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DEFENDER? YOU
GLYS OKAY?

P7 AND A DOUGE,.. Y
B erenors, e B :
A WORKS! A8 VUM, WE'RE
Y JUST SWELL,
BEHEMOTH, COMIN'
RIGHT OLIT. HOW
You

.Tff ARE
DOING?

COULD BE A LOT i

BETTER, HEH.,.YOU |

KNOW, OUR FILES
NEED A LITTLE
LPDPATING ON
THIS GUY. OUT.

I
HEARD
THAT,

ﬁ*‘“‘wﬁ
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"AND HIS OTHER ~
MYSTIC HENCHMEN
| WEREN'T SLOLCHES
EITHER.”
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y WINGS.,, LET'S
SEE YOU TRY j \
THAT AGAIN! il

3 "THE NEW CHAMP/ONS AGAINST
i THE BLACK PALAC/N AND HiS
GANG! WHAT AN OPPORTUNITY!
AND THEY NEEDED THE MELP...
THAT PRAGON WAS TEARING
THEM APART.

QY
5

-~

"DON'T 6O THINKIN' YOU CAN
IGNORE THE PALADIN, BUDDY. | |
HELL, NOT ANYMORE! Y'KNOW,
HE MUSTA GONE THROUGH
SOME KINDA WORKOLIT. TELLYA
WHAT...T DON'T THINK IT'S
EVEN THE SAME GLY!

r

| "NO WAY IT'S THE SAME
W/MP THEM ACADEMY KIDS F
TRASHED LAST YEAR!" [




NN NN 50 wHAT HAPPENED?
\_ \\ \\\ R\ HOW'D YA MAKE
NN oure!

< AWW... BY THE
-/ TIME THE STUPIP ELEVATOR
GOT TO THE TOP FLOOR, THE
FIGHT HAD MOVED TOO FAR
AWAY. I COULDN'T CATCH P!

YOLI'D HAVE POVE AND THE BlG
_ GREEN GLY FLAPPIN' THEIR WINGS
. } 11\ ALL OVER TOWN. AN' GOLIATH...
Y'GOTTA ' LT HED JUST WALK OVER
BE ABLE TO ZIP ! o BUILDINGS.
AROLIND PRETTY FAST = =) -~

b 4

THEN THERE WAS LEMME TELLYA, T 50METLMESV AN' DON'T FORGET THAT 7 THE ORIGINAL

| FROST... YOU COULD M/SS HAVIN' TO DRIVE AROUIND  ORCHIP BABE...IF THERE  CHAMPIONS HUH...
ALWAYS TELL WHERE  THEM BIG ICE-BLOCKS HE'D  WAS A FIGHT BREWIN', Y'KNOW, VA
. HE'D BEEN! (o BE LEAVIN'... MELTIN' ALL GHE'D JUST BE THERE! LISUALLY Ay .

ail] i OVER THE PLACE.

"SLIRE, YA AIN'T JUST WHISTLIN' P/IX/E THERE, KID. BLT LEMME TELLYA... THEY
HADDA BE TOUGH TO SQUARE OFF AGAINST THEM PUNKS THAT WAS ALLA THE
TIME TEAR/N' LIP THE CITY OR PLOTTIN' TO TAKE OVER THE WORLP!

Ly e =~ 1=y
U,

=l 2
2

NGIE 'IF T WASN'T THAT MONSTER GROND, IT
: WAS THE, WHADAYCALL, HORDES'A WIPER
VOO0 MECHANON OR THEM LLTIMATES!?
/| THOSE POOR GLYS NEVER GOT A BREAK! |
=
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WELL... OK, 50 MAYBE ONCE IN A WHILE.
REMEMBER WHEN OL' DOC PESTROYER AND
EUROSTAR FIGURED IT'D BE A GOOD IDEA TO TEAM
UP AND CONGUER EVERYBEOPY? O SLRE...

THERE WAS A MATCH MADE IN HEAVEN!

~—

HEH... LET THE
BATTLE BEGIN!

?E ’ \

'COLIRSE THAT STILL LEFT THE
CHAMPIONS TO HAVE'TA STEP
IN AND SHLIT 'EM DOWN BEFORE
THEY TORE UP ALLA DOWNTOWN!

YEAH,
THOSE WERE
THE DAYS,

= AY'S,
u, HUM? ‘
PROPRIETOR

T DLNNO... I'M STILL TRYIN' TO \
GET USED TO THE NEW TEAM...
ALLA YOU YOLING




ALWAYS A GOOU IDEA TO L H

CHECK IN WITH THE LOCAL N iyt
LOOKS UNIT IN A NEW CITY. / I
LIKE IT'6 ALL %u& TO MOVE TO i ‘\

¢ {{ cLEAR, capTaiv. N
WE M/SSED SR
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WHAT'S IN THIS?

elcome to the new Champions
World...not the same as the old
World! This is Book One of our new
campaign series, and while it will have elements
from previous books and modules, let us assure
you that it's a whole new ball game. Yup, even a
lot of the names have been changed, innocent or
otherwise. In comic-book terms, what we're
doing here is called a revitalization.

(Great term that, . .revitalization. It gives us carte-blanche to re-
approach all of our old material with an eye towards what works best
and makes a good campaign. It allows us to rethink the structure of
the waorld, tighten the continuity, and remove conflicting elements.

We wanted a story-driven, role-playing world that wouldn't
drop the ball on action, character development, coherent back-
ground, and series growth. We figured that's what you want too.
Whether you're new to Champions or an old-time player, this is
where it all starts. Grab your dice and let's go.

Campaign-wise, this is the first appearance of Bay City, hub of
super-hero and paranormal activity in the West Coast area of the
United States. Here you'll encounter the Champions, the premier
super-hero team on the planet, and the main focus of this book.
Whether you and your players want to use the characters we pro-
vide or create heroes of your own, this book contains all you need
to start a new campaign or jump-start your old one.

Heroes need a headquarters and vehicles and that's all here.
They need allies and enemies and we've got them too. These days
they even need a proper social, economic, and political plan to exist
in this ever-changing, complex world. . .so we show you how all that
stuff works. This is a team-oriented campaign. . .you just plug in your
characters or our own {and make 'em yours) and you're ready to roll.

Paranormals don't just grow on trees. We'll show you where
they came from as well as some of the world's super-history. You'll

NOILIG SIL L0t

see how to create characters that fit in with the campaign and tie
in with the ongoing story-lines. Why be some side-bar, second-
banana, nobady hero that can't even eke out a measly back-up fea-
ture in somebody else's comic! Hah! Read our guidelines and you'll
be running a must-have, double-bag character in no time!! Isn't that
what role-playing is all about?

Now get on out there and stomp Evil!

—Bruce and the crew at Hero Games

More information about Fuzion and
the Hero System can be found at the
Hero Games Web site:
http://www.herogames.com.




(JIAPTER ONL. HISTORY

WELCOME TO
CHAMPIONS
HEADQUARTERS

CHAMPIONS ONLINE DATABASE:
Fistfire Enlistment Transcript:
Recorded: 1800hrs, 6/13/2002

FisTFIRE: Ahh...excuse me, please.

PHELPS: Over here, sir. My name is Thomas
Phelps. | process all the new applicants.
Fortunately Capt. Macready of the Guard let us
know you were coming. Now let's see...your
name was...?

FisT: Uhmm..Fistfire.

PHeLps: Hmm. Sure you want to go with that?
FisT: I'm. . .not exactly married to it or anyth. ..
PHeLps: Fine...Ah...Did you put that costume
tegether yourself?

Fist: (mutters) | knew it. ..

Phelps: Well, not to worry. The Champions con-
tract work from one of the finest hero-fashion
design firms in the nation. If it comes to that, we
can get you fixed up in no time. Now. . .let's get
down to business. I'll need you to fill out these
forms here, you know, information about your
powers, experience, etc., etc. You can glance at
them while you're scanning our online database
presentation.

Fist: Online... presentation...?

PHELPS: Yes, and do please pay attention to it.
Some of the material, I'm sure, will be old
news to you. But we've found it's best to start
from a solid foundation in the basics. We want
all new applicants to understand fully what it
means to be a super-hero.

Fist: So..heh-heh, is there going to be a quiz?

Phelps: Ha-ha...Yes, of course. Now, after that
we'll put you through a short session in the
Chaos Chamber. ..

Fist: The...the Chaos...?

PueLps: Perfectly safe, | assure you. And
then...well, we'll be in touch.

Fist: Is all this really necessary..?

PueLps: Oh, is there a problem? Perhaps you
expected just to beat up one of the team and
you're in? That's the Corsairs...this is the
Champions! Get out of the last century,
Fistfire, it's the new millennium.

PHeLps: Now please have a seat, the program
will begin shortly. Aaah, popcorn is extra.
(pause) Heh...my little joke.

FisT: You're a riot, Phelps.

PHeLps: So I've been told. Let's begin, shall
we?




Editorial (San Francisco Chronicle 10/14/33); Masked Vigilantes Rescue Justice

_hero, appears in New York
harn Adantic. 1513 die his centuries-long rest super-hero, appear.
w— sinks in Northern Atlantic. 1, .
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JACK MAC CAFFERTY SPEAKS OUT =
itizens feel a lot safer in their homes and on the streets these days in The City. But don't go thanking the Chief =
of Police and certainly not the Mayor. If Sherman Hall had anything to do about it, things would be pretty | o=
much the way they had been. That is to say, more of our “in-by-Five-out-by-Six” jails, closed-door deals, late- E‘
night phone calls, and no law or safety for decent folk, =
All law-abiding citizens owe a debt of thanks to the mystery men known only as The Laughing Man and Gallows, | JE=3
for choosing our city as the place to hang their capes, We should all get down on our hands and knees and thank them.
There's been quite a bit of talk from our so-called civic-leaders during the last few weeks about the dangers of
vigilante-justice, claiming that such men make a mockery of our laws and ac ice. It has been fur-
ther suggested that these men be hunted down and captured with great expedj U, Miligg L,
any efforts to arrest mobsters such as the so-called Top Man, Slane Gray, and SUbjectW 'me"fyence Meme (
Seems that when the crime-lords start feeling the pinch, one quick pho, neWest . Scig I
action that ordinary citizens can only dream about! Pati Ccesg in gellntl,s r
And it's not just here, there's the Crimson Mask in New York, Guardia Oontpolgn{i'.‘ The mam etic
and Shaman in Chicago. Nationa ly, all the right people want to shut downJ erfyy] OFF; fipe as both -
— x Oan 8ngg and & Povyy-
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people, SPL?'ned by some of H':;I' beauty-queer EmL‘q Hospital even e
wined and €0 shan Rigel and PR i grens
buckling 2% * 1 caturday at the O rdian. Jloped man,
sarance o s ne-gmasher, foctly develop
will ﬂgpult the dashing Cru.:mwoﬂd's most Pet felcog wrestling by
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Front Page Headline (New York Times 5/3/38):
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BLUE SAPPHIRE Spus

{ 'M”':':“"*Tj-'wq @( . ; _ .
SRSy ‘”"“"‘-;;_-b"‘?e" Nclu __ﬁnrk :

Vehld& ] Stoc Aug. 29, 1936: German Scientist, Or Karl
: ar | begins Oct. 24, 192%: Black Thursday, the \b_t(][.k ﬂg L1 s e

—HISTDRIEAI. Time Ling: : . JM":‘;E{:‘:!?I.I??'Fi\;\:-‘;::|‘“gevull|l|%n : Market Crash, leads to the {;Isgqtjﬂeprf‘ssmn, ;Ue?.‘:r' 1(]::‘11[;;;%?;:&2:; :\i; bl e
Sept. 14, 1909: Hamy Houdini publicly admits Nov. 11, 1918: World War | ends July 12, 1932: Masked vigilante, Crimson Pl sl Lo
that the unusual "talents” of Sir James [,r*clir Gct. zé 1919 Volstead Act passed by  Mask, appears |n_NewYusk to hatflemme. IFeh gl sl 8
defy scientific explanation and are authentic [:ml-rps; ushering in Prohibition. March 5, 1933: Hitler comes ulj‘p:,w‘er.” i Nm; e o
S0l e garelid, Nn;fﬁzz'- Archaeologists Howard Carterand — Now. 19, 1933; The Whisperer's voice is first v v.omm )
fol: S MR 10 DEvOL AR Lord [Iarna;n.fun uncover Tutankhamun's Tomb, heard across the land &

emerges from years of inactivity

pphi 5 i . 3, 1939 World War Il begins.
: he Titani Aug, 6, 1923: Tha Dark Pharoah awakens from  Jan. 12, 1936: Blue Sapphire, the workd's first Sept
Apr. 15, 1912: British ocean-liner, the Titanic, o
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- L KNIGHT
SAASTTES SECRET
NAZI CEIL IN Y

. Grail
icr hiero, our own
in England's premier hero, il
¢ again England i . Not ouly
()n_d: i s taken the war o the e ;, within
Knight, has ta :nace, The Black Claw, w
fid he thrash Jerry menage, The whole Nazi orga-
it 0 e el P
an inc : i vl ;
- K wall. . ’
ization in Yark to the Basome creation from
‘“”":” k Claw was anpther tearsome G - D Ka
> hlack (LK : cneteist, 1A
—?Kl ; isted mind of Germany's ul!; g‘.mulf -u;;\iust tl
: the hwie itsh soil ran Ry
fssion to spread fear and terror U|n Pl‘l;i: warped, seicnee-wrouyg
is missic : rail Knight. His we
Volgar. But his n;l slashing sword of The Grail ‘Elg}'
= '.""i‘.-l‘" » % - H ni
brick-like fists :11 &g the Spirit of the English Lic
1 T L 4 =
1 ~ e
] Story (Stars ang Stripes 312/g5):

WHERE |s CRUSADER?

As our boy continue tg ro) towards Berlin an victory in Europe seems all b
forces continue to wonder what has h

Appened to one of thetr favorjte heroes, No one h
led an ¢)jie COvert team into the heart of the Fatherlang op, | mission Which, while not
(military secrets and all), was 4¢ least considered 4 Smashing success,

The entire infiltration team, is known tq have retyrpe ninjured and fyq, with victory, byt not
are able to sheg any light on (he mystery, “After 4 POINt,” assurec one
really were home freet The Krauts were unning just ahey every which way but anyw 1€1€ near oyr location,
AL T can el YOu 18, one momeny he was with s and the peyy Mmoment he wagppr

The rest of the Squad have g)sq 8iven assurances that Crusagjer could not have un afoul of the e€nemy withoyt
any of them noticing. Byt this is small assurance to the men Who miss the Presence of the bold, forthright hero
they've come o eSpect and admire, “Some of these 8Uys in tights that have come gyer here, yoy just can't gali

to 'em," explained Cpl. Holly of the 101st Aitborne Division. «By¢ Crusader, the way he talked 1o VOU Die pociae
and the logk jn his eye; this Was a4 guy that knew what war Dattlig

——————— -
[ F[rom Page Head (New York Times 8/14/44).
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ut jnevirzlble, many in the armec|

as seen him since he
8etling specific here
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of the COmmandos in hjs rePoIt, “We
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“Al the News Tha!
Fit ta Print.

MAJOR VICTORY DEFEATS OVER-MAN IN FRANCE!

o t-chin car ~arth
. " dy with comw ES. Mar 13, 1947: kraan scout-ship sent tp [art
HISTORICAL TimE Line: May. 3, 1943 Red Hawk becomes fussia's Europe at Normandy with conventional force

ISTOR :

: Survivars of Reich form ANIS
first paranormal, May 8, 1945: Esfam‘-ar-v st_:rrrzndg!s ) . i::‘: !22, 1914;“ g;mg}f.’,qme,fca“ A
Jan. 4 1840 The Gral Knight becomes J.ull\f 13, 1943: The Destroyer is freed from his July 16, 1945 First atomic bomb e{cprndedd Eom;ni!!‘e e niviigsicondl s
England's greatest champian r-.r;JIenmé-iunq Imgrisonment Alamogorda Air Base in J\:rp,w ngu.o ey g s e i
Dec. 7, 1941, Japanese attack Pearl Harbor Mar. 2, 1944: The Emissary nearly kills Hitler, Aug. 14, 1945; .{ape:n sur[:en:pcr} — ;qw‘ sy i)
i 10 unneds{em& NEU WE’I b T i Jaﬂ'l T e : I Sept. 23, 1949 Announcement that Russia
b s v o 3 gty Swia g ra Pk ol Jestie Sy Resions fficial dissolutig of the has exploded its first nuclear bomb
oz or Vituy and alan L|Q.*!!n|r|g d  June 5, 1844: Allied assault at Calais led by Apr. 18, fﬁqs; Official dissolution i |
June 6, 1942: Hanrya tsland Project opene S powered forces fls o paps . beach-  Loaguo e :

2 ; superpowered force o ' y Fersalion
by joint effort of Nazi Germany a_r?d id!uanmu Bt s 4 st i Aug. 22, 146; f.s G e
Dec. 2, 1952: Crusader appears in this centu-

© Alles suecessfully invsde of Soviet paranarmal project
i 3 June 6, 1948 Allies successfully |

f 10 Iyl Germans

1y- joming Alfied tmops 1o fy
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PLAYBOY INTERVIEW: M I S T E R I O S 0

a candid conversation with the master of Mysticism and Magic

PB: Atlas was looking a little wild-cyed as he
sailed into the Black Paladin duving you
last finht. A story there?

Misterioso: Will, the Paladin and bis team,
the so-called Masters of Fornume. . .they've been
a real drag for a lowy time. A lot of bad
blood. . .aly, dirty tricks and sich bave been
pulled over the last bwo yos, Let'’s just sy
Atlas considered it payback for the Paladin's
last payback.

PB: You don't seem to get quite as wound up
as some Of Your feanimates,

Misterioso: As a Master of Magics and
Explover of the Unlksown, I bave a cortain
responsibility to vetain a sense of calm, an
aura of peace and inner.. .qanalh, what's
the word?

PB: Cool?

Misterioso: Yeals, that swirygy.

PB: How do the Promothians' adventures
usseally stavt?

Misterioso: Man, I conld tell you stories. !
PB: That's why we're bere,

Misterioso: svmnan, ..oh wow. There was our
first  encounter  with  the  mysterions
Khan... that took us all across the world and
it all started while making the scene at the
Village Vanguard.

PB: Really? Who was plaving that night?
Misterioso: "Trane, He and the new band
were in a real groove.

PB: Oh, so yous were there? Any other jazs
fans on the team?

Mistersvso: No, they've all too wptiaht,

PB: Now this mysterious Khan.. . I've never

beard of hin.

assassinated

HisToricar Time Line:

Aug. 22, 1962: Hed Monday
Nov. 22, 1963: President John £ Kennedy

Feb. 8, 1964: British rock-group, the Beatles
first come to America '
June 15, 1964: Secret fgovarnment project,

Operation Mind-Alive, is opaned

Misterivso: Yeal baby, he does like to keep a
systerions seene, And as wsual, we're all
sworn to secrecy...don't want to start a
world panic or anvtbing. Wow man, bad
viliey,

PB: But then, why are you telling mie this. .7
Mistevioso: Spitfive fimves nobody really reads
yarer magazsine (lughter).

PB: Well, you did sy the others ave vather out
ofit!

Mistersoso: Of conrse 1 believe that knowledge

and enlyghtenment lead to o bigher level of

consciousness. It's a veal bummer to stifle
wmankind's growth by suppresing the vital
winths of the dey.

PB: You mean, . 7

Misterioso: Listens wp, my man! I've got the
stragaght dope, vight here.

PB: Now wour newest suember, Specter, was
somicthing of n veplacement for one of the
teant’s fonniders, the Cometoer who., well,
betvayed vou all and becomre o leader of the
villainons orqanization, Axis.

Misterioso: Yealy, very uncool trip there, [t
i case the team does vend this T hasten to
mmention that I am still exploving the arcane
nature of the Cometeer’s new powers and
dwrld have ausiers soon. So quit bugoin'
e,

PB: Getting back to Specter,

Misterioso: I dgg it. Yo want me to bring up
the fact that he's the fivst Black super-bero to
et you of F the hook, vight?

PB: Thanks.

Misterioso: Speeter ds deeply aware of bis
responsibiilizy to bis comminmnity and peopl,

Huvingg to. be an examiple, an ideal for other
Cats to look up to and respect... 1 suppose it
keeps him from beadiyy down smeth and
busting a few choice beads. Too bad the
obscisre nature of most of our work, the bid-
den places andd ofF-world adventres, st be

a veal drag to bis inore spivitual goals.

PB: Did you say off-world?
Misterioso: Did I? Fley snan, don't listen to
.

PB: I think this is something which wonld be
of great interest to our readers.

Mistervioso: No doubt. Ol gaaaase into my
medallion. Yoo, .,

PB: ahbh....So, ab, tell me what you think
about the new team-on-the-block, the
Champions.

Misterioso: 'ch. .. Too maech wow and basng for
me. I give 'em a year; tops. We've only met
them once.

PB: Fight?

Misterioso: What clse, baly? Atlas and
Dragon started mmixivgg it wp and we all felt,
Like, compelled to junip in,

PB: Did you win?

Misterioso: We wonnd of teaniing wp for the
greater good of mankind.

PB: Did yous win?

Mistevioso: Like, the looming wenace of the
Lords of Chaas became the greater issue.

PB: Did you win?

Misterioso: Consider. . .an the qunst-cphener-
al sense of things, are such matters truly
snportant?
PB: 5o you lost?
Mistertoso: I cevrainly didn't say that.

Viatnam

Aug. 13, 1964: First public appearance of

the Promethiang
Feb. 12, 1966
reopens

July 13, 1867: The Chame
create their new team

_Aug._ 7, 1964: US Congress pas
Tonkin Resolution, paving way for war in

]

The Great Door of Samarkan

ns first meet to

s Gulf of

Nov. 12, 1967; Guard is annaunced to the
public

Apr. 20, 1968: First Stranghold facility is
opened

Sept. 22, 1968; Origin of PSI

Mar. 30, 1969: Markus Black the Warlard
vecomes president-for-life of Marakel
July 24, 1969: Neil Armstron

man an the moon

is the first
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DR DESTROYER
CONQUERS SAN DUVAL!

Dl" MANDS FULL RECOGNITION AND VETO POWERS IN UN

J The citizens of San Duval awoke this moming to find themselves freed from the yoke of

the dictator, Enrique Corazon. But there was little cause to celebrate with their liberator
being the master-villain, Dr. Destroyer.
| The oppressive sounds of booted feet marching through the streets were replaced by the

heavy clangs of the robot hordes of Destroyer, maintaining his peace and installing his own
order. The body of his predecessor hangs from a pole in the capitol square. According to the
people's self-professed savior, he is to remain there as a reminder of the squalor and pover

ty that he forced upon his own nation. Of course it also serves as grim warning against any
dissension.

N0 B

AEOLSI

ksman of the Champions views Destroyer's promises of prosperity and hope as

e from this madman. Human life and dignity mean nothing to him.”

ar lh.cr with .[Jw C:hﬂmplons .;lnd _Ulher heroes to deal with this threat and oust Ih!s

d and Eurost ssible. Major Victory, semi-retired these last two years, came forward to offer his
Pﬁv ate Rooms owerful emotions among the gathered heroes.

Get hO Duval have struggled and suffered without freedom for far too many years,”

ln Stron“”g“ams used 10 hreaking m;" Article (Time Magazine 9/15/67): ing. Buildings and fac_tories have been

Paweﬂn sup Eﬂl' after they wake up are : PRO Fl LES lN reduced to rubble, business and govem-

\ * 3 - .
out of jail shorty anks 10 the new ment leaders have been killed or kid-
due for some surprises Pl

It in the scenic | napped, and planes and ships have been
hold facility. Bull 4 with IER i
Spong is equipped W Iy

it - hijacked in daring raids. They
deserts GL A”I'U':ma,..ment chambers | y Inside The World strike with deadly speed and
state- of-the-a

Hields for holding para-Neme: s Terrorist League of accuracy and then disappear
and power S e first arraignment y| VIPER without a trace.
e A | sanctioning of Guard six K4 “No greater threat to peace Their goal is nothing less
Since the ofic? ghe United States task ¥4 2 freedom exists today than than total world domination,
months 390 2% lawful pdralmrmal activi- || that which drips from the ven- and the power and reach of their
force aganS: 7 :ns and scientists NaYe M omoys fangs of VIPER.” This is no cartel makes them a very real dar-
. their technic ards the opening of this N ajarmist view put forth from agents of ger indeed.
been working 10 UNTIL or any of our super-heroes, this is | UNTIL is certainly taking them serious-
super-prison: retty excited about IS § & seatement issued from the Supreme ~ ly. Chairman Campagne is focusing
The capes Stzez;ﬂ dgep ditch. Though gener |y eader of VIPER himself. And given their  much of his organization's resources to
alternative

fhe Vonriiiae the 7 1S New Menace.
Jlly shunning public speaking. {r’;*“taﬂs ;ra\se activities in the last three months, itisnot  dealing with this ne
Promethians stepped forwar mere hyperbole.

the idea of sronghold. 1t damned well ly over the world, crossif
about time.”

-
—
Invisible Jan, 27,1983 D”\'I<w’l,.n- n “
5, 1977: The Inwisi R + Founda 3
H|3TORHGN.TIME LINE: ?:9 e is smashed - N;;&Vd; 1505 ..1L,1'111ILF'T'1m|na
. ¥ E

Aug. % 137“_ |P]:ﬂ-.“;r‘rrl e 12;‘.?& T Trep becomes publicly vailat U
Richard Mixon res 20, 1980: 1
office over the Watergate g\tl;:anrml'n‘ n""'l‘wlreu
Scandal ales Operation. St yper-She
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tain, particularly in the ey without powers

HISTORY

edline (SF Chronicle 3/17/74): . . PN e e
San Franciscd ChHronicle

STRONGHOLD SCIENTIST FLEES PROBE

Article (Superhype 7/24/84):
G st e g || CAPT, LIGHTNING IN
officers with the Invisible Empire, and the secret alliance INVISIBLE EMPIRE ’

with UNTIL and super-team, Vanguard, weren't enough
for the poor Guard; along comes AXIS and their infiltra- = . i
p L;ﬂﬂrm .1,0 the Times) Capt, Lightning, one of
ericas oldest heroes, stands accused of

tion of an organization desperately struggling to rebuild
A. “ ;j;fi_i‘:n:r:lv:n:;m with the Invisibje Empire.
f with h‘ix'm‘];_l‘img'e::fdzfy following a battle
Major Vicm;y_ ally and current fceuser,
“ o i;:g!:;;iilr;g's l.'ih(.‘-'l‘:k. and outrage were ev;-
] Gl swhinge li}i! ISt into the Anaheim Skye

itself. C'mon, you warmed-over fascist-creeps, was that

charity appearance. Hic e e 8hMNINg was making ; .
C\f‘idc:ccl\]v:;it;lm;‘. ot saming. .. Cmpty against (he we? hll f:;‘b: .
$00n begs 1 Victory hurled at him. Powerful bolts S ; [_ x
’ £an 1o shoot acrosg the room § of Clcc[ncrty

(HAPTER ONL

———

fair?
Obviously the Champions didn’t think so, reconnoitering
in force with their entire assemblage to hit the AXIS
where they live! Even the elusive Promethians came out
from hiding to take part in nostalgic nazi-bashing. The
main HQ of the AXIS gang and structure for their contro
of Guard was tucked away in a mountain hideout in uppe
idaho, but you'd have to look pretty dam close to find an
trace of it following the epic battle-royal.
Goliath of the Champions said that different paths haf ~ Onlookers were stunneq ag Wictory strod
brought both teams onto the same trail and, following ly intended to ki]] and closed quarters 3[} '10- ,e‘”"'”_lf&‘h e
brief punch-up, they decided to work together. Why let ill_ld anger at the nation's betrayal Wi[.h 1\"‘] us foe, E
federal warrant stand in the way? “We've had friends '--lghming into unconsciousness Thus‘: Lul:y iy
Guard for years," boomed the twenty-foot, new tea #ction before claim they nc‘ve[- Sef “r:“’ h“d_ seen both heroes in
leader, “And we were prepared to do whatever it take: ’“f}' or the Captain expr—cssing such ’]hc‘nl: ¢ Major in such a state of
assure that their hard work and sacred trust wouldn't| @ few brief moments it was msch.- absolute helplessness and fer: In
violated by the Black Claw and his ruthless gang.” ~ But the search angd di.-.:nmnl'lin1 of the f;
fiercely ebullient Spitfire spoke for the Promethi “_"l'l:S. and Major Victory is !c;idin:‘{he t e
before arrests could even be considered, “We finally] Sty and effort than he hag shown since J;[(l :;gglc
that little weasel, the Cometeer! Everything else sh§ '™& ©F Dr. Destroyer from San Dlll\"i] H )l i fllld the successful oust-
work out fine.” Questions involving the infamous PSI | VIEWS and ignored unmmcntﬂl)‘- rt-la.rd'{v 1as forsaken formal inter-
dent were directed to Misterioso who thoroughly ang -“”}“ﬂgth and resistance, “Deeds and 'i:i m.g Ij"s apparently increased
fully confused the gathered reporters. Again. said. _ actions will be my vocabulary,” he
A spokesman for Guard, ill-prepared and obviously _Smcc the break-up of (he Empire's p|
en, offered appreciation for the efforts of the herog mmm:_dnmimuion of Ame g 2 ;
assured that a thorough house-cleaning was in the ¢f ™MOst hfgh-ramking and influential citizen .l.ew' many of the nation's
Senator Cairo (R-GA), chairman of the Paranormal Dlhc.ny 1n this plot, Senator Hatchtield (l)solllzlvc, been arrested for com-
mittee, later announced that an independent panel T“C‘“dﬂ.\f- His confession implicated : h-‘) ‘\._“”'Clldemd himself Jast
be formed to make a full investigation of the tr ﬂ}“-‘i!f!pher Benning, chairman ur'Guurdm;“t most notably (ol
agency. "The American public deserves peace of &M decision to take his own life 1 Who subsequently made the

nergies clear-
Xpressing his fury
e brutally battered

iching Empire cop-
with a greater inten-

ans for political :
i and eco-
nca m early Aue Gk

with their law-enforcement l
————

News Commentary from Tom Brokaw [Date: 3/15/79]

...Campagne of UNTIL violated his own self-penned charter in making secret pacts with the United State's Guard. Foreign and domes-
tic govt. officials as well as members of the paranormal community expressed concern regarding the delicate nature of the informa-
tion exchange. Sources suggest secret identities and certain family histories have been the focus of intense studies...”
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ince their danskin-debut in April, the newest Capes of Bay City have been staking out headlines

S and showing the oldster generation how fo hero in the 2000s. And after thumping the Ulfimafes) = =
and frashing the Black Paladin, you just know that the Champions are starting fo sit up and fake §

nofice.

Not that the ola-old guard's first official comment was exactly a revelation. Current team leader and
yesterday's news, Dove, had this to say, "While we of the Champions are pleased to see this group of
young heroes displaying such a sense of duty and obvious bravery, we can't help but feel a sense of | &
apprehension, The dangers of paranormal confiict are not to be taken lightly and serious injury biah-biah- &

blah-blah!”
As Shattersky of the Academy puf it, “You know, get a lifel”
But the next-gen doesn't need a house fo fall on them fo know a hot thing when they see it. Teen- |
e Arcadians and are already putting their fave-stamp

ravers have been clamf Headiing (La 'ﬁm'
on their top tights. Faste es 1/12/92). Bugout is currently topping the |
=Yall andj

list. Breathing down his M ! '
~JOR VICTORY TAKES 0N youpg ~——

——

Headline (Hudson City Tribune 10/21/94):

Hero-Cure Worse Than The Disease

You'd never have considered that the citizens of Hudson City have it easy, but at least when we experience a
battle-of-the-Masks, the worst that repair crews have to deal with are gratuitous bullet-holes. Pity the poor
tax-payers of New York who were “blessed” with a new paranormal team last month. In stopping a gang of

art-thieves from getting away with a heist of several minor paintings from the Museum of Modern Art's col-

lection, the Corsairs caused damages in excess of $500,000. o wgm
e o o v —anarehi ~ iC 3

Rock-star and lunatic ringleader of this gang of para-anarchists, Av Headline (SF Chron s DOWN

exclaiming, “Hey, justice doesn't come cheap, pal!” uu ANTPl‘]OMNSlemEMBERSH‘P

Ihe ¢itv government is expected to vote on a proposal to evict the ¢ A H

Headline ( Chicago Tri : e
9o Tribune 1/12/95): l ——

KILLER QUAKE LEVELS SAN FRANCISCO!

HEROES HELPLESS T0 PREVENT DISASTER

AN the Nows
Thy!
Z Fit ta prigg b E

—
~ery

. Headline (LA Times 1/18/97);

SAN FRANCISCO AREA TO REUNITE AS BAY CITY |.........

Hrfof'l_ Crb“S&dEr

M T T
% olved came to the Sa'n:ig BE:rnes_ Following long sess;
"€ Conclusign SESsions with
‘ other
———

HisTo, . .
— R:(:M. IIME LinE: Party in the USSR starts 1o dissolve Sent.3 =
if‘adilr-g'tsrlne['ulffr‘ia,.;[wgs Kowait,  Jan. 12, 1995: San Frangisco oy Arce mti; i;‘piw;hlhe Arcadian Academy
2ading to the Gulf War wiped out by 7.4 magnitude quake oo A
June 27 i Fil ek <5 ¥ /.4 magnitude quake " =
‘!’ilgosla\e;;m‘ ull-scale civil war in ?r;v 7. 199%: Regubiic of Boranya 3:;?- 'ﬁyfrvcf_nurr]{ :?m begins
S war with neighbioning eountr » 2000: Froprietor Way ends

Aug. 25, 1991 Mihail G by

L , ¢ Mikdail Gorbachey  Jam. 18, 1997 San Francisco B A
103190s from affice as the Commynist reincorporales 25 “Bay C-llr;.. Bay Area The New Millennium: The Ao

IRmpions team is announced
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Story (Washington Post 10/22/99)
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gathering |
of Earih's
mightiesi

heraes took place on
the White House
lawn following a
presidential confer-
ence dealing with
the continued glob-
al-threat of The
Proprietor.
Responding to the
dire situation in
Europe, President
Lytton called on the

nation's heroes to |

join together against
The Proprietor and
his forces. “This
enemy of freedom
everywhere must be
faced and dealt with

before his mark of

death and destruc-

tion can reach our own shores,” Lytton said in his speech.

The resources of the Guard were quickly overwhelmed in |
their duty to chart and follow the arrival of the multitude of
heroes. Whole teams, including the Champions, Vanguard,
the Promethians, and the Protectors, flew in to join with solo
heroes such as Crusader, Capt. Justice, Starburst, Scarlet
Avenger, Lightsword, Bluebird and many more. Well over a
hundred heroes all told; some like Blue Sapphire,
Challenger, and the surviving Minute Men emerged from
long and justified retirement to lend their aid.

Spectators were thrilled at the view of so many of their
tavorites. “I've never seen so many Capes together....such a
collection of awesome power,” stated Gary Pinchiet, editor

ol T L TP T

= @hedv %ﬂying’lan Post ==
OES RALLY AGAINST PROPRIETOR

ADESPERATE TEAM UP TO STOP THE UNSTOPPABLE

FINAL
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around the globe. Unity was the rallying cry and even those
heroes with reputations against authority such as
Shadowbeast and Skyhawk soon fell in line.

Major Victory, the oft-decorated hero from World War 11
and smasher of the Invisible Empire plot in 1977, quickly
emerged as the elected leader of the paranormal force.
“Expecl that there are dark days ahead,” he said in a speech,
accepting the post. “Not in over a generation has the world
and its people been so threatened as it is today. But as a free
people we can rise up and say enough! There is great
strength within us, within all men, to resist the call of evil
and the agents of evil. If we stand united and walk in the
grace of God...we shall have victory!”

There was some surprise that the young heroes from the
Arcadian Academy have been allowed to participate. Some
felt that their age should restrict them, though there was
much disagreement on that point. “Look, these kids beat
back the Black Paladin and a hunk of the Ultimates,” said
Spitfire of the Promethians to the concerns of Streak of
Vanguard. “Some of them fly and they can teleport! Just
how exactly do you plan to keep them out?”

Sponsored by Henderson International, the Academy con-
sists of teen-aged paranormals, supposedly still in training
with their powers. This team made its first public appear-
ance seven months ago. Pushed forward as current team
spokesman, Shattersky said, “Hey, it's our world too!
Besides, if things get real rough, we've got all you guys to
fall back on. Or, you know, vice versa.”

No new developments have occurred since the Proprietor
and his forces, consisting of Eurostar, the Asesinos, Scarlet
Dawn, and scores of others, swept through the Ukrainian
defenses and crushed the government. No further demands
have been issued, while the citizens of the conquered land
have been directed to carry on with their normal lives.
Most of the paranormal activity is in the southern areas,
though precise information is impossible as spy satellites

have bep <ol P— §-

[}
{New York Herald 10/24/99):
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Story (Washington Post 12/31/99):
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HERO ARMY ATTACKS
PROPRIETOR'S FORCES

he real war began al the break

of dawn this moming as the

world's paranormal heroes led
by Major Victory clashed with an army
of the most ruthless villains the earth
has known. Special UNTIL task force
units could not close within a mile of
the war-zone due to the awesome ener-
gies unleashed on both sides.

The opening battle showed little
sign of abating after two hours of furi-
ous conflict. Eyewitness accounts
reported the early defeat of most of

The entire team of the Protectors |
flew into a trap set by Eurostar and
were taken prisoner. No one has seen |
them since. Clearly mystical energies
have been rejuvenating the powers of
both sides, lending vicious vitality and
longevity to the struggle.

Since 7:47 am, all news-gather-
ing sources have been forced or
blown out of the area. Orbiting spy-
satellites are unable to transmit any
clear data. Until the battle's end or the
return of some of the combatants, no

Scarlet Dawn and several members of | one will know what is happening.

President Lyiton expressed grave

spoke of the valiant knights who have
lived under life-sanctioning codes for
their entire careers, that have now
been thrust onto a battlefield where
killing may well become a necessity.
Many of them flew or crossed over
terrain that has known the awful dev-
astation of the Proprietor's passing,
the massive cost of human lives. “No
one, not the youngest nor purest of
them,” mourned the president, “will
retwn unchanged.”

In the past several weeks of what
has now been labeled the Proprietor
War, over a thousand heroes from

Lihe world have faced the

ebham—y

red foe was ever more dearly won. An army m heroes
w that not only the of the
were all

! jHJ'u'\u’r-’[ Al within kr
; well. And in the end, they
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| KNOW, | KNOW,
WE ALL LIVED IT AND STILL IT'S DIFFICULT. I'VE
WORKED HERE FOR YEARS AND | KNEW THEM
ALL. | THINK THEIR GHOSTS...0R SPIRITS,
RATHER, WILL STILL BE HERE LONG
AFTER I'M GONE.

“AHEM. FISTFIRE?”

WELL, THAT'S WHAT THE NEXT
FEW TESTS ARE SUPPOSED TO
DETERMINE...
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:'x%%?ggﬁhpﬁks BUT BEFORE WE GET

JUST... INTO THAT, IT'S IMPOR-
JUST.. ..THESE ARE VERY BIG [HOPE TANT THAT YOU UNDER-

SHOES YOU WISH TO FILL. CAN. L1 HOPE I'M STAND THE MODIFIED
WORTHY. STRUCTURE OF THE NEW

CHAMPIONS TEAM,
et ==

/ " hen Quantum first approached the only surviving member,

the Marksman, with the idea of gathering a new team of
heroes around the Champions’ flag, it was her hope that he would lead it. He refused, for personal reasons.
The Marksman had just lost all of his closest friends, and he wasn't ready to get back on that horse again, so
to speak. His days as an active super-hero were over and he knew it. The baton needed to be passed and
Quantum, graciously, took it.

“Accepting the shifts in social and political thought in the months following the awful climax of the War,
Quantum chose to restructure certain elements of the Champion's charter. Congress had elected new officials
to head up a rejuvenated Guard and she felt it would be better to have closer ties with that agency. This flew
against nearly twenty years of tradition.

“Also, to make up for the loss of knowledge and familiarity that the very experienced members of the old
team possessed, Quantum felt a need to expand the staff at the headquarters. This allowed certain niches to
be filled such as record keeping and updating, research, maintenance, governmental bureaucracy, finances,
PR, and so on. She imagined that any new members would be too busy. ..ah, learning the ropes to keep up
with such matters. Heh. ..She certainly hit the nail on the head with that one.

“I'm sure you can imagine that gathering together a team of heroes able to work well together was no
easy task. | was working with her on this and our first impulse was to seek out other, experienced paranor-
mals. Some of those, of course, who were not in the Ukraine during the war. Crusader was in for a
time. . .things seemed fine, but then he chose to move on for personal reasons. Shadowbeast, thank God, did-
n't work out, and Lightsword was still too distraught over his failure to stop the Dome's erection. I'm afraid the
poor man has lost too much of his focus. ..he may never really recover.

“It quickly became apparent that we would be better served by searching for relatively new, fresh heroes
to fill the ranks. This wasn't without problems though. There seems to be little lack of paranormals nowadays,
they're popping up everywhere. But very few have the ambition or ability to become a member of the
Champions. Also, we were imagining a public backlash if we fielded a team that was completely unworthy of
what had gone before. As you might imagine, there was quite a lot of pressure.

“And this is what we shall deal with next. While you may already be familiar with the various stories of
our current membership and the circumstances of how they joined, | find it simpler and more thorough to
assume that you are not. All members must make available certain background materials before we can accept
them. Naturally, they still have certain secrets. ..heh, heh...of course, | have my little methods of finding out

\things | need to know...” _/
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K% WHAT IS CHAMPIONS: NM?

