material comes into play in later stories when it serves as the spawning ground for 

countless enemies, rivals, friends, family and quests. Like the Avatar, the Mythic Hero has no shortage of connec-

tions, magical weapons, and longtime foes; it is only a matter of time before they all appear, so pick your favorite 

and make them Qualities or Challenges. Sometimes the original Mythic Hero will get boring after a while and 

be taken in a “Bold New Direction” which mostly involves pillaging everything you’ve ever read in mythology and 

throwing it at the hero in sequence. The best stories in this mode mix mythology with modern society and culture; 

to ordinary people the Mythic Hero is something fantastic and strange, but what seems ordinary to us can also be 

magical and amazing to a Mythic Hero. This can be played for laughs or for poetry, depending on your tastes.

Mythic Heroes who have survived the centuries only to awaken in the 21st century will have trouble relating to 

modern society and are confused by things like cars, guns, and television. Their honor and bravery places them in 

the forefront of the battle against evil, but their initial desire to settle all scores with bloody finality will cause 

friction with teammates and law enforcement officials until the hero adapts to modern expectations. Others think 

the Mythic Hero is outdated or behind the times, but he is always willing to put his life on the line to defend the 

innocent. This sort of Mythic Hero is overconfident, since he has battled monsters of every stripe in centuries past 

(and he’s usually eager to tell you all about it). He finds one modern day individual to educate him about society 

and be his handler. If this character has powers, he becomes a sidekick, but usually the handler is all too ordinary, 

flawed and worrying constantly about things the Mythic Hero has no time for, like money.

The alternate form of the Mythic Hero is a modern individual who has based his costume, powers, and weaponry 

on a figure from the past. These characters are trying to fill pretty big shoes, and will struggle to be every bit 

as heroic as the legend whose name they have taken. They are often leaders and organizers. They rely on sci-

ence fiction gadgets to duplicate legendary weapons, powers, and vehicles. This is a kind of Descendant hero, and 

T
he Mythic Hero traces his lineage back to a famous 

figure from myth or legend, such as King Arthur or 

Hercules. Many Mythic Heroes are modern individuals 

who have been inspired by a legend, but sometimes the 

myth himself has survived to the modern day or been re-

born into a new body.
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often the character will have an actual family link to the original hero. Villains 

may be modern versions of classic characters, but in this case contrast makes 

for better stories, and a modern version of a legendary hero usually fights the 

actual villains of legend, who consider the new version to be a pale imitation of 

the original.

Powers: If the Mythic Hero has survived many centuries, he may be Immortal. He 

is likely to have some level of Invulnerability if he also possesses superhuman 

strength, and he may be able to travel to his legendary home using Dimensional 

Travel. Other powers manifest in the form of magical weapons or gear. If the 

Mythic Hero has a mount, it is probably best represented as a Quality which he can 

tag when necessary but otherwise ignore.

Specialties: Weaponry is ubiquitous for the Mythic Hero; few heroes have actual-

ly lived through the last thousand years, but if they have, they could have almost 

any Specialty in order to represent many centuries of study. Occult is common, 

and Science or Electronics for modern heroes who have adopted a mythic theme. 

ABILITIES
Great Strength is common, 

as is Prowess. Coordination 

and Intellect are average, 

unless the hero is a mod-

ern version of an old myth, 

in which case his Intellect 

is high enough to explain 

his high-tech weaponry and 

tools.

MYTHIC HERO
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GIZA

Stunts
Long Stride (Growth): When Giza grows to his maximum size, he runs 

as if he has Super-Speed 4.

“There is an old Arabic saying: ‘Man fears Time, but Time fears the pyramids.’ You would be wise to fear me.”

Professor Richard Cornwallis thought he was a middle-aged and moderately successful Egyptologist. He thought 

he taught regular courses at Oxford. He thought the reason he’d never been able to find the right woman and 

First Appearance: Giza #1

Archetypes: Mythic Hero, Occult Hero

Qualities: Great Pyramid HQ, Master Historian, Idealist

Challenges: Just Wants his Mummy, Enemy of Apep, Old 

Guard, Visions of his Past Life

PROWESS 5
COORDINATION 3
STRENGTH 4
INTELLECT 4
AWARENESS 4
WILLPOWER 4
DETERMINATION 4

STAMINA 8

Powers:

Growth 8, 

Immunity (Solar) 4

Specialties:

Leadership, 

Occult Expert, 

Weapons (blades)

ORIGIN
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settle down to a family was because he was too devoted to his work. But he learned the truth behind all these 

misconceptions one fateful night on the outskirts of Cairo.

Richard had dedicated his life to the study of ancient Egypt, especially the relics of the Old Kingdom. The reign of 

the Fourth Dynasty, twenty-five centuries before Christ and shrouded in mystery, fascinated him. His research led 

to several well-received scholarly papers, but he felt in his bones that to get to the bottom of the riddle posed by 

the pyramids he had to go to the plains of Giza himself. This he did, with a small following of graduate students 

and a tight budget funded by academic grants.

Initial surveys proved promising: Richard found signs among the subterranean corridors and rooms of the Great 

Pyramid that a series of hidden chambers were located farther underground, chambers that modern Egyptolo-

gists had yet to discover. But his theories required verification, and that would mean drilling inside the pyramid 

itself. Not surprisingly, the Egyptian authorities forbade any such “destruction” of the world’s most famous monu-

ment. But Richard was obsessed; while negotiations continued, time and money were running out. He resolved to 

do the drilling anyway, under cover of darkness and with the help of only his most trusted aides. At first, all went 

smoothly. Using drills barely thicker than a needle, Richard dug down towards the hidden chambers he knew were 

there. But just as the equipment began to indicate success, golden light erupted from the stone beneath Richard’s 

feet. The energy left him unconscious, and his aides began to revive him, but at that moment the Sons of Apep made 

their move. 

The Sons were the remnant of an ancient cult dedicated to the worship and preservation of an ancient Egyptian 

god of evil. The cult, though small, knew of Richard’s theories and they knew that the chambers he sought did 

in fact exist - they were batteries designed for the capture and eventual release of the sun’s mystical energies. 

One of the Sons planted himself in Richard’s graduate team and accompanied him to Giza, all the while intending 

to subvert the expedition for the cult’s purposes. When Richard was knocked into a coma by the solar energy dis-

charge, the traitor drew a pistol, shot the remaining graduate students, and descended into the now-accessible 

chambers himself. He knew that the power contained within the pyramid of Khufu could, if properly used, return 

the serpent god Apep to ultimate power.

But there was one more surprise that night. What Richard Cornwallis did not know, what no one knew, was that he 

himself was the pharaoh Khufu, reincarnated in this modern age after forty-five centuries. Khufu had been a cruel 

and vicious tyrant in his former life, a man who had suddenly repented of his evil ways and had the Great Pyramid 

constructed so that the mystic power it collected could be used to transform all reality and usher in a new golden 

age in which death was banished forever and the gods walked hand in hand with man. Such a project would take an 

enormous amount of power, however: forty-five centuries of it, which the pyramid had been designed to collect. 

