




Malek Gyre
Abilities
Prowess 5
Coordination 5
Strength 4
Intellect 6
Awareness 4
Willpower 6

Stamina 10

Powers
The Ghostlight (Blast 8

and Damage Resistance
8, Extra: Invisibility and
Phasing, Device), Flight
8 (Device), Life Support 4
(Cold, Vacuum, Radiation,
Breathing, Device)

Specialties
Criminology
Investigation
Leadership, Pilot
Power Expert (Ghostlight)

Qualities
Rogue Ghostlight Centurion (Epithet)
Trained By The Best (Connections)

Challenges
Exile (Social)
Hunted Criminal (Personal)

Background: Malek Gyre was once a rising star
in the Ghostlight Legion. He was given
command of his own sector shortly after
graduation from the academy and appeared to
be headed for senior leadership roles. His path
took a sharp turn and he has since been
corrupted by bribery by space pirates and gone
AWOL. He operates out of the pirate's haven of
the Jacker Worlds and has even taken to
assisting with pirate raids on shipping convoys.

Ghost Ship
Abilities
Handling 7
Speed Flight 10 (Space Flight)
Structure 7
Armor 5

Powers
Blast 8 and Damage Resistance 8 (or

Invisibility and Phasing 8)

Aspects
Regeneration Bay
Library Computer
Steadfast Crew

Description: Although the Ghostlight
empowers the Centurions to fly through space,
these Sirian officers are nevertheless issued
personal patrol cruisers known as “Ghost
Ships.”



The Ghost Ships offer a number of amenities
useful to a Centurion, including comfortable
living quarters for the Centurion and a small
crew of assistants and passengers, access to a
powerful library and FTL computer network, a
brig for the isolation of captured criminals, and
a medical bay equipped with a regeneration ray
reverse­engineered from Promethean relics.

A Ghost Ship is also armed with a powerful
plasma beam projector.

The most important system aboard a Ghost
Ship, however, is its power converter, which
allows a Centurion to extend the power of the
Ghostlight over the entire ship. By this means,
the ship and all its contents can become
invisible and incorporeal. When the power

converter is active, the vessel ignores inertia
and can move at faster­than­light speeds
without need for fuel.

Adventure Hook
Malek Gyre is hunting an alien refugee in the
PC’s home town. The chaos caused by the high
speed chase and shoot out through the city
center gets the attention of the PCs. Malek
introduces himself to the PCs and explains that
he’s an interstellar law enforcement agent
trying to captured an escaped “terrorist”.

His quarry will appeal to the PCs that he is a
minor royal from the Sirian Principality and
that Malek is trying to kidnap him under orders
from a gang of space pirates.



Open Game License
The following text is the property of Wizards of the Coast, Inc.
and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All
Rights Reserved.
1. Definitions: (a)”Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)”Derivative Material” means 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,
royalty­free, non­exclusive 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.
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 co­adaptability 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, Steve Kenson, published exclusively by
Adamant Entertainment in partnership with Cubicle Seven
Entertainment, Ltd.
Improbable Tales 1, 2, 3, 4, 5 ,6, 7, 8, 9, 10, 11 Copyright 2012
Fainting Goat Games. Author Mike Lafferty.
Stark City Campign Setting Copyright Fainting Goat Games/
Stark City Games 2013
The Great Game Copyright Fainting Goat Games/ Stark City
Games 2013
Space Supers 1 Copyright Fainting Goat Games/ Stark City
Games 2014
The following is designated as Product Identity, in accordance
with Section 1(e) of the Open Game License, Version 1.0a: All
Characters and their associated descriptions, backgrounds, and
related information

ICONS Superpowered Roleplaying is a trademark of Steve
Kenson, published exclusively by Ad Infinitum
Adventures. The ICONS Superpowered Roleplaying
Compatibility Logo is a trademark of Ad Infinitum
Adventures and is used under the ICONS Superpowered
Roleplaying Compatibility License.
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under license.
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