WHAT'S THIS ALL
~ ABOUT?

hampions: New Millennium is a role-

playing game of superpowered heroes
and villains, designed for two or more play-
ers. One player takes the role of the
Gamemaster (GM), while the other players take the roles of char-
acters. The GM decides on the setting, the stories, the back-
ground, and all the other aspects of the world in which the action
takes place; in effect, the GM is like the author and director of a
play. The players take the role of important heroes in this world,
and decide what to do about the situations the GM sets up.

HOW TO USE THIS BOOK

hampions: New Millenmum has all the info you need to start

roleplaying in this suparpowered universe. Most of this book
is about the history, the characters, and the stories of this
Champions Earth. We've also included a complete set of basic
rules, a number of heroes and villains, and other information that
you can use. We encourage you to create your own characters,
though; we don't want you to miss out on any of the fun!

Whether you intend to play, to GM, or just want to know more
about Champions, you should read through this entire book when
you have the chance. All of the information will be useful to you
sooner orlater, and it's fun to read. If you don't have that much time,
look below to get what you need to know in the minimum time.

NEW PLAYERS

if you're new to roleplaying, or if you've role-played but
haven't played Champions before, read the Fuzion rules section
first (beginning on page 99) so you understand how roleplaying
works; the Example of Play (pgs.161-168) is very helpful. Then
read through the rest of the book to find out about the warld of
Champions. When you're ready to create a character for yourself,
start with Creating A Character on page 101.

EXPERIENCED CHAMPIONS PLAYERS

If you've played Champians before, there are two important
things to know: You can use this book with the Hero System rules,
and the universe described here is different than the campaign
background of previous Champions products. The characters pre-
sented in this book are written up in both the Fuzion rules and the
Hero System; simply use the Hera System write-ups for your char-
acters,

If your GM is going to be using Champions: New Millennium
as the setting for his campaign, you should read through the entire
book in order to learn about the setting. Reading the Fuzion rules
is useful even if you will be using the Hero System, because many
of the Fuzion rules can be used in the Hero System.

Characters for Champions: The New Millennium can be
created in the Hero System 5th Edition (available separately) or
you can use the character creation rules included in this book. You
can use just about any combination of this book, the Fuzion rules
and Hero System rules.

CAMEMASTERS

If you want to GM Champions: New Millennium, you have to
decide how much of the world you want to create for yourself.
We've provided a good overview of the campaign, and future
books will detail much more about the history, the characters, the
background, and the stories of the Champions: New Millennium
universe. You can easily work in your own characters or change
the ones we provide, invent your own plot twists, or do whatever
else you want. It's your game, after all.

If you have an existing Champions campaign, you have sev-
eral options. (1) Continue that campaign and just borrow ideas,
characters, and plots from Champions: New Milfennium. (2) Start
a brand new campaign based in Champions: New Milfennium and
have the players create new characters for the campaign. (3)
Move your campaign setting several years into the future (assum-
ing it's taking place at the current year) and come up with a cre-
ative explanation for the changes that have occurred. Players can
continue their old characters, have radiation accidents, or just cre-
ate new characters. You could even move the characters from
their "native” universe to this new Champions universe, in the
grand comic book manner.

You can run the campaign using Hero System rules, or you
can convert to the Fuzion rules. Read through the Fuzion rules sec-
tion for details on how this works. You can also find more infor-
mation about the Fuzion rules at the Hero Games Web site,
http://www. herogames.com/fuzion/fuzion.html.

SETTING UP YOUR
CHAMPIONS CAMPAICN

Now that you've decided to GM a Champions game, what do
you need to do? Here's a simple checklist:

¢ Decide the tone and style of the campaign
Pick your setting
Set the points available for heroes and the limits
Review the heroes
Plan some stories for the heroes

e




We've provided some basic choices for a New Millennium
campaign. All of our published material will follow these guide-
lines. Of course, you should feel free to modify any or all of these
choices to suit yourself. The following sections explain each of the
checklist items. More detailed information about some of these
choices can be found in the Fuzion rules or the Game Mastering
section of this book.

TONE & STYLE

What type of comic do you want to play in? The universe of
Champions: The New Millennium is big enough and varied
enough to contain many different tones, styles, and power levels
of superheroic adventure. Some of the basic types of superheroic
stories:

e Classic: The 4-color comics of the 60s and 70s, featuring
Truth, Justice, and the American Way.

¢ Cosmic: High-powered adventure in the galaxy, often in
the future.

e Golden Age: World War I action against wartime foes
both normal and superpowered, usually very patriotic and
extremely heroic, sometimes humorous.

e Humorous: It's not how powerful you are, it's how hard
you make everyone laugh. Sometimes it's comic relief for
a serious campaign.

e  Modern: The superhero comic style of the 90s, with more
“realistic” heroes that sometimes have to deal with the
consequences of their actions.

¢ Street-level: Low-powered superheroes, usually fighting
local crime (rarely dealing with other super-powered peo-
ple).

¢ Vigilante: The heroes of Dark Champions, those that
tread the fine line between law and justice. These adven-
tures can be easily found in Hudson City, the setting for
vigilante heroes in Champions: The New Millennium.
Within these styles, you can have different power levels,

combinations of styles, and types of stories. Champions: The New
Millennium is a setting that can contain all of these tones and
styles, though some may happen in different times or places.

The general tone and style for Champions: New Millennium
is that of many modern superhero comics, where heroes are still
heroes but the world takes notice. The actions of the heroes do
affect society and the course of world events, and people get hurt
and sometimes even killed.

THE SETTING

Where will most of your campaign action take place? Are
events focused on one city, or even a small section of the city, or
do your adventures span the globe, the galaxy, or even other
dimensions? We've provided some detail about Bay City, where
most of the stories and plots have some connection. The general
New Millennium campaign centers in Bay City but travels the

world to go where the action is, and sometimes out into space or
to other dimensions or times.

CAMPAICN LIMITS

You must set effective limits on the campaign to get the
desired flavor. We recommend a Rule of 24 for Champions: The
New Millennium (see The Rule of X, page 152, for details). This
makes the superheroes much more powerful than normal folks,
yet still vulnerable to agents or high-powered weapons. Of course,
this limit is designed for player-characters, not necessarily for vil-
lains or other characters in the campaign.

POWERS AVAILABLE

Champions: New Millennium features just about any power
or ability that you can imagine, so we recommend you let charac-
ters have almost any ability. That is, if the power level meets the
Rule of X you've chosen, and if you want to allow that power into
your game. As GM, it's your job to look over each proposed char-
acter and decide whether or not their powers are acceptable to
you. Don't let the character into the game if you aren't sure of your
ability to handle their powers, or if you think their powers might
mess up the kind of stories you want to run. Ask the player to
redesign the hero in order to make it acceptable to you.

STARTING POINTS

We recommend that Fuzion players start with 65 Character
Points with a Stat Max of 10, 45 Power Points, and 50 Option
Points (which you can increase up to 100 through Complications).
You can move points between these three areas with GM per-
mission, to give you flexibility in designing superheroes.
Characteristics greater than 10 are possible, but you musthave a
reason for any Stat over that maximum.

Hero System characters should be built on a base of 150
points, plus up to 200 paints in Disadvantages, with a maximum
of 75 points from any one category.

REVIEWING HEROES

Take a close look at each hero proposed for play. Does the
hero meet the campaign limits? Is the hero well motivated? Can
you work the hero into the stories, relate the hero to other heroes
or to villains, tie the hero into the fabric of the campaign? Look for
ways to make the hero's origin story connect to other characters
and to the campaign, with the player’s agreement, of course.

CAMPAICN PLANNING

Before you begin playing, it's a good idea to plan ahead.
Think of some major events or plots that various key villains are
planning. What other major things are happening in the world that
could develop into stories that affect the heroes? We'll provide
many plot ideas and story hooks in the character and organization
write-ups in this book. Future products will build on some of the

j background presented here.
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Secret Identity: Joanne (Jo) Amos

44| first gained my powers over four years ago, making me the most
experienced of all the New Champions in dealing with paranor-

mal conflict and everything else that goes into being a super-hero. And

before my mutant abilities even manifested | was already an agent for

Guard, well-trained in combat, strategy, and tactics.

"My father is a policeman in Bay City, which means he's had to
deal with para-crime as well as normal criminal activity pretty much
throughout his entire career. And while he always complained about
having to deal with the Capes and their "no-paperwork” ways, |
could tell that it was always those sorts of cases that excited him
the most. My father would get that look of wonder anytime he saw
one of the Capes go flying off on a case.

“| loved hearing him talk about the super-hero cases and knew
that's what | wanted to do with my life. It's not an easy thing to earn
a position in Guard, but | was always taught to set a goal and strive
to achieve it. My parents believed in hard work and perseverance
and they instilled it, sometimes with brute force, in my two brothers
and me. This meant no excuses! So | worked my way through col-
lege and the Academy and the grueling examinations, [t was tough,
but so was |, and | graduated at the top of my class.

“| spent nearly three years as a member of Guard and had a
spotless record. All of our station was clean; they'd meant business
with the New Deal! Of course Bay City was a cherry assignment,
with the Champions still headquartered here and all the other
heroes trying to make a name for themselves. Makes it a magnet for
other cartels, organizations, and businesses related to paranormal
activity too. And all of that sucks in the villains like a vacuum!

“So in an area like this, Guard mainly serves as support for the
Capes, backing ‘'em up and helping investigations, Still, there are a lot
of situations in which we would just deal with it. . that's why you pay
taxes, citizen. But we aren't gonna go up against Eurostar alone just
to satisfy a do-it-ourselves kind of attitude. That's why the Capes are
here! Guard weaponry and armor isn't all that powerful yet.

“1996 was a big year for me. That's when | was promoted to
Captain and won my own unit. We were tops in the westem con-
ference two years running, and we were starting to feel that maybe
we didn't need the Capes so often. This led to the second big event.

“The Masters of Fortune have been around with rotating mem-
bers since the sixties, often led by the Black Paladin. Well, Mr, Tin-
Can was still lying low but most of his old buddies and a couple of
new ones had launched a raid against the PanStar research facility.
As sometimes happens, the Champions were out of town, and this
was fast becoming an emergency. Now there were other heroes that
can be contacted in times like these, certainly Crusader or Speedster.
But, you know, it was only the Masters of Fortune! Most of them
were just normal guys with advanced weaponry, so | made the call
'that we could take them. Just to make it clear, the blame was all
{mine.

“It tumed out that therr advanced weaponry was a lot more &
‘advanced than ours, and some twenty years of fighting the




Promethians had taught them a thing or two about teamwork. We
got our shots in, but they were well on their way to steamrolling us.
Worse, the combat had damaged the prototype whatzit all the fuss
was over and it was going to explode! Just how spectacular this
explosion would be was indicated by the Masters' extreme desire
to escape! In the course of their barrage | lost contact with al! six of
my people. | confess this caused my sense of cool to take a hike.

“| attacked, taking out Streamer before he knew what hit him.
But then | was fully under fire and my armor couldn't take it. | took a
hit from something, maybe one of their zap guns, but whatever it
was it touched off an explosion within me. Now | know it must have
been my latent powers responding to the situation somehow, but all
| knew then was that | erupted with a force that sent a couple of
themreeling. | wasmomentarily dazed. . .| sure hadn't expected this.
In the confusion, the rest of those rats tried to getaway. Fortunately
| managed to catch that sniveler, Heatwave, and dragged him back
to the bomb. As evil geniuses go, | have to say he's pretty good. Once
| convinced him that escape wasn't an option, he managed to focus,
ignore the pressure, and defuse the device. That saved a lot of lives.

“My team was mainly intact, though some of them were due for
medical leave. | had to answer for the op, but managed that all right,
all things considered. | was a little unsure how to handle the new
powers and kept them a secret at first. Eventually it became neces-
sary to fill in the top brass about my mutant status. It became real
clear that balancing the two careers without crossover just wasn't
going to happen. The current political situation with paranormals, and
the Guard's own political touchiness... well, let's just say that |
thought it best that | leave active duty.

“So in an informal, unofficial way, Quantum has always been
an agent of Guard. | walked the line for years, often functioning on
detached service for Guard, and building up a good reputation as an
independent. | worked with the Champions a few times and was
offered membership but tumed them down due to the way they did
business. They had an attitude in dealing with Guard and the rest of
the government that didn't work for me. Maybe it was based on a lat
of history they'd been through, OK, but | could tell it wasn't set to
make me happy. Obviously, | have to change all that as team leader.”

Personality: Quantum is take-charge and professional. As
leader of the team she expects to have her orders obeyed. She knows,
however, that a team of heroes is not quite the same as a military unit.

Powers: (uantum somehow generates energy intemally,
perhaps through control over quantum mechanics. She uses that
energy to generate and control electromagnetic forces around her,
manipulating these fields to redirect electrons or affect magnetic
fields, enabling her to zap opponents, raise a field of magnetic
force as a shield, or fly. Her current abilities are still rather crude;
it's possible that she may learn more subtle effects, or become able
to control greater flows of energy, in the future.

Occupation: Special agent of Guard on very-detached duty
and professional hero.

What Phelps Doesn't Know: Whereas he knows that she
has ties with Guard, he is unaware that she is on their payroll.

A\ /4 /
BEHEMOTH

Secret ldentity: Prof. Jacob Manning
41| earned my professorship in archaealogy and history back in
1992, and won tenure at Bay City University about six years
later. As | expected, teaching became pretty damn boring pretty
damn quick, but | swore I'd give it a shot. | missed the excitement
of real field work ... my kind of field work, the stuff | did in my pre-
and post-graduate years. And all the subjects and mysteries that
really interested me weren't the sort of thing you could uncover
while chained to a lecture hall in a

college campus. ‘ “THAT CUY,
“A friend of mine, Carl DR.
Rutledge, had gotten a position DESTROYER
with  the Odyssey Research :
Foundation, a group of grave-rob- | BET HE'S
bers I'd crossed paths with a couple NOT SO
of times. All right, they are more TOUCH!’
than mere grave-robbers, but my

past experiences with them hadn't tumed out for the best, and |
wasn't inclined to a generous outlook at the time. But, as | said,
Carl was a friend of mine, so | stayed in touch with him in spite of
his employers.

“Late one night about two years ago, | received a call from
Carl, saying how he thought he might have stumbled on to the
actual location of the Spyre Siege. For the those of you not famil-
iar with the incident, the Spyre Siege was supposedly the site of
some sort of magical war between the earthly forces of good and
evil back around 1947. | hadn't really ascribed much truth to that
story until just before Carl called me. I'd recently come across a
fragment of an inscription from the Spyre, and the symbology on
it matched an ancient tablet that | believed was from the lost con-
tinent of Atlantis. Yes, | know that most academics don't believe
in Atlantis. .. which made the idea of proving its existence all the
more compelling! Carl knew of my interests, and was able to reel
me in with the first cast. Did | forget to mention that the Spyre

Siege took place somewhere in the Bay Area? | didn't even need
a plane ticket to visit the site.

“We found the site of the Siege, though we didn't know it at
first. Now it's what we call The Pit, that strange spot at the edge
of McLaren Park, which under the right conditions opens the gate-
way into the Shadow Realm. This is where the evil forces in the
Spyre Siege emanated from. .. or so we suspect. In any case, dur-
ing our search we discovered there were other people looking for
it too. Carl and | were caught up in some plot by the Cabal, a group
of demon-cultists tied in with some shadowy organization called
the Brotherhood Arcane. That's not much, but it's far more than |
wanted to know once 1 got involved with them.

“To make a long story short, we played cat and mouse games
with the Cabal for several months, when finally | won my first
glimpse of the Shadow Realm. Carl, who knew a lot more about
this whole mess than he'd told me, managed to trigger the Spyre
when we were really desperate for an escape, and we found

| SNOIQUILH) TttL ‘ML AL




(HAPTER TWO. THE CHAMPIONS

ourselves in another waorld. Nathing was right about this place; it
wasn't built for human senses to perceive. Did you ever have to
look out of your ear to see what's going on? No, don't ask me,
either, | can't explain it any better than that,

“When Carl was finally able to get us the out of there, | sud-
denly felt some sort of Thing take hold of me as we passed
through the gateway. | tried to resist, but whatever it was would-
n't give up! Despite this grasp on me, though, | managed to pass
through the gateway and return to Earth... but not without a
change.

“As nearly as | can surmise, some sort of entity in that
Shadow Realm entered my body, and remains with me still. How
else can | explain these physical changes that have taken place,
or how | seem to waver between a purely human form and some-
thing completely horrific? There are benefits, of course...
immense strength and toughness and stamina. But | can never be
quite the same person | was before.

“No, | haven't had any voices in my head, ar any incidents of
demaonic possession. Not yet. .. though | am always watching and
waiting for something to happen. I've managed to canceal my con-
dition from the administration and students at the University,
though sometimes it's difficult to maintain my human form when
dealing with freshmen. Still, the cloistered academic life gives me
the opportunity to use my new-found abilities; | can be gone for
periods of time and peaple just assume I'm locked up somewhere
writing or researching.

“Joining the Champions seemed like a good move once |
heard Quantum was recruiting. It's local, it gives me access to stuff
that would otherwise never come to my attention, and admittedly
it fills my need for action and adventure. And it's not going to hurt
to have powerful friends if the monstrous things | sometimes
glimpse out of the comer of my eye ever decide to get feisty.”

Personality: Jacob is the adventurous, swashbuckling sort.
He revels in his strength, fully enjoying the heroic lifestyle. He's a
good and loyal friend, dependable and trustworthy; and there's
very little on this Earth that he thinks he can't take on in a fight.
When he takes on the aspect of the Behemoth more strangly, he
is prone to a rasher, more violent attitude.

Powers: Behemoth is the strongest member of the team, and
at his full level is one of the most powerful beings on the planet. He
is very resistant to damage and has incredible stamina. Depending
on his need or mood he can increase his already impressive might,
although this causes a mast unpleasant effect: he undergoes a
physical change, taking on a progressively more monstrous appear-
ance. He can also look completely human {which costs him most of
his abnormal abilities), but this is such a strain that he can only
maintain this guise for short periods of time.

Occupation: Professor at Bay City University, rarely dealing
with students or formal classes. Most often out in the “field."

What Phelps Doesn't Know: That Jacob fears there might
be a demon inside his soul.
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MSEEKER

Secret Identity: Adam Hunter

Official Bio [No Interview on File]: Seeker is the one true
“success” of the top secret Nazi-Japanese collaboration on bio-
logical experiments at Hannya Island. One of the top missions of
Hannya Island was the creation of a race of warriors; ultimate sal-
diers that would enable the Axis powers to control the world they
had set out to conquer. While the Axis war effort ended in defeat,
the scientists of Hannya Island toiled on for many years, carefully
hidden from the outside world. In

ITWOULD | ¢t 1960s, their breakthroughs,
BE WISE OF | won at the cost of untold lives,

resulted in the being known to them
YOUTO as Adam.

LISTEN AND Outwardly, Adam was a
LEARN human child, but he was far from

ordinary. His genetic structure had

SOMETHING | e elaborately altered to create
FROM THIS | the ultimate in human potential,
BEATING.” and indeed to become more than

[ ]

human. His strength and reflexes
were beyond known human maxi-
ma, and as he grew older it was clear that his intelligence and per-
ceptions were also on the same level.

Adam was raised by Dr. Araki Sato, leader of the project, and
the other scientists on the island. The scientists led Adam to
believe that he was a foundling, and they carefully concealed their
backgrounds behind a web of lies. It wasn't until Adam was eight
years old that he discovered some of the less successful results of
the genetic experiments and heard the true story behind Hannya
Island. Shocked, Adam confronted Dr. Sato and the other scien-
tists with his knowledge of their evil.

Realizing just how much of a threat Adam might be, Dr. Sato
tried to kill him. But Adam was already more than an equal for an
aging scientist and the attempt failed. In the ensuing confusion, a
fire and explosion destroyed the lab as Adam set out to sea in a
small boat, leaving behind him the wreckage of his childhood. As
far as Adam knew, his past was broken and burned beyond sal-
vage, and everyone who knew him was dead.

The storm that hit the small boat was nearly the end of young
Adam. Already in shock from the catastrophic knowledge of his
origin, Adam was unable to save the boat from being smashed in
the storm. He has no memaries of how he ended up lying on the
sand of remote beach, clad only in the rags of his garments.

It was there that Master Loo found him, and Adam's new life
began. Adam traveled with the old man, leaming martial arts as
they went from village to village healing the sick. Adam grew to
adulthood as a master of martial arts, though he never learmed the
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secret of the old man’s origin beyond a veiled reference to a hid
den temple in the jungle.

Adam’s simple life was once again torn apart when agents
of the Axis found him. The Axis dearly wanted to investigate
Adam’s genetic secrets, in the hopes of obtaining alt the research
information that was destroyed when Adam fled Hannya lsland,
The Axis brutally shot Master Loo in front of Adam, and he slew
them in turn.

Adam knew that he was entering a new phase of his life.
Taking the name of Seeker, Adam began his quest to find his par-
ents, his true origin, the meaning of his life, and most of all, the
hiding places of the Axis agents who murdered Master Loo.
Adam's journey took him to America, where he took the surname
Hunter to conceal his special abilities.

His decision to join the New Champions was, of course, log-
ical. The more mundane world had little to interest him, and per-
haps the resources of the Champions could aid him in his search
for knowledge and the Axis. His journey is best continued through
them.

Personality: Seeker is aloof and distant; he's not quite com-
fortable in modern society, and this aloofness is his defense. He is
often impatient with slow-thinking or what he considers foolish
action, and can at times seem rude and arrogant. He does have a
strong desire to help and protect the innocent, and he fights injus-
tice wherever he can.

Powers: Seeker is an incredibly fit, super-intelligent, geneti-
cally engineered human, with some unusual physical abilities. He
has also been thoroughly trained in many forms of martial combat by
a priest of the Yeng-Tao Temple. With his blinding speed, skill, and

& ¢ | an arsenal of archaic
NRPNS\ K
T

weapons, firearms, and his
bare-handed technique,
Seeker is a formidable oppo-
nent for most any villain,
Occupation: None;
professional  super-hero.
Adam has developed some-
thing of a reputation in the
fields of genetics and bio-
tech due to some recent
work he's performed and
two well-received papers
(despite his lack of a formal
background). Phelps is still in
the process of developing a
paper-trail history for Adam.
What Phelps
: Doesn't Know: Almost
everything, which frustrates him terribly. Adam Hunter doesn't
seem to exist anywhere, and other than certain periods in the last
few years, it is impossible to trace back to any place that he has
been

o

MSOLITAIRE

Secret Identity: Shannon Havelock

[No Personal Interview]: “There are mysteries, wonders,
and terrors just outside the perception of man's awareness, though
here we speak of the senses of normal men. Ever have walked the
Earth those of us who possess a differentunderstanding of the Way
Things Are and humanity's position in the mystic, cosmic stream
Some have used this gift to the benefit of the race, others have not.

“We of the Lodge have sought to guide mankind's destiny
through subtle influence and, in certain situations, with direct action.
Though we are born of flesh and blood, we have grown to possess
great knowledge and power in the

“"THERE arcane sciences. The body of man's
MAY WELL | understanding of the mysteries of the
BE MORE universe has been increased by our

TO THIS efforts, and of course, increased more

kindi F eal
SITUATION thanmankind is aware. For we are also

bound to protect humanity from the

THAN YOU dangers and horrors of the unknown,
UNDER-

s “The work of the Lodge has
TAND...”

always been performed in secret; it is
forbidden to share an understanding of
the Order with outsiders. Considering the fears and ignorance of the
unlearned, a guarded veil has always served our purposes best. But
since the late 19th century, the Great Council has chosen a Master
of the Second Circle to be a more visible champion against black
Magics and other malevolent forces. This has often drawn out our
foes to rash action and rewarded the Lodge with tomes and items of
the arcane which the unknowing public invariably brings to the atten-
tion of this mage-hero, It has proven to be a wise decision.

"My Daughter of the Magic Eye, Solitaire, follows in the foot-
steps of the Sorceress, who had been the Lodge's champion
throughout much of the twentiethcentury. She was our one and only
agent of the outside world during those years and many of her
adventures are public knowledge. The long standing wizard-hero of
the mighty Promethians, who had called himself Misterioso, was not
of our number. Though he had gained great power and knowledge
from some still-unknown source, he never sought nor was ever
offered membership in The Lodge.

“Shannon's parents remain unknown; she was left on my
doorstep when she was but a baby, and all my divinations have
failed to reveal who her parents were. This in itself is quite curious,
but | detected no trace of evil intent, so eventually ceased trying to
trace her parents. It was enough that Shannon was endowed with
the talent, and that she was a loving child. Shannon began training
in magic at an early age, and she showed great promise.

“Shannon quickly passed her fellows and was drawn into the
deeper workings of our mysterious order, as | knew she would when
| first became aware of her. She can summon and wield the powers
of Earth and Beyond with masterful speed and great surety. | imag-
ine that in time she may well surpass all expectations and become |




the greatest Master of our Order. And mark me, that would title her
as the most powerful magician of this world.

“But that is far in the future, and depends on certain occur-
rences. One cannot become a Master such as her aura would suggest
except through long and arduous trial. Time, as always, will be the
final judge.

“My name is Margaret Blackmore and it was my decision to
take on the responsibility of the young girl's instruction. The course
of her study, therefare, has been according to my will and none other.
But there is no need for concern, if you could you would find that my
qualifications are impeccable. In more than two generations no one
of the Councils, inner or outer, has questioned or challenged my state
of mastery . That is no idle boast. If | have a weakness | would con-
fess it to be vanity. ..though | am old, | am beautiful. Aah, you are
kind, but I have known more years than you could imagine. There are
few of our own number who can remember my true appearance.

“Still, 1 should be of little interest to you, though these trying yet
fascinating times are drawing me to the outside mare often than
ever before. It is of Solitaire that we should speak.

“Following the disastrous conclusion of the Proprietor War,
many of the Order urged that a Master be quickly chosen to replace
our lost sister, the Sorceress. Shannon felt as well that this new hero
must take on an even stronger position than ever before! She spoke
with passion and eloguence that a group such as the still-forming
New Champions would be the only proper place for the Lodge's
guardian to care for and watch over the world.

“| remember smiling at my student's impudence, for of course |
knew that the Great Lords' decision had already been made.”

Personality: Like Seeker, Shannon wishes to expand her
knowledge and understanding. Unlike him, she is more contempla-
tive of her actions. The study of magic has taught her the benefit of
deliberate method. She tries to maintain a sense of dignity and calm
about herself at all times. She strives to act from correct under-
standing of any situation and judges herself harshly (and only herself)
when mistakes are made. Her teammates consider it most frustrat-
ing that she tends to dole out mystic knowledge on a very tight-fist-
ed, need-to-know basis.

Powers: Solitaire is a Fourth-Circle Master of the Lodge, a
mystic organization whose roots date back to the first millennium
AD. Her expertise is in combat Magics. She can weave a vast array
of powerful spells by drawing upon the natural, mystic powers of the
earth as well as through the summoning of forces from the outer
planes. There are hints that Shannon also possesses natural psychic
ability, though this has not been determined for certain. Shannon has
yet to reach her full potential {she is still only 18!} but has passed the
stage of leaming at the feet of a Lord of the Inner Circle. Her talents
direct that she will best achieve mastery through the active use of
her spells as well as more studious pursuits.

Occupation: None, professional super-hero. She has been
begueathed a substantial fortune from the Lodge and can sometimes
tap the mystic organization for support. Much of her own magical
library and paraphernalia resides in her home in the Haight District.

l i
What Phelps Doesn't Know: Anything about the Lodge.
As far as he and everyone else is concemed, Solitaire has learned

her magic from books and travel. The sanctity of the Lodge is to
remain absolute.
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Secret ldentity: Glen Harmon
“M y mom always said that her dad, my grandfather, had
been involved with some pretty strange stuff back in
“his day.” Yeah, right, this goes back to the forties when he had a
job waorking for the army. He was a research scientist, technician
guy. ..l think he was doing secret weapans work. From what my
mom says, | figure he must've had something to do with the team
that developed the first atomic bomb.

"Hey, don't laugh. Big brains run
“"HEY!I in my family. OK, so maybe they took a
THINK I'M | iittle detour around me, but | more than
CETTING | made up for it in the rugged, good
THE HANGC | looks department! So anyway, there's
OF THISY’ my grandpop and he's in with some

gang called Operation Starcrash,

though they weren't actually calling it
that until some time later. At first it was just a...a regular
operation, | guess.

“Seems this secret military base out in New Mexico caught a
radar blip of a fast-moving craft hauling butt over the desert. | mean
it must'a been wailin' 'cuz they were having a hard time keeping it
on the screen. And then, all of a sudden...it wasn't there!
Somebody got a bad feeling and they wound up sending a crew out
to investigate and they found this smashed spaceship, weird radia-
tion all over the place, and pieces scattered to hell an’ gone.

“The space-aliens got turned into toothpaste in the crash. |
mean, it was so bad that it took months before anyone really rec-
ognized ‘'em as bodies, Not like they were exactly human in the
first place. Gramps said that the integrity of their physical struc-
ture kind'a took a hike because of some energy release from one
of the weapons they had in the ship.

“"Anyway, they took the ship and all the pieces they could
scrape up back to some top secret labs and studied it for years,
but they could never figure out haw to use any of it. Some of the
stuff was poisonous or something, because scientists started
dying no matter what precautions they took. Finally, they just gave
up, sealed the stuff in crates and stuck in it a warehouse until they
could figure out what to do with it.

“I think there was more goin’ on than Grampa knew about,
or maybe more than he would talk about. Anyway, Grampa’s mind
was wandering a lot when | found this out from him, right before
he died. But enough of it made a weird kind of sense that | want-
ed to check it out. So | got some of my buddies together and we
hacked into the government computers, then found out where this
warehouse was.




“Yeah, we knew it was wrong to break in and all, but we
thought the public had a right to know. Besides, wouldn't be ulti-
mately cool to know for sure about UFOs? We broke into the ware-
house and pulled out a crate for investigation, but we must have
set off an alarm we didn't know about. Security guards chased us,
and we ran, but we knocked over some of the crates. And that
must have jarred something, because a fire broke out. | saw these
green flames. .. | don't really know what happened then, but there
was a lot of smoke and confusion. We ran for it, and it wasn't until
later that we found out one of the guards had died in the fire.

“We felt real bad about that, but it was all an accident. The
government didn't see it that way; the messages we saw on the
government computers were pretty grim. | mean, they wanted us
for murder, because the death occurred as the result of a felony.
Sa the feds are looking for us still, | guess.

“After that, there was no way we could take the crate back.
We opened it and found a bunch of alien junk. But we found out
what some of this junk was for; maybe because we have better
gear than they had in the Fifties, yknow? One piece of that stuff

"."-'H,-‘ ri .. ‘_-. .L

classes. My folks totafly refuse to let me skate ‘cause of my
football career and keep loading me up with heavy courses like
science and stuff. I'm...pretty good at all that but maybe it's
not my favorite fun-thing to do, you know? Good thing | got Ant
and the boys when things get ugly.

“It was a big project, though. The guys were totally wrapped
up in it; they couldn't concentrate on their classes for the rest of
the semester. Hell, | got a better GPA than George and Howie that
term. But by the end of May, we were ready to rack 'n roll.

“Fully assembled, the armar works better with a bigger guy
running it, heh. . .but any one of the guys could use it if they want-
ed to. But then, you know, the Proprietor War thing wrapped up

was some really incredible battery, we found
you could pour power into it all day and never
fill it up, and then take it back out at any rate
you wanted. Communications gear that works
at any distance, through any substance we
tried. A flexible material that resists any dam-
age, but can be worked with the little tool we
found in there. ..

“Now it wasn't, at the time, the suit of
powered armor we now know and love. It was

the way it did. All of a sudden, it didn't seem
like such a fun idea to be a super-hero anymore.

“But that wasn't was going to stop me. It
just meant we weren't going to have to trade

around in it once in a while just for fun; it's no
big deal. We're all part of the secret
team...Team Defender, though | could still
punch George for that. And together with their
brains and my muscles and good looks, we're

more like a "some-assembly-required” kit of stuff that we can't
even begin to analyze. Seems like it's been put together atom by
atom in some way, and it has all sorts of weird properties. We can't
even recognize a lot of the stuff in there.

“We figured, hey, what else can we do? Let's use this stuff
to make a suit of armor. We can build in our own weapons and
other stuff, because the “black box” battery can provide power for
all sorts of things. We can super-heat air and push it out of back
and boot jets to provide flight capability; we can mount lasers an
this; we can provide life support, and add a few things. We could
build a suit that could compete with any superhera out there!

“Why not? Heck, we sure couldn't sell this stuff anywhere,
or the feds would be on us right away. Maybe if we study it long
enough we can figure out a principle or two and make some
money on it. Meantime, we felt like we should pay back our debt
to saciety and use this stuff to help people. We couldn't let a crook
get their hands on it; they'd be hellacious! So | guess we all fig-
ured we could be the hero, and that's the best thing we could do
with the situation.

“Hey, my friends may be geeks, but they're my geeks!
Actually, Anthony's been sort of a friend since grade school
and he'd already been helping me out with some of my college

stoppmg the crimes and saving the day. | even talked Quantum
into letting me into the New Champions; | guess she figured I'd
cause less damage that way."

Personality: Glen is brave and heroic, but a bit careless
about danger. Being a super-hera is his dream come true and he
wants to make it work. But he also likes to have a good time and
doesn't always take things too seriously. Though he is actually
quite bright, with an aptitude for science, he often acts like the
proverbial “dumb jock.” Still, his own scientific expertise is
nowhere near what the Champions need and what the science-
boys of Team Defender can offer. He puts up with the constant
sub-space chatter so his super-powered teammates will think he's
brilliant.

Powers: Defender has a wide array of offensive options
built into his armor, which is also, of course, highly resistant to
damage. His suit uses superheated air thrust from the boot jets for
flight, and the helmet has an enhanced senses package built in
along with advanced communications gear derived from the alien
technology. The armor's key alien technology is the immense
energy storage capacity of the "black box,” which powers all of
the suit's capabilities.

Occupation: Son of a wealthy family and a student at Bay
City University. He's a starting wide receiver on the Tigers, B.C.U.'s
football team.

What Phelps Doesn't Know: Very little, which has Glen
really concerned! He's getting worried that he's gonna blow the
secret of Team Defender any day now.
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TEAM DEFENDER

he guys behind the suit, Team Defender are Glen's support
group, giving him advice and generally kibitzing via radio from
the sidelines.

ANTHONY:

“OK, I think |
?pr this one
igured out...”

len's oldest friend and

computer  scientist,
programmer, and hacker
extraordinaire. Not that
he'd get caught doing
anything illegal...you
know, get caught. He
enjoys toying with com-
munications technology, though it's all stone knives and bear skins
after he managed to dope out the sub-space communicator in the
Defender suit. Ant's going to school on a scholarship but his nat-
ural tendencies towards nerdly-ness has been subdued over the
years due to his proximity with Glen. Hobbies include: science,
computers, softball, and the baseball season (he's a stat-maniac).
He also takes credit as being the smartest member of Team
Defender.

WAYNE:

“You mean talk
to someone
face to face?
Outdated!”
Wayne and Anthony
were  high-school
pals, wreaking havoc with
the class curve and keep-
ing their heads low during
PE. Wayne specializes in
electronics, computers,
and hi-tech tinkering. He
modified all of the group's computers and then did it again using
the breakthroughs gleaned from the Defender armor. Wayne has
seen every episode of all of the Star Trek series and doesn't under-
stand the question, “Whao's your favorite Captain?” Wayne, too, is
attending school on a science scholarship and is less well social-
ly adjusted then Ant. His hobbies include: science, electronics,
computers, golf, and talking the other guys into playing in his Star
Hero: Fires of Heaven campaign. He begrudgingly accepts his
position as the smartest member of Team Defender.

HOWIE:
“Hey! Quit
picking on
me!”

t seventeen, Howie is

the youngest member
of the Team, attending
B.C.U. on an accelerated
education program. He
has a passion for quantum
physics and related sci-
ences and doesn't realize
that most others do not. A
part of him feels that the
use of the advanced technology of the suit as a super-power is a
waste of what could be a boon for all mankind. Personally, he'd
love to take the thing away from Glen, open it up and really see
what makes it tick. But Glen is so much bigger than he is! Howie
has no other hobbies other than science, and seems to take pride
in the fact that he is taking the state of nerd-ness to the nth fac-
tor. Howie's slender shoulders willingly accept the weight of being
the smartest member of Team Defender,

CEORCE:

“The answer
should be
obvious to
you,if you'd
only use your
brain!”
A cohort of Wayne's in
the university labs,
George has a knack for
theoretical sciences. His
mental leaps in what is
possible have sometimes
led to tenable results, while others sadly await needed break-
throughs in mankind's technical capability. George's own brain
was especially sent reeling from the alien technology of the suit
and he didn't come up for air for two weeks. His family is wealthy
and he chose to eschew the various, offered scholarships for the
benefit of other, more needy students. His hobbies include com-
puters, all sciences, finding the fallacy in computer games and
using it to crush them, and complex hi-tech pranks. George sees
no need to point out the obvious fact that he is the smartest mem-
ber of Team Defender.




TEAM DEFENDER'S e
STOMPIN' CROUND: . o 8| I i
BAY CITY

UNIVERSITY & Communication o

Science

he roots of Bay City University date back to the
Loma Prieta Earthquake of 1989. In the after-
math of the destruction, Dr. Jason Wilder IIl of the
Odyssey Research Institute, Donald Henderson of
Henderson Electronics, and several powerful and

E. Grey
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rich Bay Area families discussed the idea of creat- Arts Bldg Cultural

ing a world-class educational institution. The time Anahmpolow
ussum

was perfect; property was available, due to the
earthquake damage. The university was fully
planned out but, due to various factors, never pro-
gressed beyond there.

But a second chance came in the form of the
San Andreas Earthquake of January 12, 1995.
Much of San Francisco and the surrounding Bay
Area was leveled by the 7.4 magnitude ‘quake.
Once again, opportunity made the necessary loca-
tion available. And this time, the BCU consortium
struck while the iron was hot.

Property was purchased adjacent to Golden
Gate Park, in the now devastated avenues west of
19th Avenue. Henderson and Wilder, both multi-
talented men, had long since designed all of the
buildings and drawn up the plans. Construction
crews, aided by members of the Champions and
other Bay Area paranormals, went to work while
the steering committee scoured the country and
the rest of the world for top professors, wooing
them away from their current jobs with offers of
money and access to cutting edge technology.

The result was that in September of 1998, Bay
City University admitted its first freshman class.
Attendance was sparse for the first two years, but
BCU's talent quickly gave it a world-class reputation
for excellence. The students soon followed.

Today, BCU is considered one of the best uni-
versities in the world, especially in the areas of
high-tech research. BCU is best known for the
Wilder School of Science, which pushes the bound-
aries of science and knowledge, and the Henderson
School of Psychology, which has an extensive
Paranormal Psychology Department. The Herb Caen
School of Journalism, founded in 1997, has also
gain quite a reputation for excellence. BCU has no
school of medicine although there is a rumor that
Donald Henderson plans to endow such a school
sometime in the next two years.
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A = Ahh, Fist. Did you enjoy browsing through the
v =/ | files?

~

Yealh, | guess. Nothing | didn't already know from
the news and magazines though. Didn't figure

youd be letting me see anything too top-secret as

a pre-lim. Still, it seemed a little thin on Secker
Nice to know it's OK to hold on to a few personal secrets.

(=%
b-_

oy

Yes, well, we can't pry into everything now can
we? Much as we'd like to. Now, let's move on to
the very heart and soul of the team.

You mean | finally get to meet...7

Yes, the men and women who handle the busi-
ness end of the Champions!

oh..oh sure... &\Z)\
LY

LL U nlike many other super-hero teams, the Champions
is self-financed and self-supporting, That is to say,
we are neither a direct branch of a government or corpo-
rate entity, nor are we dependent on the goodwill and gen-
erosity of a wealthy member. | have seen the latter in
action and | can assure you it can get. ..quite ugly at times.
The previous incamation of the team had been sponsored by
several corporations, most clearly Henderson International, and
received some assistance from time to time from the government
and UNTIL. None of the heroes were possessed of great wealth,
though | suppose | can't really say that for sure. Still, their needs
in the beginning were relatively humble, and things simply were
built up over the three decades of their operation. There were a
few incidents, but money was never much of a problem for them.
Try starting up a new team nowadays with a bunch of super-
powers and no cash and see how far you get! Fortunately before
retiring, The Marksman gave Quantum permission to use the
Champions’ name and headquarters which gave us a good start-
ing point. It had previously been urged that the team consider fran-
chising the organization for financial reasons but they had consid-
ered it too demeaning or low-brow or some such. Really, as
though there weren't already Dragon toys and wing-suits!
Crime-fighting and saving the world cost money. State-of-
the-art headquarters and zipping around in crafts that really fly
cost money. Paranormal insurance and the constant repairs cost
money. And trust me, the inevitable experiments into the unknown
cost a lot of money. Obviously bank-robbery is out of the question,
and if you don't wish to be beholden to some separate group, you
have to make all of the payments yourself.
How, you may ask?

Merchandising. If you're a popular team, and we are, then
there is a great interest in everything about you. The fact is that
the t-shirts and toys and books and comics and films and the
assorted bric-a-brac are going to happen anyway, so you might as
well make a.. .buck on it, eh? Yes, we do try to keep a control on
certain things. Orchid might have had a fascination with lingerie,
but Quantum and Solitaire do not. Certain items and projects are
brought to the team's attention for approval, but mainly they leave
such matters to the staff.