When he neared the end of his mortal life, Khufu had his body mummified and his soul sent into stasis, awaiting the day 

when enough energy had been stored into the pyramid to open a door to heaven for all mankind.

When he awoke on the stone floor of the pyramid, Khufu’s memories had returned. He realized that the Great 

Pyramid had done its work, and that was why he had been reincarnated at last in the body of this English scholar. 

At last, after so long, the New Age could begin. But his own traitorous student had betrayed him, and if Khufu did 

not stop him all the power of the pyramid would be for naught. Quickly, Richard-Khufu picked himself up off the 

ground and ran to intercept his foe. There was a vicious fight between the two men, when each revealed their true 

nature to the other, and in the end Khufu was forced to take the collected energy of the pyramid into himself.

GIZA
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This saved his life -- it healed the gunshot wounds inflicted upon him by his stu-

dent -- but much of the power bled away, too much for his puny mortal frame. 

The rest forever transformed him, turning him into a colossal figure thirty feet 

high and possessed of almost incalculable strength.  The same energy obliter-

ated the body of Richard’s student, but not the villain’s soul, which found a new 

home in Khufu’s own mummy, still intact in the buried chamber. By the time Khufu 

regained his senses after his transformation, the Son of Apep was gone - with 

Khufu’s body.

The newly-revived pharaoh swore that he would use his newfound powers for 

the good of all humanity. Khufu had come close to creating a new, better world 

all in one moment. Instead, he would have to accomplish his mission one bit at a 

time. In the years since, he has slowly worked to integrate his ancient and mod-

ern selves. Thanks to his age, experience, and great strength, Khufu has come to 

be seen as one of the most respected of modern Wonders, and he has lent his 

wisdom and might to more than one team. When he visits America, he is treated 

as a visiting dignitary, but most of his time is spent in his remote pyramid head-

quarters on the banks of the Nile. Other Wonders seek him out for advice, and 

his hospitality is become well known.

Appearance: Although he has the memories of the pharaoh Khufu, Giza still re-

tains the body of Richard Cornwallis: a tall and lean Englishman now in his early 

40s, with dark eyes and a receding hairline. Although he is most comfortable in 

the clothing of ancient Egypt, Khufu usually adopts modern dress when he leaves 

his pyramid. But when he lets the power of the sun fill his body, Khufu regains his 

original facial features. In this shape, he is a thirty-foot tall Egyptian who ap-

pears to be made of golden stone and is dressed in ancient garb.

Giza is useful for stories which involve Ancient Egypt, a rich and fertile ground 

for superhero comics as well as adventure fiction. His enemies, the Sons of Apep, 

could potentially threaten the world.

Khufu is still searching for a “quick fix” to the world’s problems. This time, he’s decided that a conjunction of 

the planets will generate enough cosmic energy to usher in his “golden age,” provided it is properly invoked. He 

begins recruiting occult specialists to help him with the necessary rituals. Ultimately, this comes down to a lesson 

in the dangers of hubris, and the lure of the “quick fix.” Perhaps the conjunction has an evil taint to it that Khufu, 

in his obsession, has failed to notice. Maybe he can’t find enough heroic magicians to help him, so he has to make 

do with villains, who subvert the rite to their own purposes. Ultimately, Khufu may have to make a hard choice: is 

he willing to sacrifice some innocent lives in the name of his Golden Age? And if he is ... has he really learned 

anything at all, in four and a half millennia?

ABILITIES
As the Wonder called Giza, 

Khufu is one of the stron-

gest beings alive, able to 

lift over two hundred fifty 

tons with effort. Moreover, 

he is virtually invulnerable 

to harm. He has occasional 

flashbacks to his time as a 

pharaoh of Egypt but these 

visions are erratic and often 

hard to understand. (Because 

Giza can only see visions of 

ancient Egypt, and because 

these visions are controlled 

by the Narrator, they are 

represented as a Challenge 

rather than as a power). He 

can run at 50 miles an hour 

at his greatest height, and 

is effectively immune to any 

sort of sun-based power. In 

addition, Khufu retains his 

memories as Richard Corn-

wallis. This makes him an ex-

pert on Egyptology and an-

cient history. He has, since 

being transformed into Giza, 

made the Great Pyramid his 

home.

GIZA

STORIES
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Apep was an Egyptian snake-deity  associated with fire and destruction. The Sons of Apep are its servants and 

priests, and while they love the trappings of ancient Egypt as much as the next guy, they’ve also kept pace with the 

modern world. Having failed to revive Apep with the Great Pyramid, their latest scheme involves sabotaging a string 

of nuclear power plants around the world. This “ring of fire” will conjure forth Apep, the fiery world serpent, 

with his tail in his mouth, and probably destroy the planet (as the Sons intend). Giza has suspicions about all this, 

and has collected a fair amount of data in his pyramid, but he’s no detective and there’s little chance that he can 

stop all the Sons acting at once. Clearly, he’s going to need some help.

One thing Khufu would like more than almost anything is to get his original body back. Unfortunately, it’s cur-

rently in use by his sworn enemy, the Sons of Apep. Since Khufu himself is recognized the world over and isn’t ex-

actly the most subtle of Wonders, he asks the heroes to recover the body for him; he can then use the power of 

the pyramid to revitalize the mummy and transfer his soul back into it, leaving the corpse of Richard Cornwallis 

behind forever. Of course, the heroes will have to find said mummy, stop whatever scheme the Sons are up to, then 

capture it without damaging it too badly.

GIZA



-48-

OCCULT HERO

Examples: Blade, Buffy the Vampire Slayer, Hellboy, Lady Death, Snowbird, Vampirella

Related Archetypes: Divine Hero, Feral Hero, Magician, Monstrous Hero, Mythic Hero

Qualities & Challenges: The Occult Hero is a member of an arcane sub-community, among whom he is typically 

well known and either revered or reviled. To the rest of the world, however, he is nobody, and this is exactly how 

he likes it. From a position of anonymity, the Occult Hero can wage a private war against evil supernatural forces, 

including black magicians, demons, Lovecraftian monsters from beyond, and of course the Ubiquitous Vampire 

Menace. He is often pursued by police and the FBI, who either do not believe his claims about demons or vampires, 

or who know all about these threats and seek to take down the Occult Hero because they disagree with his meth-

ods or because they have been corrupted from within by evil forces.

Like the Divine Hero, the Occult Hero will know the truth about Heaven and Hell, but unlike angelic superheroes, 

he sees these entities from a jaded perspective that leads him into conflict with fanatical forces of God as much 

as Satan. While the Occult Hero is all too familiar with black magic and sorcery, he will seldom cast spells himself 

(that is the Magician) and while he may be a demon, vampire, or monster, these attributes are usually concealed 

and he can pass for mortal under casual scrutiny (unlike the Monstrous Hero). Represent this change in form as 

a Quality if it is voluntary, or as a Challenge if it can be forced. If the Occult Hero is also a werewolf or similar 

creature, he may be a Feral Hero struggling with his animal side.