Frankly, they leave quite a bit up to the staff. It can be a real
chore simply to drag an accurate record of an adventure from
Defender or Behemoth if it had been particularly grueling or if
there is, say, a football game on TV. Seeker often doesn't want to
be bothered and Solitaire. . .hah, try and get a straight answer out
of Solitaire! Thank God Quantum understands the need for thor-
ough paperwork, though even she can get busy with other things
from time to time.

And that's where we all fit in, the unsung herces of the
Champions. Performers of the essential work that heroes don't
generally have the time or desire to do. Allow me to introduce
everyone.

THOMAS PHELPS:

“I have this situation well in hand.”

The only member of the staff who served under the previous
team, Thomas was Quantum's only choice for the role of adminis-
trator for the new team. His ability to coordinate activity between
disparate and sometimes vying elements had been honed to a fine
art during his years with the old team. Ex-CIA, he's worked with
paranormals, Guard and UNTIL, and knows where all the bodies
are buried.

Thomasappears to have a controlled, subdued, almost priggish
attitude which belies his capacity for action and command. He is a
skilled strategist and tactician and is quite capable of winning bat-
tles of conflict as well as those of a more cerebral nature. He tends
to get his way in the running of the Champions' affairs. He does not
mind a challenge, but it is not wise to interfere with him too often.

DANA SULLIVAN:

“I don’t think UNTIL
is going to like this...”
Dana is the liaison with Guard
and UNTIL, and therefore the govern-
ment. She has the savvy and shrewd-
ness to deal with bureaucracy in all its
forms, which can at times require the

patience of Job. Much more toler-
ance than the average paranormal who's used to blasting down
walls that happen to be in his way. Dana and her staff also keep up




with the mayor and city board, which keeps things from getting out
of hand on a local basis. This may sound like a lot of bother over
nothing, but the difficulty that an irate politician can cause if you
don't have strong allies to counter him is extraordinary.

Quantum insisted on strengthening ties with Guard as well as
the city and state police. She also chose to restore relations with
UNTIL fwhich this team has had nothing to do with since 1979!)
While the previous team had enough fame and popularity that they
could snub their noses at whomever they wished and still get service
when they needed it, wisdom suggested that the new team would
not enjoy such high status.

1 JULIE
RUTHERFORD:

“Lets try to project a
positive image.

Public relations, licensing, and
marketing are Julie's responsihilities.
There may be some disagreement as
to whether the first belongs with the
other two, but upon consideration you might be inclined to see the
point. How a team such as the Champions is marketed on prod-
ucts and souvenirs is as important as what public appearances
and statements by the team are actually made. Heated meetings
of Julie's staff have centered around just who would appear
where on the Champions' lunch box. They take their work seri-
ously even if no one else does.

Attempts to limit certain individuals' ability to express their
public paint-of-view have met with difficulty, but Julie is not often
ignored. Her advice has generally been sound and has had much
to do with the overall feeling of goodwill the public has for the
Champions. She has generated tremendous profit through licens-
ing, practically putting an end to all bootleg Champions products
without seeming brutish.

She works with the team whenever possible, getting their
input as with Defender and the very popular toy-facsimile of him-
self. He returned the original specs with several suggestions and
design alterations which made it a clearly innovative toy that has
by far outsold all of the others.

ALVIN MURDOCH:

“Do you know how much that costs?!?”

Alvin is close to the top of the Champions' food chain, han-
dling all of the investments and costs of the team. He holds the
books, making sure that expenses do not exceed income.
Defender is constantly at odds with him in his never-ending
requests for more and better equipment, though what he does
with it is a mystery to everyone. Alvin's forte is specifically in the
stock market and the budgetary end of things. He, of course,
understands the needs and endemic impatience of super-heraing
and is not one to pinch each penny as he doles it out.

However, it is his responsibility to see that the team remains
solvent; that rents are paid, that new equipment is ordered and prop-
erly purchased, that certain charities receive proper donations, and
that the overall goodwill of the team is not compromised by mis-
management of funds. All of the various services and needs and
salaries of the team are to be handled in a manner which is most
appreciated by the heroes. .. that is to say, far away from their sight.

LIONEL HACCARD:

“My client has no comment on that.”

It may surprise some people to learn that a superhero team
often finds itself in trouble with the law. Unfortunately, this is not
news to anyone who has been in the paranormal business for
more than a week or so. Aside from the inevitable difficulties with
the police, heroes are often targeted for lawsuits and forms of
harassment. Lionel handles these troubles for the team so that
Behemoth doesn't feel an obligation to knock heads together.

Lionel also offers legal advice in the team's operations, not
only to keep the Champions from finding themselves on the wrong
side of a judge's gavel, but to assure that a captured villain can be
properly prosecuted. While emergencies and the general state of
super-heroing allows flexibility in legal matters, certain letters of
the law must be followed if the hero wants to do more than just
kick butt. Hard evidence is still needed to convict a criminal.

Whenever a member of the team has to appear in court or in
any official capacity in front of a legal or governmental represen-
tative, Lionel is there. Lionel is not there on a day-to-day basis in
the base. Whereas many of the staff have duties which take them
outside the headquarters on given days, Lionel actually has his
office in the downtown area and only occasionally visits.

TOSHIRO DAISHI:
“No problem; I'll fix it.”

Technical labor is not often the purview of paranormals, who
usually tend to more glorious work. But the various team vehicles,
crafts, weapons, computers, and systems do need to be maintained,
serviced, and sometimes replaced or modified. Toshiro handles all of
that by himself, spumning any talk of hiring assistants. From time to
time he does receive help from Quantum and, more often, Defender,

He is a genius with electronics and enjoys tinkering and
inventing gizmos to aid the team in their adventures. Generally he
hasn't the patience or interest to develop items for consumer use,
but enjoys the challenge of creating new surprises for the
Champions. In their employ he also has the privilege of access to
the items of super-science that fall into their hands. He takes spe-
cial pride in those instances in which his advice or gadgets help to
bring about the downfall of some scientifically-oriented villain,
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KAREN SHRIVER:

“Security is my business.”

Champions” headquarters is under the constant protection of
Karen and her three-man security crew. Personally chosen by
Quantum, this ex-agent of Guard maintains constant vigil of the
building's complex electronic array. Armed with weaponry culled
from various raids over the team's entire history, Karen is prepared
to repel any invasion of the Champions’ grounds.

As well as the security monitors, she or one of her charges is
always on duty in the communications room, working with Dana
Sullivan's staff in keeping up with Guard and UNTIL activity and
requests. In emergencies, responsibilityimmediately falls to Karen to
contact the team members and coordinate the response.

EDWIN DODCSON:

“Powers don't replace knowledge.”

Paranarmals nften encounter items or situations which perhaps
fall outside their area of expertise. Edwin is a very knowledgeable
man with expert talents in unearthing information regarding any sub-
ject. These searches can sometimes take weeks or even months
which is a time-frame beyond the understanding of most super-
heroes. Edwin has the ability to dredge up the most obscure data and
present it in a manner understandable to even the lowliest layman.

Edwin also has particular interests in biological sciences and
chemistry, often sharing research and long conversations with
Seeker. He maintains those sorts of experiments and researches
while Seeker is otherwise detained. His other functions have him
serving as the team's physician, well trained as he is in paranormal
medicine. Edwin was a member of UNTIL, serving a similar function,
until he gracefully severed his relationshipwith them in 1989,

ELLIOT POWELL:

“Guess I'd better hit the
streets for y'all.”

Elliot is a licensed detective with
his office in the heart of Bay City. He
has been employed in cases that have
taken him all over the country and has
earned quite a reputation. His mastery
of disguise allows him to function with absolute anonymity how-
ever, another reason for his record of success. The others include
his razor-sharp intellect and capacity for logic and deduction.
Elliot has contacts everywhere and can dig up clues and informa-
tion that would otherwise be denied to the team.

His function with the Champions is much more low-key and
is generally unknown outside the team. He is not on the
Champions' payroll and has scorned any such offers. His own
agency is highly profitable and he lives quite well. His motivation
to assist the Champions, either at their request or at his own ini-
tiative, is driven only by his desire to see a semblance of safety
and sanity maintained in this dangerous world.

SARAH WHITNEY:

“If you think this job is easy, you try
cleaning up after a super battle!”

A less glamorous position than the others perhaps, but Sarah
has the much needed task of maintaining the household of the
Champions' headquarters. She heads the housekeeping staff, and
serves as butler, curator, and secretary. The day-to-day functions of
the base begin and end with her. And often times she is the best
person to go to for coordinating meetings between the various
staff and achieving harmony between them.

She is well liked by the team and is Solitaire's preferred
source of information for team gossip.

/~  USING OTHER TEAMS 1\

We provided the Champions to you so that you can play
them as characters. We expect, though, that sooner or
later most of you will want to create your own characters
(see the Fuzion rules on page xx or the Hero System 5th
Edition rule book) instead. Whatever you decide, this sec-
tion gives the GM some suggestions on how to use the
Champions.

1) Playing the Champions. This is the fastest way
to start playing. Each player picks a Champion to be their
character, the GM sets up a story, and you begin role-
playing! Any Champions not picked by a player can
become Non-Player Characters, which the GM can run
until a new player joins the game.)

2) Players use the Champions structure, but
create their own team members. The GM assumes
that all of the support people listed here work for this
new set of characters. This gives you a ready-made base,
support team, and organization to make superheroing
easy. A bit of tinkering with the history provided makes
the characters part of the story lines. You can use
Quantum, Seeker, and the others as NPCs or just ignore
them. An alternative: say that your team is a Champions
franchise in another city, and the Champions team pre-
sented here is in another city.

3) Players form their own team. This is best left to
experienced players and GMs. The Champions may or may
not exist, in the same city or in another city. The players
have their characters form a team for their own reasons,
perhaps with a patron, government funding, or some other
source of capital. The GM should work this into the story

uines; the possibilities are endless for a devious GM_/
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Jan. 29, 1967: Frost, the Marksman, Goliath, Blaze, Mercenary, and
Dragon(then all relatively young heroes) team up to combat the men-
ace of a rampaging Grond, a mutation from a secret VIPER facility
located in the Bay Area. This was the first time any of the heroes
became aware of VIPER's existence and they decided to stay in touch
and work together until that organization of evil was fully defeated
Apr. 7, 1967: Dr. Destroyer's first modern appearance, initially leading
a small band of superillains. The five heroes manage to rout them,
capturing all but Destroyer.

June 12, 1967: Mechanon launches an assault at the World Expo,
announcing his war on mankind. He, too, is defeated by the gathered
heroes, though he manages to escape.

July 17, 1967: The Champions are officially formed with a charter and
base in San Francisco. Frost, in his first speech as team leader
declared, "The need for such a team to combat the menaces that
threaten society is absolute. We see that now, none of us can deny it
any longer. We thank the people of San Francisco for opening their
hearts and great city to us and hope that we will always remain true
to your faith and trust. We are your Champions!”

May 23, 1969: The Champions join with the Promethians for a voy-
age to the undersea world of Atlantis, which both teams were pretty
sure existed by then. The water-breathing descendants of that fabled
city were forced to reveal themselves and ally with the heroes to
defeat the time-spanning terror of Daedelus, but they weren't happy
about it! Vows of secrecy were made by all.

Oct. 6, 1969: Willem DeVrie, the Supreme Leader of VIPER is cap-
tured in a joint raid led by the Champions and UNTIL,

May 12, 1970: The armored hero, Force, joins the team during the
Champions’ first joust with the Black Paladin and his Masters of
Fortune.

Nov. 22, 1970: Eurostar emerges as the force behind an intemation-
al crime wave, The heroes experience their first defeat in combat.
Jan. 30, 1972: Mechanon first thought destroyed in combat.

Feh. 29, 1972: The eccentric hero, the Hunter, joins the Champions.
Apr. 22, 1973: The Champions encounter the space-faring Kraan and
one of their mightiest warriors, Bloodstone. Later, information is
shared between the Champions and the Promethians who had first
fought with forces of this alien race. Together they decide to maintain
the secret of the Kraan's existence from the bulk of mankind but to
unite to guard against them.

Sept. 13, 1974: Dr. Destroyer and Eurostar team up to conguer world.
Sept. 14, 1974: Dr. Destroyer and Eurostar's alliance crumbles as they
turn on each other.

Nov. 4, 1974: As VIPER secretly attempts to rebuild from devastating
losses, a plan of revenge against the Champions is launched using the
scientific skills of Dr. Francis Camille to create the Uttimates.

June 10, 1975: Foxbat begins his twisted career of nuisance-crime
against the Champions.

May 26, 1976: PS! first challenges the might of the Champions
through a contract from leaders of the Invisible Empire. Mental con-
trol of Dragen creates a rift with Goliath which never fully mends.
Mar. 15, 1977: The Champions discover the hidden city of Tangut in

Tibet, assisting the Raithe Clan in usurping the wizard, Markoth, who
plotted to lead his people in war against the outside world. A friendship
is formed and the Champions vow to maintain the secret of the hidden
land.

Nov. 22, 1977: Dr. Destroyer launches his space satellite, threatening
the world with global terror, The solo hero, Starflame, assists the team
in destroying the missile platform.

Mar. 7, 1978: Mechanon again thought destroyed.

Aug. 12, 1979: In the wake of the scandal involving Daiyl Campagne of
UNTIL, the Champions sever all formal ties with the organization.
July 24, 1980: For personal reasons, Frost quits the team and vows to
give up crime-fighting.

Jan. 14, 1981 Orchid, the teleporting mentalist, becomes a new
member of the Champions during their first harrowing adventure in the
Shadow Realm.

Oct. 31, 1382 The Hunter (Dr. Wilder| officially retires from the
Champions and super-heroing in general to found Odyssey Research.
Nov. 12, 1382: Having never given up crime-fighting, Frost finally
rejoins the Champions.

Jan. 17, 1983: The evil genius, Dr. Francis Camille, having “rehabili-
tated” himself, becomes an important member of the Board of
Directors of PanStar. The series of unsatisfying adventures with this
global conglomerate begins here.

Sept. 9, 1984: The team's already difficult relationship with Guard is
pushed to the breaking-point by the abrupt removal of Guard's previ-
ous liaisons with the Champions. No public announcements denounc-
ing the other are made on either side of the fence, but cooperation
between the two groups is forever strained.

Feb. 4, 1985: Dove officially joins the team in an adventure thought to
have caused the this-time-for-sure destruction of Mechanon.

Aug. 29, 1985; Orchid opens her fashion-design company to immedi-
ate, rampant success.

Dec. 12, 1987: Mercenary falls in battle, having triggered an explosion
which kills the third Supreme Leader, King Cobra, and devastates
VIPER command.

May 11, 1989: A team of specially frained mercenaries launch a raid
on a covert PanStar installation, stealing the set of four prototype
powered assault-armor suits. At the same time they cause enough
destruction to gut PanStar's armor-research division for many years. A
few modifications later the Conquerors make their first attack on the
Champions.

Jan. 27, 1992: The Champions' first conflict with Scions of Caine,
Aug. 15, 1996: The Champions move to Treasure Island and their new,
state-of-the-art headquarters.

Oct 2, 1997: Quantum's first adventure alongside the Champions.
Jan. 1, 2000: The Proprietor War ends, resulting in the death of all the
Champions save the Marksman, who retired due to injuries sustained
in battle.
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he Champions' base is built on Treasure Island, in the middle

of the Bay. It's made of the strongest materials available, heav-
ily reinforced to withstand the punishment that villains or frisky
heroes might inflict. Within its walls are the finest in state of the
art security devices and equipment, tested on the Champions
themselves. Heroes like a sense of security in their own home,

The facilities are comfortable and functional, providing
laboratories for advanced work in a variety of scientific fields.
The complex computer array holds data regarding paranormal
conflict that even governments don't have. The communica-
tions equipment allows them access to satellite networks and
links them with UNTIL, the Guard, and various world leaders.

The Champions use the Fourth Floor facilities to stay in
top physical shape while also practicing teamwaork and para-
normal combat in the virtual reality of the Chaos Chamber,

which takes up the bulk of the Third Sub-Level. This
was developed and presented
as a gift by Prof. Wilde for the

team back in 1996 using tech-
nology from no-one-asked-
where.

On occasion, the team
allows tours of the base and
grounds which are, of course,

security-disasters-waiting-to-
happen, but they are considered
necessary in maintaining the air
of openness and friendliness with
the public at large which heroes like to cultivate. The guest
house is for the rare occasions when the team entertains com-
pany from around the country and world.

All of the members of the team have private rooms on the
Third Floor, though only Seeker is a full-time resident. The oth-
ers split their days and evenings as they can, with Solitaire and
Defender spending the least amount of time at the base.

\4ATHE CHAMPIONS BASE

2 = Records Rooms

3 = Trophy Room {mainly filled with relics from the previous team)
4 = Tourist Center.

FourTH FLooR:

1= Full Gym

2 = Racquetball Courts

3 = Sauna

4 = Jacuzzi

5 = Swimming Pool

6 = Lockers & Changing Rooms
THiRD FLooR:

1 = Living Quarters

2 = Gathering Rooms

Seconn FLoor:

1 = Main Meeting Room

2 =Recreation Room

3 = Communications Center

4 = Library

5 = Offices for Staff

GROUND LEVEL:

1 = Receiving Area

2 = Large Gathering Room

3 =Kitchen

4 = Dining Room

5 = Small Offices for Staff

6 = Meeting Rooms for Staff

7 = Patio

8 = Front Entrance

FIRST SuB-LEVEL:

1 = More Offices for Staff

2 = Security Station

3 = Weapons Room

4 = Parking Area (Ramp Access from Ground Level)
5 = Garage for Mechanic Work
6 = Champions Battle Van

7= Storage Areas

SECOND SuB-LEVEL;

1 = Electronics Laboratories

2 = Chemical Laboratories

|IMAP KEY

Roor;
Heavily reinforced all over.

1= VTOL aircraft pad (with sliding panels),

2 = Towers equipped with hidden security devices and monitors

3 = Elevator bank towers.

SixTH FLOOR:

Strong reinforcement between this and the Fifth Level.

1 = Hangers with the various ships and craft which the team uses.
2 = Areas for mechanical and maintenance work

3 = Launch pad elevator

FiFtH FLOOR:

1 = Archives

3 = Medical Facilities

THIRD SuB-LEVEL;

1 = Chaos Chamber

2 = Emergency Meeting Room

3 = Communications

4 = Vault (for the Top Secret stuff]
5 = Records

6 = Chaos Chamber Control Room
FoURTH SuB-LEVEL:

1 = Holding Cells

2 = Emergency Facilities

FiFTH SuB-LEVEL:

1 = Submarine Bay

7 = Sub Maintenance Area

3 = Workshop

§ 4 = Power Chambers

5 = Additional Storage Areas.

Dutsine Grounos:

In front is a yard, surrounding fence, adjacent garage, security
check-point, and parking lot. In back is a lavish garden, Olympic-
sized pool, tennis courts, patio area, and a guest house,
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k4 VEHICLES & EQUIPMENT

ike any super-hero team that's been around long enough, the

Champions have run across their fair share of stuff that's more
technologically advanced than anything else on Earth, While the
first impulse might be to share such brilliance with Mankind to
make things better for everyone, often a prime directive sort of
feeling creeps into the matter. Many of these items could alter the
balance of power in the world, at the very least alter the ways in
which society is developing. Not to mention the difficulties that
might ensue should the public at large discover the hair-raising
origins of where these goadies originated. Once you set yourself
up as a Guardian of Mankind, it sometimes becomes difficult to
discern where and when you should stop. Suffice to say that the
original Champions kept a lot of these things in the Vault.
Quantum, who is the only team member with the "key,” agrees
with that sentiment,

There are still files in the Champions' computers that are so
deeply encrypted, using their secret, arcane codes, that the
Marksman refuses to encrypt. There are mysteries to the team's
history, references of adventures only partially available, which
tantalize and tease the new members. Some of those items which
reside in the Vault are perhaps detailed in these hidden memoirs,
while others may be unexplainable horrors which the earlier
heroes could only hide away from the eyes of mankind.

WEAPON TECH

However, there was technology discovered which had obvi-
ous uses for the team and the new Champions can take advantage
of it as well. Karen Shriver's security team is equipped with
weapons and armor which is rather beyond what is currently
available to the forces of Guard. While they are still nat the equal
of a powerful paranormal, they can at least hold their own. The
flexible armor grants near total body protection without hindering
movement, while the force-field belts give additional full protec-
tion for limited durations. The small hand-blasters and pulse rifles
have powerful solar-collecting batteries and are actually self-suf-
ficient. Visitors, however, will see them displayed in the slot-
chargers common to Guard.

COMMO TECH

The communications equipment and personal radios of the
team are specially encoded to make jamming or listening-in very
difficult. Defender intends, however, to offer sub-space capability
to the Champions as soon as he and Team Defender can figure out
how to duplicate it in a portable unit,

RESTRAINTS AND SECURITY

A Guard Battle Van and team are not always just around the
comer and heroes may need a methad of villain containment
before they can arrive on the scene. For years, the Champions
have depended on Stasis-Manacles developed by their teammate,

Force, after an earlier, less-successful VIPER design. Fastened on,
these affect the nervous system and render a paranormal's access
to his powers, or ahility to scratch his nose, a difficult thing. They
vary in success-rate, based on the peculiar energies of the indi-
vidual, and the person's intensity level. They tend to work best on
a beaten, rather thrashed, opponent. It should be obvious why the
Champions' have never felt a desire to share this particular tech-
nology, even with their comrades in super-heroing.

VEHICLES

Experience shows that a team has a much easier go ot things
if the fly-boys don't have to carry the non-fly-boys all over the
place. Vehicles, be they ground, air, or sea, are an integral part of
any super-hero team. If you can't get there before the fight's over,
what the heck good are you anyway?

Though it is not as frequently used as it was in the earlier
years, the Champions still get a fair amount of mileage out of their
Battle Van. It is heavily armored with a metal not found on this
planet and is as close too indestructible as you're going to get.
Rivaling a large mobile-home in size, it is far faster and more
maneuverable than its camping cousins. Equipped with weaponry
capable of challenging powerful paranormals, it can present an
awesome force in battle. There is room set aside for sleeping,
other live-in facilities, a small lab, and a council area. A complex
array of communication, sensor, and computer equipment fills
every available inch of space.

The most common craft used by the team is the Slingshot, an
amazingly swift, maneuverable ship, capable of crossing the
Pacific Ocean inslightly less than an hour. It can carry up to fifteen
passengers in relative comfort, with some cargo. It is mainly built
for speed though it has some weaponry, the main gun-battery is
an enhancer of an appropriate member of the team’s powers. That
is to say, Quantum or Defender can plug in and have their offen-
sive powers routed to the exterior gun with extra force added.

Far and away less used is the team's spacecraft, copied from
a then-prototype ancient Kraan Attack-Cruiser originally captured
by the Promethians. It took the combined intellect of the
Promethians' Atlas and Manta, as well as the Champions” Goliath,
Force, and Dr. Wilde, to craft a functional duplicate. The ship is
capable of light speeds and sub-space, and has weaponry which
can destroy a modern Kraan Battle-Wagon. Believe it. The ship is
small, no bigger than the Quinjet, but is far faster, even in atmos-
phere. Unfortunately, it looks and responds so much like an alien
craft that neither team made much use of it for fear of having to
confess its story and the resulting traumatic effect on society.
Certain super-heroes know that we are not alone in the universe,
but, with their powers, are far more capable of dealing with it.




With their base-by-the-bay, underwater transport
seemed like a good idea, unfortunately, the Champions'
submarine has often been considered the team's great,
white elephant. Barring a few adventures in Atlantis,
VIPER's daring experiment with an undersea base, and
some explorations beneath the ocean waves, it has not
often come in handy. Quite frankly, it is far slower than /
simply crossing the ocean by air. Still, it is faster than /"
one might expect, cruising the Pacific in less than six £~
hours and capable of carrying much more equipment, |
including the Battlevan. It has probed the deepest
depths of the ocean without crumbling, though there
was a noticeable and unnerving strain to the mys- {
teriously reinforced metal.

But give it away? Don't be ridiculous!
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_ CHAMPIONS SLINCSHOT

HicH sPeep TRANSPORT AND VTOL JeT ® Damace: 300 SDP KD/EKD: 30e
Form: Aircraft « Weapons: 16 DC power-enhancing blaster, range 1600m/yds,
WA=0 e Turusters: 800mph/1200kph, AFTERBURNER SPEED: Mach 4 ©
Opmions: Storage Areas, Crime Laboratary, Escape System, Security System.

CHAMPIONS BATTLEVAN

GRounD TRANSPORT AND MogiLE BASE ® DamaGe: 150 SDP, KD/EKD: 30
Form: Vehicle ® MOVE: 96mph e Weapons: Six 13 DC Blasters, range 200m/yds, WA=0 e
Orrions: Storage Areas, Crime Laboratory, Escape System, Security System




5o | think you can see, Fist, that
the Champions offer quite a lot— a
tremendous opportunity for new members.
Granted, there was a time when a team
such as this wouldn't even look at inexperi-
enced paranormals like you; but things have
changed, haven't they? Not society though,

hot in any great way... /

CHAPTER TWO. THE CHAMPIONS

| A LOVE-HATE THING

/A& People, normal people here, have a complex love-
hate relationship with heroes. They always have. In films, they
admire and respect their favorite actors and can speak of them
for hours. And yet, nothing fascinates them more than the sor-
did dirt that certain magazines and news programs dole out
about them. It kicks over the pedestal, you see, it brings these
heroes down to a level that the common person can under-
stand. And sometimes, after this poor badgered movie-star of
our example has been dragged cruelly through the mud and
been thoroughly tarred and feathered, the populace, his fans,
might wind up loving him even more.

And so it is with super heroes, perhaps even on a grander
level. You will win tremendous faith and yet earn utter distrust
at the same time. It's the way things are, have been, and prob-
ably always will be. And in many ways, it's for the best.

-..LOOKED UPON AS CODS

Let me put it this way, you people have powers which
place you far from normal humanity. In earlier ages you would
be looked upon as Gods. There is no doubt that a concerted
effort by the world's paranormals could bring this planet under
the control of those several hundred in a relatively short time.
We all know it. We don't like to talk about it, but we know it.
And so there is faith and love, and so there is fear and distrust.
Deal with it; that's part of being a hero. It's why you have to
accept the laws and regulations society has created in the
hopes of keeping you all in line.

The situation with paranormals might not have gotten so
out of hand in the first place if they hadn't started to appear
with such frequency before and during the Second World War.
They utterly changed the face of things but then so did the
War, which caused people not to notice as much. And the
necessity of countering the enemy paranormals caused human-

/
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ity to overlook what they were giving up, which was, very sim-
ply, the admiration of the accomplishments of the common
man.

Oh yes, we prattle on of the bravery of police and firemen
and so on and the much more important work that they do. If |
see one more Cape stand next to a serviceman or police officer
and declare with all the sincerity he can muster, “These men
and women are the real heroes!” [ will certainly be quite ill. It's
a nice sentiment, but no one really believes it anymore.

THE GENIE IS OUT OF THE BOTTLE

There are seventeen occasions in the last thirty years that
| could rattle off without thinking in which the world and all its
people would have been destroyed if it had not been for super-
heroes. That the threats were all brought on by other, though
evil, paranormals is no real comfort. The genie is out of the bot-
tle and the bottle has been shattered. Deep down, everyone
knows this.

And don't think that the end of the War and the death of
so many heroes and even villains has changed things.
Everybady's still reeling from the loss and pain and sense of
guilt. In some ways | suppose, that's why some new heroes are
getting such an easy start and warm feelings. And let's face it,
paranormals have been popping up like crazy lately. Besides all
that, a lot of the old, scary villains are still around. Nobody's
forgetting Dr. Destroyer's address at the U.N.

So...are you feeling uncomfortable, Fist? Are there words
you're trying to form, statements, and disagreements which
will force me to concede that you are rightand all is well in the
world? That the self-esteem of the population is strong and
solid and is not at all concerned with the comings and goings
of Capes and Masks?

Well? I'm waiting?!

Yes, let's get to the point. You are no great leader, you
have no tremendous credentials and record of achievement to
plead your case. No one has voted you into this place above
mankind and willingly offered you his trust. Fate, for whatever
reason and whatever cause, has brought you to this by the sim-
ple virtue of your powers.

THE ROLE OF CHAMPIONS

Are you beginning to understand that the Champions is an
organization which feels heroes have to do more than train and
hone their powers so that they can better fight injustice? They
must have an understanding first of what injustice is! They
must find goals for what they want to accomplish with the
world! They must understand what their responsibility of
power will require of them!!

Allow me to pause here; ahhh, | suppose | am getting a bit
ahead of myself. It is supposed to be a learning experience,




“1 how can you possibly be expected to know all of these sorts of
things in the beginning? Why, then you would have been
deserving of your gifts! Suffice to say that we do seek out this
urge, this desire to understand these things in all of our new
members.

TOUCH MORAL QUESTIONS

An example: A villain has attempted to blackmail the city.
He has ruthlessly hidden a powerful, new type of bomb in
downtown but you have discovered him and a fight ensues.
During your battle you smash him into this device, which
begins leaking a very peculiar form of radiation. The villain is
in agony, the power fueling the bomb is feeding off his own
energy and has formed a terrible link. You are certain that
breaking that connection suddenly will result in his death, but
this dreadful device does not have long before it explodes,
killing thousands upon thousands, and he is in the way of the
disarming controls. What do you do?

Well, that was quick and certain. But don't you think you
should have said, "I consider other possibilities first?” Perhaps
all other possibilities?

THE QUESTIONS CGET
A}
an | Wanotn
r
Suppose you and the team
NEED| encounter an alien race, one whose
SAY,

attitude toward mankind has yet to

HUMANITY be shaped by their own rather bizarre

IS ILL- form of government. Regardless of
EQUIPPED | this, you are adversaries over a par-
TO FICHT™ | ticular item, one which can alter the

destiny of worlds. This little epic is
taking place on Earth, by the way.
The aliens wish this device so that they might subjugate other
races and increase their power and dominion. You, the heroes,
do not wish to see the galactic balance so shaken and can also
foresee danger for your own world were this race to become
so dominant.

During the ensuing fracas it is decided by your side sim-
ply to destroy this bothersome trinket and you succeed. The
aliens are furious and retaliate from their ship, launching a
fatal gas attack on your team, and, incidentally the small com-
munity that dwells beneath this struggle. At the same time
a...lucky shot on your side goes quite far in crippling the space
craft, sending it spiraling earthward, fated to a violent crash.
Unfortunately they can still launch communications. The
destruction of this ship and its crew were not in the cards, as
it were. Such an occurrence would create a state of war
between Earth and this aggressive, violent, alien race. A war
which, need | say, Humanity is ill-equipped to fight. Only two

members of your team can survive the gas, as they are immune &

to such effects. The rest of you would die, there is no doubt of

this. Fortunately these two are sufficient to save every man, |

woman, and child in this village before the deadly gas fully hits

them. Unfortunately they are also the only two who have a
hope in hell of saving the plummeting ship. What do you do? | 2

What do you suggest to do?
NOTHING IS BLACK AND WHITE

I know it's difficult, but you must understand me when |
tell you that you do so have the right to make such a decision.

Fate, true or false, has given you that right. What you are lack- |

ing is the will to act on that right, that's all. And that's not so
bad. You have chosen to give yourself time to grow and temper
your emotional feelings with wisdom and experience. And for
that you can be thankful. If in the very youth of your power you
had no qualms about acting on your rights and wants and
needs. ..why, you would most likely fit the description of a vil-
lain. And that is the example | have posed.

I've said all of this to give you a taste of the responsibili-

ty of a super-hero to society. We all understand, or have at | .
least an understanding of those concepts here. Even the staff |

is bound by this sense of honor and duty and faith. There is
great wealth here, to be sure, but there is not a one of us who

would not be a success in whatever venture we pursued, eas- i

ily more personally lucrative than what this offers. But we felt

moved to come here and offer our exceptional talents. We
work and we too train and we watch and we learn. If this base |

were invaded by villains, do not think that Shriver and her team
alone would defend it. All of us would take up arms and fight.

It's the place that fate has brought us, it is part and parcel of |

what we are, and what we hape to be.

We're here to bring about a better tomorrow, Fist. Can you | y

live up to that goal?

/ “And in case you were curious

about society's obligation and concern and
dealings with paranormals—...why | was
just getting to that. So that you're not

entirely influenced by my own opinion, I'l give
you this excellent article on Government
and Heroes with which | happen to agree.

Then you can view the promo tape for

Guard” /

SNOIQWUHD THLOAL 810t B




CHAPIER TWO. THC CHATIPIONS

L COVERNMENT & SUPERHEROES

BY COLUMNIST MILES CARSTAIRS
FROM SUPERHYPE, MAR. 1998

he relationship between super-herges and government gol

off to a bumpy start when Masks first started appearing
back in the 1930s. But OK, you can't really blame the heroes,
all they were trying to do was help the oppressed and fight for
a little justice and all. How were they to know that would put
them at odds with the politicians, particularly in the large
cities? Unlike our squeaky-clean modern times, corruption was
blatantly rife back then and whether they knew it or not (and
most of those guys were no dummies), crime-fighting and mab-
busting often meant they were going against some bought-off,
political hack,

LAWBREAKERS

The police weren't too keen on
them either. It wasn't quite the graft-
thing. Let's not put down the boys in
blue, that sort of thing wasn't all that
wide-spread. What they mainly didn't
like was what the heroes represented.
Let's face it, vigilante justice, regard-
less of how it comes about, has always
been against the law. And if you stop to
consider, the fact that heroes tended to
be mysterious and masked wasn't
exactly a point in their favor either. And
| have to say that a reasonable portion
of the public, as well as even honest
politicians (they are out there), were a
little bothered by this as well.

L~

sally loved by the, ahem, law-abiding public. She took the con-
cept of heroing past mere crime-stopping and to the position of
guardian and protector of society. In the face of natural disas-
ters or life-threatening accidents, she was there to save the
day. Blue Sapphire made appearances and offered assistance
even in times when there was no crisis. She performed charity
work, loved orphans, and in all ways was heroic and noble and
true. The suits and power-brokers must have hated her
because there was nothing they could do about it.

Blue Sapphire set standards and traditions which pretty
much all of the subsequent heroes followed. Grail Knight,
Crimson Bolt, The Sorceress, Major
Victory, all of the important heroes (the
ones that everyone remembers), had the
same attitudes. And with the war
approaching, the powers-that-be had no
choice but to attempt to induct these
guys onto their side before Over-Man
whupped all of our tanks. They hoped,
perhaps, that they could co-opt the
power of paranormals and eliminate the
threat to conventional authority that
these wild cards represented.

CAPES MAKE LOUSY
SOLDIERS

Oh, let me count the times in
which this was proven not to be the

Officially speaking then, the earli-

est heroes were as much outlaws as the criminals they fought.
Sure there were exceptions, LA loves The Avenger and all that,
but mainly that was the way it was. The big change came when
Blue Sapphire hit the scene. Until then, the powers of masked
adventurers, if they had any at all, were subtle and understated.
Also, the tendency was to lurk in the shadows, stalk the night,
beat the baddies to a pulp, and revel in creepiness. She, on the
other hand, had tremendous strength and seeming invulnerabil-
ity on her side. And despite the fact that she could race through
the streets at blinding speeds, she was a very visible, very pub-
lic Super-hero. The first of the new breed.

ENTER THE BLUE SAPPHIRE

So while the autonomous power she represented should
have been a much more frightening concept, she was univer-

case. Early on it was easy to maintain
fully-coordinated strategies with the Capes and to order them
about. Frankly, the heroes didn't know what they were doing;
barring a few, they had little experience with war. Obviously
over time this changed and soon they became less easy to
command. Major Victory could not be stopped from rising to
Over-Man's challenge. Crusader always placed himself where
there was action, constantly pushing a new front. Red Hawk
was often more interested in saving lives than following the
combat-edicts of his leaders. Even England's Grail Knight
became fiercely adamant in the matter with the Black Claw.
And the unearthly Emissary always did what he wished, not
caring one whit about command structure.

But the results were glorious, and many felt that the war
ended sooner and many lives were spared by their presence.
So it was a good thing, and it was allowed to continug; though
it was unlikely that it could be stopped. [ndeed, the whole plot
of the sinister Invisible Empire began with the desire to contain
and control the power and presence of paranormals. Despite
thirty years of machinations, these schemers failed miserably.
Paranormals are stronger and more prevalent then ever, and no
government holds any real sway aver them,




THE CAPES CET QUIET

Actually, there was one period of time in which this was-
n't true. The relatively few heroes spawned in the fifties along
with the survivors of the forties who did NOT retire were of no
alarm to anyone. Things were peaceful and quiet and you have
our friends in the Invisible Empire to thank for that. In its earli-
est stages, this organization was composed of certain rene-
gade forces of the government and military. Then, however,
their goals seemed benevolent, which is how they got Major
Victory and Capt. Lightning to work with them, however indi-
rectly. And those two could kick butt on anybody who got out
of line. True, the Sorceress represented a power which they
didn't understand and probably feared, but she was only one
Cape. So there was control. No doubt some paranormals that
no one remembers or even knew existed disappeared into the
night, but there was control.

This comfort zone was threatened with the arrival of the
Promethians, The Champions, Starburst, Lightsword, Streak, and
so many others. But it was utterly kissed good-bye by the dangers
of Dr. Destroyer, Mechanon, the Black Paladin, VIPER, Eurostar,
AXIS, The Dark Pharach, and the rest of the villainous horde. The
normal world was forced into a position of constantly having to
react. They were caught up in a dangerous game of catch-up and
falling further and further behind. The official line from then on
was always, “Thank God there are Heroes!”

ALL THINGCS CHANCGCE

The powers-that-be had become the powers-that-were.
Laws were passed which were supposed to deal with the pres-
ence of paranormals in society. Tough Laws. Cool Laws. Laws
like the one which allows a masked hero to prove his identity
and give evidence in a court of law. Civil-rights groups howled
when the Supreme Court ruled that not all information gath-
ered through psionic powers is considered inadmissible, and
allowed situations wherein such powers can actually be used
in court. The Paranormal Emergency Act of 1969 legalized
Dragon's favorite pastime, the smashing-into of a villain's
headquarters in certain dire situations. Emergency Acts such
as that are the norm around the world in matters of border vio-
lation and paranarmal-investigation. Everybody's supposed to
step back and give the heroes some room, man! Special rules
granting immunity from prosecution and lawsuits based on
paranormal-engagement have been on the books for over
twenty years, though the Corsairs Exception went needfully
into effect in 1995.

State and federal insurance funds have been in operation
since 1972 to deal with the costs of repairing damage from Cape-
clashes. The more civic-minded heroes do sometimes “pitch-in”
and help clear the rubble and perhaps rebuild, you know, if their
powers are the sort that would be of any assistance.

None of these actions in any way limits the ability of para-

normals to dominate society. If anything, they demonstrate
society's capitulation. The one bone to mankind's alleged
supremacy (or at least equality), The Paranormal
Registration Act of 1975, has been and continues to be
widely ignored. They've made records of captured villains
and naive, new heroes, and that's about it.

AN ICNORED ISSUE

Not that the heroes aren't at least polite in their rela-
tionships. The main reason things have been able to skate
along the way they have is because no one's really pushed
the issue. Teams and solos work with federal, state and
local authorities, honor law-enforcement agencies, and
with the mere exception of our most famous team, The
Champions, happily cooperate with Guard and UNTIL.
Capes defer to all the right people and say, “Yes sir, Mr.
President!” like they really mean it. Ok, don't get me
wrong, they have respect for the law and most of them fol-
low reasonable police procedures, even if some of them
only know what they've seen on TV.

There have been situations of rogue super-heroes;
usually good-guys who got a bad rap or were framed.
Generally they manage to prove their innocence and are
cleared of charges. But it can create a difficult situation.
Take, for instance, the occasion in which Micron really and
authentically went bad back in '82, Got it into his hideous,
little head that he was above the law and could do any-
thing he wanted. . .you know, imagine that! And it still took
paranormals to bring him down. In many ways, it's up to
the Capes to keep the Capes in line.

Who watches the watchmen? In the
end, who else can?
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EDITORIAL DISCLAIMER The following
ravings reflect the cycle of the moon, Mile's dement-
ed personality, and a very old and outrageous con-
tractual obligation that forces us to print his stuff,
unedited. His views are in no way shared by the staff
of Superhype who disagree with nearly ALL of his
conclusions or the sentiment that any of this is nec-
essarily bad. We shudder to imagine what would
happen if our heroes didn‘t enjoy the autonomy to do
what's right and best for us all. If anything, Capes
should have more authority in safeguarding
mankind.

That's why we say, “Dove for President!”
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he Guard was officially created on November 12, 1967, even

though the organization had been in business four months
before hand. There was a desire to allow a breaking in period and
| test whether such a special task foice would be viable before
coming in to the public eye.

Like other nations, the United States realized that they need-
ed their own agency to deal with the dangers presented by para-
normals. No one wished to rely on UNTIL alone, as that interna-
tional group was not beholden to any one government, financial
support and alleged veto-power notwithstanding. There was also
hape that specially trained agents with the newest technology for
weapons and equipment could be a match for super-powered
beings and end the dependency on heroes.

One bout with the Lords of Chaos later it was clear that this
| wasn't going to be the case. However, that adventure led to a
partnering with the super-team, the Promethians,
who were inclined to work with the govern-
ment at that time. The support that both
forces were able to offer each other set
| the stage for what would become the
true function of the Agents of Guard
by the time they were publicly
announced.

The Guard's main purpose is
| to deal with paranormal activity

~ 1 through engagement and through
| coordination with existing super-
| heroes and teams. Whenever pos-
sible they are to direct investiga-
| tions, combat, and
communications with
Capes. In a nutshell,
this was meant to
4 give the heroes a
structure on which to
base their activities, a
legitimate government branch which they could turn to for assis-
tance and to which they would be responsible.
| It was so simple and the heroes were so expecting some-
thing like it that it actually worked.