Occult Heroes are often exceptions among their kind: the only good vampire in the world, for instance, or a de-

mon with a soul. They may be the only person in the world who can wield the unique magical weapon they carry. 

This makes them subjects of prophecy, earning them both allies and enemies in the supernatural world. Because 

the Occult Hero is basically a loner, he seldom appears on teams unless the entire team is made up of Occult 

Heroes, Magicians, and Monstrous Heroes. Instead, he has a large support network of reliable allies who build 

his specialized weapons, repair his vehicles, supply him with vital tips and leads, and help him keep his own curse un-

der control. He probably has a secret lair rigged with booby traps against the inevitable day in which the demon 

horde tracks him down and invades. He will also have contacts and connections among the occult world; these 

are untrustworthy rivals and other shady individuals who will inform on their own enemies only to replace them 

in later stories.

Because of his jaded view of the world, the Occult Hero is something of a fatalist. In fact, if he is a vampire, he 

may even be dead already! He longs for a normal life but seldom confesses this, since it would be an admission of 

weakness he cannot afford. If he has a romantic interest, it is usually with a mortal whom he avoids because he 

T
he Occult Hero traces his origin and powers to a su-

pernatural source. He may be a demon, vampire, or 

ghost, or wield a supernatural weapon. Regardless, he 

typically moves through the shadows of the world, his 

existence unknown to the general public. He wages war 

against other supernatural creatures, fighting fire with 

fire for no reward.
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poses too much risk to her, or with a monstrous lover who has evil tendencies 

but who the hero hopes to redeem. His occult nature probably gives him several 

well-known and common weaknesses which appear on the character sheet as 

Challenges; look for things like “Burned by the light of the sun”, “Cannot enter 

holy ground” or “Repelled by true faith”.

Powers:

The Occult Hero’s powers will be determined by his occult nature; if he is a vam-

pire, look at powers like Mind Control, Animal Control, or Transformation into 

a very small range of animals. (This form of Transformation does not count as 

two powers, since “bat” and “wolf” are the only options.) Super-senses such as 

darkvision or tracking scent are common, as is Life Support or some kind of specialized Immunity to Mind Control 

or other common supernatural powers.

Stunts:

The Occult Hero often has a bewildering array of specialized weapons and equipment designed to take out a par-

ticular kind of supernatural foe. Silver bullets, ultraviolet light grenades, holy water cannons, garlic spray and so 

on are matched by defensive gear like steel neck-guards or metal plates over the heart to prevent staking. Rather 

than represent these with powers which are seldom used, put them on your sheet as specific stunts or as broad 

Qualities like “Vampire Hunting Kit”.

ABILITIES
The Occult Hero usually has 

excellent Prowess; depend-

ing on the source of his oc-

cult powers, Strength, Coor-

dination or Awareness may 

also be superhuman. 

OCCULT HERO
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NAGA

Stunts

Summon Serpents (Animal Control): Naga can call snakes from the surrounding area to assist her. If there 

are no snakes, she cannot magically make them appear! She can summon up to seven snakes at once; use the 

stats for a viper from the ICONS rules.

First Appearance: City of Whispers #121

Archetype: Animal Hero, Minority Hero (Buddhist), Occult 

Hero, Dark Avenger

Qualities: Terrifying, Slippery, Walks the Eight-fold Path

Challenges: It’s All in the Eyes, “Ubiquitous Snake Vil-

lains”, Longs to Travel, Last of Her Kind

PROWESS 8
COORDINATION 7
STRENGTH 5
INTELLECT 4
AWARENESS 5
WILLPOWER 5
DETERMINATION 1

STAMINA 10

Powers:

Affliction 5, Animal Control (rep-

tiles) 7, Immunity (afflictions) 5, 

Mind Control 8, Super-Senses 2 

(infravision, scent)

Specialties:

Occult Expert, 

Stealth, 

Wrestling
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“Life is suffering. Especially your life, and especially for the next half hour.”

The legends of the Naga are told throughout southern Asia. They are said to be 

both serpents and people, possessed of many strange powers, and their home is 

Bhogavati, an underground Tibetan city. But in the early years of World War II, 

German explorers came to Tibet and, forging an alliance with native sorcerers, 

unearthed the secret paths to Bhogavati and destroyed it, imprisoning many of 

the Naga and scattering those who remained. Even after the Nazi eagle was fi-

nally brought low, it was clear the Naga would never recover. They had become 

a doomed and desperate people, walking in shadows and dark water, trying to 

preserve their traditions in a strange new world they did not recognize. When, 

decades ago, a single daughter was born to a Naga and his human consort, it 

was a cause for great celebration. Children had become very rare indeed.

She was named Manasa, and she traveled with her father until she became strong 

in the ways of her people. From him she learned the precepts of Buddhism, and 

she learned that she must always use the powers of the Naga for the good of 

others. There were many people who feared her kind, who uttered prayers and 

curses against them and dreaded their inhuman gaze. The pair was always moving, 

chased first by surviving Nazis and then, later, by agents of a US Government who 

thought the “snake people” were an international criminal organization bent on 

world domination. Some of the Naga captured by the Nazis, it turned out, had 

been used in medical experiments, and not everyone thought this cooperation had been forced. To many govern-

ments, the Naga were just fascism raising its scaly head once more.

Manasa’s father finally died, in his bed but weak from years of running, and the girl was on her own. Eventually 

her path led her to a whispered rumor among her people, a place said to be a haven for supernatural beings of all 

kinds. The winding alleys and shadowed steeples of Hawksmoor proved to be almost as dangerous as America, but 

she found that not everyone had forgotten the old traditions. Within a few days, word of her existence spread 

among the mortal inhabitants of the town, and she began to find offerings of milk and rice, fish and hard liquor, 

left out for her by those in need. These sacrifices gave her strength, and she repaid kindness with vigilance. Manasa 

had found a home.

That was four years ago, and the Naga of Hawksmoor continues to obey the Buddha and use her powers for good. 

She has grown strong, quick, and lethal; her fangs carry a deadly poison and her hypnotic gaze can sap a man’s 

will. Silent and sinuous, she moves all but unseen through the town and its labyrinthine streets and sewers, and 

she has become something of a folk hero. When the weak and defenseless have become prey to agents of chaos 

and evil, they know an offering of food and wine to the Naga will bring justice. (She also accepts frogs, a staple 

of the Naga diet.) Nevertheless, Manasa longs to see the ancient palaces of her people in Tibet, and she is still 

dodging American investigators who believe she is a link to a mysterious organization (every comic book universe 

seems to have its Ubiquitous Snake Villains) with a terrorist agenda.

ORIGIN
APPEARANCE

Like the rest of her people, 

Manasa is a mixture of hu-

man and snake characteris-

tics. She is long and slender, 

her body covered in cool, 

dry, scales which she periodi-

cally sheds. Her fingers end 

in sharp claws, but her fangs 

are usually invisible against 

the roof of her mouth. 

When it comes to clothing, 

Manasa has no standard 

uniform, but she prefers to 

keep things light since her 

skin is very sensitive. Often, 

she wears little more than a 

long cloak and hood.

NAGA
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Abilities:

Manasa is very strong, fast, and tough. She has a supernatural charisma that manifests in a hypnotic stare, allowing 

her to control the minds of others. Victims of her mind control are fully aware of their own actions, and she 

uses this power primarily to interrogate low-ranking criminals, gathering information on their bosses. Otherwise, 

she finds mental domination to be distasteful, preferring to keep her enemies in line through fear. Her “All in the 

Eyes” challenge represents the fact that she must maintain eye contact with someone in order to dominate their 

will; if hooded, or even if she is just distracted, the effect will end.

Of course, Manasa has a natural link to snakes of all kinds. She can communicate with them and they obey her 

commands. She can call snakes to her, and the sewers of Hawksmoor are breeding grounds for her brothers 

and sisters. She is seldom without one of these animals, even if its just for the company. Currently Naga’s ability 

to summon snakes is represented as a Stunt on her Animal Control power, but if you have access to a Summon 

power, use that instead.

Although she does so rarely, Manasa can unhinge her jaw and make use of long poisonous fangs. Her poison is 

quite deadly to ordinary people, but most supernatural foes will only be weakened and she sometimes uses her 

venom first on a foe, striking by surprise and softening up the target. Because of her almost boneless body, Ma-

nasa is also an expert grappler, able to strangle a foe by wrapping herself around him. Her talents, however, do 

not loan themselves well to long drawn-out battles; if she cannot get the drop on a foe in the first few rounds, 

she is likely to retreat and pick a battleground more to her liking.

Naga is a Dark Avenger of the supernatural set, and is found in stories which spotlight her sense of justice. Her 

Buddhist connections and her status as the representative of a dying race lend her to stories which stress non-

Western myths, or the potential return of the Naga.

After so many years as a home to supernatural creatures of all sorts, the residents of Hawksmoor have pretty 

much learned to handle most threats, including the ubiquitous vampire menace. Trouble comes when the lat-

est mystical invasion  in town comes not from Western vampires, but from Asian ones. None of the usual proofs 

against vampires seem to be working, even the vampire hunters are stumped, and its up to Naga to train a crew of 

able defenders who can help kick the hopping menace out on a rail. 

The US Government’s suspicions about a snake-themed criminal organization isn’t just paranoia: the Tibetan mystics 

cooperated with the Nazis to break into Bhogavati so that they could steal the magic of the Nagas for themselves. 

By means of medical experiments in World War II concentration camps, they learned the secrets of serpentine 

rejuvenation, and have transformed themselves into immortal snake people! Of course, the process requires oc-

casional renewal, accomplished by the ritual eating of a live Naga. With the race almost extinct, Tibetan snake-

hunting Nazis close in on Hawksmoor while American agents, hot on their trail, do the same. Manasa is caught in 

the middle, and before she can fight back she’s going to have figure out what is going on.

NAGA

STORIES
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Manasa is a half-breed, but she learns that two pureblood Naga still exist and they are about to spawn. This could 

bring hundreds of new Naga to the race, and protecting the parents is of vital importance. She travels to where 

the pair are holed up, but even as she does, the supernatural predators of Hawksmoor begin to prey once more 

on the town’s innocent residents. She is forced to choose between her adopted people and her birth race, be-

tween the obligation she has taken up for herself and the duty her father assigned to her. Often in these sorts 

of stories the two plots turn out to be connected: the villain who is threatening Manasa’s Naga family turns out 

to be the person hiring Hawksmoor’s mercenary monsters and arranging the uprising, possibly to keep Naga out 

of the way.

NAGA
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PSYCHIC HERO

Examples: Jean Grey, Professor X, Saturn Girl

Related Archetypes: Focused Hero, Man of Tomorrow, Master of the Elements

Characteristics: Long before the notion of the superhero, science fiction writers speculated on the power of 

the human mind, theorizing that it might allow a skilled person to see into the thoughts of others, manipulate 

matter, or even see the future. Individuals able to perform such feats frightened ordinary people, and psychic 

characters became pariahs, hiding their talents under a guise of normalcy or seeking refuge with others of their 

kind. The Psychic Hero takes this rich tradition and merges it with the superhero genre.

The Psychic Hero is usually a combination of natural talent and rigorous training; psychic powers are notoriously 

hard to control and threatening to innocents. The Psychic Hero may accidentally read the minds of those nearby, 

hurl furniture around while dreaming, or accidentally start fires when angry or surprised. Some lucky Psychics 

are from a society where everyone has psychic powers; this makes it easy for them to get the training they need. 

Others are found by a mentor who offers to teach them how to control their unique abilities, usually after some 

tragic event which resulted in the loss of the hero’s original family. If the mentor is well-meaning and supportive, 

then the original tragedy was the Psychic Hero’s fault and she lives with that guilt to this day, but if the mentor 

is secretly evil and manipulative, then it was the mentor who caused the family’s death while allowing the Psychic 

Hero to take the blame. In this case, the hero learns what she needs to survive and control her powers, then 

learns the truth and escapes, pursued by bears.

Whether alone or on a team, the Psychic Hero is a very flexible and capable character. Because the Psychic Hero can 

communicate telepathically with several people at once over great distance, she often serves as the lynchpin of her 

team: broadcasting orders from the leader and allowing the others to coordinate without alerting the enemy of 

their plans. Being on a team also gives the isolated Psychic a band of friends or family who sympathize with her plight 

(or a captive audience for those occasional angst sessions). When operating alone, however, the Psychic’s natural 

self-reliance surfaces, and she does not have to “hold back,” often using her powers in morally ambiguous ways that 

would justify the fear and hatred of others were such tactics to be used in a team environment.

The Psychic Hero should have a Challenge which represents her control issues; Narrators will tag this Challenge 

in order to put the hero in uncomfortable situations. She will broadcast her doubts and suspicions to her team-

mates, read secrets out of the minds of her allies and show up in the private dreams of her admirers. She is often 

tempted by the lure of even greater power; if she just let down her psychic shields and lost all restraint, she 

would become more powerful than she could imagine. In ordinary circumstances the Psychic Hero easily resists 

this urge; to make it acute, the Narrator must put her in situations where it seems only incredible power can save 

the hero’s loved ones. A fair Narrator ensures that there is, in fact, another way out of the situation. Narrators 

are not always fair.

The Psychic Hero has vast mental powers, often at the 

expense of the body.
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Powers:

Obviously the Mental Power category is the place to start, but the list of psychic 

abilities demonstrated in fiction, film, and comics is vast. ESP, Postcognition and 

Precognition are all Sensory Powers; you may have Resistance to Mental pow-

ers, but you are probably not Immune as this deprives you of a reliable source 

of psychic adversaries. Empathic healing is sometimes seen, and although he-

roes with Telekinesis will usually fly, science fiction psychics Teleport instead. 