Other duties of Guard include the study and cataloging of the
range of paranormal abilities. This mainly came about in subse-
quent years, as their budget grew. It seemed obvious that a need
to understand what paranormals were capable of would be use-
ful. And with the opening of the Stronghold facilities, subjects
were available for study. Even from their earliest programs, most
initiated by the genius geneticist, Dr. Richfield Franck, it became
apparent that there were certain patterns that were similar in the

THE GUARD
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structure of the mutations. But no true knowledge could come
without years of exploration.

Major Jacob Stanton had been chosen by Congress as the
first administrator of Guard. Under his severe guidance, training
for active duty was intensely difficult, so much so that only sixteen
men and women were deemed available for actual field work in
the first year. But there were many more behind them functioning
as support, developing weapons and equipment that would give
them an edge, and create the finest paranormal-information gath-
ering source in the world, next to UNTIL.

But from the beginning, there were planted the seeds of
destruction. Dr. Franck had always been secretly in
the employ of VIPER, but the opportunity that
Guard and the Stronghold subjects afford-
ed attracted him, and his qualifications
were indisputable. In time, his activi-
ties of highly unwholesome
research and his complicity in the
escape of several villains were
uncovered. But by then he had
disappeared within the coils of
VIPER, where his other plans
would reach fruition.
Overwhelmed by his failure

Franck, Major Stanton
resigned his com-
mission and
retired.

The forces of
the Invisible
Empire were still
moving in secret,
and they had little trouble infiltrating the sanctity of Guard with
their own agents. And though that grasping entity was ultimately
smashed and hounded to ruin, it was through little doing of the
Guard. Facing disgrace and federal jail for his own involvement
with the Empire, Col. Christopher Benning, the second chairman of
Guard, put a gun to his head and fired.

By this time, the Guard fielded more than two hundred
agents and had a support base of several thousands. Installations
were in twelve major cities, and three Stronghold facilities had
been built. Technological advances from the various forms of
research had actually yielded net profits for the agency in certain
banner years. The Guard had done good work since its inception,
it was hoped that it could survive these two scandals.

A succession of new administrators and directors failed to
restore the prestige of the agency. In fact, the Guard's reputation was
further tamished in the coming years. Improper alliances with UNTIL
were uncovered in the late 1970s, and less than five years later, the
Champions and Promethians uncovered wholesale infiltration by the

with




forces of AXIS. There was talk in the government of complete dis-
olvement, but while the budget and operations of Guard have been
diminished, the agency has continued to operate.

A movement was initiated in congress by late 1992 to
restore the Guard to its former stature. The paranormal commit-
tee, headed by Senator Taylor Cairo (B-GA), appointed Col,
Matthew Drake and Dr. Sharon Manet to head the top positions.
At Dr. Manet's request, Major Stanton was offered a restoration
of rank and new position as advisor to the restored agency. The
noble warrior moved the gathering with his brief but emotional,
acceptance speech. A complete restructuring was begun with
new agents breathing fresh life into the beleaguered but much-
needed organization

EQUIPMENT &

which his final report suggested, “shutting the whole mess
down.” A no-nonsense officer who takes very seriously his oath to
the Constitution of the United States and the ideals of same.
Incorruptible.

DR. SHARON MANET:

“NOT freaks, Captain. Paranormals.”
Chief of the Paranormal Investigative Branch of Guard.
Genetics research scientist, advi-

PERSONNEL

vard field agents are equipped

with durable flex-mesh armor,
sensory helmets, and advanced
weapons including particle beam
rifles, though the portable charge
duration is still limited. Expert
weaponsmiths and gadgeteers are
constantly working up new equip-
ment for the operatives. Active
Guard personnel also include men
and women skilled at espionage.
The performance and standards of
the revamped agency have been
impeccable. With the new level of
cooperation with heroes such as the
Champions since the Proprietor War,
and the possibility of accepting para-
normals as agents for the first time
ever, the Guard is set to be a major .
force in this third millennium. g

Guard vehicles include their il

own Taskwagon, a heavily-armored vehicle, twenty feet in length,
with complex scanning and tracking equipment and computers link-
ing them to Guard's vast store of paranormal knowledge. A Wagon
usually holds up to eight agents with energy weapons for each held
in their special charge-compartments. Guard also has their SP
Helicopters and Hawk-Jets, similarly armored and equipped as the
ground vehicles.

KEY PERSONNEL
COLONEL MATTHEW DRAKE:

“Not on my watch, you don't!”
Chief Director of all Guard operations. Military experience,
CIA Special-Ops, interim head of Guard during 1984-85, following

sory panel to the Paranormal
Committee of the Senate for five

ond ranking commander of the
agency. Fascinated by the poten-
tial of para-human development,
and a firm believer in the rights
and dignity of all mankind.

MAJOR JACOB
{(JAKE*' STANTON:

“It feels good to be
back in the saddle.”
Chief-Advisor to Operations
and Training. First Chief-Director
of Guard and widely decorated
military officer. Intensely scrupu-
lous in his work, brilliant tactician,
and a harsh task-master. Entirely
devoted to his agents and the
safety of the American people.
Remarkable physical condition
regardless of his age, and a dangerous opponent in any conflict.

“new-deal” period (1993). Trained with Jo Amos and is aware of
her identity as Quantum. Very hands-on type of officer, under-
stands the give-and-take of dealing with a local team with the
stature of the Champions.

More on Guard can be found in Champions: Alliances and
at: http://www.herogames.com/cnm/guard.html
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years prior to her posting as sec- |

e CAPTAIN DWICHT
| MACREADY:
CRAT “Dealing with the capes |
¥4
=1 | can be hard, true. _Bu’: it
'} 28 is part of our mission.”
R Head of Guard operations in Bay
e City and the surrounding area. Thrice-
VO . decorated agent inducted from the




CHAPTER TWO. THE CHAMPIONS

L4STRONCHOLD

Stronghesd is the largest and most extensive prison specifi-
cally designed to hold paranormals. Two other similar facil-
ities constructed in the late 1960s and 70s are still in opera-
tion, having been fully re-furbished. They are located in Arizona
and Louisiana. The third, in Alaska, has been down since 1987.
These prisans were designed to hold some of the most dan-
gerous criminals the warld has ever known. Those villains
whose powers are dependent on mechanical or other devices
are generally penned in normal, maximum security jails. But
iron bars alone do not hold a paranormal who can simply melt
them. Specially treated alloys, energy fields, and the like are
needed to contain these felons. Attempts at rehabilitation are
made but there has usually been a high failure rate if not
backed up by successful methods of neutralizing the paranor-
mal's power, either permanently (which has very rarely suc-
ceeded) or through a weapon or device that can render him
helpless should he ever return to villainy. This is crafted from a
thorough research and understanding of the peculiar energy
patterns and make-up of the individual [Yup, it's gotta suck
when the authorities catalog your susceptibilities, vulnerabili-
ties, and power limitations),

TREATMENT & FACILITIES

While this sort of program suggests a very expensive treat-
ment for the benefit of one person, there are amazing break-
throughs in scientific knowledge that have been made by the study
of captured paranormals. If it weren't for pesty things like human
rights and jail breaks, the prisoners would never be
set free!

Some villains are actually
victims of their own
powers,

unbalanced by the traumatic energies and physical reactions
within them. Such cases have been treated, most often with
doses or variations of mutaphetamine, a drug developed by Or.
Franck in later years. After close study and thorough examina-
tion by skilled psychologists, these hopefully cured paranor-
mals are returned to society.

STAFF

Both Stronghold facilities have an administrative staff of
fourteen people, a research team of twenty-five, medical and
support of eighteen, twenty guards, and ten fully-trained com-
bat specialists. Within the three underground levels are cells
for up to fifty prisoners. The grounds for five miles around the
prison are considered off-limits to any unauthorized personnel.
The area and building structures are equipped with the latest in
sensor, security, communication, and computer technologies.
Escapes may seem inevitable but not because Guard doesn't
try. It's not easy keeping tabs on these super-villains. ..

STRONCHOLD
MAP KEY

1. Elevator shaft, leads
down 100m from the
surface.

2. Administrative
Dffices

3. Research Labs
4. Medical Center
5. Central Security
Station

6. Psych Facility
7. Living
Facilities for
Staff

8. Holding
Pens (each
specially engi-
neered for its
particular prisoner)

9. Machinery for controlling
prisoners’ powers

10. Generator

11. Storage, Foodstuffs, & Supplies
12. Armory

13. Dining Area & Kitchen
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ZDOCTOR
DESTROYER

(HAPTER THRLL. THL VILLAINS

A CONQUEROR, BUT AS A FELLOW DEFENDER OF

THIS PLANET ACAINST THE POWER OF THE ONE
WHO CALLS HIMSELF THE PROPRIETOR. | BRINC YOU
NEWS OF THE WAR ACAINST HIM.

"ALREADY THOSE WHO HAD FOLLOWED HIM ARE TURN-
ING FROM HIS PATH. THE TRAITOROUS EUROSTAR WERE
THE FIRST DESERTERS, BUT MARK ME, THERE WILL BE
MORE AND MORE UNTIL HE STANDS ALONE. FURTHER, |
HAYE CHALLENCED HIS MICHT IN PERSONAL COMBAT,
AND HERE | WILL ALSO HONOR THE ASSISTANCE AND
SACRIFICE OF MY ERSTWHILE FOE, THE MARKSMAN.
TOCETHER WE PROBED AND TESTED THE STRENCTHS OF
THE ENEMY AND WHILE WE FOUND THEM TO BE CREAT
INDEED, | TELL YOU NOW THAT THEY ARE FRACILE. THE
WEB THAT CONTAINS THOSE ENERCIES IS FRAYED AND
BRITTLE AND IS NOW STRAINED TO THE BREAKING
POINT. SOON IT WILL SHATTER.

"AND IN THAT SHATTERING SHALL COME A DEVASTA-
TION UNLIKE ANY YOU HAVE EVER KNOWN. THERE WILL
BE DISASTERS ACROSS THE LAND AND GREAT SORROW.
AN AWESOME CHANCE IS TO COME UPON OUR WORLD,
AND INTRUTH, NOTALLOF IT SHALL BE FOR THE WORSE.

"BUT | SHALL CEASE TO SPEAK OF THE THREAT OF THE
PROPRIETOR, FOR SOON HE SHALL BE NO MORE.

"TODAY IWOULD WARN OFOTHER PERILS DESTINED TO
STRIKE ACAINST THIS SHINING ORB. TERRIBLE FORCES
FROM BEYOND THEHEAVENS WILL SEEK CONQUEST, AND
DIRE MENACES FROM PLACES HIDDEN AND OBSCENE
SHALL MOVE ACAINST THE VERY SOUL OF MANKIND.
THERE ARE SECRET POWERS THAT HAVE CERMINATED
FOR YEARS ALONCSIDE MANKIND THAT ARE SOON TO
REACH FRUITION,

“THE DANCER IS REAL...THE HUMAN RACE MAY NOT
SURVIVE. ITIS APPARENT THAT YOU STAND INNEED OF A
GREAT PROTECTOR, ONE WHO CAN SAFECUARD THE
WORLD FOR CENERATIONS TO COME. LET IT BE KNOWN
THAT FROM THIS DAY FORWARD, | CAST ASIDE THE IMAC-
INED "EVIL' THAT | HAVE DONE AND OFFER MY HAND TO
THOSE WHO WOULD SEEK MY CUARDIANSHIP.

“LEARN THE LESSON OF THIS MAN, HE WHO REPRE-
SENTS THOSE WHO HAVE BEEN YOUR CREATEST HEROES
AND MY CREATEST ENEMIES. THIS MAN WHO FOUND
HIMSELF LOST AND HELPLESS ACAINST A FOE WHOSE
POWER HE COULD NOT BECIN TO CONTEND. THIS MAN
CAME TO ME. TO ME!

"I MAKE THIS OFFER TO ALL THE NATIONS OF THE
EARTH. JOIN ME...BECOME STRONC....AND SURVIVE!"

“I STAND BEFORE YOU TODAY NOT IN THE CUISE OF

/__



Secret Identity: None

he first mortal of great power made his earliest, faltering steps

more than five millennia ago, in an empire now long forgatten.
Great glory and temporal power came to him by virtue of his oth-
erwarldly strengths....none could equal him..none could even
approach him. He was an outcast and a pariah, then a conqueror
and king, and finally a tyrant. By his subjects, by his enemies, by
all who feared and dreaded him, he was known only by such
words as meant Destroyer.

Befare his birth, there were the five kingdoms, the free
lands, and the three Gate Keys, which were then unsullied.
There were heroes, mystics, wise men, and shamen; those
whose lives were touched with unusual talents. Still, as we
regard paranormals, their powers were somewhat modest.
The demi-god was yet to come.

His father was a warrior-king wha sought concourse with
unearthly beings and won knowledge of the Gate Keys, the
secret source of mankind's spiritual strength. He uncovered
the First that he might align it to the path of evil and draw the
sublime vitality to himself. His compact was drawn up in the
blood of the countless victims of his wars and would be signed
with the life of his first-born son. But as the black ritual
reached its conclusion, one of the participants, thought unsus-
pecting and helpless, chose to alter his own role in the plan.

THE ELDRITCH CHALLENGCE

Grim satisfaction showed on the boy as the eldritch ener-
gies that were the quest of his father filled his own slight
frame, even as the last of his sire's blood flowed onto the
rough hewn floor, And he vowed that more blood would flow
until the whole of the world was his.

Nobles and allies of the court demanded execution for the
regicide. For a time, while the power was new to him, he had to
flee and hide from their wrath with the aid of a loyal few. But
before he was fully a man, he returned from the barren deserts
leading a mighty host and crushing any opposition to his throne.

Woe to the sons and daughters of men that struggled
against his will. Ever at the forefront of all battles, his armies
were invincible. The mighty walls of cities crumbled to dust
against him. Empires fell until only indomitable Kor and mys-
terious Samarkan still remained. These,however, were not the
lands that gave birth to The Destroyer's ultimate foe.

THE COMINC OF ATLAN

|t is said that Atlan came from the dominion of the
Destroyer himself, but the source of his secret knowledge
remains a lost mystery. Perhaps uncovering the Second Gate
Key was the result of a great quest or perhaps it merely called
him to its own mystic presence. Did the Second Key need
prodding to submit to the furthering of Good or was it so
inclined by the gross manipulation of its sister? It is only

known that Atlan appeared, filled with strength and grandeur,
and an army of followers came with him.

Atlan challenged the might of the Destroyer, and the
mountains and valleys shook with the signs of their struggles.
The strength and fury of the World clashed between the two
foes, causing such destruction and creating such sights as
would never again be seen. For two years they and theirarmies
strove against each other.

Finally Atlan gained the upper hand and struck his vile
opponent to the ground. It was discovered, though, that the
Destroyer was too much the Personification of the Key Energy
and could not be slain. But he could be bound, and was, deeply,
within the bowels of the Earth. Atlan drew the Key Energy
within himself that he might serve as eternal seal of the prison.

THE FALL OF THE KINCDOM

It is not well-met that a discussion of the golden age of
Atlantis, so named after her founder, should occur alongside
the Destroyer. Suffice to say that in time the fair land fell
beneath the seas, and the endless game of Empire waxed and
waned through Sumeria, Egypt, Babylon, Greece, Persia, and
Rome. Through it all were heroes and villains, saviors and
betrayers, all grasping and clutching at the wheels of power
which greater men had set in motion.

And through it all, the greatest congueror of them all
gnashed and writhed against unyielding chains! It was not
until the year 1943 AD that the energies restraining him had
weakened enough that he could lure unsuspecting men to his
prison. And still in this he was not unopposed. The mysterious
Whisperer had foreseen this occurrence and called upon the
most powerful heroes of that time to join together against this
ancient enemy of mankind. Unused to warking together, they
were unequal to the task, and in the shattering of his moun-
tainous prison, the Destroyer was once again free to walk the
earth.

Subtly he began to test the strengths and weaknesses of
this modern age, forced to accept the gradual loss of energy
he'd experienced over the thousands of years. He sought other
forms of power and plotted quietly for his eventual triumph.

In an extremely rare moment of frivolity, The Destroyer
chose to name himself following the absurd nature of other
super-villains of the mid-century. He often hid his true strength,
conserving it for later glory so that none would know of the ter-
rible might that walked amaong them. For more than twenty
years he wandered the earth, plumbing the secret wells of
knowledge and power that he made available to himself.

Dr. Destroyer's earliest adventures pitted him against the
new breed of powered beings that had emerged since his
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imprisonment, the offspring of himself and Atlan. Since that ===

time he has planned and attempted many schemes of world
conquest, but has always been thwarted by the world's super-
heroes, and most frequently by the Champions,

He has also had many victories, though of a more subtle
nature. He has ravaged other villainous organizations and has
raided numerous governments of vital research, weaponry, and
equipment, His spies have infiltrated the various cartels,
cadres, organizations, and orders that lurk in the darkness or
grow in the light. Through threats and fear men have become
his slaves, or willingly offered to serve one whom they feel
destined to rule the world. No one knows the number of agents
and villains and men of high and low posi-

device. And rare is the occurrence of paranormal conflict that
escapes the notice of his far advanced sensory and communi-
cations equipment.

Personality: Destroyer really believes things would be
much better for all concerned if he were in control of every-
thing! His megalomania knows no bounds.

tion who belong to Dr. Destroyer.

His activities were few in the five
years leading up to the Proprietor War. For
the first half he was recovering and plot-
ting anew after his previous defeat. Then -
he became aware of the coming of that &5 2
great enemy and the danger he presented, ¥,
and made plans for his downfall and the
results of that aftermath.

Headquarters and Eguipment:
Over the years, Dr. Destroyer has had
many bases and hidden outposts, most of

Powers: Possessed of incredible
5 strength and wielding the very eldritch
source of the world, Dr. Destroyer 1s an
awesome foe. His armor was formed
through a synthesis of technology and the
arcane arts, forces of power which he has
sought to master during the mare than fifty
years since gaining his freedom. He has
also collected an array of ancient and mod-
ern weapons in that time, the Spear of

Wotan being his favored in combat. This
_magic icon is not only fearful in hand-to

which were destroyed in various battles.
Three of significance still exist, while
dozens more of modest array and slight
importance circle the globe. The first and

“YOU CALL ME
EVIL, BUT I SEEK | °"
ONLYTHESAME | °"

hand fighting, but can also be made to dis-
charge an irresistible burst of devastating

Occupation: Conquest. In response to

grandest is the modified orbiting plat- THINGS YOU DO... his address at the United Nations just prior
form/station, the restoration of which has | IPEACE. STABILITY. | t0 the conclusion of the Proprietor War, the

occupied much of his last few years. An

A COLDEN ACE.

President of Berannya secretly contacted

island facility in the Pacific Oceanwas the | PAX DESTROYER. | U Destoyer to discuss his offers.
center of one his grandest schemes. An STABILITY UNDER Berannya, having broken away from Soviet

explosion seemed to end its menace but

dominance in 1989, has suffered from wars

much of the most vital equipment was MYHAND. A of succession and revolt with its own peo-
well protected beneath the ground. The COLDEN ACE ples and neighboring countries. President
remaining damage has long since been RULED BY ME!I Mikhal Vukovojac, seeking to restore and
cleared away. The third is hidden beneath WILL CIVE YOU strengthen the infrastructure of his nation,

a mansion perched built along the range UTOP'A, AND YOU | formed a compact with Destroyer which has

of the Andes Mountains and has
remained unknown to the world, Much of
his treasure and wealth, the loot of
nations and lost civilizations, is horded in

WILL ACCEPT IT.
OR PERISH!”

been favorable to them both. The Doctor
now has the political base of operations
which had always been denied him, while
the people of Berannya have already seen

this most secret of lairs; though all his
bases are troves of technological knowledge and power as
well as caches of other forces.

An array of ships and crafts are at his disposal, though
interplanetary technology has thus far eluded him. Weaponry
of every type fills his warehouses; he can outfit a nation for
battle and expect to win. Any of his holdings in the world can
be reached through the miracle of his amazing teleportation

their lot improve through dramatic econom-
ic growth. Of course they assume that it is their great president
who deserves the credit.

Appearance: Although Dr. Destroyer normally wears
armor and horrific trappings which present a very frightening,
awesome visage, he can also appear as a tall, imposing pres-
ence with striking good looks and personal magnetism that
exudes great power. He has no real, normal identity, though he
has been known to walk among men under a variety of
assumed names and guises.




MTHE BLACK
PALADIN

\ | | ATTHIAS, DID YOU
Masuevs THAT IMMOR-
TALITY WAS A POWER |
COULD BESTOW? WHY THEN DO
MY BONES STILL LAY MOLDERING
IN THE ASH AND DIRT AND CRUM-
BLED STONE OF MY HOMELAND?”

"“ITHAD BEEN SAID THAT YOU
HAD PIERCED MANY SUCH DARK
AND FORBIDDEN SECRETS IN
YOURMANY LIVES.”

VAHHH...YOU HAVE EVER PLACED
YOUR FATE IN FALSE PROPHETS.
IT IS A QUALITY OF FALSE JUDC-
MENT WHICH WE BOTH SHARE.”

"MEANINC...?”

“WHERE IS THE WORLD WHICH
YOU PROMISED ME WHEN WE
FIRST BECAME ALLIES?”

"WE HAVE BEEN CLOSE...TWICE
HAS IT HAS BEEN WITHIN OUR
CRASP. BUT YOU HAVE ALWAYS
BEEN FATED TO SPAR WITH, AND
FALL TO, BOLDER KNICHTS.”

“ENOUCH. | DO NOT FIND THESE
FRAIL, WAKING MOMENTS SO
PLEASANT THAT IWILLREMAINIF
THERE IS ONLY LEFT THE FIXING
OF BLAME. YOUR FORM IS WEAK
MATTHIAS...YOU ARE DYINC. YOU
CAN SCARCE SUPPORT US BOTH.
SOON I WILLACAINSLEEP THE
DARK SLEEP...AND YOU...YOU, MY
TRUSTED FRIEND, SHALL BE
CONE.”

"HOLD, CILES. WAIT. | AM NOT
THROUGH WITH THIS WORLD YET.
WE MADE A PACT NEAR TWO
SCORE ACO AND I HAVE NOT FIN-
ISHED WITH IT YET. ARE YOU NOW
A BREAKER OF OATHS?”

VP
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"GILES..?"

“"SPEAK THEN, MATTHIAS...I AM LISTEN-
INC.”

"YOU SLUMBERED CILES, AT MY REQUEST,
THAT IMICHT USE ALL MY VITALITY IN ONE
CREAT CASTING. AND | HAVE UNEARTHED
A CREAT TREASURE...THE CRIMOIRE OF
YLIONORE!

“YOU LIE! SHE KEPT NO WRITTEN TESTA-
MENT TO HER POWERS. INDEED, THE
WOMAN COULD NOT READ.”

"IT IS NO TOME, BOUND PARCHMENT WITH
LEATHER BINDINGS. IT 1S A STONE, A
CREAT MISSHAPEN ARTIFACT, IMBUED
THROUGH AND THROUCH WITH ARCANE
LORE, FORBIDDEN TO KNOW EVEN IN THE
DARKEST ACES OF MAN."”

“"SHE SPOKE ONCE OF THIS...”

"IT IS OURS. SECRETS FOLDED DEEP WITH-
IN IT BY THE BLOOD OF COUNTLESS INNO-
CENTS.”

“ONCE, LONC ACO, WHEN WE BOTH STILL
LIVED. MY LOVELY ONE."

"ITIS AMOST TERRIBLE STONE.”
“YLIONORE!"

"IT IS OURS. WITH YOUR HELP...WITH OUR
CONTINUED ALLIANCE, WE CAN CALL
FORTH THE DRACON. AND THEN...THEN
LISTEN, FOR I HAVE A PLAN...”

Secret Identity: Jason Barrett

egend places Sir Giles de Morphant, the Black Paladin, in

the darkest days of the Crusadaes. He rose through the ranks
of the most dreadful sect of the Knights Templar, the Grim
Brotherhood, explorers of the mysteries hidden within the
darkest recesses of the world. He was a mighty warrior knight,
and landed as well, having wrested control of his late brother's
castle through the bloody murder of his young and trusting
nephew.

Bearing title and property, Giles played host to the Dread
Lord of the Brotherhood, Harlan Holte, and his beautiful wife,
Ylionore. The two took sanctuary with him, for their dark acts
had earned them enmity, even amongst their own kind. Sir
Giles' inheritance was therefore most fortuitous and his kind-
ness much appreciated, He was gifted with armored raiment
endowed with sorcery, and a great sword which had been
forged from a black and unwholesome metal. This metal had
fallen from the stars as part of some greater stone of which the
two magicians would speak little,

Keeping closest those who should have been his bitterest
foes, Giles' facade as a good neighbor and beneficent lord
fooled many. And slowly he expanded his lands, as those who
found themselves his enemies soon fell to sinister ends. This
unholy trinity held worldly ambitions and to places beyond, and
together would have achieved a dire fate for their nation. But
the Black Paladin's desires went beyond their alliance. Sir
Giles wanted Ylionore. And she, it seemed, wanted him,

BETRAYED IN DEED & SORCERY!

It was a starless night when the veils of protection woven
about Harlan's form were slowly and subtly picked apart by the
treacherous hands of his own beloved wife. And all the while,
Sir Giles lurked in the corner, holding aloft his terrible sword.
At the same instant the last strand was swept away, he
plunged that awful blade into the heart of his victim. Rolfe
screamed his rage, sitting bolt upright in bed to face his mur-
derer. He clutched that dreaded blade, tearing his hands into
its sharpness, causing his blood to flow. The wizard knew pow-
ers beyond Giles' understanding and sought wickedly ta pre-
vail. But the evil Paladin had been well-rehearsed by Ylionore
in his actions this night. Before any incantation could be com-
pleted, he thrust a sacred Dagger of Silver into Rolfe and cut
away his living soul.

Ylionore gained a greater strength that foul evening, a
lesser one than that which she and Rolfe had shared perhaps,
but all the sweeter to her for itwas her own. And still she found
that she loved Sir Giles de Morphant and planned to wed him
come the fullness of the seventh moan. Until then she used her




new energies to summon forth a shadow-beast for her lover, to
carry him across land and sea. There were certain items that
were needed; items that could take the place of Harlan Rolfe in
their quest for power. And Giles was to find them.

Fortunately for many, their union was lighted by an ill-
fated star. On the first of those missions, the Black Paladin
encountered Parsifal, the Sacred Wanderer and Eternal Fool.
But Giles was more the fool that day for he chose to match
weapons against him. The eldritch sword has power, it is true,
but was not proof against the sacred Spear of Wotan, which
his foe wielded. The dark blade was cast aside and the spear-
head pierced the armor and heart of the villain.

As his opponent's blood flowed freely into the forest
earth, Parsifal departed, perhaps troubled that he was still no
closer to the end of his quest, But Sir Gilesdid notdie. He sum-
moned every vestige of his strength and rose to mount again
his dreadful steed. Quicklyacross the gu!f to the castle keep he
flew until he returned to his beloved's side.

THE DREADFUL COMBAT

She struggled for long nights and days against the furies
and demons which sought to take Sir Giles' soul, but lacked the
power to rebind that soul to life and broken limb. She gave up
much of herself in the attempt but failed...and so went all her
dreams of glory. But this death would not be the end of it, she
vowed. In one great casting, she drew all the power in the
lands they ruled and all the dark force collected within the
keep and took up the spirit of Sir Giles and bound it securely to
the future,

To those who later came, the land devastated; little more
than barren rock and weed. Piled stones were all that were left
of the once great castle and all that lay within had been
wrought to rack and ruin. All save a suit of armor, intricate in
design and manufacture, pristine in condition. (Do not even
bother to look for any sign of a rent in its chest plate...it is no
longer there.) And beside the armor was a great black blade,
inviting in its bejeweled scabbard.

THE REBIRTH OF THE PALADIN

And so it was that these artifacts waited. For generations
the peasants shunned the cursed place, never approaching the
collapsed stone walls. But finally, one man braved the desola-
tion and found the black armor and sword. With one touch his
soul was gone and Sir Giles de Morphant walked the earth
again.

We are not concerned today with accounts of his mis-
deeds in that form or of the other seven personages he has
been throughout history. Suffice it to say that his heart has
grown more desolate as the ages wore on, though his evil was
not particularly distinguishable from the more gruesome ele-
ments of the Nazi war machine who were his comrades in his

most previous incarnation.

THE COMINGC OF THE SORCERER

The sorcerer, Matthias Casimir, whose lineage traced
back to the noblest houses of Europe, uncovered the last rest-

ing place of the Sword and Armor of the Black Paladin, where |
he fell in battle to the Grail Knight. Unlike those who came _-j'.'_

before him, he approached these items with caution and cast
a spell that he might first communicate with them.

In whatever age, Giles had never known more than twen-
ty years before his form was slain. Matthias persuaded the
knight that an alliance would serve both of them better and the
Giles agreed. They entered into a compact, which was neces-
sary to the spell that Matthias would cast. Now upon touching
the armor and sword, both souls remained of the living, and
together they were strong.

But never strong enough to achieve their goals, Alone or
with the Masters of Fortune, the Black Paladin always tumbled
and lost against his foes. First the Promethians, then the
Champions and Vanguard, and finally the young heroes of the
Arcadian Academy. Magic is not strengthened by failure, and
soon the mystic bond that held them together must fail.

In a weakened state, the Paladin slept for months as the
world passed into the new millennium and the frightful
changes that came with it. When Sir Giles was finally roused,
it was to hear of a new plan and new powers which could bring
to them the world.

Powers: The Black Paladin is quite strong and skilled in |

combat. His sword is his most powerful weapon and it is said
that it can cut through anything. His armor is magically
endowed to protect him and has spells woven about it which
guard against the elements and warn him of danger. Recently,
through the merging with Jason Barrett, the Paladin has also
added an array of amazing, technological armament to his side.

Occupations: Sir Giles is a professional villain and noth-
ing more need be said about him. His presence still exists even

if the armor is shed; he is always part of the bonding. Jason
Barrett remains a scientist and has a small firm that serves his
needs for research and development. Matthias Casimir dwells
within the rebuilt Castle de Morphant, to which he holds title.
He is an authority and collector of antique and arcane items of
much fame and notoriety. Many know that he was once the
host for the villainous Black Paladin but was ultimately aban-
doned by him. His most recent crimes against civil authority
had already been paid for by time in jail, and so he is free... this
old and decrepit man. Malais the Dragon is simply doing what-
ever he wishes and enjoying his present time on Earth.
Appearances: The Black Paladin wears black, archaic
looking armor that can bounce tank shells. His sword is shiny
and biack, catching the sun with an eerie sheen. His new
weaponry is designed in the forms of small lances and maces.
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In secret identity the merging has affected Jason Barrett's
appearance, making him taller and more handsome with dark,
penetrating eyes and thick black hair.

At 63, Matthias looks older than his years. He appears
frail and infirm though he is not as bad as he seems. His hair
is thin and spare and entirely white, with skin that is slack and
wrinkled. He hobbles about with the assistance of a silver-han-
dled cane and should be to all the world a small and helpless
man. But his eyes stare out with the eerie presence of an
ancient knowledge and frightful power that cows lesser men.

PERSONALITIES &
ALLIES:

weave a counter-spell that drew him out of the bond with Sir
Giles. This brought him out body and soul and somewhat revi-
talized him. He is less in fear of dying but is not of sound
health. The mystic force which he already possessed and
which was doubled and redoubled upon gaining the Stone, is
of less use to him for the lack of his body's potency. But this is
all just a stage in his plan.

SIR CILES DEMORPHANT:

Giles is the heart and soul of the villain. He
forever seeks the love and destiny that was
denied him. And woe to those who get in his
way. His vanity and overconfidence are leg-
endary, failures have always been caused by the
weakness of his mortal hosts, but never him. He

Matthias is as cruel and ruthless as Sir
Giles, perhaps even more so for he is not bound
by any sense of honor, however tainted the
Paladin's may be. He is cunning and cruel and a
great schemer. A man should not consider him-
self foolish to count the fingers on his hand
after clasping Casimir's.

MALAIS THE DRACON:

enjoys combat, often prolonging it to his own
regret. He is loath to break a solemn vow unless

force, come what may.

“THE ONLY
it becomes unendurable. Wealth and fame and | ENEMY THAT | to return to the plane of earth. Malais...the sec-
adulation are his right and he will take them by CAN HAND ME ond of the three, those who dominated this

The Great Beast was delighted at the offer

world in ages before man's reckoning. The

MY FINAL - :
5 Grimoire Stone is powerful, but not nearly
JASON BARRETY: DEFEAT IS enough to draw the Dragon across if he had not
The new host's vitality restored the Paladin | THMIE, AND 1 | wished it. Why, there was no force on the

to his former strength. Despite his relative | MAVE FOUMND | whole of the planet that could accomplish that!

youth, Barrett had been a chief scientist and
VIPER head before recent activity in that organi-

A WAY TO
CONQUER

But it's so nice to be invited. A simple thing, this
granting of power so that a pair of mortal bod-

zation forced him to flee for his life. He was ies might be transferred, and also a promise of
THAT DREAD ; y

then approached by the wizened form of Casimir
who suggested a combining of the powers of

FOE. WITH

alliance. Well then why not, they seemed to be
fair and capable comrades and the world has

magic and technology. A combining indeed, for SUCH POWER changed so much. There are other great powers

Barrett would provide the escape for the sorcer- AT MY DIS- and dangers that have emerged which could
er by becoming the New Black Paladin. This was threaten even a dragon. Particularly one who
by b he New Black Paladin. Th L, ] d P larl f
agreeable to Barrett who was tired of living in SHOULD | will need time to align himself properly to the
fear of all paranormals. Surprisingly, he was not FEAR THE shift that has struck this pretty, green orb. Until
even betrayed. Matthias repeated the spells Malais has gained his full and awesome

that salvaged his own soul from Ylionore's LIKES OF majesty!
curse, so that Barrett's skills and intellect would YOU? YOU Malais is a dragon. A dragon with huge

not be lost to the void. The scientist proved his | MAY WIN THIS | wings, a long neck and tail, and sharp teeth and
worth to the triumvirate by crafting a collection | BATTLE, BUT | claws. He can, at his will, be a big dragon or a

of weaponry that has made the Black Paladin's THE FINAL small dragon. He can also cast Magics which

name feared again in the hearts of heroes. VICTORY will alter his appearance to any human form he

MATTHIAS CASIMIR: should encounter. This is unpleasant, but often-
X SHALL BE

With the increased knowledge he drew

times expedient when dwelling in a mortal's

MINEY’ world.

from the Grimoire Stone, Matthias was able to




MMECHANON

Secret Identity: None

ot all of the paranormal saviors and villains were solely

birthed in the Earth's own bosom. Thousands of years ago
the alien race of the Kraan first set foot upon Terran soil, dur-
ing the height of great Atlantis' dominion. The designs of the
Kraan were warlike, desiring to enslave what they considered
to be the relatively primitive race of mankind. They were not
expecting resistance.

"YOU ARE The powers of Atlan and his
FLESH AND | followers proved more than equal to
BLOOD the task of rebuffing the initial inva-
AND THAT | sion. which led to a more earnest
MAKES war. The Kraan threw much of their
attention towards Farth's conquest,
YOU Mv" to avenge their bitter loss.
ENEMY! Beachheads were established on
our planet, with bases and head-
quarters complete with armament and advanced research
facilities. Atlan's power presented a force that the Kraan had
never before encountered and their scientists worked feverish-
ly to counter it.

But all of their efforts were for naught when Atlan drew
to him the very power of the world to smite the great mother-
ship in orbit around Earth. The destruction of the tremendous
ark ended the war with the remaining Kraan warriors who
were ordered to evacuate the planet without delay. This they
did, hastily leaving some hidden outposts and fortifications in
operational condition as they fled.

THE AFTERMATH OF DEFEAT

The Kraan returned to their own worlds, but this loss took
a terrible toll. Other worlds had slipped from their grasp while
they were so preoccupied. Rebellion and invasion upon their
own home-world put them on a steady path of decline. Only
recently have they rebuilt to the level of far-ranging star travel,
having lost so much of their greater, ancient technology.

Scattered records of that long ago war were uncovered on
the Kraan home world and the Great Leader, K'rith, ordered a
team to spy upon Earth and uncover the locations of any
caches of their ancestor's superior weapons of war. They found
one such outpost, buried deep beneath an island in the seas off
southeast Asia, and in pristine condition. It was well-equipped
and they made ready to fill their ship with all that they could

carry.
These warriors of the Kraan had no reason to expect any-
thing to be alive within this hidden cave. The ancient records

h

Picturen: Mechanon, New ForM
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gave only hints of what they might find, saying very little of the

nature of their forefather's experiments. And so they were
unaware of the new and terrible weapon that had been craft-
ed. Its creators had hoped to fashion an artificial being that
could tap into the awesome energy fields of the Earth and
strengthen itself to attack Atlan with his own power. Of course
the project had not enough time to reach completion but it had
since been many thousands of years! And all that time this
creature had been dormant, slowly becoming infused with the
mysterious force of the Gate Keys.

AN EVIL BIRTH

With the arrival of the Kraan scout team and the activa-
tion of the outposts machinery, the monster was brought
awake to a form of true mechanical life that was unique in the
heavens. But Mechanon would strive to correct that gross error,
Its memories were complete, it was filled with knowledge of

— s - ==

/

affairs against a ruthless implacable foe. Mechanon can now
be anywhere and all things...soon, if the fools continue, it will
be able to do anything!

Personality: Mechanon's primary motivation is to crush
the children of Atlan and enslave them all. As it considers all
organic life to be grossly inferior, it wishes to create a race of
other sentient robots with which it would conquer the sum and
total of the universe, beginning with the Kraan. To those ends,
all other concerns are secondary.

Powers: The super-advanced technology of Mechanon's
very being gives it enhanced strength and a variety of built-in
weapons. Through the unique nature of the

the Kraan and the people of Earth. But more, it

ad developed full sentience and knew an regenerating-metal of which it is composed, it is
had developed full senti d k “ISEEK A g ing-metal of which it is composed
unwholesome ambition. When it came across WORLD OF as close to indestructible as you can get. It can
the s;sut tearga1 har?lmg a\;\;aykbzlolpgmgs that pERFECTlO"F alzottrfansfer_tnhs cybemtet(;c intelligence to other
were its own, Mechanon attacked; living, angry A WORLD robot forms it has created.
metal against vulnerable flesh. Occupation: World conqueror. Over the
Against such an opponent, the Kraan war- WITHOUT last few years it has taken some control over
riors were ill-prepared, and those who did not FAULT. YOU several major businesses involved with comput-
immediately fall in battle fled to their shipfora | AIRIE IMPER= | ers, cyberware, and robotics. These include Cal-
quick escape. But Mechanon caused such dam- FECT, AND Web, Comp-Tronics (an affiliate of PanStar), and
age to them before they were away that they HAVE NO Harmony-Dawn, a relatively new company head-
had not the power to escape Earth's atmos- LAC uartered in and supported by the government
phere. They |?)SI all control Dof their ship and :UTUIEEMY.;II gf Maraket. ; ' :
plummeted to their deaths in a barren stretch of = Appearance: Mechanon is an eight-foot
desert on the American continent. WILL BE tall robot and is pretty hard to miss in a crowd.
MECHANON REDUX DESTROYED It is massively armored and SthCtUFa”\f
_ o TO FURTHER | humanoid but _of designs which suggest its oth-
Mechanon spent many years improving its MY COAL.” erworldly origin. It has recently developed the
form, uncovering other caches of the technalo- ability to transfer its intellect to any mechanical

gy and weaponry which are its birthright, and
preparing its great Citadel of War, built within the isle of its
creation. |t also studied the world of flesh which it intended to
conquer as was fitting to its original programming.

This robot terror has hurled its might against mankind,
many times since its first attack in 1967. Its efforts have always
involved turning the technology of men against them. Most of
its campaigns were against the Champions and often it was
thought destroyed. But Mechanon is ever selt-regenerating...

It has kept much to itself since its most recent failure,
some six years ago, and has plotted and planned. Recent devel-
opments in man's scientific advancement have assisted it far
more than anything it has done. The popular use of computers
and the linking of the Net have led to the utter helplessness of
the world's newest business, social, political, and military

form bearing reasonably complex computer abil-
ity. If the form has been previously prepared, it can transfer
instantly regardless of distance. Otherwise it must first con-
quer and displace the programming of the original form. So far
this has not proven difficult.

This new power has allowed it to walk among mankind
and further confound his opponents with a differing array of
combat forms and secret identities.




MCROND

Secret Identity: Carl Petrie
istory: Grond was once an agent of VIPER named Carl Petrie.
He was loyal, clever, and hard-working and found himself the
leader of his own cadre by the time VIPER began its open war in
1966. His group was one of the first to challenge the new super-

heroes then emerging, some of whom

"GROND would go on to form the Champions. He
WILL was to test their strengths while still
SMASH achieving his assigned goals, but he
YOU failed in each endeavor. In his last battle
ANYWAY?Y’ he was forced to abandon his men, his
base, weapons, and all the equipment

that had been entrusted to him. He well knew the price of failure.

Carl fled, trying to hide himself in the far distant corers of
the world. He was captured and brought before the first Supreme
Leader of VIPER, Willem DeVrie, and sentenced to punishment.
His cowardly flight had left him with no recourse to challenge the
judgment and he was taken away that he might be of some use
as a test subject for VIPER experiments.