Telepaths can reach into your mind and convince you your powers don’t work 

(Power Nullification). In fact, some Psychic Heroes from the comics are better 

modeled with the Wizardry (Psychic) power, allowing them to do almost any-

thing and just call it “psychic.”

Specialties: 

Because the Psychic Hero has lousy physical abilities, she relies on “psionic com-

bat training” to level the playing field. Represent this with the Power specialty 

and Mental Resistance, if you do not already have Resistance or Immunity (Mental). Science and Medicine are likely 

skills, especially if the psychic hero is learning about her own abilities and how they work.

Stunts:

The wide array of psychic abilities lends itself to a great many stunts. Psychic Heroes may represent their “psionic 

combat training” with stunts that set up feedback loops in their own brain, trap foes in mental “mindscapes” or 

block mind-reading through the use of “psychic shields”.

ABILITIES
Willpower is key for most 

Psychic Heroes; those with ESP 

or other clairvoyant powers 

will also have good Aware-

ness, while those TRAINED IN

MEDICINE, BIOLOGY, OR OTH-

ER SCIENCES WILL HAVE SOLID

INTELLECT. STRENGTH, PROWESS

AND COORDINATION ARE ALL

AVERAGE AT BEST.

PSYCHIC HERO
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IHERO

Stunts

Unbound (Mental Resistance): iHero’s Willpower is treated as 2 higher when resisting Mind Control, for a total 

defense of 10.

“Think different.”

In the early 1980s a private corporation investigating genetic research began experiments designed to create the 

“next generation” of human being. The breeding took place in large batches, since cell failure was so common, 

and it was not until 1984 that an embryo reached stability. That infant, a girl, became the chief focus of the re-

search program, especially when a laboratory fire destroyed all the other genetic samples.

First Appearance: Journey into Wonder #0 (August, 2000)

Archetypes: Psychic Hero, Gadget Gal, Woman of Tomorrow

Qualities: Pop Icon, Hacker, Wired, Mundane Equipment

Challenges: Self-centered, Anime Addict, Rubs People the 

Wrong Way

PROWESS 6
COORDINATION 4
STRENGTH 2
INTELLECT 7
AWARENESS 4
WILLPOWER 5
DETERMINATION 1

STAMINA 7

Powers:

Mental Blast 6, 

Mind Control 8, 

Telekinesis 6, 

Telepathy 8

Specialties:

Computers,

Electronics,

Mental Resistance Mastery

ORIGIN
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For most of her life, Rachel (as she was named by the head of the project) 

never saw the outdoors. She was raised in the top secret research facility and 

educated by hand-picked tutors aided by computerized educational programs. 

It was not until she was a teen that she began to realize the level of her own 

indoctrination, and by this time her psychic abilities were beginning to blossom. 

Her nannies and handlers began to find her fractious and willful; she demanded 

new clothes, a strict vegetarian diet, and access to more modern music.

Soon, Rachel’s tantrums had become almost impossible to control. Only the 

director of the program could calm her, and after a particularly fierce ar-

gument which resulted in two nurses being reduced to a vegetative state, the 

director took Rachel into his office and explained everything. He admitted that, 

originally, she had been nothing but a genetic experiment, a means for reaping 

billions from the medical research industry. But in the years since then, he had 

come to see her as so much more. She was, he believed, the next step on the evo-

lutionary ladder, a “new human” who could tear down the outdated, fossilized, 

methods of control that kept mankind in bondage. He urged her to throw off 

all authority, to spit in the face of Big Brother, to change the world, and to do 

it all with a child’s innocence. Heavy with this charge, Rachel left the office, and 

then the director shot himself with the pistol in his desk.

Governmental agencies investigated the lab and seized all its research, but Rachel was never found. By now, she 

had adopted a new name - Shayna Winters - and had insinuated herself into youth culture. Surviving at first on 

handouts and the goodwill of others, she slowly began to accumulate the tools of the electronics trade. She sal-

vaged old computers and borrowed garage time to remake the old machines into techno masterpieces of form 

and function. With a visit to a second hand store she threw together a superhero “costume” that spoke to her 

generation. With an ear to the street and programs written to monitor online chat rooms, she intercepted crimes 

before they began and took her reward from the perpetrator’s bank account. Soon it was she who was providing 

aid to those who knew her, not the other way around. She bought a lime green VW Beetle and called it her iCar.

Shayna is now a well known superhero, and her reputation is that she is easy to work with. Because of this, she has 

been invited onto several teams, who find her mental abilities, technical savvy, and generally affable personality 

endearing. She helps those in trouble, retains an eternally sunny disposition, and has all the invulnerability of 

Hello Kitty. Unfortunately, she is also a drama queen completely dismissive of all criticism. Those faults she cannot 

blame on someone else she simply ignores. When she is driven off of teams, she invariably sees the ouster as unjust, 

and she keeps to the moral high ground by continuing her heroic career and performing any services her former 

team-mates might want. The young adore her and she has fan clubs in many countries, reveling in the admiration 

and fame; the Old Guard find her tedious in the extreme. She has the largest anime collection in America.

Abilities: Shayna’s bio-engineers succeeded in crafting the “next generation” of human being: a woman with amaz-

ing mental abilities. To begin with, Shayna can communicate telepathically with anyone on Earth. She can read minds 

and even control other people through the power of her own will. Gifted with minor psychokinetic gifts, she can 

lift approximately 1,500 pounds with a thought. Finally, though she often considers such attacks crude and without 

style, she can lay out a foe through the simple expedient of a blast of mental force. Her own highly-developed 

psychic shields protect her from powers similar to her own.

APPEARANCE
Although she is actually in 

her mid-twenties, Shayna 

looks like a teenage girl 

with long straight red hair, 

lanky limbs, and a slightly 

Asian ethnicity. Her costume 

is really just a combination 

of hip, trendy clothing, usu-

ally involving bold colors 

and shorts. She has a por-

table music player on a lan-

yard around her neck and 

earphones barely visible in 

her ears. Her PDA is clipped 

to her belt and she wears 

big, clunky shoes.

IHERO
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In addition to her psychic gifts, Shayna is a genius when it comes to computer programming and engineering. She 

has often acted as a scientific resource for heroes who do not have access to such skills (and who can tolerate 

her self-centered behavior). She’s a part-time musician and knows she’s not particularly good, but this does not 

stop her from having fun. Her total immersion into popular culture has made her knowledgeable on a wide variety 

of topics, from geek trivia to the latest French fashions.

In a superhuman melee, Shayna relies on not getting hit. She is agile and alert, and battles with her seem to be 

more like a choreographed dance routine than a raging brawl. It’s very hard to catch her by surprise, but those 

that do find her just as fragile as a twenty-something computer geek should be. It is for this reason that she 

tries to avoid such fights, preferring to handle problems through “perpendicular logic.” She approaches difficult 

situations from unexpected angles, often by eliminating the support structure required to make the criminal scam 

work. When a mastermind hires a legion of faceless mercenary minions, she will make their paychecks bounce.  

When she detects corruption in city hall, she’ll create an ad campaign revealing it to the world. Super-crooks will 

find their mothers begging them to give up a life of crime. By not allowing herself to fight an enemy’s strength, 

and always focusing on the enemy’s weakness, she uses a kind of crime-fighting jujitsu that goes beyond even her 

prodigious powers.

Shayna is seldom without her smartphone and pad, and she usually has access to any computer hardware she 

needs. Since these items do not come into play in most super-fights, she just tags her “Mundane Equipment” or 

“Wired” qualities when necessary.

iHero helps the Narrator tell stories about the responsible use of power, stories in which the heroes need to think 

outside the box and work in an unorthodox manner, and stories which emphasize the fear and distrust we feel 

towards those who can read our mind.

A PC hero with a mysterious past discovers he is part of the same project that created Shayna. How many other 

victims may have escaped? Has the government kept some of the survivors, training them as covert operatives? 

When she finds out, Shayna decides she must rescue her brothers and sisters, even if it means thumbing her nose 

very publicly at the United States government ... and she insists the PC help her.

That talk about a “next generation of humanity” may not have been just talk. A dozen children have been born this 

year with the same psychic powers as iHero, and more are being discovered. It appears that the project isn’t dis-

mantled after all, and innocent people may be getting treatments (perhaps in their water, or through prescription 

medication) that alter their unborn children.

Shayna makes a good casual contact for the PCs. She’s knowledgeable, doesn’t expect a reward, and doesn’t tell 

the players what to do. Depending on their interests, she might make a good mentor figure for PCs interested in 

developing their scientist skills, or a good friend who can go out club-hopping for the night. It’s in such situ-

ations that players will notice Shayna’s cavalier attitude towards her own mind control and telepathic powers. 

She uses these powers on ordinary people all the time, always “for their own good.” But who decides “their own 

good”, and what do heroes do about it?

IHERO

STORIES
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WORLDS OF WONDER: SUPER-GROUPS
The Worlds of Wonder setting has had many super-groups over the decades. The most important are discussed 

here. Any of them make a fine candidate for an ICONS game, but they are also potential rivals, allies, and enemies 

depending on the story. When a cosmic chessmaster decides to pit two super-groups against each other for the 

fate of the universe, or even if you want to challenge your heroes to a game of super-baseball, these groups will 

give you everything you need.

Group Type: The super-groups here are given labels that help illustrate their role in stories. This is not a definitive 

list of super-group types and their stories! For that, we would need a Field Guide to Super-Groups. Here, we can 

only scratch the surface.

A Varsity group is made up of the world’s greatest super heroes; stories including the Varsity are presumed to 

be of world-shaking importance and, if the players are on the Varsity, they know that it’s useless to call for help 

because they’re already the toughest heroes around! The ICONS rules refer to the Varsity as “the Elite team” on 

page 83.

The Junior Varsity is distinguished by its youth; the members should be teens or young adults. They often started 

and never would! They consider the Varsity to be “old fashioned” and behind the times. What the world needs are 

younger, smarter, heroes of a new generation.

Government groups are a kind of “Employee team” (ICONS page 84) but, as agents of the government, they have 

some unique characteristics. Many of the members are Super-Patriots who display strong morality, ethics, and 

virtue, but because governments also do a lot of shady things, there can also be a few secret agents, covert 

operatives, or assassins on a government team.
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THE ALL-AMERICANS

The All-American Wonder Squad - as it is officially known - was created in 1954 upon the retirement of the All-Amer-

ican Girl and was intended as a fighting force of Wonders serving national interests. It now serves as an umbrella 

organization for all Wonders in federal employ and includes two auxiliary agencies: the Civil Service Wonder Corps 

(for superhuman employees with administrative duties) and the Dragonfly Project (covert operations).

In the 1930s and 40s, the vast number of Wonders combined with their sudden appearance and the government’s 

lack of experience handling them made it essentially impossible for Washington to impose any kind of order or 

regulation to the superhuman population. The US accepted the help of masked individuals on little more than 

blind faith. There were surprisingly few tragedies during this period (two Nazi agents succeeded in infiltrating the 

American Wonder community, but both were eventually exposed) but federal planners chalked this up to luck. When 

Wonders started retiring in large numbers in the early 1950s, Washington saw an opportunity to set up some sort 

of administrative and legal framework that would regulate Wonders in service to the nation. The organization was 

well into the planning stages when the All-American Girl announced her retirement and the President decided to 

capitalize on the moment by revealing the new team.

Members of the All-American Wonder Squad are assigned a military rank no lower than sergeant. A number of 

“fire teams” exist, each led by a captain, usually with one or two lieutenants as aides. Overall supervision of the 

Squad’s members is performed by a major. Higher ranking officers in the Squad do exist; all are senior officers 

who began at lower ranks and were promoted up as they “aged out” of traditional hero work. These senior of-

ficers occupy staff positions in Washington and help to advise the President and Congress on superhuman issues. 

Many members of the Squad transfer into it from another branch of the American military. In these instances, 

the individual retains his or her former rank as an honorary title, but must often take a demotion once placed in 

the Squad.  Due to the elite nature of the Squad, this demotion is correctly understood as a logistical move, not 

a punishment. The Squad receives its authority from Congress, and is overseen by the Senate Subcommittee for Su-

perhuman Affairs. As federal agents, they have seniority in any Wonder-related crime or threat, and can comman-

deer local law enforcement in these instances. When Wonders are not involved, however, the Squad is out of its 

jurisdiction. Cooperation with local law enforcement is a high priority for the Squad, which is very conscious of 

its public image. The military chain of command works in a similar fashion: members of the Squad are not obligated 

to obey the orders of outside officers when the issue is Wonder-related, but in all other situations the chain of 

command is in effect. As federal employees, members of the Squad are all registered with NARWAL and receive an 

excellent benefits package. After several high-profile cases in which Squad members were turned into informers 

by Soviet handlers with deep pockets, the pay scale for Squad members was raised to a quite comfortable level. 

It was thought that this would somewhat insulate the team from tempting offers by foreign nations.

Type: Governmental

Membership: PATRIOT, Rushmore, the Eagle, Major Rager, All-American Girl III. The roster of the All-Amer-

icans should be quite large, and it makes a good home for player characters who may operate out of a 

regional headquarters in LA or New York.