VIPER needed weapons to hurl against UNTIL as well as their
many super-powered foes. Paranormals under their own command
had proven unequal to the task so they needed to create new ones,
The helpless Petrie was given doses of special chemicals and was
subjected to treatments of controlled radiation. At first it caused a
gradual mutation, but the scientists were plunging deeply into the
unknown. Suddenly the treatment caused a change that was too
accelerated, sucking power from the machinery at an inestimable
rate; the machinery was not built for such stress.

THE CREATION OF CROND

A terrible explosion ended dreams of glory for the VIPER scien-
tists but only shattered the restraints on the creature that now stood
in the ruined chamber. Hideously malformed, he flailed his four mas-
sive arms and bellowed his rage. Prompt-acting VIPER agents only
served to give him targets for his wrath. He attacked and destroyed
without logic or reason until he was finally stopped by Menton, who
calmed the monster with his own awesome powers.

For some time Grond, as he was called, was only Menton's
slave, so buried was the intellect of Carl Petrie. For over thirty
years he has clashed with most every paranormal on the planet,
rarely acting on his own behalf. Slowly his mind has been return-
ing to him, up to the present day in which, while limited and sim-
ple, he has intelligence, wants and desires. At very rare times, the
full mind of Carl Petrie has come to the fore. And he wants very
much to return for good.

Personality: Grond is generally pretty stupid but gets by due
to his overwhelming strength. He conceives actions and plans
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slowly and is then quite stubborn about them, He is fiercely loyal
to those who become his friends, and hateful to any who betray
him. He does not trust heroes.

Powers: Grond is incredibly strong with four arms to batter
his foes. His skin and flesh are tougher than the hull of a battle-
ship

Occupation: Professional villain seeking re-establishment
of his true identity,

Appearance: Monster, with four arms, homns jutting from
his head and large, webbed ears. His skin is a greenish-gray, and
his eyes are red, radiating his fury.
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MPULSAR

VALL | KNOW IS YOU'RE
STANDING IN MY WAYY”

-

Secret Identity: Franklin Carstairs
istory: Frank came from a military family and fought in the army
during the Vietnam war. He was a strong and vital warrior, hever
more so than in the bright light of the day. He arrived in time for the
Tet Offensive and didn't care much for the dark jungles of southeast
Asia. But the fighting and killing didn't bother him at all.

He became aware of his powers during the war, during a par-
ticularly stressful moment in which he was separated from his unit.
Cut off, surrounded, he fled as though the devil were at his heels.
He ran until he could go no further, forced to the edge of a precipice
overlooking a black-water river. The enemy advanced slowly, toying
with him and allowing his fear to build.

But it was not fear he felt; that shameful emotion had fled. He
was shaking though, filled with an anger and loathing of his fate and
a desperate desire to lash out at those who brought him there. And
suddenly the darkness and shadows of the underbrush were filled
with a blazing light. When Franklin came again to himself he saw the
roasted forms of the Viet Cong, lying dead on the burned-out ground,

Three days later he returned to his troop, though the true
story of his survival was kept to himself. When he returned to the
world, he had plans to cash in on his new-found abilities.

Taking the name Pulsar, he found a contact to the international
cartel, VIPER, and demonstrated his powers. The organization was
still in the process of rebuilding, following the capture of its first
leader, and was not engaging in much overt activity. Many of Pulsar's
earliest missions seemed to be disconnected to any greater
schemes, and in fact some of them were personal affairs, Even
heroes familiar with him had no knowledge of his VIPER connections.

During that time he fell under the sway of Dr. Richfield
Franck, a VIPER mastermind who had also infiltrated Guard.
Franck's specialty and obsession was mutagenics and he took a
special interest in Pulsar, When Franck betrayed VIPER, taking his
mutants with him to form the Scions of Caine in 1989, Pulsar went
with him. Pulsar became an important leader of that group, coor-
dinating strikes and directing combat strategy. However, like his
relationship with VIPER, Pulsar remains his own man, taking such
outside jobs as he will.

Personality: Pulsar is a professional villain who's been
through the ropes. He knows he is no criminal genius or master
planner and chooses to ally with those who are. There is no doubt
in his mind that he is a powerful fighter though and waorthy, if not
demanding, of respect. The philosophy of the Scions of Caine was
appealing to him and he bought into their whole mutant-dominance
program. He believes he has a right to do whatever he wants.

Powers: Pulsar is a living solar-battery, drawing energy from
the sun and directing it at will. His heat blasts can melt almost any-
thing, while the field of energy that he creates protects him from
damage. During the day he flies at will in the light of the sun.

Occupation: Professional villain whose goals are simply
wine, women, and song...and lots of each!

Appearance: Pulsar is a normal-looking human who wears
a silvery costume with black trim.
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MLADY BLUE -

Secret Identity: Margaret Trevail

History: Margaret Trevail had been an agent of UNTIL and
close friend and ally of Daryl Campagne, one of that organi-

zation's founders. She was a scientist, striving towards a greater

understanding of the powers of paranormals, those anomalies

that allowed a human form to channel

“"WORK such tremendous forces.
FOR THE She had a personal interest in this
COOD OF | aswellfor she had long known that she

MY FELLOW possessed mutant powers, the ability to

manipulate the primal force of gravity.

MAN? But her control of these secret powers

BEEN was |imited and she could cause great
THERE... destruction around her by using it.

DIDN'T Her wealthy family was from the

LIKEITY East Coast, already connected with

the New York senator before UNTIL
had even been formed. Margaret, too, had became friendly with
Campagne and when he set aside the role of Senator in 1971 to
head UNTIL, he found a place for Margie in the new research
department. Having just graduated from college, she was free to
do as she would. She was quite fond of Campagne.

It was, therefore, quite a blow when he betrayed her. And not
once but twice, though the first was the harder to take. That his work
was very involving and often distracting was something she could
understand, but by 1976 he was actively spuming her. She wasn't
pleased to find that he was involved with an even younger woman.

She looked for a way to get even, to destroy him for his infi-
delity. And a year later she found her chance in sensitive documents
which implicated Campagne and others of UNTIL in activity most
inappropriate. lllegal investigations, forbidden information, heroes
whaose identities had been compromised, missing individuals...it all
suggested an agenda of deep and sinister sort, Even she had not
been spared; hints of her paranormal status had been made.

Action was necessaty, but the evidence was far too sparse.
However, having some time before developed the battle-suit
which directs her powers, she decided to strike out herself. [t was
petty and violent and beneath her, perhaps, but it drew attention
and got people looking in the right places. Within two years, the
truth emerged. But in that time, she found a liking for the thrill of
paranormal conflict which she had never before imagined, and
chose to make it her new life.

Personality: Lady Blue is a schemer, very good at setting up
and coordinating paranormal operations. Her keen, analytical
mind helps her devise well-thought out plans and ad-lib on the
spot. When she gives her word, she follows it to the letter, and
woe to anyone who wasn't paying attention to exactly what she
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said. She is not particularly ruthless as villains go, and is not one [g

to threaten normals or helpless innocents,

Powers: Lady Blue is another mutant, born with the power to
control gravity, She can direct beams of energy, fly, and create ener-
gy fields which make her seem incredibly strong. Through a very
focused manipulation of gravity, she can generate a barrier around
her which makes her quite impervious to damage of any sort.

Occupation: Professional villain. She has many years
experience and has a good reputation as a team leader. Her sci-
entific expertise has allowed her to hold several legitimate
positions , most recently in research and development for
PanStar, Bay City affiliate.

Appearance: Lady Blue's battle-suit is aquamarine in color
with dark blue trim, and glistens with a metallic hue.
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EUROSTAR

Histnry: Eurostar was borne out of the twisted dream of one
man, Danar Wulfhere, who sought dominion over others.
His family had great social and political influence in his own
land of Denmark, and brilliant Danar easily won high rank and
position in the United Nations at a relatively young age. He
intended to unite the cultures and nations of Europe under one
flag and under one head, his own, to better guide the growth
of the waorld.

He was not brutal then, but earnestly believed that it was
the destiny of the cultured European states to do this, rather
than the rash, upstart Americans or clumsy, brutish Soviets.
Unlike Hitler, Danar had always been a man of power, and felt
he would not become corrupted. His family historically ruled
over lesser men and he, at the age of thirteen, ruled over his
family. That was when his powers first manifested, unlike so
many other paranarmals. It did not drive him to tyranny or vain
attitude, but at that age he was still far wiser than his kin and
simply would not have his word denied. The family prospered
and the sufferings of the war did not come to their lands and
holdings. Danar saw to that; and so from respect and fear, none
of his family would ever speak or act against him.

THE UNTIL YEARS

Danar easily received position in the new UNTIL organi-
2ation, the tool he needed to gain his ends. By 1962, he had not
achieved particularly high rank, for such was not his goal, but
he had access to information sources which were invaluable.
Paranormal activity had been tracked due to his efforts and cer-
tain individuals had become known to him. Danar hoped that a
powerful team could be formed from this, a team possessing
more strength than any other force on Earth. This team which
would help him win his dream.
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With the great influx of heroes and villains in the early
and mid sixties, Danar grew frustrated. He had not imagined
that such powers would become so common in the world, with
such particular saturation in the brash United States. He
altered his plans then, seeking greater dominance in UNTIL
though in this he was stymied by the presence of Daryl
Campagne and Lord Terrence Pembley, the founders of the
organization, who seemed possessed of other, differing goals.

Danar finally began to understand frustration and anger,
he would not allow these minor obstacles to stand in his way.
Following the manner of other paranormals, he assumed the
outlandish name and costume of "Fiacho” and made an attack
on Lord Pembley's life at his manor-estate in England. It is not
possible to articulate Danar's rage at the failure he experi-
enced. All of the forces allied with Pembley had been in atten-
dance that evening and easily defeated the assassin, rendering
him helpless and unmasking him. This final indignity was more
than he could stand, and before the startled Pembley, he exert-
ed his power to the fullest and escaped.

Danar returned to his work, the mutual knowledge of their own
unusual powers kept both Danar and Pembley from exposing each
other. But the strength of the Englishman's allies was greater and
there was nothing Danar could do. Or was there? He drew upon his
old sources and found those men and women of power who would
join him in creating a new and terrible force inthe world, the might of
Eurostar! Their campaign for domination began in 1970 and continues

ta this day. . ! % é}j _
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Their earliest efforts centered on strengthening the sacial
and political power which some of their members already pos-
sessed. Great wealth and international influence was won in
mere months, and now they could concentrate on their grander
goals.

The Champions have always been Eurostar's greatest
foes. Through the machinations of Danar, UNTIL has always
proved useless against this international cartel of villainy.
Danar has never had his identity as leader of Eurostar exposed,
and has held his position in UNTIL to the present day.

Eurostar joined the Proprietor in his war until the true plan
of the evil mastemind became known to them. Continuing
their tradition of demacratic council, it was decided then that
they would remove themselves from the contest, preferring to
let the heroes fight and hopefully perish against the powerful
foe. They had imagined that the Proprietor's defeat was
inevitable once he lost the mighty Eurostar as allies.

Gaining exit from the Great Dome had weakened them
severely so that they were no contest for the powers of Dr.
Destroyer and The Marksman, whom they immediately
encountered. They gave up what information they had and then
escaped. Eurostar sat out the fateful conclusion of the war, and
survived whereas so many of their enemies did not. They
believe no heroes remain who can challenge them or halt their
plans of conquest. First Europe, and then the World!

MEMBERSHIP

“I will NOT be denied
any longer!”

The name Fenris suggested
the identity and manner Danar
wished to promote when he
formed Eurostar. He accepted the
manner and violence of the power-
ful, savage, Wolf of myth and legend and was pleased with it.
He has grown bitter over the years lost in achieving his goals.
While Danar must be calm in his role at UNTIL, Fenris is the
outlet for his true feelings and emotions. Qver the years this
has caused such a rift between the two personalities that the
intellect of Danar is often compromised by the attitude of the
Wolf.

Fenris controls tremendous electrical forces, generating
shattering power at his touch. He can also move with tremen-
dous speed and absorb the energies of other attacks. He can
either channel these energies to make himself stronger or
immediately hurl the blast back to its origin. He is a genius for
planning and international intrigue and is the accepted leader
of the team.

BORA

“The storm is my lover,
but you will feel its
caress!”

Irene Bertholt is the daughter
of German aristocrats, nobility of
the old regime. Her father had
fought in the war, and while Irene
has na love or fond memories of the Nazis, she hated the allies
more for the execution of General Maximilian Bertholt in 1947,
The ancestral home of her mother's family had been taken from
them and she and all her family were forced to live as they
could in the shattered ruins of Nuremberg. Irene's mutant pow-
ers came to her when she was in her late twenties, but she had
little control and no idea what to do with them. When Fenris
came to her and offered a greater destiny, stoking the flames
of her dissatisfaction with the new world order, she was more
than ready. Over the years her family had worked hard to cre-
ate a great electronics empire in their homeland, the Bertholt
Institute, of which Irene is a research scientist. Still while her
siblings had set aside old feelings and worked toward the
future and the greater good of all, Irene was like her mother,
never abandoning her hatred of the Americans and dreams of
European glory.

Bora's mood shifts as often as the weather, though she is
usually wrathful and full of fury. She never forgives an action
against her, however slight; and will always try to return the
debt magnified a hundred-fold.

Bora controls the powers of wind and storm, and can

wreak tremendous destruction and propel herself through the | :

air at amazing speeds. Fenris taught her how better to control
the forces at her command and she has been loyal to him and
the cause of Eurostar ever since.

CENTURION

“Look, just stand still
and I'll make it
quick!”

Born to an Italian Mafia clan,
Rafael Rienzi rose quickly to high
rank in the mob. He was not partic-
| ularly smart or clever, but he was
always exceptionally strong and seemed blessed by the angels
against bullets or violent accidents. Those who stood in his
way simply died and that was that. At seventeen, he was very
nearly the head of his own family, second only to his father. His
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power was becoming more potent, as he grew into his full
strength at last. He envisioned a vast empire of crime with
himself at the head, but lacked the wit to bring it about. When
Fenris came to him, it was his promise of greater power and
union with other European forces and businesses that attract-
ed him. Rafael liked to get his hands dirty, and Eurostar offered
him a chance to widen his own influence and wealth beyond
even his wildest dreams,

Headstrong and willful, Centurion feels he can challenge
anyone. His attitude is simple and he often does not under-
stand or appreciate the need for subtle planning.

Centurion is incredibly strong, seemingly tireless, and
extremely resistant to damage. He has since become the head
of his family and controls much of southern Italy.

WHITE FLAME

“But first, let me tell
you exactly how I'm
going to beat you!”

Lord Jonathan Dunwich had
been born into a family of British
cultists, worshippers of the dark
forces whose presences are just
outside our world. They were mem-
bers of the Cabal, a coven belonging
to the greater Dark Brotherhood but
focused on the powers and influ-
ence of the Shadow Realm. While

— t -
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- Jonathan was still a young teen-
ager and away at school, his family had conducted a most foul
and black experiment, invoking a power too great to be con-
tained in this realm; it had to be cast back and quickly. This
could only be accomplished through the deaths of those
responsible, which was not disagreeable to Sir Edward and his
Lords of Chaos, fellows of Dunwich in the Cabal who had been
drawn to the mystic conflagration. The family and followers
were slaughtered to the last; servants of the household were
spared though their memory of the event was stricken from
them.

When the young lord returned home it was to an empty
castle. His inexperience and naivete was taken advantage of
by a distant uncle who subtly cheated him of his inheritance.
Returned to school, the only remnant of his mother was a pen-
dant which had been taken from her scorched corpse. Inside its
intricately rune-carved shell was a likeness of her beloved son,
Jonathan. It was a conduit for mystic energies and it held with-
in it the slightest essence of the otherworldly creature that had
been called to Earth that evening. And as Jonathan wore it, the
power soon became his.

Jonathan's career at university was curtailed as he took
up the matter of his inheritance. Fenris made contact with him
and offered a simple solution to his problems. With the death
of his uncle, Jonathan was again Lord of Castle Dunwich and
its surrounding lands. He has since finished university, fought
alongside Eurostar many times, and planned dominion over
England and the rest of Europe.

Jonathan is of the British nobility and has such airs and
pretensions as are appropriate. He knows he is a superior
being and deserves to rule. Quite the show-off, he likes to talk
as well. Generally calmer and, in some cases, smarter than the
rest of the team, he sees a day when he might need to wrest
control of Eurostar from Fenris, whom he suspects to be quite
Insane.

White Flame controls a fire that burns from a far distant
star. His heat can melt anything of this Earth and he can fly as
far and fast as he wills. His power is of a foul magic origin, the
understanding of which he is just beginning to make, having
only recently discovered the secret library of his parents.

PANTERA

“Fine, then I'll just
ILL you!!"

Helene Kannotos' mother had
been taken prisoner by the Nazis
while a part of the Greek resis-
tance. She was a very healthy,
young woman, fitting the requests
of the abominable scientist, Dr. Karl Volgar of the Reich. There
she was made subject to his sinister experiments of genetic
manipulation, What results he was after with her may never be
known, for the end of the war was looming and he refused to
be taken alive. Several of his experiments were thus left
incomplete and Kannotos was one of them. Freed by the liber-
ating forces, she wandered aimlessly across Germany and
France, never quite in full possession of her faculties. A
Frenchman fell in love with her and tried to give her a home. In
time she became pregnant, but it was not to be an easy birth.
The mother was sorely weakened as Helene was brought into
the world, an inhuman demon-child. Her father cursed the devil
and cast both mother and daughter from his house.

What savage strength it took for the frail, broken woman
to live on during the years before her daughter could fend for
herself can scarcely be imagined, They lived in gutters and
alleys and sewers and fed on lice and vermin, Pantera kad
never known kindness or love in the world other than that of
her mother.




Helene continued to survive after her mother's death and
became a dark legend in the cities of France. She accepted
Fenris' offer of fellowship gladly, wishing with all her heart to
make all of the people who had cursed and hounded her moth-
er to death to be made to suffer and bow before the might of
Pantera.

Her ruthlessness in combat is well known, she strikes
with no mercy or sense of fairness. Often she becomes entire-
ly uncontrollable in combat, usually recognizing her comrades
but otherwise slashing at anything that stands before her. She
is attracted to pretty things and longs for luxury and pleasure.

Pantera is strong and fast with razor-sharp claws and the
savagery to use them. She is not as resistant as her comrades but
has disturbingly quick powers of recovery and regeneration.

LE SONE

“All of you pigs shall
hear my victory
song!”

Antoine Truffaut was a spy for
Interpol and special agent for the
French secret service. He gained his
powers in an accident while inves-
tigating AXIS activities in Lisbon. He brilliantly smashed their
operation in a bold series of adventures, but was very nearly
killed by the Black Claw. This still living creation of Karl
Volgar's 1940s experiments, who was then merely one of AXIS'
paranormal-operatives, had ruthlessly hurled Antoine into a vat
of radioactive chemicals, leaving him to die as the price for his
interference.

But that was not to be Antoine's fate. The combat suit he
wore protected him from much of the deadly effects, though
his face and eyes were exposed and he felt tremendous pain.
He managed to pull himself to freedom and gain the aid of his
comrades, In the hospital, doctors strove to restore what they
could of his hideously scarred face. They did what they could
but the right side of his face is no longer handsome. Alsg, his
senses of sight and hearing had been blurred; he seemed to be
perceiving a different input, that of a world that could not be.
All his fellow agents felt his usefuiness to Interpol was over,
but Antoine did not agree.

His attempts to continue working for France, albeit on his
own, were hindered by his handicaps. At one point he would
have been killed but for the sudden awful sound which erupt-
ed from him that devastated his opponents. Given time, he
gained an understanding of his new powers and became Le
Sone, a hero for his country. But France did not want such
heroes and he only became an outlaw. Bitter over his country's
rejection, and fearful of the dilution of the true French spirit
and sovereignty, he sought out Fenris himself and offered his
aid.

/

Antoine is fiercely patriotic of all things French and con-
siders the leaders of his country to be traitors, turning their
backs on their great heritage. He knows that the only hope for
his beloved nation is for him to become her leader and bring
her to the forefront of a United Europe.

Le Sone is a living conductor of the Music of the Mystic
Spheres; a power of the Shadow Realms. He can also hear and
see into that forbidden place. However, special sensory equip-
ment, developed by Bora, which he tends to wear all the time,
cuts off these perceptions allowing him to function mare solid-
ly in our own world. Thus has Le Sone unwittingly limited the
growth and potential of his powers.

MENTALLA

“I don't think you'll
need that mind any
longer.r”

A later addition to the team,
Isabella Medina was once an agent
of VIPER, along with her brother,
Alexander [Menton). Twins born to
wealthy Spanish landowners, their psionic powers and lack of
scruples brought them into that evil organization in the earliest
years of its operations. But while success with that group
seemed easy for her sibling, it always eluded her. Many
blamed her for the capture of Willem DeVrie, the first Supreme

Leader; and it was in fact true that her infatuation with Frost of |
the Champions had led to DeVrie's ruin. Her brother knew the |

truth but told no one and it was never proven. Still, she was
cast out and Menton did nothing to stop it.

She attempted to turn aside from a life of crime, but her
sincerity was doubted and, far worse, her declaration of love
for Frost was spurned. When Eurostar launched their greatest
campaigns against the Champions in the mid-seventies,
Mentalla gladly joined them.
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Medina tries to act as arrogant as any of Eurostar, draw-
ing mainly on the sense of her aristocratic family's past.
Feelings of inadequacy and inferiority sometimes plague her
and she still yearns for love and passion. She is sometimes not
in control of her own feelings and often makes careless mis-
takes. Medina is still angry with her brother though she would
never betray him.

Mentalla is one of the world's most powerful psionics,
easily the equal of her brother. The only thing she lacks is his
confidence. Like him, she possesses a spirit form which is the
source of her more unusual talents. This last seems a more
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mystic element which she is starting to explore with the hand- '

some White Flame who has recently drawn her attentions.

SCOURCE

“Let's just get down
to business!”

Carlo Romanov would have
died in 1944, another gypsy child
murdered by the Nazi war machine,
had it not been for the intervention
of the arch-fiend known as The
Destroyer. It was no intended act of kindness; the soldiers had
simply disturbed his solace while chasing the terrified boy. With
the death of his tormentors, those who had already butchered
his parents, the youngster offered undying loyalty to his bene-
factor. The Destroyer has never been able to resist such an offer,
and this was the first since his escape from long captivity. He
determined that the boy would be of some use to him.

Carlo was already of an exceptional stock which was
pleasing to Destroyer. Over the years he has made improve-
ments in his servant's capabilities, utilizing new sciences and
techniques as they became known to him. These experiments
taught him much of humanity and gave Carlo a new under-
standing of pain. But he endured it all for his master. There
were periods in which he was left entirely to his own devices,
and others in which he was kept in suspended sleep.

Following the destruction of his space satellite in 1977, Dr,
Destroyer called the young man to him and gave him his new
weapon, the Cybernetic Whip. He was already skilled with the
normal version of that weapon and had been a highly-paid mer-
cenary. Now he was to be a costumed villain with the mission to
infiltrate Eurostar, which he ultimately did several years |ater.

Carla is a professional fighter who does nol gu ini for much
paranormal nonsense. He is not ruthiess however, and will not
allow the endangerment of innocents. As a member of Eurostar
he will advance all of their goals and make himself wealthy.
However, his loyalty to Dr. Destroyer is unwavering and he
would turn on his allies in a second it were so commanded.

Scourge is an exceptional human specimen, enhanced
beyond all reasonable means. He is trained in all forms of
combat and has deadly cunning. His electric-whip is a very
dangerous weapon with a long reach that can shatter most
armor with its energized sting.

Appearances: All of Eurostar can remove their costumes
and pass as normal humans, which Is very helpful for some of
them considering their private resources. Pantera is the one
exception to this who, with her tail, claws, and grayish-blue
fur, finds it quite difficult to biend into society. This does not
keep her locked up as mainly she doesn't care. Le Sone is
somewhat scarred on the right side of his face, but not so much
so as to make him appear inhuman.,

Headquarters and Equipment: Eurostar has a formal base
of operations hidden in the mountains of Switzerland as well as the
many holdings of several of the members. Equipment and transport
is state-of-the-art though none of any super-science level. Eurostar
does not maintain agents though it often hires them.

B




MPSH

istory: PS| grew out of a secret CIA operation known as

Project: Mind Alive. This was begun in 1961 and was ter-
minated seven years later. The Agency gained very little for
their efforts; only a few agents of minor psionic ability. The
four greatest successes were smuggled out through the machi-
nations of VIPER.

Dr. Myron Ramsey had been a research scientist on the
project in charge of the Group-17 subjects. When he realized
the patential ability of these four, he did not go to his superi-
ors. He imagined far greater financial reward from the villain-
ous cartel and sought to make contact with them. Despite
Menton's objections, Ramsey's offer was considered desirable
and plans were made.

Two months later, during which time Ramsey had sabo-
taged his own work and records, a lightning swift raid of VIPER
agents successfully extracted the scientist and his charges
from the well-guarded facility, The four subjects had names,
but their personalities had been submerged during the first six
months of the project. This fact was unimportant to the use of
their power which Ramsey understood quite well. With his
equipment properly assembled, he had complete access to
their psionic might and could direct it at will.

Unfortunately it had taken too long to complete his work
for the benefit of the first VIPER leader. Barring a few minor
demonstrations and feats, the power of PSI had been useless.
The punishment for such failure from an outsider was death, as
Menton insisted. Wasteful or no, Ramsey and PSI| would pay
the price. An elite squad of assassins was ordered to Ramsey's
lab as the known powers of PSI could not stop an entire team,

A fair assumption as no one anticipated the awakening of the
PSI subjects themselves.

Powerful mental commands halted the assassins from
their murderous intent. Sent back to VIPER, they reported their
success, including the destruction of the doctor's facility. Police
reports verified this information, five dead bodies in the rubble
of a burned-out building. Of course there had been ample time
to remove what they needed before the flames were set.

PSI now had the anonymity they needed to improve them-
selves. They were silent for years, advancing Ramsey's tech-
niques. The doctor himself was a willing accomplice, expecting
to profit from the alliance. Money was easy to obtain when
they needed it. By 1976 they began to test themselves, leading
up to an assignment from forces of the Invisible Empire to dis-
tract the Champions whose investigations had brought them
close to a vital facility of that organization.

This gambit had offered great amusement though there was
some danger as the Champions nearly tracked them down. Two
days late, but it had cost them a convenient headguarters. Other
excursions were made against different foes, which were exciting
challenges and showed them how they should improve their
powver.

For all his proud demonstrations of being a criminal mas-
termind, it was still Ramsey's naivete that led to his downfall,
It simply never occurred to him that his four friends might have
resented the torturous experiments that he had performed on
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them. When they had used him and taken from his mind all
they wished to know, they spent the sum of an entire year
exacting their revenge. Ramsey had begged for death many
times and perhaps was grateful as their final compulsion drove
him to the hidden sanctum of Menton, where he put a gun to
his head and ended his life.

They then hid themselves in a special chamber buried
deep within the Earth, placing themselves in hibernation while
they underwent their final metamorphosis. This process took
more than fifteen years with their awakening in 1996. Having
communed in thought for all that time they reasonably felt a
desire to be away from each other and partake of the world.
The hideous transformation that had been forced upon them by
Ramsey's earlier, cruder experiments was undone, and they are
now possessed of uncommon beauty. For three years they
walked among lesser humanity, that they might discover what
would be pleasing for them to do.

Personality: The four members of PS! are somewhat
similar in personality, quite intellectual and quite full of them-
selves. No natural leader has yet emerged from their ranks.
Believing that they have moved beyond the human race, they
easily justify their actions as against an inferior species.
Normal humanity will soon become tiresome to play with and
they will turn their attentions towards the paranormals to bet-
ter prove their superiority. Aliens and other new races of
beings will also fascinate them.

BRIAN HANSON

“Why don’t you {;ust
shoot yourself. Very
good...

Brian is the most extroverted
of the group, delighting in showing
off his powers and tipping his hand.
It was at his suggestion that the
' final touch of Menton's presence
be added to Dr. Ramsey's death. He wanted him to know that
PSI still existed and could intrude at any time.

SHEILA MYCROFT

“Aw, did that hurt?
Good.”

Sheila is the most vengeance-
driven of the team. She had been
taken from husband and family in
1963 and all but one daughter have
since died. This drives her to great

; = acts of cruelty; she prolonged
Ramsey's suffering beyond all decency. She has never
approached her now-grown daughter out of fear of her reac-
tions, and men shall pay for that.

JOSEPH CRAHAM

“I have nothing to say
to you. Die.

Joseph is the most aloof of
them, preferring not to come into
confrontation. Truth to tell, he's a lit-
tle cowardly, and would rather PSI
did all of their work secretly.
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LINDA COPLAND

“l know! Let's play a
little game...”

Games and play are Linda's
pleasures. She is the one most like-
ly to do things only because it amus-
es her. She will often create or
allow situations to exist which lead
to great danger for herself and PSI
simply to see what happens. She prefers to play by certain
rules.

Powers: Individually, the four members of PSI are quite
powerful, capable of incredible mental feats. They can also
create psychic projections of solid force, seeming servants to
do their will. By combining their mental powers they can either
increase their innate abilities or create a servant-manifestation
of greater strength which they call Psion. The more of them
that participate in Psion, the stronger it is. They can commune
their powers regardless of distance, though proximity is nec-
essary for the creation of more powerful Psion creatures.

Occupation: They have created a business concern
which is called Psi-Net, specializing in complex cyber-ware and
virtual reality technologies, located in Bay City. [t has had rabid
success in a very short time. They have created backgrounds
for themselves, the four directors of Psi-Net, which can be ver-
ified through any information network. Their equipment and
modes of transportation are only those which their new wealth
could buy.

Appearance: The four of them appear to be almost relat-
ed with perfect bodies, beautiful features, and piercing eyes. If
in personal combat situations, they will surround themselves
with a golden glow which will obscure their appearance.
Sometimes they might even use a human proxy and direct their
powers through him or her. It would not be well for one of them
to be exposed.

The Psion forms are always glowing energy-creations of a
bulky, humanoid shape.
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IPER was formed in 1957 as a consortium camposed of busi-

ness leaders and a few select politicians. Its original stated
intent was to consolidate power among its members by a secret
and illegal alliance which would allow unfair trade practices and
stifle competition. This was always a lie, created by the hidden
leader of VIPER, Willem DeVrie, an American industrialist with
dreams of world conquest.

Before VIPER had even been proposed to other world
leaders, DeVrie had engineered his own mock-death so as to
make DeVrie Industries seem vulnerable. The ruse worked and
several of the consortiums came on board with hopes of
acquiring the DeVrie holdings along with other, lesser compa-
nies. Many of these ruthless men of business were allowed to
play out their hands, gathering power and drawing
new interests and technologies into their fold
through threats, violence, and fierce competi-
tion. Great and small acts of industrial espi-
onage gathered tremendous financial
power into a small collection of hands.

RED MONDAY

And then Red Monday
came. On August 22,
a number of very impor-
tant industrialists, business-
men, investors, and certain
members of their families were
killed. All of the machinery had been
in place for months or in, some cases,
years. To be precise, all of the murders took
place within a one-hour period starting at 7:00
AM EST, DeVrie always liked to get an early start
on the day. All power came to him, through proxy,
through ally, through direct contractual relationship,
through all manners and methods. For a dead man,
Willem DeVrie was now the wealthiest man on Earth,

Of course there were investigations into the deaths of
all these great and wealthy men. Arrests were made, and
there were trials and judgments. Some faced jail or execu-
tion for these acts, but they were all innocent. The true crim-
inals were never caught.

VIPER IN BUSINESS

Now the real business of VIPER could begin: the training
of the greatest espionage and terrorist force on Earth. Much of
the foundation for this had already been laid, but more person-
nel needed to be brought into the fold. For those who would
bear the insignia and know the true purpose, a manifesto had
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been penned, stating the obligations and rights of an agent.
The nature of an agent’s duties was spelled outclearly as were
the benefits for success and the penalties for failure. There
was no opportunity for second thoughts. Once you were in, the
only out was death. Once membership had been offered, the
only answer that was tolerated was acceptance. Betrayal car-
ried with it most dire consequences.
During these years of development, the nature of VIPER
seemed to take on a life of its own. An almost mystical sense
of drama entered into the proceedings. With the
uniforms and costumes and oaths came tradi-
tions and values as though of an order ancient
in being and baroque in manner. This
pleased DeVrie, for much of his inspira-
tion in creating VIPER had been drawn
from the mysteries of a secret soci-
ety which his uncle had intro-
duced him to when he was
still a lad of but sev-
enteen. This group was
known as the Golden Path,
and he was told that only
twenty-seven other men in all the
world walked it with him. But that
they were powerful men, in body and
spirit, and they could always be counted on
in times of crisis. Induction into that sacred
order had set DeVrie on a road of purpose and
conquest which had brought him to this stage of
power and influence over whole nations.

CONQUER THE WORLD

VIPER quietly set out to conquer the world in the
summer of 1966. At first they made probes at the strengths
of their enemies, testing the power and fortitude of the
super-heroes, as well as that of UNTIL and the various police
agencies. This also gave the first true indications of how their
own men would perform in the field. In all ways it had been as
expected; there were na surprises other than the bungling of
one nest-leader who had drawn a collection of heroes to one
of their hidden bases. Knowledge of VIPER's existence fell into
the hands of outsiders, exposing the organization sooner than
preferred. This ultimately caused the creation of the infernal
Champions. This careless agent was made to suffer in grievous
ways and his name was struck from the history.
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Fortunately, VIPER always had paranormals at their own
side to combat the threat of heroes. But more super-powered
beings appeared than expected in those formative years and
VIPER always sought new allies. In the beginning they had
Oculon, Mentan, and Mentalla, as well as those wha, perhaps,
took the snake-motif too seriously: Black Mamba, King Cabra,
Boa Canstrictor, Adder, and Sidewinder. And of course very
early on, though quite by accident, they acquired the unstable
services of Grond.

VIPER's in-house recruitment program eventually fell
under the purview of Dr. Richfield Franck whose predilection
towards those paranormals born with powers led to another
organization all together. When VIPER could not hire villains
they tried to create them, which led to the creation of Firewing
and Halfjack, and indirectly,

organization to lesser men. The rule of King Cobra followed
and his was a more direct hand, bringing a reign of terror to the
world with his bloody actions. VIPER became a powerful force

under his sway but in a manner that drew too much urgency to §

its defeat. Very agents mourned his loss when he perished in

battle with Mercenary of the Champions, taking the most e i

important installation of their arsenal with him,

There was no one to turn to except Menton, which he well i "
knew. But still he waited for LSS0

the genesis of PSI.

None of them were
enough to keep the world of
DeVrie from crashing down
around him in 1969, when the
main headquarters of VIPER
was finally smashed and its
leader taken before the world
to face grim justice. Willem
DeVrie was ultimately tried in a
United States court because so
many of his crimes were com-
mitted on American soil. He
was given a life sentence with
no possibility of parcle and
remains in prison to this day.

BUT VIPER COES

rule to be handed to him
rather than take it as Cobra
had. Long had he expected
this moment to come but he
was a man of great patience.
Patience enough to allow
VIPER to go fallow for three
entire years, doing nothing to
further their aims in that time.
He did not lift a finger to halt
Franck's rebellion and the for-
mation of the Scions of Caine.

the steady road that has

influence that VIPER now

But VIPER was too large
an organization to be crushed
by the capture of any one man,
even its titular head. Indeed,
procedures had already been

set in motion against such an HERO, YOU AREN'T EVEN away. That would be intolera- [
eventuality. The cartel contin- PLAVINCG IN THE SAME CAME. ble.
ued, still supported and PITIFUL.” VIPER operates subtly,

“WHAT USE ARE YOUR MICHTY Even  now,
POWERS WHEN | HOLD
CONTROL OF YOUR MIND? NOT
ONLY CAN'T YOU VWIN, LITTLE

enjoys in this new millennium.
though,

one mistake, and all the gains

Everything was let go, all the |
strings were loose. And then |
he began the path to rebirth, |

brought the level of power and i

Menton has VIPER on a cau- |
tious course. One mis-step, |

VIPER has made can be swept | 5

financed by the many carpora-
tions tied into its intricate network. It was a time of rebuilding,
to be sure, but its structure and much of its membership
remained the same.

The cartel's own powerful creation, Firewing, became the
second Supreme Leader, directing subtle acts of espionage and
intrigue while personally creating great public spectacles . He
set VIPER on a successful path which lasted for over ten years
until he grew bored with such concerns and abandoned the

undercover when possible.
Franck thought he had broken away from VIPER by his own
choice. But was that strictly true? With the Scions of Caine a
separate entity, Menton can have VIPER act freely, using the
Scions as a scapegoat.

It is true that certain plans are moving mare slowly then
Menton would like. But patience is a virtue. If King Cobra’s
brief reign aver VIPER taught the tricky mentalist anything, it
was patience. But the time will come, and soon, when VIPER
will show its hand and its power...
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M enton's leadership has brought VIPER to a new pinnacle. He
and his twin sister, Mentalla, were born with their awe-
some psionic abilities, and they are perhaps the two most power-
ful natural mentalists on the planct. Menton discovered his poten-
tial while attending college and has always been judicious with
the forces at his command. To this day, no one understands the
true extent of his talents, and this serves him well.

Long before Menton's reign, certain components of
VIPER's original economic strength had broken free from the
serpentine coils of influence. The loss of PanStar was the most
regrettable. The others were mere chaff of little concern, or
those that have served better as distractions or annoyances to
other, greater enemies. Menton has wasted nothing.

The remaining business concerns are connected to VIPER
in such complex, labyrinthine ways as to make detection virtu-
ally impossible. The villainous conglomerate has become a
self-sustaining entity with its own advanced research labora-
tories, mercenary companies, and training facilities. VIPER
hires out terror across the globe, as well as seeing to its own
self-serving activities. Through subtler courses of action,
Menton has made allies and business partners throughout the
world, including emerging markets such as Berannya and
Maraket. Good relations also exist with the reformed AXIS and
elements of the Brotherhood Arcane.

As a leader, Menton has his eye on the competition with
an amazing capability to anticipate their plans. Violence and
cold manipulation have created an empire of financial, crimi-
nal, and political power, each of these branches headed by a
senior agent. Unchecked, the nefarious forces of VIPER may
well achieve their sinister ends!

SENATOR ARLEN
BARLOW:

“Your powers are noth-
ing compared to the
power of my office!”

Barlow is a Democratic Senator
from the state of New York and the
head of the political arm of VIPER.
He sits on the powerful federal paranormal committee and for-
eign affairs panel. He therefore can wield considerable influ-
ence over the organizations of Guard and UNTIL,

Coordinating strategies with VIPER's other domestic and
foreign contacts and agents, Barlow offers invaluable service
to the cartel. His activities are, of course, far less heavy-hand-
ed but in some cases much further reaching then the more
extreme forces of VIPER. The data made available to them for
pin-point covert activities allows for superior results at mini-

mum risk. Several third-world countries are effectively under
VIPER's control, training grounds and launching pads for a host
of endeavors.

The Senator has enjoyed a meteoric rise in politics with
the help and assistance of VIPER and those mysterious men
who are his fellows in the Golden Path. His easy way with peo-
ple, coupled with his wise and gentle manner have made him
a national favorite on the political scene.

£ | GERALD
oy FLEETWOOD:
| “Kill Xou? No. Ruin
% g you? Ah, yes...”
(}Tﬁj A man whose genius is con-
o v stantly misunderstood and under-
A estimated, Fleetwood has made a

career out of ruining wealthy men
who thought he was their inferior. To the world he paints a
veneer of blind luck and a clean and wholesome outlook that
has brought him tremendous wealth through a series of happy
circumstances. The truth is far more sinister.

Fleetwood is the financial director of VIPER as well as the
coordinator of their research and development operations. He
determines what is done in public corporations and those pro-
jects maintained in secret installations. His business sawy and
capacity for ruthless techniques may well surpass those of the
organization's founder, DeVrie. But rather than “die” for his
cause, he presents a false front of goodwill and charity which
handily hides the covert activities of VIPER

ADDER:

“You can't match my
new power, hero!”

One of the few of VIPER's
original agents whao has remained
loyal, Adder is the chief of all crim-
inal activities. She achieves her
tasks with sinister glee, reveling in
the chaos she creates across the globe. She is quite satisfied
with her position as one of the three council heads, second
only to Menton, and is fiercely strict with all of VIPER's arcane,
sacred creeds. Transgression means death.

Previously only a secondary villain at best, Adder has
recently experienced a sudden leap in power brought upon by
the epic conclusion of the Proprietor War. Though far away at
the time, strange effects were felt everywhere as the great
power of the Third Gate Key was thrust back into the world.
Inexplicably, a sudden spatial-warp surrounded Adder, increas-
ing the potential within her ten-fold... or more! Now let her
enemies beware!
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EQUIPMENT

he science teams of VIPER have access to incredible tech-

nologies of nan-Terran origin. Until recently, though, a true
understanding of these devices was always beyond them, Now a
mysterious, new intellect has pierced the shroud of these myster-
ies, creating seeming miracles and directing VIPER's science
teams to craft amazing technological wonders.

VIPER agents are culled from criminal organizations, military
groups, and special agencies all over the world. They are highly
skilled in their varied fields of expertise, superior men and women
who are all possessed of a character flaw that makes them crim-
inals.

Nests of VIPER agents intent on covert activity dot the globe,
clustering especially in and around the great cities. Each consists
of a nest leader and nine agents, many of whom specialize in the
various arts of war and chaos. Without fail they will be connect-
ed to local criminal elements which gives them a far larger, and
less traceable, force to tap. A nest of agents will almost never be
clustered together at any time. Though they will coordinate their
activities through a central location, always well hidden, each
member will have his own personal place of operations.