Base of Operations: Washington, DC
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Flying Desk Jobs: the Civil Service Wonder Corps

Originally conceived as an anti-communist force working to oppose the Soviets in Korea and other locales, the 

All-Americans began to transform itself as more civilian Wonders joined its ranks. By definition, the organization 

counted every Wonder in the federal employ as a member, no matter where that individual worked or how menial 

the job seemed. The diverse nature of the Squad was directly addressed by President Kennedy, who created the Civil 

Service Wonder Corps as a branch of the All-Americans. Those Wonders whose powers or personality were not 

conducive to field work were assigned to the Corps, while the Squad proper continued to perform the traditional 

duties of a “hero team.” The ranks of the Civil Corps includes many Wonders who never wear a costume or mask 

and who perform their administrative tasks from desks across the country. Most have powers which are quite mi-

nor or even useless, while others (such as Ned Willis, whose talent for plant growth earned him the moniker “the 

Landscaper”) are employed in ways which make the most out of a power that might otherwise seem laughable.

The Civil Corps employs no military rank. Promotion is determined by time served and regular performance re-

view. Federal offices around the world are usually grateful to have Civil Corps employees, since this means the 

individual’s salary comes from the coffers of the All-Americans instead of the department in which the individual 

works. Like other Squad members, all Civil Corps employees are registered with NARWAL. 

“Good Evening, Mr. Fabulous”: the Dragonfly Project

The third branch of the All-Americans, the Dragonfly Project, is highly classified. The Dragonflies have their roots 

in the “Lost Platoon”, a unit of US Army Wonders which was officially disbanded at the end of the war even as its 

members were transferred to a top secret facility for training in the Cold War against the Soviets. When the All-

American Wonder Squad was formalized in 1954, the Lost Platoon was brought under its umbrella as the classified 

Dragonfly Project. To this day, the federal government refuses to admit that a covert branch of the All-Americans 

exists, and the name of the project is not common knowledge. 

The Project can be divided into two parts: the agent corps and the officers responsible for administration and 

training. Most, but not all, of these officers are themselves Wonders with experience in the regular military, the 

Squad, or both. The overall administrator of the Dragonfly Project is a colonel. Originally the Project was in-

tended to answer only to the President, in contrast with the rest of the Squad which is subject to Congressional 

oversight. However, by the Nixon era, it was judged prudent to begin insulating the President from some of the 

Project’s activities, which had broadened to include action not only against enemies of the administration abroad 

but also at home, inside American borders. Today the President can still give an order to the Project’s commander 

and expect it to be obeyed, but many more activities that the President knows nothing about are ordered by his 

advisors and staff who believe the Dragonflies are the best and most efficient way to accomplish a particular goal 

of the administration.

Agents are rigorously trained and indoctrinated into a culture of service to the nation which leaves no room 

for moral quandaries. While the traditional Squad works as a public face for patriotic Wonders, Dragonflies 

perform those “black mask” operations that other Wonders shy away from, including spying, counterintelligence, 

and covert operations (military actions abroad and at home). The Dragonfly Project reached its height (in terms 

of funding and size) during the 1980s and suffered a serious cut after the collapse of the Soviet Union. But the 

reality of a post-Cold War world has revitalized the Project, which is now one of the nation’s most-used weapons 

in the “War on Terror.”

THE ALL-AMERICANS
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Members of the Dragonfly Project are not registered with NARWAL. Many Dragonflies claim to work for other 

branches of the federal government. The rest operate under “nonofficial cover,” meaning they pose as private 

citizens of the United States or another country. Regardless, the superhuman nature of any Dragonfly is always 

secret. They are paid lucrative amounts and in cash by front companies and off-shore accounts. Between their 

frequent training and mission assignments they tend to play hard. Since each must lie about his or her true nature 

and job, long-term personal relationships are rare. If captured in the course of a mission, they are disavowed 

by their government.

THE ALL-AMERICANS
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PROJECT ATLAS

The Atlas Project was founded in 1990 by a coalition of rich philanthropists who feared that the combination of 

post-Cold War tensions, millennial fervor, and the rise of criminal Wonders could result in the world’s destruction 

within a decade. The backers of the Atlas Project came from across the political spectrum, however, and although 

they could agree that a superhuman organization would be the best way to ensure global stability, they did not trust 

any of their fellows to oversee it. The result was a large endowment set up as a blind trust; while the Wonders of 

Project Atlas can access this money to pay bills and otherwise finance their activities, they have no idea how much 

money is in the trust, how that money has been invested, or where it comes from. If the financial backers of Project 

Atlas were ever to come to agreement, they could un-fund the trust and close the Project; there have been three 

close calls in this regard, the most notable in 2001, but so far the Project continues to operate.

Due to the faceless nature of the backers of Project Atlas, the superhuman members of the group enjoy near-total 

autonomy, and they operate according to precedents that have collected over the Project’s 21-year history. The po-

sition of Chairman, once unofficial, is now elected and the Chair serves until he or she chooses to step down or is 

replaced. There are three levels of membership: active, reserve, and inactive. Active members are expected to attend 

all monthly meetings and respond to alerts whenever possible. They receive a $5,000 monthly stipend, have access 

to all Project equipment and files, vote on all issues to come before the Project, and enjoy free room and board 

at Atlas Towers in Titan City. Active members are not allowed to serve on any other superhuman organization.

Reserve members have substantially reduced obligations to the Project. They are not required to attend meetings, 

they do not vote, and they receive a $1,000 monthly “retainer.” Reserve members are only obliged to answer an 

alert when the member is specifically called. They do, however, retain access to Atlas facilities and equipment, and 

can live at the Towers if desired. Many serve in other superhuman organizations, and this is allowed. 

Members who retire or take extended leaves of absence are placed on an “inactive” roster. They lose all rights 

and responsibilities of membership, but can return to active duty with a vote of the active members. Technically, 

Project Atlas does not recognize a member’s ability to quit the team; such individuals simply become “inactive.”

Over 15 years, the Project roster has become surprisingly large. New members are voted in by a majority of the 

active membership. Such members are usually (but not always) made reserve members first, serving an informal 

probationary period of one to two months. This probationary period has occasionally been waived. All members 

must be legal adults, but the Project does not require the divulging of secret identities, so this rule has sometimes 

been broken. The number of active members is decided by the Chairman, and has been as few as four and as many 

as twelve. The Chairman can remove any member from active status at any time.

The Project’s motto -- “in umeros tollemus” --  is Latin and means “We take the burden on our shoulders.”

The members of the Atlas Project are occasionally referred to as “the A-List” or “the A-Team.”

Type: Varsity

Membership: The Champ, the Veil, the Bronze Star, Victoria, the Lady of the Lake, Giza, Matrix. Only the cur-

rent active roster is listed here; the Project has dozens more inactive and reserve members, some of which 

may be PCs.

Base of Operations: Atlas Tower, Titan City
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THE YOUNG WONDERS

The “Young Wonders” is a super-group whose formation involves the player characters. The initial impetus for the 

organization comes from Sophie Fisher, the Grail, who is on the run from the Templars and in need of aid. Slowly 

she gathers other young heroes into a loose fellowship, uniting them with dire warnings of a coming threat.