Security is meant to be absolute. All VIPER equipment has
been set to self-destruct without the input of special codes. In cer-
tain cases, most particularly weaponry, it is necessary to re-enter
these codes at specific intervals. Full-fledged VIPER agents have
been conditioned bath physically and mentally to make the uncon-
scious passing of information a very unlikely event, while the ritu-
als of the cartel have created such loyalty that threats of coercion
are mainly useless.

Each VIPER nest s likely to have men and women well skilled
in the following activities: Electronic Systems, including
Communication, Security, Surveillance, and Operating Systems.
Transportation. Biological and Medical. Criminology and Street
Operations. Weaponsmith and Gadgeteer. Politics and High
Society. Business and Finance. Mechanics and Demolitions.
Interrogation and Persuasion. Other experts, running the gamut of
sciences, technologies, various fields of studies, arcane knowl-
edges, and specialties, are available at a Nest-Leader's request.
VIPER agents are no longer expected to be used as fodder and
cast in jail without concern. Lesser agents and street operators
with little to no true knowledge are spent in this manner, not
expensively outfitted and trained Nest-Operatives.

Standard VIPER equipment for a full agent includes: VIPER
armor and weaponry (blaster rifle), sensory helmet w/radio, com-
puter array and encoded communications, special miniaturized
weaponry and explosives for covert work and escapes, state-of-
the-art equipment appropriate to particular specialties, and need-
ed VIPER vehicles.
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A4 VIPER VEHICLES

ike the equipment carried by their agents, the vehicles and

large scale devices of VIPER employ special, experimental
technologies. All of these devices are incredibly expensive to pro-
duce which is why the cartel has not simply created an army
equipped with such weaponry and conquered the world. However,
a full nest of VIPER agents is no laughing matter to any team of
heroes. Don't say we didn't warn you.

While larger vehicles of greater presence are available, a
covert outlook is the name of the game! Operatives are likely to
have automobiles which have been specially furnished for their
dangerous work. Aside from their superior operating parameters
and inobvious armored metal and windows, they possess mount-
ed weaponry hidden behind sliding panels in the doors, front
and/or rear. Communications equipment links them to their central
nest and sensory equipment aids them in tracking certain para-
normal energies. More expensive and exclusive cars possess
options such as limited flight capability, full-submersible opera-
tion, and more advanced weaponry. There has been a tendency
towards modifying luxury-minded, new, European autos, but some
agents prefer the anonymity of a Dodge or Toyota.

Other equipment includes the VIPER-Tank which is heavily
armored and mounts a rotatable and retractable laser-cannon, as
well as smaller guns. The powerful |aser is still experimental, and
is not always dependable. A twelve second interval is necessary
for the laser to achieve a full charge. The tank is amphibious and
fully submersible. It requires a threg-man crew but has room for

three more and is equipped with full
computer and communication array. Equipment storage space is
available for six agents, though the interior is not appropriate for
long-term living quarters. The VIPER-Tank can maintain a speed of
eighty miles per hour and can overrun or smash almaost any obsta-
cle. There are sixty-two of these available, though only twelve
have the new laser. The rest fire routine but effective explosive
shells.

The Dragon is VIPER's newest flight ship, granting them air-
capability previously enjoyed only by super-hero and villain teams.
Exceeding speeds of 1000 mph, the Dragon gives VIPER the ability
to strike any target on the globe with deadly speed. It also pos-
sesses cloaking equipment which can deceive all forms of radar,
sonar, and other common sensory array including good ol' sight! It
is well armed with powerful missiles and bombs and two mounted
laser batteries. It can carry twenty-five agents in comfort with
equipment space and the standard, state-of-the-art sensors, com-
puters and communications apparatus. Also present are living quar-
ters appropriate for six agents. The Dragon demands at least three
to fully man her, but seven is the standard crew. There are current-
ly five of these babies in VIPER's arsenal.

Less fortunate agents rely on the dependable Air-Cobra,
developed and named after the third VIPER-Leader during his com-
mand. This ship can cruise at 800 mph and is armed with missiles
and two large pulse-blasters. It can carry twenty men with full
equipment and has a command center with living quarters appro-
priate for two, The Air-Cobra, too, has the full sensory array and
computer and communications outfit of the Dragon, though not all
of the old ships have been upgraded to the newest specifications.
There are fifty of these craft at VIPER's disposal.




K2 VIPER VILLAINS

oo many villains incur power struggles, which is a truth
Menton has leamed through bitter experience. Often, VIPER
prefers to tap the resources of solo and mercenary super-villains
to supply that need paranormal punch. An agent will employ such
services while exposing the least amount of true knowledge as
possible. The exceptionally gifted VIPER operative (sure to be pro-
moted to Nest-Leader) manages to gain paranormal assistance
without the unwitting villain or villains having any understanding
that they are serving VIPER's ends. Super-villains are not general-
ly difficult to manipulate.
However there are situations and emergencies in which such
a blind is not possible or desirable. VIPER currently enjoys the pres-
ence of nine paranormals of great power and experience in their
assemblage. Many of them have duties, responsibilities, and per-
sonal drives which attract much of their attention. However, they
are always reachable through the vast network of complex and
encoded communications equipment and systems of the cartel,
Indescendingorder {though we don't mean to offend anybody):

DIAMONDBACK:

“I don't need a bite to poison you!”

(uite strong and resistant to damage, and possessing a very
distasteful poison spit attack which can produce unpleasant lev-
els of pain. Diamondback enjoys fighting and is quite ruthless in
his techniques. He does not like to take orders from inferiors, and
agents usually don't like working with him.

BLACK MAMBA:

“Let’s just get this over with. | have
dinner reservations...

Also strong and durable but possessing a touch which drains
the vitality from his opponents. Black Mamba is the least loyal
paranormal of VIPER, having been an agent for many years and
receiving no enhancements to his power. He is deceptive though
not clever, and longs for greater might.

BOA CONSTRICTOR:

“How about a hug, hero?”

The strongest of the all-slither squad, his feats of strength
in VIPER were a somewhat distant second to Grond. He is not
particularly bright but is loyal and tends to obey clear, precise,
simple instructions.

RIPPER:
“Arrgh! I'll hurt you!”

Not as strong as Boa but incredibly resistant and durable.
Once the Omicron Chemistry in his exo-skeleton starts flowing
inside him, he becomes nearly impossible to stop and very difficult

to control. His hideous appearance and savagery make him a non-
fave among agents.

SIDEWINDER:

“If you blink, you’ll miss me. But |
won't miss you!
Possessed of tremendous speed which he can use in many

shattering attacks. Like most of his serpentine brothers, |

Sidewinder has spent time in Stronghold and has no wish to
return. He is quite cautious and will use his greatpower to escape
if things turn sour.

OCULON:

"Mr eyebeams can stop Destroyer him-
self. You will be no problem...”

His power-beams once staggered Dr. Destroyer, an amazing
fact that Oculon never tires of repeating. The source of the
unearthly twin-beams of energy that he can emit from his eyes
has ever remained a mystery, even to the mighty Oculon who still
does not have full control of them. He is a clever tactician and a
skilled scientist.

FREON:
“Just stay cool, hero. Chill out. Ha, ha.”

With powers to simulate invisibility, durable armor, a vast
array of frozen attacks, and tremendous mobility with his ice-slide,
Freon is a chilling foe! He is an expert in medicine and biology and
is the only mutant who did not desert VIPER for the Scions of Caine,

HALFJACK:

“My robotic parts make me perfect.
Your flesh makes you weak."

Kind of a joke 'til recently. You know: tough on one
side.. wimpy on the other! Miraculous new modifications on his
robot parts now allow for force field protection of his human half
and a host of dangerous weapons. A very skilled combat leader
and chemist.

ADDER:

“I'm here, there, everywhere!”

A nimble and dexterous fighter with savage strength and
claws, Adder unexpectedly and undeservedly gained new abilities
that allow her to create gateways that bridge great distances
instantly, and strange pockets-to-nowhere from which she may
draw fantastic weapons.
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NTIL began as the dream of two men, two men with mem-

bership in a secret society that claimed its lore dated bark tn
fabled Atlantis itself. These men were US Senator Daryl
Campagne (D-NY) and Lord Terrence Pembley of Great Britain.
And the Order that they had been sworm into by their fathers was
called the Emerald Council. Trace Campagne's family tree back
more than three hundred years and you will find a noble house in
England who set out to shape the destiny of a new waorld at the
direction of this great and secret following.

THE HISTORY OF
THE COUNCIL

The history of the Council -
returns again to the ancient order of
the Knights Templar but diverges from
most members and fel-
lows of that secret sect.

Templars of note, and the

splinter organizations that have

survived to this day which have W1
previously been discussed, have ' -
tended to gravitate towards the
study and lore of Magic and
arcane arts. The main

body of this knowledge
suggests a conflict between , B
the diverging natures of the V7 g N\
forces compelled by sorcery, : :
hence the constant struggle

between good and evil and the strife

between certain factions.

The Emerald Council was not concerned with these things, but
rather the nature of the physical world and the forces of science.
These were scholarly men of great knowledge and learning who
eschewed the mummery and witchcraft of wizardry {though did not
doubt its existence), in favor of the understanding of cleaner, purer
powers. There was still a sense of ritual and mysticism to the order
in their attempt to pierce the mysteries of the Gate Keys, the power
of the world which was hinted at in ancient writings. These were
indeed foltowers of the ways of Atlan, stumbling along in their way
with the pitifully small body of lore available to them. Much of it
was supplied by the revelations of Joseph von Reuental, the
founder of the order, whose daily meditations were one day pierced
by the presence of a brilliant green light. From this and other mys-
terious though lofty visions, he composed theories and precepts
that were surprisingly true to the nature of the world's form and
force but were insupportable to then-modern scientific techniques.
Often followers of the order were labeled as heretics and, less
capable of defending themselves than their magically oriented

|
L7 UNTIL HISTORY

counterparts, suffered for their beliefs. But truth, no matter how rad-
ical seeming or threatening, is still truth and the order has survived
to this day.

As adepts, reared to the Council's beliefs, Campagne and
Pembley have always sought to advance the scope of knowledge
and improve the general lot of mankind. Long

before their time the Green Light

had revealed the nature of

most paranormals to be the

children of Atlan and the

Great Adversary, inheritors

! \ of the powers of
J\ the Earth itself,
' Disagreements have
ensued as to these pow-

ers bearing a particular
nature of themselves or
whether they were merely
corrupted by the imma-

ture vessels of men,

But all agreed

that with the arrival of the twenti-
eth century, the human race
was entering a period of
dramatic change in its
development. The rise of
paranormals was the

obvious indicator, but there
were other signs which would lead to events that would finally
bring mankind to the grace and glory of a new Golden Age.

THE COUNCIL'S COALS

This was Campagne and Pembley's unstated goal for UNTIL.
Officially, and in keeping with the desires and needs of others
involved with UNTIL's creation, it was chartered by the United
Nations to be an international organization studying activities
involving paranormals and other events of an extraordinary
nature. It was also given vague parameters in which it would be
expected to act in cases of violent circumstances and bring such
to a state of control. In all things, UNTIL was to respect the sov-
ereignty of individual nations while also fulfilling its responsibili-
ties and mandate to the world at large.

UNTIL therefore had remarkably broad parameters to deal
with paranormal presences and dangers. Despite the slight nature
of political cooperation during the period of UNTIL's formation,
such a response was reasonable and logical. Many events in the
second World War had been dramatically affected, and in some




cases exacerbated by the presence of paranormals. They have
caused no less impact on society than the explosion of the first
atomic bomb; and bombs, at least, are controlled by governments.
Nations felt a desire to understand and hopefully control the pow-
ers of paranormals, and agreed that a central agency with duties
to collect and distribute such information was to their general
benefit. The important powers tended also to create less-open
operations of their own.

UNTIL & THE PARANORMAL INVASION

Through Pembley and Campagne's direction, UNTIL was in
position with the correct personnel and equipment to best deal
with the sudden influx of paranormals that began in the early
1860s. Successes in crisis containment, fact-finding, and coordi-
nation with the so-called super-heroes and the member-states of
the U.N., increased the scope of the organization's power and
influence. This was the only thing that was working! Funding was
increased, and police agencies across the world eased into a new
stage of relaxed cooperation. The status of UNTIL was very high
and indeed, despite a scandal or two, remains so to this very day.

UNTIL is the leading world agency in paranormal and phe-
nomena research and containment. Its agents are well-trained in
their various fields and the equipment is top-notch. UNTIL has
contacts everywhere, including some of the mistier organizations
and orders of the world. Most paranormals enjoy working with
them because they are knowledgeable and achieve results.
Governments of the world do not mind cooperating as UNTIL has
had such a good record of cooperating with them. Also, their own
agencies have generally proven less capable and often times rid-
dled with comupting forces. UNTIL Agents are generally honest
and forthright, telling politicians, police, and military officers
everything they want to hear. This is not to say...everything that
there is to know, but considering the extraordinary circumstances,
how is the laymen supposed to know the difference?

THE SECRETS OF UNTIL

The secret to this agency's success is due almost exclusive-
ly to the methods of its leaders. From the beginning, UNTIL start-
ed from a position of understanding paranormals. They believed in
the powers of these beings, in mystical forces, and in unearthly
presences! What's more they were excited by them and the por-
tents they carried. This was a contrary position to most everyone
else on the planet and kept them from wasting a lot of time. Also,
they weren't fearful of forming friendships and cooperatives with
certain groups such as parts of the mystic organization, The Lodge,
and with existing paranormals and super-heroes. As well, UNTIL
accepted the services of paranormals within their membership,
though they did not do so openly until the mid-sixties.

The only serious scandal striking at UNTIL involved actions
initiated and coordinated though Campagne, who was then the

acting director. He was not guilty of anything that UNTIL had not
always done, and in fact had been expected to do; but the breadth
of his contacts and the nature of the information which he had
gathered was disturbing to many. With this data he held influence
over many important paranormals of the world, and he alone for
none of it had appeared in the various files and reports that were
supposed to be administered to leaders and agencies of the mem-
ber nations. As well, the nature of the data (involving secret iden-
tities, origins, basis of powers, etc.] was highly sensitive and to
the public, beyond the scope of the agency's charter. Super-heroes
were particularly incensed, and a very exclusive, very extraordi-
nary special panel of paranormals, politicians, and agents was
formed to defuse the situation. Much of the more delicate infor-
mation was destroyed, and that to everyone's satisfaction.

Campagne, of course, resigned. And Pembley, while not at
all implicated, offered his resignation as well for sake of appear-
ance due to the long-standing relationship and friendship with his
American counterpart. However, during a sabbatical he took while
this matter was debated, it was decided that UNTIL still needed
Pembley. This was as Pembley had hoped.

An interesting result of this scandal was the subsequent
effort of the super-hero team, The Champions, to help the United
States' Guard build up to a level in which dependence on UNTIL
would not be so necessary. Their work and vigilance towards this
end only allowed them to unearth the conspiracy between AXIS
and Guard earlier than otherwise would have been likely. The
Champions wound up entering into a period of strained coopera-
tion with both agencies.

Stepping into the new millennium, the public opinion of
UNTIL is at an unusual high, based largely on their own conduct
during the Proprietor War. The armed forces of UNTIL fought
alongside the collected super-heroes while coordinating the many
diverse but connected elements and events of the struggle.
Psychologically, they helped the main bulk of society feel an
important part in the epic battles happening all around them. And
while several of their own paranormals as well as agents died in
the Great Dome, as well as in prior conflicts, by and large, the
agency still emerged with much of their strength intact to be a
force for security and a major player in the years to come.
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KZUNTIL LEADERS

ulienne Killearn is
the new Director of UNTIL, nom-

inated to the post last year and hold-
ing it through an extremely difficult
and trying time. Her rise Lhruugh the
ranks had been nothing short of
meteoric, and there were some who
doubted her experience and ability.
Thanks to her extraordinary perfor-
mance during the War, the nay-sayers have since been silenced.

Unlike all of the previous directors, Killearn has actually
experienced full field training and had been an active agent for
four years. She eamed her chops in the Delta Cove Incident and
the Conflict between Eurostar and the Scions of Caine in 1995-96.
She works well with other agents and has earned their respect.
Her wits are razor-sharp, and she moves from tactical thinking to
political maneuvering in the blink of an eye

Whether as Acting Director or in some other capacity,
Terrence Pembley has been effectively running UNTIL for nearly
fifty years. His age is finally taking its toll and he has retired from
his duties, at least officially. That he is well pleased with Killeam
is indicated by the fact that she is there at all. Despite disagree-
ment from others of the order, he did not consider it desirable to
bring her into the Emerald Council. His reasons were his own,

Killearn is aware of the dangers that stalk the world in the
dawn of this new age. That VIPER is back and more powerful than
gver is a surprise to no one. Rumors persist that the sovereign
nations of Maraket and Berannya are becoming the focus of dif-
ferent super-villainous activities, but operations have thus far
been able to prove nothing. More powerful versions of older vil-
lains are emerging, though mainly in the United States who usu-
ally prefer to handle its own problems. Just as well, the machina-
tions of Eurostar and Dr. Destroyer are more than enough worry.
As well, new paranormals seem to appear on a weekly basis as
though the world were frantically trying to replenish and then
exceed its previous supply of super-powered beings.

Thanks to recent events, UNTIL's power may well be at its
prime, but will it be enough in the months and years to come?

DANAR WULFHERE:

“Europe should be the leader to which
the world looks."

His identity as the leader of Eurostar has never compromised
Danar's position at UNTIL, though he has often been stymied by
Pembley's influence. Wulfhere has a diplomatic post, coordinating
operations with the nations of Europe. He is still left out of deci-
sions of a more military matter and is mainly a go-between. He
bridles under the restrictions but has found use for the information
which has often come his way. He imagines greater power now
that his enemy has finally retired.

Wulfhere has many friends at UNTIL who admire his great
intelligence and willingness to learn. His seeming humility has
endeared him to those as well who have watched him be passed
over for promotion and more dignified posts over the years. There is
resentment over charges of favoritism in the agency. Many feel that
such as Wulfhere are long past getting their due recognition.

HENRI FAURE:

“Ah! These break-
throughs are like my
children...”

The head of weapons devel-
opment for UNTIL was bom in
France and considered by many of
his countrymen to be a traitor to his
nation for not keeping his brilliance
within France's own borders. But he felt drawn to a higher cause
and has not looked back in over ten years. UNTIL cannot depend
on outside sources for the creation of its weaponry and equip-
ment, as proven by a brief but hazardous incident involving VIPER
sabotage in the early 1970s.

It is also Henri's duty to take charge of the occasional item
brought back by field agents which is suggestive of scientific princi-
ples currently beyond man's normal development. From these,
Henri's own genius, and an amazing find on a South Seas island in
1998, have come UNTIL's dazzling array of technological might.

VICTOR NOMURA:

“Military intervention
should be our last
recourse.”

Of Japanese and American
descent, Nomura has risen through
the ranks to head all military oper-
4 ations of UNTIL, Covert activities
are still coordinated through
Killearn, as that was her previous post prior to being appointed
Director, and she has yet to name a successor, Nomura is a very
hands-on officer who was reported dead twice during the
Proprietor War. It was mainly his efforts in that conflict that
earned him his new rank.

Nomura is incharge of the more than four thousand agents
that make up UNTIL's military might. He assigns their missions
and coordinates the efforts with other branches of the agency. In
certain situations he will even participate in the field himself.
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Special Agent (ret.) and Head of Training Nathan Hazzard's
Address to the New Graduating Class
1 A ||| ever hear anymare is how tough it is to be an UNTIL
agent and all the dangerous work that they do. Yeah, shov-
el it some more, ya lollipop-sucking whiner-boys! Back in my day
we knew what tough meant! Playing hardball with the forces of
VIPER and Mechanon and without them Buck Rogers Ray-Guns
everybody's packin' nowadays!

"Ya had to be ready fer action every minute of every day 'less
gettin' a knife in yer back is your idea of a good time. AXIS wasn't
pulling any punches and neither were we! Those left-over sieg-heil-
ers knew they were messing with the best and didn't kid around;
and those kind'a things ain't changed one bit. Feel like messing
around, ignoring security, and leaving a trail heading back to yer
cozy little apartment-headquarters when you're on a field-mission?
All the gizmos and built-in whatzits ain't gonna be worth a buffalo
nickel if the bad guys come screaming in after ya an' you ain't
ready! As an agent of UNTIL yer entitled to the best toys we can
build for ya, but they ain't gonna keep you alive. That's up to you!

“But you ain't the bad guys, you got that going for ya; an' you
can use the city against them. There's resources out there that
wanna help. Police agencies, military, business, govemment; even
the local joe down the street can come in handy sometime. And
gettin' local authorities involved isn't just a good idea, it's the by-
God, flag-waving policy of UNTIL to let 'em know an' work 'em in!
Just don't go losing yer head flashin' yer badge to every Tom, Dick
and Harry you come across.

“Now dealin’ with those tight-wearin' fly-boys ain't no bed'a
roses either, lemme tell ya. Bunch'a prima-donnas sometimes,
they're gonna feel like they got a right to push you around! But
lemme tell ya something, the fact is they can smash their head
through a solid wall and come out singing. So unless you're
secretly some strange visitor from another planet with powers
and all that crud, yer gonna have to be just a bit smarter than that.
Sometimes they push and you have'ta give and that's that! Others,
you stand yer ground. It's gonna be yer call, all we can do is train
ya and put ya out there. Lemme tell ya now, UNTIL equipment
don't come cheap an' you better have a helluva good yarn if you're
bringin” in a blaster with its barrel all tied in a knot.

“An" another thing, yer gonna wanna be able to call them
heraes if you was to, all of a sudden, find yerself surrounded by a
horde'a super-villains. All'a that's covered in Gettin'-In-Over-Yer-
Head 101; hope you all pass.

“Now you've all been trained out an' yer the best in yer
fields. Remember that about the guy sittin' next to you...he's been
through everything you have which means he ain't no slouch! You
can count on 'im or he wouldn't be here! You're all experts in all'a
that espionage James Bond stuff ya been drocling over since you
were in knee pants. So you know yer Security, Surveillance,
Electronics, Communications, Operations, Transport, Street Skills,

Weapons, and whippin' our expensive Gadgets together. An' I'm
sure most a ya's got specialties in other fields an' can put me to
sleep yakkin' about 'em.

“But if yer thinkin' you're invulnerable, take another look at the
jokers you'll be going up against. Yeah, Doc Destroyer... Eurostar...
Mechanan... Menton of VIPER... you gettin' the idea? These clowns
have been around for over thirty years an' no one's closed 'em down
yet! But that goes for us too, so stand tall! *
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Special Agent (ret.) and Head of Training Nathan Hazzard's
Address to the New Graduating Class
1 O nce ya get past me you get yer toys. Special armor and the
new particle-beam blasters, Dick Tracy wrist-watch
radios, cars with more goof-ball accessories than the Mach 5, and
the ComSire Deck for tallyin' and coordinatin' all yer activities. An'
there's lots more that our cheerful staff is just dyin' to sign out to
ya if you need it. Just be prepared to bring it back or catch hell.

“Even | have'ta admit the ComSire Deck's a real beaut'!
Would'a come in handy a few times. Looks like a standard laptap,
but it's a whole lot more. It's got encryption in it that allows you
to transmit and receive data without anybody catchin' an earful.
We got experts tryin' to hack into it all the time and so far..no
dice! So it ain't nothin' for you to worry about, your informational
sources are secure, an' yer lovin' UNTIL family is just a little but-
ton-push away.

“The first one'a you yahoos reports some kid took yer blaster
away from ya is gonna have words in my office. This is a new
technology and ain't nobody else's business but ours. That's why
our lab-boys have takin' such special care to make it look like an
ordinary slug-thrower, we wanna hold on to this junk for as long
as we can. If you can, don't even use the blasted thing; you've all
got regular guns too an' yer supposed to be real sharpshooters!

The norms are expecting explosive rounds and mini flame guns an'
crap like that. Don't let 'em down.

“If anyone'a you ain't still been trained out on our special
UNTIL vehicles then what in Sam Hill are you doing in here?! So
you've all had yer hours in the Quicksilver Jet and know what it's
like to zip along at about a thousand miles per hour. Yeah, an' we
got bigger transports too, all equipped with the latest in UNTIL
weapon's technology. | hear those new lasers of VIPER's are the
cat's pajamas but we're expectin’ a breakthrough on that any day
now. Always remember you got Big Daddy pluggin' away for you
down in the lab.

“The new energy-field generatars have been installed in
most of our tanks and battle wagons. Long as ya ain't haulin' at
top speeds you'll have full-surrounding protection over the armor
already on those monsters. Otherwise it's directional, but you
know all that. Once we get the bugs worked out and figure out the
stability problems, that should even out the laser problems for our
flyboys. An' the GR22 Plasma Cannon's gonna be a reality any day
now.

“But | don't wanna get all technical with you guys. Fact is,
you only gotta know how this stuff works enough to point and
shoot it. And that includes the big guns too. If you were sleepin’
during the Proprietor War and missed all'a them film clips of
some’a our finest hours, than maybe you don't know what might
be expected'a you, soldier. Lemme just say that War is Hell and
leave it at that. You'll get the idea.

“Before | dismiss ya | wanna say how proud | am of this
class. With all that's happened in the last year, you gotta know the
mess you're getting inta in the warld. But you've all got that qual-
ity that UNTIL needs...a belief in the future that's so strang it may
make you sacrifice all of your tomorrows to make it happen. God
protect against that happening and watch over you all.”




A4UNTIL HEROES

NTIL has always had paranormal operatives, though not

always openly. Some of them are, like Pembley, followers of
the Emerald Council, while the majority are heroes wha felt they
could best contribute to society through the effarts of this organi-
zation. This list is not intended to be complete,

Top Ten Heroes of UNTIL in No Particular Order:

STARBURST:

“"Watch my light blast take down
Grond!”

If not the finest flying energy projector with a force field, cer-
tainly one of the first. His craving for media attention has not less-
ened over the years and he often functions as an UNTIL
spokesman. Dependable, reasonably powerful, and mutated in
the USA.

LICHTSWORD:

“What does it matter? Nothing | do
works, anyway.”

Quite strong with glowing armor, the power to fly at incredi-
ble speeds and a swaord that can slice through metal as though it
were soft, flavorful butter. And for two years running he's still the
world's most depressed hero due to a series of dramatic failures.

NEUTRON:
“Enough talk. Let's fight!”

Very strong with the ability to alter his mass in two dramat-
ic ways. The first is to do away with his mass altogether by deso-
lidification. The second is to shrink to very tiny size while retain-
ing all of his impressive strength and toughness, take note!
Neutron comes from Austria and has a penchant for practical
jokes

SHATTER:

“Stand back! It's time to shake, rattle,
and roll.”

Heroism with an attitude. His seismic powers can cause
extensive property damage which has kept him out of every super-
hero team from his home in Liverpool to the rest of the world. His
grating punk-like personality didn't help things either.

THE CLOAK:

“Infiltration and information. That's
how you win battles.”

Highly skilled martial artist with the ability to look like any-
body else. Pretty much the ultimate in infiltration specialists...he
could be you, he could be me! Ok, he's not me.

HYPERION:

“Nothing in my hands, and presto!
You're busted.™

This guy calls 'em in from who-knows-where and sends 'em
back before the techno-gadgeteers even have a chance to say,
“uhmm..can | look at that for a minute?” A vast array of super-sci-
ence equipment is at his cheerful whim, all from a 25th century
space/time warp if you believe that sort of thing. Known far his
wacky, Australian sense of humor.

AJAX THE PROTECTOR:

“Watch your mouth, villain. There is no
f‘[la’ﬁq,for foul language on the battle-
ield.

Extremely strong and resistant to damage. A very noble
Greek hero with an impeccable and well-earned reputation, who
doesn't go in for all that kidding around stuff. Loves the kids and
strives to be a perfect role-model. In other words, a pretty dull guy
but still a barrel of faughs compared to...

THE AVENCINC ANCEL:
“Good shall triumph and Evil shall fail.”

Talk about your holier-than-thou attitudes, this guy won't be
satisfied 'til the bad guys give up and repent from their villainous
ways! Big wings, flaming sword, tough and strong...pretty much
the whole nine yards. You don't wanna know where he says he's
from.

HYPERNAUT:

“My armor has a solution for any
problem villain.”

In the two years since he first appeared, he's eamed a rep as
one of the top three powered armor guys on the planet. The suit
seems fully self-contained and supporting and has a menu of com-
bat options that would give some of the more powerful villains
pause. Actually maintains a Secret ID, even to the highest mem-
bers of UNTIL.

DESTINY:

“Perhaps a bit of wine before we... No?
Sigh. Very well...”

UNTIL's resident British sorcerer, and a bit of a drinker. When
saber, he's one of the most powerful magicians on Earth, Usually
on very detached status, definitely the first clue that there's Really
Big Trouble if you see him around.
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CHAPTER FOUR

A\4UNTIL WORLD
SITUATION
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1] Beraanya

2} Maraket

3} Bay City

4] UNTIL Headquarters
(Geneva, Switzerland)

UNTIL Bases:

5] Manchester, England

10) Chongging, China

11) Sapporo, Japan

12) Melbourne, Australia

13) New York City, USA

14) Mexica City, Mexico

15} Rio De Janeiro,
Brazil

16) Antarctica

17) Kingston, Jamaica

19) Dallas, Texas

20} Seattle, Washington

21) Berlin, Germany

22) Buenos Aires,
Argentina

23| Paris, France

24] Cairo, Egypt

25 Johannesburg,South
Africa

6) Athens, Greece

7} Moscow, Russia

8) Kinshasa, Zaire

9) Casablanca, Moroceo

26) Tokya, Japan
27) Moscow, Russia

Suspected VIPER
Nests:
18] Chicago, lllinois

NTIL has tried to maintain good relations with paranormals
and paranormal agencies since its inception. They have not
always succeeded but they have always tried.

CUARD

Currently UNTIL gets along quite well with the forces of
Guard and have an information exchange program. Dorothy
Kittredge is the contact point on UNTIL's end while her counterpart
at Guard is Simon Baring. The Guard is, of course, jealous of the
international agency's super-science weapons and equipment
capability and would like to uncover its secrets.

THE ARCADIAN ACADEMY

Agent Steven Meyers has been trying to establish formal ties
with the heroes and agency of the Arcadian Academy for over a
year now but has been consistently rebuffed. The official word
being that the Academy is mare interested in the training and
development of their young charges and not interested in political
entanglements at this time.

NATIONAL COVERNMENTS

An entire division at UNTIL is responsible for contact with polit-
ical agencies all over the world. This is the bureaucratic staff that

establishes protocols and coordinates activities with the leaders of
the various nations' legal and law-enforcement agencies.

THE LODCE

The Lodge maintains communication with the internation-
al agency on its own terms. Few in UNTIL even knows of their
existence. Usually a member of the order will come forward
anonymously to present information and try to guide the situa-
tion in a delicate manner. In emergencies, there will be contact
with those UNTIL agents who have prior knowledge of the
Lodge, or vice versa.

THE EMERALD COUNCIL

The Emerald Council has no reason for any unusual meth-
ods of keeping abreast of UNTIL activity.

THE CORSAIRS

UNTIL would like to ignore the activities of the undisciplined
team of heroes known as the Corsairs, they really would! A trio of
agents tracks their adventures and tries to maintain communica-
tions with them as well as the ather organizations and solo heroes
of the waorld. There is still a lack of formal teams to replace some
of the lost ones such as Vanguard and the Promethians. Like
everyone, UNTIL sent a team to try and penetrate the forces pro-
tecting the Promethians’ headquarters from entry, and like every-
one, that team failed.

THE CHAMPIONS

Relations with the Champions hero-team have recently been
restored and they are quite pleased at that. They have named
Robeit Garvey, a fully-trained agent, as their official liaison with
them to show their enthusiasm. Garvey comes from Jamaica and
appears easy-going and laid back, useful attributes when dealing
with paranormals. His assignment is considered top priority and
he has the latest communications and sensory equipment at his
disposal. That's why he's already aware of the emergency they're
just hearing about in Champions Headquarters.




SO0 R s —
& gt
SO... HOWD A VAN :
IT Go? _/ =
OKAY, I
GUESS.. =
- ] [ o N
' IT WASN'T
LIKE I =
# EXPECTED..
i)
" ’ R
o i}
: Ses
- 1
: ¥
-\
| Tt r
Mo, Tk
" —— T — | | ]
[} B . _’_/"‘v-_{:'__\:' ¢ :‘\“ "
| THOUGHT YOU'D HAVE TO N (Qik: =
FIGHT ONE OF EM TO GET ¥ 7
IN? IT DOESN'T WORK THAT &2 | T
WAY ANYMORE... :
i
| NAW... " | ?-'__M'
T STICK WITH ME, & \ :
JTITITT KID.. ILL SHOw
| HU-HHHT YA THE 1 - ‘
: LILL ROPES. B
|

: b V)= \ (-

\ i I i Filiaers
TIT; H !m E i Ci W !||\ ‘% W,

i e e\ = g | [
= 70 T n =
H/—* -—___-_/ J/’fk ~ X & .



C(HAPTLR FIVE. RAV ATV

D[]

" BAY CITY OVERVIEW

€t eah, you should'a been\\

here when things was

new, kid. Our first super-hero

2 was the Sorceress back in '37,
which was a little before even my time.

We went from being the only major city
without one'a them mystery-men, to
becoming the third with our very own
super-heroine. Now that's what | call

\ service.” J

“Now | understand things went along pretty much the way
they should'a. She wasn't one to make too many waves or throw
everything into turmoil, just settled into her nice place in the
Haight. Other than an increase in occult book stores and dime-
store psychics, you wouldn'ta even knowed she was around.
Other than when she went flyin' about or did her normal super-
hero thing, but that's not what I'm talking about here, you know?

Now in the sixties, things changed. | mean a lot, ok; the
whole superhero thing got a lot louder. Started out on the East
Coast in New York with the Promethians, but in just three years
we were Number Two this time, with The Champions. And it did-
n't take too long for our gang to become the top-banana hero-out-
fit in the country.

Ah heck, let's call a spade a spade, huh fella? We had the
head team of the world!

Now you got yourself a status symbol like that, you're gonna
have'ta expect a lotta stuff to go along with it. An' I'm not talking
about the running fire-fights an’ the occasional holes in the street.
| mean, you can drive around that stuff, am | right? I'm talking
about all the things what spring up around a super-hero team.

Big technological-based businesses like Henderson
International, PanStar, Sobol Ltd., PsiNet, Cal-Web, Comp-
Tronics, Harmony-Dawn.... there are more but | can't remember.
Those are guys that are here now, some of 'em got big installa-
tions while others are like, whadaycallem, satellites from their
real parent bases. You know, they ain't gonna leave this place
untouched, gotta at least keep an eye on the other guys.

Can you guess what's the biggest race when a Cape-Fight
breaks out? It's which of the techno-outfits is gonna show up with
one or more'a their guys! They're all hopin' to be able to pick up
something that maybe one'a the guys drops during the fight. good
guy, bad guy, they don't care as long as they can scoop it up and
get outta there. Lotta the time, those jokers are there before
Guard! Even the ones with the shaky background like, you know,

—1
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PanStar...they all love to work with the Capes if there's some
problem they need help with or whatever. Sure, it's great
press...photo-op an’ all, but they're also hoping to scope some
kind'a information from ‘em that'll give them the edge.

You gotta watch all'a those guys, Fist. There's always a
price to pay.

That's why it took someone like Henderson to launch that
Academy thing. You think anybody'd let PanStar get away with
that? You think anybody'd send their kid to some paranormal high
school run by those clowns?! It'd be like, "Hey class, welcome to
Dissection 1-Al" Yeah, that'd fly. Not that the government would
ever let it happen. God only knows what kind'a strings
Henderson hadda pull to make it work, even for him! That guy
must really know where the bodies are buried, huh? Anyway, you
don't see the new kids zippin' around as much as the first
team...kind'a easy to understand why. But every now and then,
you know, they're out there.

The other thing that draws the Capes to a city are the bad-
guys, the super villains. And we got more than our fair share of
these creeps stomping around this place.

We got major players; weve played host to the likes of
Mechanon, Doctor Destroyer, Eurostar, and the rest of the big
boys when they decided they wanted to visit America’s number
one tourist spot. Of course, the Champions didn't take visits like
those lying down. You shoulda seen the fights, kid. You shoulda
seen this city afterwards, too. It's not enough we have to put up
with earthquakes, like the big one in '95; we gotta put up with
those freaking super-freaks trashing this place.

It's enough to make a lesser man want to move. But not me,
kid. I thrive on that kind of stuff.

And if it isn't some megalomanical villain striding around,
announcing that he’s king of the world, or about to destroy the
world, or that kind of freaking stuff, it's the little guys. The bank
robbers, the tech-thieves, the Capes-for-hire. You know, the small
timers. But just because they don't have big plans don't make
them any left dangerous.

Think Grond's a push-over? Try telling that to the poor Guard
agents who have to try to stop him from trashin’ the place when
all of the Capes are busy with something else.

Yeah, small time don't mean wimpy. You gotta remember
that, kid, if you're going to make it.

And when you get tired of fighting the bad Capes, there’s
always the freakin’ power groups, like VIPER, that have plans.
Yeah, | know the old Champions bounced VIPER hard back in ‘87;
don't get me wrong. They did a great joh.

But you don’t get rid of these kinds of groups that easily.
VIPER's back in Bay City; you can bet your tights on it. Yeah, |
know you kids don't wear tights anymore. It's just a figure of
speech. You gotta develop a thick skin about that kind of thing,
or the media will eat you alive.




Do | have'ta mention that the city must be honeycombed
with secret bases and installations from the various villains that
hang around out here? Didn't think so.

Sometimes | wonder why the entire city just doesn't collapse
under its own weight, with the number of underground installa-
tions that've been dug around here. First thing a freakin’ organiza-
tion does when it comes to Bay City is to dig itself a home, it
seems. We got a lot of perfectly good skyscrapers and buildings
that they could use. You'd think they'd be good enough, but no,
they all wanna be underground. Go figure.

You ever been to the Odyssey Research Museum? Nah, |
guess not, right, you just got here. Lemme tellya, it's something
you gotta see. Those guys have been all over the world, diggin’ up
stuff an' really findin' the world's culture. It's all kind'a like Indiana
Jones, an' that's to say they get kicked outta lotta places.
Sometimes it's hard to tell what they're all really into. | mean, the
boss-guy, Dr. Wilde, is this brilliant research SCIen- gy
tist so why' is he all hooked up to all this histor- R
ical-archaeological stuff? ‘Course | guess it's not
all like that. They've got a whole Exploratorium
Wing of their own on the building, showing off
their mare scientific end. Experts on darned near
everything are running around in that place. If
you've got an idea that no one's already looking

world every week.

usual looting an' such that goes on inthose sort'a times. Things were
mainly calm out here though...thirty years'a this stuff gets folks used
to takin' it a little easier. | understand New York and Crescent didn't
rip themselves apart either. Yeah, you can get a little to where it's
easier to maintain a bit'a order in the midst of a lotta chaos.

‘Course our real estate had been kicked around a bit. We got a
big new hole in McLaren Park, an' somebody's gonna have to make
up their mind about Candlestick Park 'cuz ain't nobody able to play
there now. You seen the video on that, Fist? Man, a wind from outta
hell just blew up and scooped that whole hilltop and blew it out to
the sea! Gotta say it was about time!

But I hearthatit leftthis really big pit there.
They claim they haven't been able to find the bot-
tom. | don't know if | believe them or what, but it
ain't been explored yet. | hear tell that three peo-
ple when down to check it out. No one’s seen
them since. Captain Flash, this new Cape, went

over the

into, chances are you can geta grant at Odyssey | Deathrays and -Hyin’ with them. He's still missing. Kinda makes you
Research. That's what it's all about, am | right? saucers. It's enough wonder, kid, don't it? | mean, Cappy Flash was

There's a lotta stuff you can research right
around here, you know, Bay City Area in gener-
al. Over across the Bay, we even got us a muse-
um devoted to the whole Proprietor War. Check
it out, kid; see what kind of shoes you're trying
to fill. | ain't trying to put you down or anything.
You just need to be aware of what happened.
We were pretty hard hit when the Great Dome N\

to make a lesser
man want to move.
But not me, kid. |
Thrive on that kind
of stuff.”

pretty good from all | heard. And | keep up on that
stuff. Fast, pretty tough; | wouldn't have wanted
to mess with him. Then he goes down into a big
hole, and boom! Never comes out. Who would
have thought a freakin’ hole in the ground could
be so dangerous? It's true what they say. Never
assume, kid. It can get you killed.

Then there was the big cave-in down

L

blew up at the beginning of the year.

Yeah, | know that the whole world was feeling some pretty
weird effects when that happened but we got a whole bunch of
‘em out here. Guess it somehow knew that a lot'a them heroes
was from our neck'a the woods, huh? Well, first it was like we
was having another Big One, ya know? And the first thought went
runnin’ through my head was, "Ah hell! We still ain't got the free-
ways rebuilt from the last one!!” But it was a lot more'n that.
Yeah, a couple'a buildings fell over an' we got our cracks in the
street...but what was unnervin' was the lights that we're coming
outta them cracks in the street! There were strange vapors and
stuff like that and since we were all sort'a already primed for the
end of the world, we we're figuring, well, this must be it. Yeah,
that was the Wildstrike.