To use the Young Wonders in your story, begin by inserting the Bruin into any other adventure. Kyle is an innocent 

bystander in whatever plot your villain is up to, but because he has powers, he turns out to be more than just an-

other victim. The heroes might be taken by surprise when a hostage is taken out back to be shot only for a giant 

bear to come smashing back through the wall, and Kyle might even get attacked, but eventually everyone should 

figure out that the Bruin is one of the good guys. Keep his role minor; he is not in the adventure to over-shadow 

the heroes but, rather, to begin a larger plot. At the end of the adventure, Kyle may exchange contact info with 

another player or simply fade back into the background.

Regardless, Sophie sees the Bruin on YouTube and uses her powers to observe him, quickly discovering his secret 

identity. After the heroes are gone, she approaches him in costume and warns him that a terrible evil is swiftly 

approaching and Kyle must join with other heroes in order to stop this mysterious threat. Kyle, easily persuaded 

by the call to heroic action, agrees to do his part and suggests the pair try to locate and recuit G-Man, a super-

speedster whose exploits in a nearby LA suburb have reached Kyle’s college campus. Your players come into this 

part of the story when research discovers that one of their enemies, now defeated or in jail, had a “Wonder car” 

which the authorities have yet to locate. Informants suggest the car might have been used for illegal street rac-

ing by some local gangs. When the heroes go to investigate they can find Mario Ortega and his brother Gilbert, 

who confess to stealing the car from a villain when the man’s back was turned, but the vehicle later exploded 

on the race track and it was only by a miracle that Mario and his rival Ray Ortiz survived the wreck. Both are un-

harmed. The heroes might even discover Mario’s new powers, but he does his best to keep a distance, insisting that 

“It just wouldn’t work, man.” Little do the heroes know that, just an hour before they arrived, Grail and Bruin 

persuaded Mario to join their group as the super-fast G-Man. 

Soon after, a grim and brooding vigilante approaches the heroes and asks for their help. This is Dusk, and he has 

uncovered evidence of some kind of large criminal conspiracy shipping guns and money through LA. This is a big 

operation and, afraid that his erstwhile partner Dawn would get hurt, he has chosen to go behind her back and 

enlist the player characters instead. What Dusk does not know is that the criminal organization he has stumbled 

across is one small branch of the Templar Plan; the money and weapons are being moved to a Central American 

nation where a takeover, led by religious zealots firmly in the Templar’s pockets, is about to be launched. The 

heroes can locate and interrupt this exchange, ruining the smuggling ring and fighting some of LA’s local super-

villains in the process, but when Dawn finds out her partner has been “moonlighting” on the side she decides to 

do the same. Her own attempts to find other superheroes to bond with leads her to Bruin, G-Man and Grail, who 

has been working the smuggling ring from the other end without ever telling her colleagues that the Templars 

are, in fact, behind it all.

Type: Junior Varsity

Membership: The Grail, the Bruin, G-Man, Esquire, Dawn

Base of Operations: Los Angeles
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By this time, the player characters might begin to hear about the so-called “Young Wonders”. Perhaps the group 

gets caught on someone’s cellphone camera and an aspiring college journalist gives the team its name. The play-

er characters are likely to recognize at least one of the Young Wonders and may seek to arrange a meeting, but 

before that meeting can happen a highly dangerous Templar-backed super villain appears on the scene and begins 

causing havoc. You can use Rex Mundi (ICONS p.108) for this purpose; Rex is operating without the sanction of this 

world’s Templar organization, but he’s ready to begin his global conquest by opening a time portal through which 

he can call armies from throughout the past and future. Roman legionnaires, pirates, cowboys, ninja and robots 

ought to give the heroes plenty to handle. The Young Wonders appear and do their part in saving innocent people 

and clearing the streets of minions, but Rex seems to recognize Grail and makes a special effort to capture her 

before he is thwarted and escapes.

Right as the heroes are about to question the Wonders and Grail in particular (they may have questions for G-Man 

or Bruin as well), a new face appears: Esquire, professional sidekick. Esquire claims he is a member of the Young 

Wonders and he deflects all questions like a practiced lawyer. He protects G-Man’s secret identity, explains that 

Rex is from another dimension and doubtless thought he knew Grail but actually remembers only her alternate 

self, stakes out a safe “turf” for the new team that does not challenge the player characters, and skillfully post-

pones any talk about who the leader of the Young Wonders might be, saying the team is “an autonomous collec-

tive.” More important, Esquire has already cashed in some favors to arrange a fully outfitted headquarters for 

the team -- located above a swank downtown dance club -- and a jet he calls the Wonder-Wing. (It’s an old In-

vincicraft, but Esquire couldn’t get Road Scholar to build a new jet in an hour.) Swept up by Esquire’s preparation 

and experience, the rest of the Young Wonders go along, and the new team flies off after a brief appearance for 

the press. If necessary, Grail can teleport them all away in a flash of light.

In the months that follow, the Young Wonders become a sort of half-observed rival to the player character 

team. They seem to be pursuing some kind of investigation of their own, one which eludes the heroes at every turn. 

Only Grail’s supernatural clairvoyance and her own nature as the object of Templar aggression allows the Young 

Wonders to maintain the investigation, but hints and clues of some deep conspiracy continue to mount. Eventu-

ally the Templar Plan will reach its apogee and super-heroes all around the world will be turned into tools of 

the Templars, tricked into battling one another while Templar agents usurp the reins of global power in a secret 

coup. When that happens, the Young Wonders will need help and they will turn to the only group they trust, the 

only group they think they can persuade of the terrible truth. Whether or not the heroes believe them remains to 

be seen.

THE YOUNG WONDERS
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Designation of Open Game Content
All descriptive text is closed content. All statblocks are open content.

U.S.H.E.R. is declared product identity.

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 copyrighted material including derivative works and translations (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 reproduce, 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 identified 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) “Product Identity” means product and product line names, logos and identifying marks including trade 

dress; artifacts; 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 representations; names and descriptions of characters, spells, enchantments, personalities, 

teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical 

or supernatural 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 agreement.

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. Offer 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-exclusive 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 original creation and/or You have sufficient rights to grant the 

rights conveyed by this License.

OPEN GAME LICENSE Version 1.0a
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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 copyright 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 

Agreement with the owner of such Trademark or Registered 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 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 Content 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 regulation then You may 

not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically 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 Behrends, Shawn Garbett, Steven Hammond, 

Ed Heil, Bernard Hsiung, Sedge Lewis, Gordon McCormick, Kent Matthewson, Peter Mikelsons, Anthony Roberson, 

Andy Skinner, Stephan Szabo, John Ughrin, Dmitri Zagidulin

FATE (Fantastic Adventures in Tabletop Entertainment) Copyright 2003 by Evil Hat Productions LLC; Authors Robert 

Donoghue and Fred Hicks

Spirit of the Century, Copyright 2006, Evil Hat Productions LLC. Authors Robert Donoghue, Fred Hicks, and Leonard 

Balsera.

ICONS, Copyright 2010, Adamant Entertainment; Author Steve Kenson.

Field Guide to Superheroes Volume 3, Copyright 2011, Vigilance Press; Author Jason Tondro
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