But once again we pulled through it. Communications went
down everywhere for about six or seven hours and there was the

around Westbrook, dropped about a half mile
area's worth'a land and churned it all up. Baytrans started tryin' to
dig it up and found some kind'a natural caverns system. | ain't
been there myself, hear it's pretty spectacular...you could lose a
whole army in there real easy! An' everybody knows it but
nobady's admittin' that that's where the Wildstrike bouts are held.
You haven't even heard about those? Kid, you must be from
real outta town! There's even video'a this stuff...might even make
a TV show outta it if they can clear up the little legal or morality
problems. Hey, only in Bay City, huh? Nah, ¢'mon, the Wildstrike
fights! Geez...ok, there's been a whole mess'a new paranormals
poppin’ up lately. But something just didn't click all that well when
they got their juice, you know, it's like.. super-strength ain't so hot
if you don't get the toughness to go along with it. We're talkin' the
Island'a Misfit Toys, if you know what | mean. They all got defec-
tive powers, an' | also hear that some of them ain't exactly pretty
to look at but | ain't ever seen one. Anyway, they say it makes a
pretty spectacular show to watch some of ‘em get in the ring and
try to beat each other's brains out. All them special effects flyin'
around an' the crowds cheerin' an’ the blood-lettin’ an all...it
kind'a makes me a little sick. But for some reason, hizzoner, da
Mavyor is lettin' it go. An' wha's gonna nay-say him, you know...an’
hang on to his job, anyway.”

| ALD AGT TAIT 43LdET)
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A4 BAY CITY
COVERNMENT

he Mayar: Now in some towns, the main power of your local

government is tied up in a council or board or some such
democralic enlily. Even in Bay City if you go back about eight
years, you'd find that to be true. But things change and in this
case, Bobby Greene came to win the office of Mayor.

o~

P Don't concern yourself
g with formality; whether peo-
ple love him or hate him,
everybody calls him Babby.
Re-election is not something he concerns himself about too much,
he's that kind of politician. When he decides to step down from
the office, then somebody else can win it. Until then, it's just
chump after chump as far as thinking they can unseat Bobby.
That's a pretty secure position for an elected official to have

Seems like Bobby's always been local, and he's got a sob
story about his poor roots that'll tear at your heart strings. He's
been all over the state and used to run things in the State
Assembly. Then they managed to rewrite the rules so they could
kick him out and run things themselves. Everyone knows what
happened then, Bobby became Mayor of Bay City and things start-
ed happening here like they didn't happen before, and nathing
wound up happening in the state. There were some people that
had the nerve to be surprised.

This is Babby's town now, everybody's leamed to understand
that. We still have a Board of Supervisors, and departments of this
and that all up and down City Hall. But if you want to get some-
thing done, you go to the office of the Mayor, and that's that. I'm
not saying he's corrupt, I'm not saying you need to grease the
wheels, I'm just saying you need to talk to Bobby and get him an
your side, that's all. You better believe The Champions do. Even
Seeker's had to do the breakfast with the Mayor bit...said His
Honor makes a mean omelet. Yes he does.

Mayor Bobby, he's got style.

DEPUTY MAYOR

“I'm afraid I'll have to check with the
Mayor on that...”

Not even Bobby can stay on top of everything. That's where
his deputy mayor, Luthor Androtti, comes in. Bobby appointed
Luthor about five years ago, and hasn't regretted it since. Some
people would call Luthor colorless and dull. But that's exactly what

RS THE MAYOR
S ! ahout the strike.
rom T I've already 30:‘
9 things sorte
‘ . out.

/

His Honor wants. How many flamboyant characters can this city
handle, after all. Word is that Luthor won't breathe unless Bobby
gives him the go-ahead. And with that attitude, Luthor’s going to
last as long as Bobby does. Or until Babby really needs a sacrifi-
cial lamb.

CHIEF OF POLICE:

“You don't like the busts my c?s are
making? Take it up with the DA!”

Bay City's a tough town for police chiefs. With all the palitics
and different social needs and demands, the job needs the wis-
dom of Solomon and the patience of Job, Too bad no dudes by
those names have applied for the spot. Chief Billy Huxley is cur-
rently in the hot seat, been there since last year. Came up from Los
Angeles seven years ago and has been fighting the good fight for
the Bay ever since. He's half bull-dog crime-fighter, half politician,
half sociologist, and half stage-magician. What that adds up to is
somebody who just might hang onto the job for a while. The
Mavyor is happy and the people are happy and the police force is
happy. The DA isn't happy but when is he ever? That's not Huxley's
problem, the new rash of juvenile crime is. But he's got this crazy
idea that just might work.

DISTRICT ATTORNEY:

“Ooh! Where's my Maalox?”

Long considered a launching pad for further political careers,
the locals are starting to wonder when Lawrence O'Toole will
finally trigger ignition and blast on out of town. Some people, like
the Mayor, seem born under a lucky star and win all the breaks.
Others wake up in the marning and read about the latest scandal
of their office in the moming paper. Nothing serious, nothing to
blow the town wide open; but enough to aggravate the last stupid
move and make everyone wonder why the last election went the
way it did. It's not an easy city where getting tough on crime can
amount to racism in some quarters. 0 Toole's run pretty ragged but
his office is leaming to manage things without him.

BOARD OF SUPERVISORS

Sometimes it's the antics of this group that keep people out-
side the area reading the Bay City Chronicle. BB (Befare Bobby),
they used to have a say in how things went in this town. There
was a lot of smoke and mirrars and flash powder and thunder, but
not much happened in this town BB. The Board represents a pret-
ty fair cross-section of the Bay City population; if that doesn't
explain a lot to you, then you must not live here. There's some new
Supes come on board that want to get things done whether the
Mavyor likes it or not. You think there's fireworks in a Cape-Fight?
Stick around.
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BAY CITY AREA MAP KEY
Since the Great Quake of 1995, the cities of San
Francisco, Oakland and the Peninsula have been
incorporated as Bay City.

1 = Twin Peaks

2 =Cow Palace

3 = China Basin Stadium

4 = Bay City University

5= Chinatown

6 = Telegraph Hill & Coit Tower

1 = Bay City Zoo

8 = The Pit: Seemingly bottomless pit at the north-edge of
McLaren Park. Three people have attempted to investigate
it, including a new paranormal by the name of Capt Flash,
None of them has returned

9="The Caverns: A large area in Westbrook unearthed by the
Earthguake of ‘00, honeycombed with a system of caves and
large caverns. Rumored to be the location of the Wildstrike
matches.

10 = Odyssey Research Museum and Institute: Built within
Lincoln Park and overlooking the sea, the building has been
tastefully constructed to blend well with the natural surround-
ings. Many tourists pass right on by their first time through
11 = Alcatraz Island

12 = Golden Gate Bridge

13 = Bay Bridge

14 = Champions Headquarters; Bay City's supechero team,
located on historic Treasure Island

15 = Bay City Int Airport

16 = Dakland Int'| Airport

17 = The PanStar Facility: A large industrial complex for
research and development located in South Bay City, a short
distance from the S. Bay City train station.
18=Arcadian Academy Facility; The official front-building for
Henderson International’s outreach program to overly-advan-
taged youngsters, located downtown near Civic Center
Don't expect to find any of the kids there.

19 = Guard Headquarters: The federal paranormal agency,
located on Pier 44,

20 = VIPER Nest: Nerve Center of VIPER in Bay City, located
underground alongside a BART tunnel.

21 = Spuatter Community (a huge shantytown of homeless
and other disenfranchised by the quake, located at the aban-
doned Alameda Naval Air Station)

22 = Japan Town

23 = WWII Coastal Defense Batteries, reactivated after the
Proprietor War

24 = Nike-Zeus SAM base, reactivated after the Proprietor
War

25=FortPoint

26 = Emperor Norton Bridge (built with super-assistance)

27 = Ronald Reagan Naval Air Station

28 = Comp-Tronics Manufacturing Plant

29 = Cal-Weh Corporate Campus

30 = Comp-Tronics Manufacturing Plant

31 = Secret Axis Staging Area

32 = VIPER Safehouse

33 = Oakland Proprietor War Memarial Museum

34 = Industrial Refinery Site
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DOWNTOWN

BAY CITY

1. Panstar Office Building

2. Guard Office on Pier 44.

3. Henderson Building

4. Sobol Ltd. Officcs

5. PsiNet Facility

fi Dal-Weh Dffines

7. Comp-Tronics Offices

8 Harmony-Dawn Offices

9. Champions Offices in
the Golden Gate
Transit Ferry Building

10, Lodge House for the
Golden Path

11 Lodge House for the
Emerald Council

12. UNTIL Offices

13. Scions of Caine Facility

14, Old Dr. Destroyer Base
(Underground)

15. Lionel Haggard's Law
Offices

16. Hotel Baltimore
(Owned and Operated
by the Brotherhood
Arcane)

17. Arcadian Academy
Facility {with 3 secret
entrances across
MeAllister, Larkin, &
Grove streets)

18. City Hall

19. Civic Center Complex
and War Memarial
Opera House

20. AXIS Safehouse

21, Mechanon
Underground
Installation

22.VIPER Nest {the nerve
center of VIPER in Bay i
City, located under- .
ground alongside the A
BART tunrel) : =

23. Penthouse of Jason ¥,
Barrett (Black Paladin) %ﬂu ‘ m@ﬂf
24. Telegraph Hill & Coit ~ §# Gl
Tower
25, Fisherman's Wharf N )
26. Lady Blue's Apartment FAh L
27, Superhype Office
Building
28. Bay City Chronicle Offices
29. KTBC Television
Building
30. Guard Downtown
Offices
3. Maraket Consulate
32. Berannya Consulate
33. Bay City Apaitment-Suita
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California

1/2 Mile
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of Lord Jonathon
Dunwich (White Flame)
34 Embarcadero Center
35. Maritime Plaza
36. Earthquake-shattered ruins of Golden Gateway Center
37. China Basin Stadium
38, Union Square Park

39. Chinatown Area

40. Moscone Convention Center
41, Transbay Bus Terminal

42. Abandoned Railroad Depot
43, Washington Square Park

44. North Beach Park

45. Bay City Hall of Justice

46. Stock Exchange

47, Transbay Bridge

48. Yerba Buena Center & Museum of Modem Art
49, Bay City Downtown Hail Depot

0. BART Transbay Tube




JODYSSEY
RESEARCH

Dr. Jason Wilder lil began his
unusual career traveling with his
father in the early 1960s. His father's
scientific studies and mysterious gov-
ernment contracts took him all over
the world, and often involved him in
unusual adventures. It's not surpris-
ing that with such an unusual
upbringing Dr. Wilder was an unusu-
al man. He was a brilliant man of
many different fields of knowledge
and science who traveled the world many times over. His family was
wealthy and known to certain eccentricities of their own. Wilder's
genius was only surpassed by his astonishing luck, and he uncovered
many unusual things in his journeys. He had a close relationship with
the Champions in the 1970s and early 1980s.

Wilder's desire to push the bounds of human knowledge was
oftenat oddswith his taste for travel and adventure. His partial solu-
tion to this puzzle was the founding of Odyssey Research in 1978,
and the related Wilder Institute in 1985. This multi-disciplinary insti-
tute has grown to be very successful, with several major facilities in
the Bay City area as well as locations in other cities. Research and
development is carried on in a number of fields, including electron-
ics, high energy physics, biology, genetics, and nuclear physics.
Odyssey Research has many contracts with the government and pri-
vate industry, and owns a portfolio of patents developed by OR;
these patents generate a healthy annual revenue.

The Odyssey complex in Bay City houses a large Museum and
Exploratorium for citizens and tourists. These are not cluttered up
with any of the technological marvels that Wilder's genius has pro-
duced for actual manufacture, but rather focuses on the unusual
and arcane. Mysterious artifacts and exciting dioramas give evi-
dence supporting some of the greatest legends of mankind's past
as well as occurrences that most people had never heard before.
None of it draws to any specific conclusions, and neither does the
science wing attempt to define what will exist in the future, chaos-
ing instead to focus on what might with some astonishing displays.

"Truth,” Dr. Wilder has always said, "is best left up to the indi-
vidual.” His staff doesn't always understand him either. The Wilder
Institute backs expeditions and studies all over the globe and many
of the world's strangest treasures are probed and explored in the
Odyssey Research labs. These are the facilities not open to the pub-
lic and contain more than their fair share of dangers. Personnel are
quite used to dealing with paranormals and are generally rather
cooperative. Full fellowship in the Wilder Institute is a door-opening
perk. Currently there are only fifty-seven people in the world who
enjoy that privilege.

0O)E55€C
RESCARCH
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PANSTAR

P anStar Industries first apened its doors in 1938, an early man-
ufacturer of computer technologies, though still more of a fol-
lower in the field than a ground-breaker. They entered the para-
normal stage when founder, Jacob Dawson, chose to align
PanStar's future with the international cartel known as VIPER in
1957. Dawson was already an unscrupulous businessman and a
close friend of Willern DeVrie, the first Supreme Leader of VIPER.
He was one of the few people who knew that DeVrie's death in
1960 was a sham.

The alliance with VIPER allowed PanStar to grow and
acquire other companies and holdings. Their general business
practices were simple: find a smaller company that was on the
verge of a tremendously vital and lucrative innovation, and
acquire it by any means necessary. The only thing that PanStar
was an expert at was corporate intrigue and espionage, and in
that they were the world's leader. PanStar's operations were
mainly autonomous from VIPER and they severed ties com-
pletely with the villainous organization during King Cobra's
careless reign.

PanStar
has become a power unto itself, with ties in every important
field of scientific endeavor. There are very few interests in the
world that can exist without some dealings with PanStar. They
have created their own branch of agents and enforcers, as
much to do their dirty work as to defend against VIPER and
other agencies. They have villains on their payroll and can
make life difficult for any enemy who chooses to interfere with
them.

ALD AR TAT GAED

The reins of control are in the hands of Jacob Dawson's
grandson, Jeremiah, whao is upholding the family honor well.
PanStar's fortunes are high and their dirty dealings are even
higher. Despite a series of scandals and incidents, mainly
brought on by the scheming and devices of ex-VIPER genius, Dr.
Francis Camille who took over PanStar's R&D dept. in 1985,
most of the world thinks of PanStar as a benevolent, caring
company. Their PR and damage control are some of the best in
the world. Heroes who try to bring them down without a real
big, smoking gun had better prepare to get stung.

Learn more about ORI and PanStar in
Crampions New MiLennium: ALLIANGES,
available now from Hero Games Inc.
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A4 THE ARCADIAN
ACADEMY

| t's pretty unusual for a paranormal’s powers to manifest during
the teen years. In most every case, super-powers o ot become
evident until a person’s twenties. While there may be indications
of unusual development during earlier, growth periods, this does
not allow for the sort of power range or level necessary to encour-
age a sane person to put on a costume and fight for or against the
law. Generally speaking, society catches a paranormal break that
things work out that way.

But there are exceptions, that's pretty much what supei-
powers are all about. Children and teenagers with super-abilities
have been around, and they're almost never into hiding their abil-
ities and leading normal lives. Mostly they go whole hog with the
tights and capes and revel in what they can do. Often they fall
under the sway of an older hero or team, such as Flag
with Major Victory, Night Rider with the
Promethians, and Electron with Vanguard.
However, it should be remembered
that the famed solo-hero,
Speedster, could not have been
much more than fifteen when
his career began.

The whole situation has
become more of a problem in

.-——f

Government and the Guard represented other difficulties which
were handled through negotiations and manipulation. In a pair of
instances, modes of out-and-out blackmail were used because,
yes, the Marksman does indeed know where a lot of the bodies
are buried. In the end he got what he wanted.

No one thought it was a bad idea, the only concern was who
should run it. The paranormal community and, in many cases, the
public at large had difficulty trusting the government to oversee
such a project. Either incompetence or scandal would surely plague

it and the issue of the
== next generation of super-
heroes was too delicate for
that. And certain quite famous
heroes sneered at the idea of other
corporations' involvement.
Henderson International was very
trustworthy and had been known
to cooperate amicably with
super-heroesbefore. The close
alliance this new Academy

the last ten years in which
paranormals have become
more common, With that

would also share with the
extremely reputable Odyssey
Research Institute and the
Champions also spoke well

increase the number repre-

senting the percentage of

for it.

1998 saw the official

power-active youths increases

as well. Danger lurked just
around the comner.

Donald Henderson, the head of
Henderson International and secret
identity of the Marksman of, foresaw the
calamities that could befall these young paranor-
mals. Exploitation by some of the more unscrupulous entities of
the world was one. The dangers inherent in super-heroing, as well
asvillainy, to the inexperienced and careless, as kids are prone to
be, was another. He felt it was necessary to create a foundation
that would allow such specially endowed children to receive the
training that they needed as well as a continued opportunity for
education. "If we've must have super-kids,” he said, "the least we
can do is give them every benefit to develop into proper heroes for
society.”

Conceiving of the idea was easy; comedy and the ability to
make the Academy happen were hard. Henderson had the repu-
tation to earn people’s trust in this delicate arrangement, and
used his ties with the Champions to further enhance the image.

opening of the Arcadian
Academy in Bay City. Most of the
personnel had long-since volun-
teered as instructors, advisors, and
administrators; and three young paranor-
mals had already accepted attendance. Others
followed with the first full class consisting of six students who
became known as Shattersky, Bugout, Magus, Go-Girl, Doc
Smash, and TK. Together they were rather powerful and pos-
sessed an exuberance that was difficult to restrain. In the
words of chief instructor and retired hero, Challenger, “They're
completely out of control! Close the place down and lock these
little maniacs up!!”

Challenger was prone to hyperbole. Still, there was no deny-
ing that the first team was in costume and adventuring before
expectations and real desire. Some members of the Hero commu-
nity were not especially pleased, but the team charted up several
quick successes and earned a good rep of cooperating with offi-
cial authorities. Guard and Bay City had no cause to complain, in
fact, working with the Academy was often easier than the
Champions. The usefulness and guidance of the Academy was
apparent in their teamwork skills and civic-mindedness. The kids
were having fun and everyone liked them.

Their inclusion in the Proprietor War was controversial,
but they acquitted themselves well and were as important as




any of the other heroes in the conflict, No one foresaw the ulti-
mate conclusion of that battle and no one has pointed any
needless blame. The first team of the Academy fell in the same
conflagration that killed so many others, and the world mourns
them and remembers them as heroes who have become a shin-
ing example of what is to be expected from those who follow.

Many of those who followed were already at the
Academy, the second class. Because of the previous events
and with a better understanding of training techniques, the
newer students are not allowed quite the grace and freedom of
the first. Also, they are mostly younger with their powers not
quite as developed. The students themselves don't mind the
opportunity to improve themselves before they take on all their
responsibilities. They've got a ridiculously high standard to live
up to and they don't want to look like idiots.

The structure of the school is simple. There is the main
building downtown which serves as the official headquarters
and administration. The students are almost never there, either
in school or at the secret facility built from an old, underground
Masters of Fortune base in the heart of the city. This can be
reached through three hidden entrances built into Henderson-
owned businesses which naturally cater to kids {a movie house,
arcade, and juice bar). The students can come and go freely. This
base has their training areas and equipment as well as living
quarters and other facilities useful to a team of super-heroes.

The importance of maintaining a secret identity is stressed
and the students have been quite successful at it. They all attend
the same local junior-high or high school so as to better look out
for each other, The academy is a boarding facility, but normal
interaction with saciety is considered highly desirable. Four stu-
dents maintain contact with their families, understanding that
secrecy and security is absolutely necessary. The students and
staff are best described by one of their own...

“How ya doin'? My name's Hy-Tek and if you can't get
an idea of what | can do, you're just not trying. The rest
of my class includes Magus (the first Magus' kid broth-
er), lceflame, Sticker and three losers who can't come up
with kewl names yet (not that Sticker is exactly great
but try telling her that). | got about two hundred words
to tell you about the guys who are all the time trying to
cram this Hail Arcadia, world-of-peace-and-glory-for-all-
mankind junk down our throats. Just tell me when | can
take on Dr. Destroyer!”

DONALD HENDERSON:

“Today is well in hand. What we're
building here is tomorrow...”

Almost never around 'cuz he's gotta run his own big-
deal corporation. Total hot-shot money-bags kind'a guy
who could probably beat Grond to death with that cane.

MARY KATE MACLAREN:

“Hy-Tek, you're five minutes late for
class. Stop messing with that computer
and get!”

Chief Administrator handling equipment, cash-flow,
and politics stuff. She keeps everyone in line and doesn't
mess around; don't matter to her who's wearing the
tights! She's about the only one here that we don’t want
to mess with! Yeah, and that includes Challenger.

CHALLENCER, AKA NATHAN ROSS:

“Ok, you brats, listen up. OI’ Challenger
is going to show you what it means to
be a hero.”

This guys been kicking butt since the forties and has been
kicking our butts since last year. Frobably smart to get some-
one that can push us around; he says he's doin' it for our own
good. Fersonally, | think he just likes to beat up on us kids!

DR. FRANCIS CARNETT:

“Just be still, Iceflame. | promise this
test won't hurt a bit!”

On loan from the Odyssey Research Institute, he's
this year's model for scientific inquiry and method. At
least he's got more of a sense'a humor than the last
stiff. But his tests still hurt! He's showing us all the real-
ly weird junk that's out there in the world.

MARCARET BLACKMORE:

“The power shows the way to those
who can see it. You must learn to open
your eyes...

Just showed up one day and announced that she was
gonna be Magus' mystic instructor. Spooky lady; no one
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wanted to disagree. She keeps Magus confused with a line of
cryptic remarks and patter Like she's obsessed with destiny
or something...

DR. JENNIFER HALEY:

“I don’t care if the % do have superpow-
ers! They're still children, and you
should keep that in mind.”

Gotta be more than your normal MD; she's supposed to
keep us all healthy and make sure our powers don't go spastic
on us Workin' so far. She's also concerned that we don't get
put in situations that are over our heads. Like those exist!

Learn more about the Arcadian Academyin
CHampions NEw MiLLenniun: ALLIANCES,
available now from Hero Games Inc.
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L4 THE LODCE

he world's largest mystic
organization dedicated to
the forces of good and light
is known as The Lodge. It
has existed for hundreds
of years and has mas-
tered the art of operating
4§ in secret during that time.
Therefore, while they have
been a significant power on
the Earth for many generations,
very few people know about them.
Considering the way in which Magic waorks, this is probably for the
best.

The current leader of the Lodge is Saito Anesaki, an elder
gentleman of tremendous occult knowledge who operates a book-
store in New York's Greenwich Village area. He also has an estate
outside Kamakura in Japan.

The Lodge's main concern is the protection of the people of
Earth from the outside forces that might threaten this plane of
existence. They are not as concerned with the troubles caused by
other, Earthly practitioners of Magic, as certain people might
think. There are even members of their own order who often per-
form actions which mark them as criminals, the most notable of
these being Alek Lysander, otherwise known as Conjurer of the
Fearsome Five.

Any residence of a Lodge member can function as a Lodge
meeting place or “base.” Bay City continues to enjoy a large Lodge
presence with Selitaire of the Champions and Margaret
Blackmore who is attending the needs of Magus of the Arcadian
Academy. As well there are three others of note, two of which
lead smaller sub-orders of their own within the area. Bay City has
long been a center of mystic forces and is worthy of the attention.

MARCARET BLACKMORE

“It is not enough to watch. We must act!”

Margaret Blackwell has been a member of the Inner
Circle for over thirty years. Her opinions are well-respected among
her brethren, and Saito Anesaki often seeks out her advice.
Unusually for those of the Inner Circle, Margaret is well focused
on the world of today. While she continues to advance her own
studies and powers, she is also concerned with what goes on
around her.

Margaret feels that the world needs more than one mystic
champion to protect. And while she remains impressed by the
power of her student and current Lodge hero, Solitaire, she feels
that more needs to be done. To further that end, she has appoint-
ed herself tutor to Magus of the Arcadian Academy. This activity
has not made her popular with the more conservative factions of
the Lodge.

1 THE
BROTHERHOOD
ARCANE

his shadowy organization is

as old as the Lodge and
perhaps of greater power.
There is, fortunately for
mankind, a tendency for
evil wizards to lack
cooperation which has
stymied their full and
terrible capability for
many generations, The cur-
rent  Master of the
Brotherhood seems young n
appearance but his eyes betray his great age. His name is not
known to any of the Brethren, who refer to him only as The
Master.

The Members of the Brotherhood wish to gain dominion over
mankind through their great mystical power. Some of them draw
vitality from the Shadow Realm and these draw the attention of
their great enemy, The Lodge. Otherwise, skirmishes between the
Brotherhood and their counterparts are mainly based on enmity
between the individuals involved with no declaration of formal
war between the two groups. But personal activity is mainly what
occupies the attention of the Brotherhood, it is rare indeed that
the group acts in collusion for some common goal. Pairs or small
gatherings may occur for particular ends but little else. Mainly,
they do not trust each other enough for much more than that.

Consider four “brothers” who sometimes dwell within Bay
City. Matthias Casimir has been so long from any duties that he
scarce remembers his sworn allegiances. Markoth escaped from
mythic Tangut, betraying all their most sacred oaths; and has
sowed discord within the Brotherhood for nearly twenty years,
setting brother against brother to enhance his own power. White
Flame of Eurostar has a residence here, and while he owes his
power to the Brotherhood, he would burn the other two if he
could. Dr. Karl Velgar was once a member of the order, but that
was a lifetime ago.

Others of lesser status cavort within this area so rich in mag-
ical potential. The aura of brotherhood so apparent in their supe-
riors is no less so in them. They all lust for power and draw fol-
lowers and disciples to them under cover of different names and
orders.




\AOTHER SECRET
ORDERS

ther followings and orders lurk within the city. A lodge house

for the Golden Path, hidden under the name of Starhouse, sits
downtown. It is mainly a gathering place and club for the wealthy
and influential of the city. And sometimes others will meet and
gather, the followers of the Path that leads to power and wealth,
and they will form dark alliances in the night.

ATLANTIS
SOCIETY

he Atlantis Saciety is
the common name
for the Emerald Council,
an identity which is
unknown to the adher-
ents of the outer circle.
The society is international
and generally boasts non-
extraordinary members who seek
to gather socially and discuss and explore the mysteries of the
past and future. The worthy of these are led into the inner Council
wherein can be found the answers to these questions,

THE CABAL

he Cabal is a dark, mystic order

now controlled by Jonas
Astaire, a member of the
Brotherhood Arcane. They
gather to waorship and
acclaim the dark powers
of the Shadow Realm
and seek to reopen the
gateways. Jonas s a cruel,
wicked man destined to
come into great power,

TEMPLE OF PAN

Bronwyn Turlough is another member of that black
brotherhood, wha draws her powers from the Earth itself and
the ancient spirits which once all
men worshiped. Her arts and
manner are dark as well
and her following is

known as the Temple of
Pan.

A\MdTHE SCIONS OF
CAINE

his group is founded on the premise

that all normals are created .
lowly and meant to be ruled
by  their superiors,
Meaning  they, the
mutant paranormals of
the Earth, Ultimately,
they seek the abolish-
ment of all ather worldly
powers and governments,
wishing to replace them
with the dictatorship of their
own control. There is rarely much
thinking beyond that, it seems assumed that such a world
would be a far better place for all concerned.

The leader and guiding force is Dr. Richfield Franck,
who appears as young today as when he first stepped into the
limelight with his positions at Guard and VIPER. He formed and
trained much of the paranormal force at VIPER and then led
them to rebellion in 1989. No one knows whether Franck has
any true paranormal powers of his own, He has never been
captured or made to pay for his crimes, and no one boasts of
having engaged him in any combat despite his long and treach-
erous career.

His firm control kept all of his forces out of the Proprietor
War, and so the Scions are still possessed of their full strength.
Twenty-three mutants have sworn allegiance under this banner
and though not all of their number are of great power, they are
still a formidable force. Their membership includes Black
Diamond, Shrinker, Esper, Leech, Vibron, Target, Avatar,
Darkbolt, and many others.

Franck is envious of the open nature of Henderson's
Academy and wishes he could more openly recruit young para-
normals as with Avatar and Target. But he has sources every-
where and strives to acquire all those he can.

The Scions' finances are based solely from income gener-
ated through criminal activity. Any scientific miracles created
in their hidden labs are for the Scions’ use alone. Franck makes
no money from the illegal manufacture and use of mutapheta-
mine (see page 105), but takes care to concern himself with the
results. As in many metropolitan areas, the Scions maintain a
base and activity in Bay City. Recently they have gained the
goodwill and alliance of the powerful mage, Markoth.

Learn more about the Scions of Caine in
Crampions New Mitennium: ALLIANCES,
available now from Hero Games Inc.
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LA THE AXIS

hen the Nazis fell from
power in 1945, there
were those who would not
accept defeat. Believing
that they had a destiny
that existed beyond
their leaders, these men
and women went under-
ground to maintain their
now forbidden order. Two of
#" the monsters created by Karl
Volgar and Volgar himself had sure-
ly perished in the destruction of Volgar's Castle, built within the
Forest of Morphant. But others
lived, and managed torescue select
geniuses of the Reich and escape to
sheltering lands. There they plotted
and they waited until the time was
fipe.

But despite long planning,
great wealth and opportunity, AXIS
failed and fell. From their shattering
defeat in 1984 and the capture of
their greatest leaders, Black Claw
and The Cometeer, it was imagined
that AXIS had been smashed for
good.

What then caused an aged old
man to sit bolt upright in his bed
one late evening in the last, bleak
mid-winter? Why did he gather
funds and two stout workers to
accompany him on a trip to
Moarphant woods in the heart of
eastern Germany? How did he know
which of the fallen stones to mave
that would open a pathway down into the damp, cold Earth? Of
the three who descended into that dark forbidding place, not one
of them emerged. But still did a trio of forms come creeping out of
that yawning abyss...one of them with eyes that burned with a
great urgency and awful purpose.

Since that time the terrible doctor has not been idle, picking
up the pieces put in place by his ebon-clawed slave for the days
still ahead. He has made himself aware of the events that have
occurred while the world spun without him and the powers of
paranormals; and he smiles. “Heroes believe that fear is an emo-
tion that they can overcome, a state of being which can be put
aside and ignored. | will show them what true fear is.”

\4THE SHADOW
REALM

trange forces and powers Iurk just outside the perception of
man's awareness, locked out by barriers and gates long ago
erected for the safety of humanity's very being. But there are
times and places, incantations and rituals which can rend those
barriers and strike open the gates.
i And then flows into our world the
gl 0ifts and blessings of might and
force which can be used at the
caster's will But out slips a tiny
piece, a fragment, of the world's
soul.

The Shadow Realm exists on
a different plane of existence, and
shelters beings and forces whis-
pered at in Earth's pagan memory
and lore. Once, long ago, these
creatures held dominion over the
sum and total of Earth, and set in
motion plans for the future. What
great conflict came to cast them
away and confine them beyond is
lost to cosmic history. But they
remain, they have always been and
always will be, and they want so
very dearly to return to this place of
being in the universe.

Many Earthly practitioners of
magic call upon forces that dwell in the Shadow Realms. Usually
this very practice designates them as evil and harmful to their fel-
low men. But there are others, followers of the White Path, who
believe that all of the forces of that long-ago struggle were cast
away in that fateful conclusion, including those who fought for
the soul and future of mankind. They speak of powers of good
which can be justly called upon to aid their own struggles against
evil. Still others, possessing the same knowledge, warn that no
one knows this for sure.

Earth is linked inextricably with these strange energies. Even
paranormals with no knowledge of the occult or mysticism, tap
into these distant places as the source of their powers. What fate
may befall mankind if the veil that shelters and protects the world
is ever fully torn asunder?




A4 WILDSTRIKE

T’u’s testimony has focused on the most powerful paranormals,
those heroes, viltains, and others who have the most unusual
abilities and the greatest effect on the world; these are some-
times called "Hypes,” or often "Capes” or "Masks" from their
habitat of wearing unusual costumes. (The derivation of the term
“Hype" is unknown, possibly it stems from high-powered para-
normal, or hypemormal, or perhaps from their tendency towards
self-promotion). But these mightiest of paranormals are only a
handful worldwide; their numbers are measured in the hundreds
at best. There are thousands more people around the world who
have abilities beyond those of normal men.

These paranormals are those that may have one shightly
unusual ability, or perhaps even a major power, but not the full

the Wildstrikers themselves. They gained powers, but unlike the
paranormals before them who felt blessed by the gaining of
unearthly abilities, they had cause to curse their bitter fate.

They became stronger and faster and tougher. Some of them
could emit one of the typical energy forms or drain vitality and
strength from those they touched. There were those who could fly
or move through solid objects, or sense things about them in unusu-
al ways, Few of them gained a complete set of powers that would

battle with the mightiest of paranor-
mals. Many paranormals choose not
to reveal their powers, fearing the
response of people. Many have been
killed by frightened mobs, or thrown ¢~
out of work, ostracized from society {7
or their lives ruined by the insatiable
curiosity of others.

There is still much we don't
know. Research is difficult at best;
paranormals generally dislike being
“poked and prodded,” and many of
them can back up their dislike quite
forcefully. Scientific instrumenta-
tion tends to fail around them, and
results are often wildly inconsis-
tent. Some researchers speculate |
that there are different sources and iy
processes that occur even for simi-
lar abilities, so that trying to uncov- i
er a single reason behind these F
abilities is impossible. Only one

range of abilities that lets them enter %/
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- make them a mighty hero or villain, if
Thev were so inclined. Certainly no
fair compensation for what had hap-
pened fo them,

For most, a hideous transfor-
mation came over them, changing
their appearance into something
other than human. Earlier paranor-
mals could still shed their costumes,
don normal clothes and pass as nor-
mal. Such anonymity was forever
denied these men and women, they
were freaks, and there was nothing
anyane could do about it.

Wildstrikers and other paranormals
>} cursed with unusual appearance
congregated in the area now known
as The Caverns, hiding at first from
each other for the randomness of
their grotesque looks was repug-
nant to them as well. Soon, their

— P At mutual plight allowed them to over-

thing is clear: More research is needed.

— Excerpt from testimony of Dr. Joseph Phillips to the
Senate Select Committee on Paranormals, June 13, 2003.

On January 11, 2000, the full power of the being known as The
Proprietor was unleashed upon the world. The strength and vitality
of a veritable god was freed from its containment and thrust into a
vessel unprepared for the whole of its might. The world trembled and
shaok, and great fissures opened up all around it. On that day many
were touched by this power and had their lives changed forever.
They were struck by the wild, random energies which were racing
like wildfire through the whole of the earth itself.

In time, this was referred to as the name which has also
been placed upon those who were most affected by this event,

come this.

The practice of paranormal fighting had already been around
the fringes of society for years, but it found new life with the
appearance of Wildstrikers. The spectacle was compelling...real
monsters with paranormal powers, fighting like gladiators in a spe-
cial ring built for the perverse entertainment of those willing to pay!

The Cavems were a perfect location for such events; very few
costly modifications were necessary. And on certain nights, wealthy
men and women come to watch their favorite warriors batter each
other for their grotesque amusement. Many of the Wildstrikers
wear costumes and have taken on names, acquiring a sort of fame
and acceptance that had been denied them. No one knows what to
do about this. The popularity of the underground sport is growing
outside the area, but decency and the law denies it mainstream
acceptance in most places. Tapes of some of the more spectacu-
lar bouts are in circulation and command high prices. Criminal ele-
ments are certainly involved, but for now the legal forces of Bay
City have chosen to turn a blind eye. With the Wildstrikers, it
seems to be what everybody does.

LD A6 TAIT STL4HH
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A ANOTABLE
PARANORMAL SITES

ot every interesting place in the Bay City Arca is listed in the

Fodor's tour guide. When you're in the paranormal biz, the
most important locations are often secret, deadly, or both. Bul it’s
inportant to know about these places, as they are usually where
the action really is happening!

THE PIT

“No! It is MORE than é"ust a big hole in
the ground. Holes in the ground don't
eat people. | need to know what it is. |
can't have a man-eating hole in my
city. The voters won't stand for it!”

There's a hole in MclLaren Park and no one's allowed to play
in it. Two plucky investigators from the Odyssey Institute and the
hero known as Capt. Flash have gone into the Pit to explore its
depths and none of them returned. The Odyssey investigators had
pretty sophisticated equipment with them, but communications
went dead almost the moment they were out of sight. So far no
one has any answers though some suspect that the Pit is a trans-
formed version of the Spyre which the Earthly forces of magic
fought over in 1948. This could be used to open a full gateway into
the Shadow Realms and was said to grant tremendous power and
control over the beings that dwelled there. Certain scholars of
magic believe that it was transformed it into a abyss that ulti-
mately opens into that fearful Realm itself. No true evidence or
mystical scrying has yet been able to determine this or suggest
any other theory. As with the Odyssey equipment, all mechanical
probes become useless very shortly in their descent.

THE CAVERNS:

“Ancient Civilizations? Don't talk to me
about ancient civilizations, doctor. I'm
just here for the fights!”

Dominated by the Wildstrikers who are not prone to accep-
tance of uninvited strangers, this area has not at all been ade-
quately explored, During the first two months after the disaster,
there had been time for only two cursory expeditions. Before a
proper team could be outfitted, travel through the area had
become forbidden by the squatters. And whereas singly, none of
their powers are particularly formidable, together they present a
force which cannot easily be ignored. Wildstrikers from out of the
area and even state have come to The Caverns for solace and a
home. This situation is becoming maddening to scholars and cer-
tain members of the Odyssey Institute. The two trips had yielded
information suggesting that the Cavens were not natural but
man-made, constructed before men were known to dwell in this
part of the world. And markings taken from one wall seemed to be

/

a form of written language hitherto unknown to the annals of his-
tory.
THE PANSTAR FACILITY:

“We do things here that God on#r
dreamt about. We can do ANYTHING. If
the price is right.”

This is a sprawling complex dominating the industrial area of
South Bay City. lllicit research of all sorts goes on within its heav-
ily armored walls. Security is very tight behind the electrified
fence. Electronic surveillance of all type and manner and a verita-
ble army of well-armed guards is on constant patrol. It's rumored
that even a paranormal or two is on call. This is the most impor-
tant facility in PanStar's vast empire and, following the break-in of
1989, they have tightened things up considerably.

Panstar is of particular interest to the paranormal communi-
ty. as their research often involves the creation of paranormal abil-
ities or devices useful to those with supervillain ambitions. Their
long standing association with VIPER hasn't helped their situation;
Panstar is often under surveillance by the Guard, UNTIL, the
Champions and any other local Capes that happen to be in the
area, all of whom suspect the organization of being up to no good
{with more than a little reason!.

CASTLE DEMORPHANT:

“A castle in Northern California? How
very..Hearst. Still, Mr. Casimir does
throw the most lavish parties.”

Though it lies far outside of the Bay City Area, the Castle is
waorthy of discussion. It was built during the Black Paladin’s hey-
day during the late 1960s-70s in the mountains and woodlands
some miles to the west of Great Lake which borders the states of
California and Nevada. Much of the stone incorporated in its con-
struction had been translocated from Germany, and it was built to
exacting specifications. Its owner, Matthias Casimir, spent a vast
fortune to assure its authenticity; he was of course recreating the
great hall of his other self, Sir Giles de Morphant. The castle has
always had magical protections but has also been recently modi-
fied with amazing technological weaponry and equipment due to
the genius of Jason Barrett, the new Black Paladin. The land and
keep are owned free and clear by Casimir whose innocence of,
and so-called freedom from, the new armored villain has been
officially acknowledged. Since Casimir re-entered public life, he
has feted two lavish, well-attended parties for the affluent, and
has made the grounds available five times for charitable affairs.
Of course tours did not include his special laboratories and study
chambers, nor certain parts of the dungeon.




\K2HEROES, HELPERS
AND NUISANCES

[ollowing are significant characters of Bay City, who may be
dropping into your life with some regularity. Some of them are
helpful; others are not. And some are just plain pains in the tights.

THE MARKSMAN

“Trust me, son.
I've been doing
this since before
you were born.”

How many times we
gotta say that this guy's
retired? One-time member
and sometimes leader of the
original Champions, Donald
Henderson was forced into
hanging up the tights due to
injuries inflicted on him by the Proprietor during the fateful bat-
tle also invalving Dr. Destroyer, Though it is difficult and painful
to do so, any subsequent appearances by the Marksman have
been without benefit of cane or other support. Goes to show
you what a real hero will endure to safeguard his secret identi-
ty. In the face of a true emergency he might be willing to haul
the ol' Sonic rifle from above the mantel-place and scramble a
few brains, but otherwise he is willing to leave the Cape duties
to newer hands.

SHADOWBEAST:

“Sometimes justice comes free.”

Mercenary-type super-hero by the name of Kirk Mclntyre.
Sometimes he's on a paying job and others he does for kicks. He
long ago gained his powers by merging with a ferocious crea-
ture of the occult whose name he now bears. This spirit lacked
a physical form due to circumstances too complex to go into
here, but could grant great physical strength and powers if a
mortal would make pact with it. As Kirk was in a bit of a bind
at the time, he agreed and they've been stalking the night ever
since. Shadowbeast can get a little out of hand in combat and
is downright ferocious and unreasenable in the presence of
demons and other monstrous, magical beasties. Kirk is incredi-
bly strong with amazingly quick regenerative abilities, extraor-
dinary senses to track his targets, and the ability to pass
through obstacles and distances.

SPEEDSTER:
“You can try, but you can't outrun the

long arm of the law!”
Gerald Spence has been running down crime since he was
fourteen and had his lab accident that gave him his powers.

He's been telling that story for so long even he's starting to
believe it. That fact is he was born with his powers and has
been aware of them since he was nine years old, but didn't
want to tell his mom the truth because it might upset her.
Gerald's thirty-six now and his mom still doesn't know. He's
made a career for himself in law, working in the DA's office
in Bay City. His tough work schedule still leaves him the fifty-
seven seconds he sets aside everyday to patrol the city and
lock up a few offenders,

CAPT. KENT SMYTHE:

“See this? This is the California Penal
Code. Cape or not, you are still sub-
ject to its provisions!”

Police liaison for paranormals. Kent's pretty much seen
it all during his time on the force. He and his two assistants
coordinate affairs with Guard but mainly keep touch with the
Capes and give them a desk to talk to when they feel so gra-
cious as to involve the mere BCPD. Kent has a full under-
standing of paranormal law and is always willing to verify
that breaking and entering is still illegal in most cases. It's his
job to cooperate with the Capes and he prefers to follow
through on that, but he can create enormous difficulty if the
heroes become unreasonable or truly unlawful.

CRUSADER:

“The Nazis
couldn’t stop me,
and neither will
you!”

A hero so far out of
time even he doesn't know
it. Born in the fourteenth
century,  Sir  Michael
Livingstone was known as
a great and noble hero,
fighting injustice and righting wrongs. His personal nemesis
was the Maorish Alchemist, Benedict de Polon, whom he has
stalked over the centuries through the assistance of The
Night Rider, a master of time and space. In his previous
chronological appearance (1942), the Crusader had lost all
memory of his prior life but found himself in Europe during
the second world war. His character left him no choice but to
fight and he became a great hero for the allies. His mysteri-
ous disappearance in early 1945 was a shock to all, but it
was due to nothing more sinister than his mysterious ally

Learn more about the Marksman,
Shadowbeast, Speedster and Crusader
in Cuampions New MitLennium: Bay City,
available now from Hero Games, Inc.
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plucking him ahead to the year 1996 and the ultimate con-
frontation with his diabolical foe. Hopefully he'll get his full
memory back in time for the main event.

CARY PINCHIOT:

“Behemoth, is it true gou’re having an
affair with Lady Blue?”

When just being a fanboy isn't enough. Gary's drooling
fascination with super-heroes really began in the sixties and
the arrival of the Champions, quickly reaching its apex within a
year and his founding of Superhype magazine. Since then its
been all downhill while circulation has gone up and up. If you
like investigative journalism...forget it! But if page of page of
puff pieces, love-notes, and every factoid imaginable on the
tights-wearing scene is your bag, then you're probably already
a subscriber, Because of the assurance that they'll get to tell
their side and only their side, paranormals of all stripes have
consented to interviews in Hype's hallowed pages. And yes,
that includes villains, ever since the great Dr. Destroyer exposé
of 1969 (who ever KNEW he was so misunderstood?). But don't
take him for granted or think you can push him around too
much; Gary can make or break you in the paranormal world!

' JIMMY DUCAN:

“Come on, Seeker.
Justgive me a
quote!”

Ace reporter and
stringer for the Bay City
News Net, the Capes are his
beat and he's unflappable
about covering 'em. Jimmy's
been around and can smell a
snow-job a mile away. His
encyclopedic memory of

paranormal events serves him well when following up a story.
Many of the heroes don't remember their past adventures as
well as he does and he catches ‘em in lies time after time. If a
hero's got a reputation, Jimmy knows it and maybe a little
more. The public has read more about the comings and goings
of their favorite Capes through dedicated snoops like Jimmy
than they would've if the heroes had their way.

MADEMOISELLE ANNE CAUTIER:

“No books can explain the Mysteries.”

Just ask her, she swears she's never heard of The Lodge
or the Brotherhood Arcane! But she owns and runs Lady
Anne's, the only, authentic, this-stuff-is-for-real Magic and
curiosity shop in town (well, other than ol' Chen Hsu's in
Chinatown, but just try and find it when it's an emergency..!).
Oh sure, there's the normal collection of garbage lining the
walls, but if you know what you're talking about, show polite-

ness, pet the darn cat, and wiped your feet before entering,
she just might give you a hand and display some of her not
inconsiderable expertise. Get uppity with her and you may
wind up walking out of there unwarned with an authentic
Necronomicon and you can kiss your sanity goodbye! She can
be a useful source of information and there's not much she
can't get her hands on for the right price. Fair warning though,
she isn't one to play favorites and serves both sides of the
fence if you get my meaning (and | think you do).

WADE JACKSON:

“Fightin’ crime ain't fren‘y. But what
the hell, neither am I.”

Local Private Eye, with a bent towards the more low-
brow scene, unlike uppity, high-priced dick, Elliot Powell. Wade
is into the seamier side of Bay City, mainly because those are
the kind'a jobs he gets. lllicit affairs, missing persons, murders,
small statues of black birds, stuff like that is Wade's thing. And
when he's being conked on the head, harassed by the cops,
slipped a mickey, or seduced by some dame, you know he's
onto something juicy, maybe even his big break to get outta
this town. Wade's a good source for information when your
streetwise breaks down and you need to get a little dirty and

gritty.

» SHERRY
BAXTER:

“Get out of my _
way. My story is
through there!”

Tough news-broadcast-
er for station KTBC. When
Sherry's out to fill her three
minutes on the 10:00 News
you'd better not be standing
in her way. It's either throw
that gasoline-truck or set it
down, fella, 'cuz she's got a deadline to make. Lengthy master-
plots and heroic pontificating are not her cup of tea; she needs
visual, she wants dynamic, and she's going where the action
is! The maniacs at her station have given her a helicopter,
motorcycle, and broadcast van, with a trio of like-minded dan-
ger-seekers as her broadcast crew. Saving her life just might
be interfering with freedom-of-the-press, Cape-Boy, so don't
try anything funny! Respect from Sherry? Forget it! But she just
might get a clip that'll make you look really good and hit all the
syndications.
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A ical Roleplaying
Session

Steve, Kathi, Bruce, and Maggi have
gathered together for a roleplaying session
{alsu known as a "run”). They find a comfort-
able place in Bruce's living room, with enough
space for some books, some dice, and a few
favorite types of party food (a staple of a good
roleplaying session).

As GM, Maggi starts off the session by
proposing the situation and describing the
scene. She begins: “The three of you have
just entered the building. It's about nine at
night, and the only source of light comes from
the windows at the front of the lobby. Strange
shadows of potted plans and furniture dance
on the walls, You're all being very quiet as you
keep you eyes and ears open for any roaming
security guards.”

Steve has decided to play the role of
Defender, a brash young man in a powerful
suit of powered armor. He thinks about the
type of character he is playing and decides
that someone like Defender would be eager
for action. He says, "Defender grabs the near-
est security guard by the front of his uniform
and growls, ‘Where's the entrance to the
VIPER base!?!""

Bruce has decided to play the role of
Seeker, a clever martial artist and detective.
Seeker prefers to use his brain rather than his
brawn, so Bruce takes a different tack—
"Seeker pulls Defender's hands off the
guard's uniform and says 'Excuse my friend's
enthusiasm. We've heard rumors of criminal
activities in the area. We know that you want
to do your civic duty, so just tell us where we
can find them and you'll be free to go...””

Kathi is playing the role of Quantum, the
leader of the group. Never one to let the situ-
ation get out of hand, Kathi says "Quantum is
keeping an eye on the rest of the lobby; what
else does she see?”

As GM, Maggi thinks about it. VIPER is in
the middle of a critical operation and the
Champions have just appeared near the
entrance of their nest. They are starting to
respond, to try to surprise the heroes, She
says, “Well, Quantum sees three armored fig-
ures moving silently out of the shadows near
the elevator. The reflected streetlight glints off
of the barrels of their blasters as they aim
them at your companion’s backs..."

“Quantum activates her force field as
she snaps a quick warning to Seeker and
Defender,” says Kathi, catching on fast.
“Watch your backs! We've got company...”

Do | have to dress up or
something?

Not really. Although there is a specific
style of roleplaying game called a LARP (or
Live Action Role Play, where people do dress
up sometimes), most games are played by sit-
ting around a table, imagining the scene
described by the GM, and then acting out
what you think your character would do in that
situation. You don't have to dress in costume,
or wave around plastic weapons or anything
like that.

A

/ HOW GLOR/OUS

IS THIS NEW
AGE!

What is a Roleplaying
Came?

roleplaying game lets you pretend to be a character in a story, much like being

in a play. Each player takes the role of a character in the story, making the deci-
sions and saying the things that character would say in the situations that happen
along the way.

One player, the Game master (GM] acts like the author or director of the play; he
“sets the stage,” telling the players where they are, what is happening, and what other
characters in the story (called Non-Player Characters, or NPCs) are saying and doing,
The GM guides the action but does not control it; the results of the game depend both
on the players and the GM. Mare simply, roleplaying is just like the "cops and robbers"”
or “playing house" games you played as a kid, only this time with rules to help guide
you, and situations that are more complex and interesting.

How do I play?

In a Fuzion Game, one player becomes the GM and decides the setting of the adventure,
the rules to be used, starting points for characters, and all the choices and options presented
in the Fuzion rules. The other players get their characters ready based on what the GM tells
them about the rules. The GM either gives you a character, lets you pick one that's already been
written up, or lets you create one.

What else does the Referee/CM do?

The GM prepares a story {or uses one already written for him in a published adventure
book), and begins to tell the players what their characters see and hear, and starts asking the
players what their characters will do next. When something comes up where the result isn't
obvious {like whether or not you hit someone or whether you can pick a lock), he also adjudi-
cates what the result will be, based on the rules you're reading now,

How do 1 CM?

The best way is through trying it yourself. Bead through the rules completely, and read
through the campaign setting provided. We also always include an example of a roleplaying
session and some tips on how to create a good adventure. The most important part is to be a
good storyteller—to try and vividly describe the world you are guiding people through, and to
pose problems or situations that will challenge your players to do their best.

Almost as important is the need for the GM to be an impartial judge of the rules and
effects of the game on his or her players. Remember; if you aren't interesting and you aren't
fair, no one’s going to want to star in your “comic book.” Good luck!
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Character?
A character is a role that you will be
playing in the loose, impromptu play
that makes up a roleplaying session. For
example, if your roleplaying group were
staging a recreation of the movie
Casablanca, Rick Blaine would be one of the characters.
Much like Humphrey Bogart, the person playing Rick in this
adventure would try to act out what he (or she), thought the
character would be doing in each scene of the “movie”.

But what keeps a player from saying, “Ah! When the Nazi offi-
cer corners Rick at the airport, Rick uses his Heat-Ray vision to melt
Herr Strasser's gun?” That's where the rules come in_To play a char-
acter convincingly, the GM uses a set of structured guidelines (like
these) to tell players what is or isn't possible within the confines of
the world. And to set guidelines on what is possible for a particular
character, he uses the very powerful tool of Characteristics.

But before you start creating your character, you need to have
some idea of what your character is; where he came from, where he
is going, and why he can do the things he can do. One of the best
methods of getting a well-thought out and well-rounded character is
to start with the Origin.

Lo, There Shall Be An
Origin!

One of the most important aspects of character creation is
the “Origin.” The answer to the musical question, “Just
how exactly did this character gain those powers that set him
apart from normal men.” This can be a pretty nerve-wracking
experience. There's the creative desire to be unique, while
also the necessity not to come up with something that doesn't
fit with the overall campaign structure. It can be darned frus-
trating to come up with a brilliant background for a hero that
your GM never really makes use of in the game. We at Hero
Games understand and feel your pain.

Hence, the following “Origin Events.” These are the sources of
most powers in the Champions Universe. Many of them have been
referred to in the Origin/Backgrounds of the various heroes and villains
you've already cheered or hissed in this book. They may have had vari-
ations or further developments from these humble beginnings, but
friends, they all started here.

So, to be fair about things, this section will describe many of the
most important events and offer tips for using them as a Playerand as a
GM. They are suggested to be used as springboards for heroes, villains,
and plot lines. Don't be shy, there's no extra charge.

Of course, if push comes to shove, you can always have your new
hero be bitten by a radicactive animal of some sort. Sometimes, the old
gags are still the best.

FEEIting A SRErEeUEH

The Cate Keys

ShortForm: Earth is a rather unique world as it has spawned super
powered beings since the earliest days of thehumanrace. These are peo-
ple who are blessed (or cursed) with a birthright of power which will man-
ifest at some point in their lives. This sort of thing, beings bomn with rela-
tive frequency who possess powers which allow them to disprove various
laws of physics and common sense, is not normal in the universe. No kid-
ding. The three alien races (Whoops! See below!) which have visited
Earth do not have this quirk in their population. It is one of the many rea-
sons why Earth is the Number One choice for a super-hero campaign.

Lofty Stuff: This unusual ability to manifest paranormal powers is
caused by a harmonic field that has always existed on Earth. In the ear-
liest ages it created very subtle effects, men and women who were
more “in tune” with the more spiritual aspects of the world around
them. But in a time well before man's earliest recorded histories, one
human drew to himself the sum and total energy of one of these
sources, called the Gate Keys, and made of himself a God. But he was
a deity with the frail thoughts and desires of a mortal. Friend and foe
alike knew him as The Destroyer, and much of that ancient world fell
under his control.

The imbalance was too severe to be sustained, a balance had to be
achieved and so another mortal was empowered, this time by the second
of the Keys. Conflict between the two beings was inevitable, and it was to
the benefit of mankind that it was the second who emerged triumphant. The
Destroyer's power was broken and split, the body of the enemy imprisoned
for countless generations.

For a time the savior, who was named Atlan, shepherded and kept
the world in a veritable Golden Age. But his end finally came and the
energies of the Second Key, too, were spread about the planet. The
forces of these two Keys had been shaped by those who first com-
manded them, thus villains tend to be sourced from the First, while
heroes from the Second.

That's Great But What Does It Mean: This is the origin-source for
most mutants, those paranormals who are simply born with their powers.
There was a time when good ol atomic-power and radiation could be
called upon to explain away all mutant super-stuff, but then somebody got
the bright idea for a mutant villain born before 19451 So here we are. To
continue to use the term, these mutants are not a new, evolutionary
branch of mankind. They have always existed, they have always been
born within the human race, and they rarely breed true. That is to say, gen-
erally mutants do not give birth to more mutants. So settle down.

On the other hand, mutant abilities can be traced back down certain
family lines. There is a genetic proclivity for attunement with the afore-
mentioned world-wide harmonic. The power manifestation within a fam-
ily will usually be of a common nature. That is to say, if your hero has the
talent to control the weather, chances are that if you go back enough
great-greats in the ol family tree, you'd dig up somebody else who could
bring down a little rain.

Barring an unfortunate incident, one empowered by the Gate Keys
will also enjoy an extended life span.

Genealogical powers happen so rarely that families are usually
pretty clueless that they have that capability. Such records have only
been kept by one man over many hundreds of years, but we shall not
speak of him here.

The energies of the Keys have become more intense over the last
eighty years, as shown by the mare dramatic paranormals who have
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been born. Mankind is reaching a tuming paint in development. The
warping of the Third and Final Key by the one who became the
Proprietor accelerated things, and with his defeat and the unleashing of
his own energies, the balance of power has been skewed again. And
only time will tell the results.

Who Knows About These Keys: Almust nobody. There are ref-
erences on ancient tablets and arcane tomes. Walking the Earth are
those who have lived for many centuries and carry with them many
secrets; the oldest of these is still known by many as the Destroyer, and
he still seeks rule of the human race.

The Wildstrike

When the sum and total energy of the Third Gate Key was forced
out of the Proprietor it sought containment in the bodies of the para-
normals and other living beings trapped within the great dome. This
was the cause of many deaths before the great explosion. With that,
the uncontained power was thrust back into the world and erupted
around the globe, changing the lives and destinies of many men and
wamen.

This is an opportunity for a split second origin or a sudden modifi-
cation of a previous paranormal. The abrupt fields of energy caused muta-
tions which altered anyone they touched. In the case of Adder of VIPER,
her might was increased tremendously. Others of no prior ability gained
an array of powers and abilities of the usual type and manner. However,
as mentioned before, some of those affected were changed into the
freakish Wildstrikers.

Whereas these have previously been discussed only as gladiators,
they can also become involved in street crime and gangs where their
powers would be useful and their appearances not quite as damning.
Certain corporations and agencies might wish to make use of some of
these as special guards or enfarcers; and of course others will wish to
study them. The life of a Wildstriker is not likely to be pleasant.

Alien Race #l: The Kraan

The Straight Dope: You're reading it here, so it must be true.
There really was a UFQ Crash in 1947! It occurred in New Mexico, well
outside any major city, and the government (that's your government!)
really did hush the whale thing up. However, this was not specifically
to keep secrets from the American People and stop panics and mass
hysteria, and so on and so forth. This was done because the whole
operation was so poorly handled and basically bungled that they didn't
want anyane to know.

It was a while before the authorities really understand what they
had in their hands. Theories were all over that it was part of some dia-
balical commie-plot. Or warse yet, this was some previously unused
super-weapon from the diabolical Nazi war-machine, now in the hands
of a secret, rumored-to-exist organization bent on creating a Fourth
Reich. You gotta admit, it all seemed much mare plausible than little
space-aliens from Mars.

But they aren't from Mars and they aren't sa little. The space-faring

. Kraan had visited Earth from a distant star in a far earlier age. Then their

plans of conquest were rebuffed by forces which remain a mystery to
their current leaders. Their own civilization had waxed and waned since
that time but records of our blue orb were nat entirely lost. With the
restoration of their own world and government, they tumned again to the
stars, and again to Earth.

That discovered ship had been a scouting craft sent to Earth to
retrieve equipment left behind from the previous visit. As in searches

on other waorlds, the Kraan hoped to discover lost technologies from
their more glorious period. Unfortunately for the crew, they found more
than they bargained for and were forced to flee from one of the
unleashed terrors, though they did manage to retrieve some of the
ancient, scientific marvels. However, their ship sustained damages
from the ferocious combat which led to their fateful crash. There were
No SUrvivors.

How Do | Get MY Hands On Some Of This Stuff: Don't ask the
government, that's for sure. Many of the scientists involved in the pro-
lect had agendas which put them at odds with their official superiors.
Having seen the destructive toll of nuclear weapons, some of them felt
that such equipment as they had before them was far too dangerous to
be in human hands (or at least the military's hands). Others saw oppor-
tunity for personal power and glory. Still others really were commie
spies or agents of a secret, rumored-to-exist organization,

Suffice to say that pretty much all of the really cool stuff went out
back doors in lunch pails. OK, maybe not. But outsmarting the paranoid
and easily manipulatable Col. Harrison Brock, the head of the project,
was no tough nut to crack. The operation was plagued with “accidents”
and outright acts of sabotage. Almost all were inside jobs, By the time
the government replaced Brock with a more capable officer, many peo-
ple involved with the project had disappeared, and several of those who
remained had remarkable packages tucked away in their attics.

The ship itself still exists in a secret hanger and has recently been
made operational. And the powers-that-be still don't think anyone else
should know about it. Too bad they don't know that the Kraan began
popping by for other brief fly-bys starting in the late 1960s, and plan to
return real soon.

This is the source of some of the supe rscience on Earth. Whereas
much of it has been incorporated in various super-villainous organiza-
tions, other bits of it are still on shelves, mouldering, for one reason or
anather. As in Defender's case, these items wait to be found and put to
good use.

But Wait, There's More: Other, space-faring, alien races include
the Trephar and Mellanians. The Trephar are an aggressive people with a
strang warrior-code. This code is all-encompassing, so much so that it has
often stifled their own personal goals and growth as a civilization. When
scouts first discovered Earth in our fifteenth century, the planet was con-
sidered primitive and “unworthy” of conquest. Our rapid advancement
since that time could not have been anticipated by the slowly-developing
Trephar.

The motivations of the Mellanians are known only to themselves.
The have visited Earth often during the last three hundred years, taking
human guise to walk among mankind. They walk among us still.

The New Humans

Your Government, Part 2: Well, you know, when nuclear
weapons were first created, the authorities weren't exactly sure what
effects radiation would have on peaple. Oh, there were theories that it
would eventually kill them, but that was pretty abstract thinking in
1949, Better to collect hard evidence from a few hard rads. And since
the soldiers were just sitting there with nothing better to da, why not
use the army to monitor the test-explosions of a few nukes from a dan-
gerous proximity and inadequate safety procedures? Sounds good to
me, sirl

Generally speaking, this had the obvious effects. Need we say
more? OK, however...there were a few fantastic exceptions to all that.
There were men and women who had their entire genetic structure
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changed. Some got their nifty new powers and, in some cases, appro-
priately grotesque changes in appearance on the spot (or close to it)!
One way or another, those guys have been dealt with by now. But oth-
ers changed in different ways.

Don’t Call Me Mutie: Unlike the families who occasionally draw
power from the Keys, these people were changed into a new race of
beings. They are no longer human in a genetic sense, and their children
possess talents and abilities which further distinguish them. These mutat-
ed genes are dominant and so if a child is born from union of a human and
a mutate (and the successful birthrate is small), it will certainly be of the
mutated race. And between themselves, mutates always breed true with
very few birth complications.

For the most part, these beings appear human. Those from the first
births who were inhuman in appearance, will continue to breed in an
inhuman fashion. Therefore, breeding is a problem for them, so this line
should die out soon. Hah! Likewise, normal-appearing mutates will
have children that look normal, but they will have hidden powers. These
are the scary guys.

One ahility that is common to all mutates is the recognition of others
of their kind and a very basic form of telepathic communication amongst
themselves. This creates a frightening union between them, though does
not necessarily dictate common goals.

Psionics

Your Government, Part 3: The Cold War was really frosty in the
early sixties, and the CIA thought it would be useful to have agents with
psionic powers. They considered this achievable through the use of drugs.
A cadre of dispassionate scientists were willing, nay eager, to experiment
on helpless subjects for this little known and highly illegal operation.
Project "Mind Alive” was another one of those dirty, little secrets that no
one had better talk about.

What now? Needless to say, at the cost of some hopelessly insane
and other downright dead people, they managed to achieve some suc-
cesses from 1965-68. The net gain for the Guv'ment was predictable.
Scientists unscrupulous enough to do this in the first place are unscrupu-
lous enough to turn on you in the second place. Reference the origin of PSI
and you'll find out what happened to some of them and their favorite sub-
Jects. During that bugout, the others who were, perhaps, more trustworthy
still figured that their CIA bosses were pretty unscrupulous too and proba-
bly wouldn' accept that they had nothing to do with the other escapees
and the trashing of the project. So they took a powder as well, and most
of the other now-active psionics went with them.

Not that it was another total loss, a few of the psi-actives did actu-
ally become agents for the government. Some of them still are.

The scientists and psionics who escaped were able to create new
identities for themselves, and disappeared into the miasma of normal
human life. You can bet that certain people in the CIA are still looking for
them. Some of the psionics have had kids while some of the scientists
have continued forms of their experimentation.

Hannya Island

Hey Kids, Let's Make Up Our Own Race: OK, let's pick on some-
body else’s government for a change. During the alliance of the Axis
powers during WW2, scientists from Germany and Japan formed an
unholy union of dark experimentation which took place on Hannya Island,
a small island in Southeast Asia. Originally inhabited, the indigenous
people were used as the first test subjects. None survived.

During the remainder of the war, prisoners-of-war and innocent
civilians of particularly healthy stock were regularly shipped to the
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island. The intent was to cafry the successes of Dr. Karl Volgar to their |

natural conclusions by the creation of a true Super Race. They developed )

genetic science to an unheard of level, unlocking the secret of DNA and
how to manipulate it.
Their quest for a supreme race of warriors led them down many

paths. They experimented with animals, plants, and humans, with blas- =~ =

phemous hybrids in between. They ran through a lot of test subjects, killing

some and transforming others into idiot monsters. The rejects from their -;-"' :
research populated the island; animals, plants and less classifiable things,

all unknown to the outside world.

The island itself had little on its surface to attract visitors; steep cliffs £ 08
guarded most of it from the casual trespasser. Near the center of a natural =&
cove on the ocean side, however, was the entrance to an amazing cave | ‘
which carried deep into the bowels of the earth. By war's end, all research -

facilities and personnel had been moved into these buried caverns, and the o

experiments continued well into the 1960s. The rebellion of Seeker and his

disappearance did not destroy the island, though he may have thought that |

it did. The precise events afterward are unknown, but the few communica-
tions from the island to allies in the organizations known as AXIS and
Scarlet Dawn ended completely on March 22, 1978. A well-armed task
force sent by AXIS one year later was never heard from again.

So What Are These Guys For: The People created by the scien-

tists of Hannya island are your out-and-out inhuman race. And whereas

this is where Seeker came from, subjects that look entirely human are
very rare indeed. The scientists created them in batches when they felt

they were on to a success. Therefore, there are groups who share simi-

lar talents and abilities. The People have developed a community -

beneath the earth and tend to shun the approach of humans.

However, there are some who believe The People have aright to a
better life above the earth and are willing to fight and kill for that right.
Others believe that peace is possible with the humans. Still others prefer
to remain where they are and would ignare the rest of the world. This is a
conflict which divides The Peaple, though presently only to a philosophical
level. None of them have ever turned with violence on another, and the
secret of their existence is considered the most sacred pact of all. Though
some have escaped or departed as emissaries, none would ever violate
that code.

Plot Turns: As everywhere, things are starting to come to a head.
Batches of superior power are beginning to exert their authority in The
Council. Two complete batches have already departed from the caverns,
spreading out around the world. Each experimental grouping represents
anew and different race, and some are more viable species than others.
Devotion to The People is a sacred trust, but dedication to the continua-
tion of one's own group is an all-consuming impulse. Only the human
race is unaware that a war of dominance is inevitable.

Powered Armor

The Start-Up: America's Department of Defense set up a program
called Operation Super-Shell in 1980 to study the possibility of powered
armor as an alternative to a dependency on paranormals. Ties with the
Guard created serious setbacks in funding during the next few years,
and much of the ground-breaking work was farmed out to private indus-
try. Cal-Web, Sobal Ltd., and the unsavory PanStar have been the major
participants in the development of personal combat-suits.

Constantly over-budget and endlessly exceeding the bounds of its
operating parameters, the program was officially canceled by 1989. By
then, the important heads of the various developmental projects had
been identified and offered new employment by a variety of
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{ ns. The CIAs secret “Black OPS” corp. has several special-
~ . ists, as do UNTIL, Guard, and VIPER. PanStar and Sobol continue their
*| own research in those areas, both preparing to offer enhanced power-
armor for private security uses in the coming year.

Keep The Good Stuff Rare: Assault armor that can spar effec-
tively with a reasonably tough paranormal is very unusual. The technol-
ogy is generally not there for a small, portable power-source capable of
keeping the various, needed weapons charged and ready. Usually when
some super-genius achieves a break-through, this results in an unfortu-
nate accident and the prototype disappears. Whether a hero or villain
comes out of all that depends on the circumstances.

The Arts Arcane

The Early Days: Magic has always existed in the Champions
World. Practitioners routinely performed their studies in secret, howev-
er, because in most societies those abilities which set certain individu-
als above their fellow men were frowned upon. Particularly by those
who were already in power and wanted to stay that way. And besides
all that Magic was oft-times downright scary. At its nicest, the adept
would tap the source of mystical energies present in himself or in things
about him and bend those forces to his will. Often the power was drawn
from places and beings who were not of this earth. And at its worse, the
most dire conjurations drew vitality from demonic presences who dear-
ly wish to extend their control to this world.

Call them overly cautious, the general population has tended to
assume that all mages fall into the latter category and are best done
away with when found.

Sounds Like These Guys Could Use a Union to Help in the
Sharing of Knowledge and General Protection: And what do you
know, from some of the earliest ages of man, they have usually had one
~ ortwo! The greatest of these developed into the Order known to histo-
« 1y as the Knights Templar.

¥ The founding of this Order has often been tied with the earliest
~ stages of the bloody Crusades, but they far predated that period. The
truth is simply that it became expedient for the sorcerers to have an
.-+ organization of armored warriors or knights about them for protection
& and to help achieve certain goals in the more physical world. Ultimately
~ this led to the creation of an arcane mythology and body of lore to main-
~ tain a sense of structure in the following. There were circles within cir-
= cles leading to the final, inner council of the greatest of the Templar wiz-
. ards. The Temple spoken of was a body of knowledge and power, both
based on this waorld and in other places beyond.
E By the 14th century, the time for the Templars had passed. Excess had
~ tarnished any good reputation the Order had gained, and the various govern-
'-.;'-_ mental forces were eager to break their more worldly power. The truth of their
. more spiritual activities was never proven, though accusations of the worship
. of dark forces had been common enough. Regardless, the continuation of the
41 Temple was no longer convenient for those whose predecessors had created
= 'F it in the first place. It was allowed to be hounded out of existence.
- All external forces aside, the main cause of the Templar's collapse
~ was internal strife. Two factions had emerged, each possessing many of
_?';j the most learned of the art, who were of greatly differing philosophies.
" One was more concemed with the advancement of knowledge and the
* general watching over of Mankind's security. The other felt that their
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- believed that humanity would be best ushered into a greater age by their
"~ herding hand, not the subtle prodding of a shepherd’s staff.
Nevertheless, this schism did not create much open conflict
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between the two camps. Then-current political shifts, which they had not
been giving adequate attention and weight to, served to create an envi-
ronment of persecution and danger. This forced all concemed to go deep
uncerground. Continued survival was paramount, these differing issues
would have to be settled by, perhaps, a later generation. And so it went,

Magicians Sure Talk A Lot: Excusc me?

Get To The Point: Many generations passed and the controversy
of the varying aopinions had flowered into more apparent aggressive
actions. By the opening of the twentieth century the factions had fully
developed into twa distinct Orders. The first was known simply as the
Lodge, and they continued to maintain a more pacifistic, nurturing view
of mankind. The other was the Brotherhood Arcane whose members
revel in the acquisition of power and seek to rule the world.

A state of open war was declared in the event known as the Spyre
Siege, during the autumn months of the year 1948, The Lodge had
uncovered the dire plan of the Brotherhood to create and control a pow-
erful inter-dimensional gateway which would grant them sway over the
creatures of that outer plane. The world, and much more, would then be
theirs for the taking. The Master Mages of the Lodge succeeded in
thwarting the Brotherhood’s goals but the unleashing of so many awe-
some mystical forces and the power of the Spyre itself has swelled the
presence of Magic throughout the world.

The Player’s The Thing: Magicians are born with the knack for
spell-casting, this is not something that just anyone can learn. Those
with this ability are usually noticeable by more learned scholars of the
art. One way or another...one side or the other, a new, young wizard is
likely to get visitors at some point in his life. The secrets of the Order's
true agenda and following will likely remain that for some time; mages
love withholding vital information. Sometimes the new adept will be
brought into the full Covenant, sometimes he will be taken into a sub-
group led by a powerful Master, and other times he will be left on the
outside to be guided and manipulated in subtle manner.

Heroes and villains can come from either side, the workings of
both Orders involve circles within circles and factions within factions.
A good guy could technically be on the wrong side and not know it, and
vice versa. The Brotherhood especially is composed of wizards who
each considers himself the best candidate for Ruler of the World. You
can bet they don't always get along and try to stab each other in the
back as much as possible. Why else have they never been able to take
over the planet?

Cyborgs and Robots

When The Human Race Just Isn't Enough: This time the gov-
emment is off the hook. These babies come from a top-secret (natural-
Iy} operation engendered by PanStar, the loathsome mega-corp that
probably built your hero’s VCR. The overall scope of the Cyrus Project
{named after its progenitor, Dr. John Cyrus) involved the development of
cybernetic enhancements for both industrial and military uses.

As with most of this sort of thing, the staff needed a steady supply
of...well, guinea pigs to use as test subjects. Animal rights buffs will be
thrilled to know that they didn't waste a bunch of time crafting bionic
paws for bunny rabbits. In the earliest stages of the project (circa 1983),
this necessitated a transplanting of the staff and appropriate facilities to
a country more sensitive to this type of scientific need and a lucrative,
industrial contract.

in 1967, the paranormal strongman, Markus Black (aka the
Warlord), set about to overthrow the dictatorial government of a small
western African nation then-named Mazal. In less than two years he and




his forces, with the assistance of Soviet and Cuban advisors, succeed-
ed and replaced the political regime with their own. The country was
renamed Marakat and within five years, all pretense of a socialist
alliance were finally put to rest. The Warlord had survived all the vari-
ous attempts at assassination and power struggles, firmly placing him-
self as the man in charge.

To enhance his power base, the Warlord had made alliances with
other more economically-driven governments and corporations. He
dreamed of an African continent united under his control, but his resource-
poor nation would not make this easy. His dealings with other powers was
always profitable for him, and he would not allow overt exploitation to
occur amongst his people. His goals could only be achieved by transform-
ing his country into an economic-business center and he needed an edu-
cated, healthy population for that.

Fortunately for the PanStar project (remember it?), there were still
plenty of political prisoners and murderers and thieves. Dr. Cyrus and
the Warlord liked each other straight-away and formed a very coopera-
tive alliance. The Doctor was enchanted from his very first visit to the
homeland of his forebears and soon shared in his friend’s dream of mak-
ing the whole of the continent as One Land and One People. And the
fruits of the project could become key to that vision,

Over the next thirteen years the experiments enjoyed a run of suc-
cesses and disasters. Much of the data and breakthroughs were shared
with the executives of PanStar, some of them were not. Given the situa-
tion, it was not difficult for a special facility to have been built which con-
ducts research kept secret from the board of the international conglom-
erate. But keeping secrets from the media is often a more difficult trick.

World Magazine ran a series of articles in 1935 which exposed the
Cyrus Project and its more questionable research technigues. The Warlord
immediately realized the danger of an erosion to his lofty reputation in
Africa and the rest of the world and made quick, bold decisions. A “rebel
force” of his own creation began to launch attacks at the PanStar installa-
tions at the first breaking of the story. The targets were skillfully made,
effectively crippling the corporation’s control of the project. Even Dr. Cyrus
was reported slain in one of the devastating raids. With the truth of the
scandal becoming unsuppressible, PanStar allowed that immediate
extraction was the only solution, Outraged by the immoral crimes of cer-
tain members of this foreign cartel, the Warlord effectively joined his own
rebellion and kicked this branch of PanStar out of the land. Keeping faith
with his economic allies, he delayed things enough to allow the various
research teams to gather important components of their operation before
their evacuation.

The most successful aspects of the project still exist in Marakat
through the new company, Harmony-Dawn. The cruder research has
mostly been completed and now Dr. Cyrus and his staff (mostly young
Marakat scientists who benefited from the Warlord's improvements in
national educational programs) are producing results. PanStar too is
continuing to develop cybemetics, though back in the United States.
They too have moved past the need for less than savory testing meth-
ods. In the chaos of the project’s abrupt collapse, certain other lead-sci-
entists managed to extract themselves and find employ with other orga-
nizations. And test subjects of all manner and degree of success-rate
found their way out of the country.

What Can Cybemetics Do For Me: Cyrus’ genius created remark-
able breakthroughs in the understanding of muscle tissue, the nervous sys-
tem, and the brain. It is now possible to enhance such physical attributes
as strength, speed and durability through bionics. By manipulation of nerve
impulses, a subject can be made quite resistant to pain; and metabolic

improvements can be instigated which will dramatically increase healing
processes. Increased senses were some of the earliest successes, but the
latest and most astonishing discoveries were the potential to cybemneti-
cally affect and/or control the mind. These recent developments have cre-
ated the most troubling moral dilemmas for Cyrus and the Warlord.

Street Mutations

Better Powers Through Drugs: Mutaphetamine was a drug cre-
atedin 1973 by Dr.Richfield Franck, previously of Guard, Stronghold, Viper,
and most recently, the leader of the Scions of Caine. The drug was
designed to contral or salve the effects of psychological or physical trau-
ma experienced by some mutant paranormals from their powers. Certain
powers have sometimes caused abnormal stress on the mind or body of
the user, generally causing painful attacks or violent reactions. This is often
caused by a defect in the subject's genetic makeup or some unusual origin
to their powers (some paranormals actually tap other-worldly sources for
energy), creating occasional seizures or psycho-based traumas.

Mutaphetamine for Fast, Fast Relief: Is curative effects usually
last for a period of @ manth or so, while the side effects fade within one to
three days. The drug was first developed while Franck was still in the
employ of Guard and has been improved over the years. It usually creates
a powerful rush or "high” for the user and has been known to enhance
paranormal powers in some cases. It can also induce a temporary, very
negative effect on a person’s capacity for rational thought, the intensity of
which varies based on the individual. The drug has very strong emational-
ly addictive qualities (you want to get rid of that pain or frightening night-
mare}, as well as a common physical one. That's the down side for para-
normals.

Try Some, It Won't Hurt You: Mutaphetamine first hit the streets
in 1985. It was analyzed by certain unscrupulous men of business who
determined that it would be relatively cheap to manufacture and sell. Non-
paranormals enjoy the same “high” from it, often experiencing an even
greater hallucinogenic or euphoric effect. Without fail, the normal user will
experience a longer-lasting increase in ability and sensory input, and will
usually not suffer manic thought-degradation. Unfortunately for the stan-
dard human population, the drug is always addictive and with repeated
use, often results in death. That's the down side for normals.

Hey, Get This: It is possible for a non-powered human to experi-
ence a permanent genetic alteration through the use of Mutaphetamine.
However, no one has been able to determine what common thread caus-
es this to happen. Dr. Franck has only ever been concemed with its use
on naturally-born mutants, and there are as yet no real experts on the
consequences of normal-use other than that it often leads to death or
insanity (from withdrawal. The drug is highly illegal but has still man-
aged to achieve quite a level of popularity in the drug community.

Secret Civilizations

Hot New Vacation Spots: There are four (count "em, four) dis-
tinct societies tucked away in secret pockets about the world. The old-
est of these is Samarkan which lies past the Great Door built into the
solid stone of a mountain on a small uninhabited island in the Pacific
Ocean. This gateway linking our world with Samarkan reopened inex-
plicably in 1966, after having been closed for generations. It had been
explored by the Promethians and records should still exist in their now
empty headquarters.

Samarkan is a fantasy-land quite unlike Earth; linked to us by the
gate. The people appear human though they are generally much
stronger. The land is wild, almost prehistoric, with animals resembling
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HOW COOD IS COOD?
Less than 1 Point: Challenged This

! value is most often found in children, elderly

people, or those weakened by illness or infir-
mity. Everyday tasks at this level are difficult.

1-2 Points: Everyday. This is reality on
the mundane side. People here are generally
out of shape, unremarkable, and not super
bright, but they get along in everyday life just
fine. Many ordinary people around the world
are likely to have some Characteristics at this
value, It's enough to get by on and to do most
things (though not very unusual or stressful
tasks ) At this level, adventure is something
that happens to others; your idea of action is
visiting Denny's at midnight.

34 Points: Competent This a reality
many of us live in; the closest thing to a hero
is a good cop, fireman, soldier, or other dedi
cated citzen. Most healthy adults have some
Characteristics that fall into this range.
Adventures in this kind of reality rarely if ever
encounter supernatural powers or feats; a
bank robbery would be a lot of excitement at
this reality level.

56 Points: Heroic. This is the reality
that only a few of us live in—Green Beret com-
bat specialists, SWAT team members, FEBI
agents and spies, Most people in this kind of
campaign are much better than ordinary—
equivalent to TV heroes; better looking, more
competent (and with stuntmen). A typical
adventure at this reality level would be a drug
sting, a hostage rescue, or a rugged trip in the
jungle.

78 Points: Incredible. Save for the
feats of Olympic athletes, gorgeous super-
models, top sports stars, world leaders, and
Nobel Prize winners, you have now left reality
altogether, and are among the very best in the
world at what you do. This is also the realm of
low budget action films, where the heroes bat-
tle international gangsters and invading
aliens. Typical Incredible reality adventures
are much like Heroic ones, but with huge
weapons and world-spanning plots.

910 Points: Legendary. This is the
realm of Hollywood blockbusters, of super
martial artists like Jackie Chan, geniuses like
Einstein, or action movie stars with a big
effects budget and a lot of stunt men. Most
“animé heroes" or “realistic” superheroic
campaigns fall into this reality. This is a level
that only a few ever reach; it's simply the best
a human can possibly be and you probably
won't ever find “real people” at this level,
unless they are Albert Einstein, Carl Lewis, or
Helen of Troy.

More than 10 Points: Superheroic. At
this point, you have crossed into the realm of
the superhuman. Your capahility in this area is
unbelievable to normal humans. This is the
reality level of most four color comics or
mythology. Superpowers or superhuman skills
are common, and adventurers regularly save
entire Galactic Empires and thwart demigods.

ancient dinosaurs and powerful savage mammals roaming freely. Cities and villages dot the land-
scape, built mainly of stone and wood. The culture is based on rule of the mightiest. There is a
caste system but movement upward through the system is commonly based on ability. Political
power derives from strength of arms and magical ability. The physical sciences as we know them
do not exist. Without fail, technology from our world becomes skewed in this land, often failing
completely, Certain powers of paranormals may be weakened or suppressed completely in this
strange land.

Atlantis lies below the ocean where it sank more than six thousand years ago. Descendants
of the survivors from that cataclysm can be found in three locations. One is mythic Tangut, hidden
in a mystery-shrouded valley of Tibet. Anather is Mulung, which can be found beneath a barren
swamp land in Eastern Africa. And the third is Atlantis itself, held by the sons and daughters of
those who managed to use their mystic powers to adapt themselves to life under the sea.

Strangers In A Strange Land: All of these cultures had been discovered by super-heroes
during the last thirty years, but the secrets of their existence were never shared with general soci-
ety. Following the Proprietor War, many of these heroes no longer exist, but those who dwell in
these lands still know that they cannot remain hidden for much longer from the eyes of mankind.
Good and Evil Visitors from all of these lands will soon be popping up so that they can have a
greater understanding of humanity and better secure their place on the planet.

Mystic Foci

Swaords 0f Power, Stuff Like That: As you can see from reading all of the above, a lot has
gone on in the warld's history, what with secret societies, magic, hidden cities, and so on. The two-
fisted archaeologists and adventurers of Quest Research are always on the prowl for new discov-
eries, digging up the world's secrets. This often involves the acquiring of ancient artifacts which
can be sources of power and origins and plot lines for heroes and villains alike.

More Information

If you want mare information on Origins, including tables to that will let you pick or roll a
random Origin {a great way to get your character wired into the campaign background), visit the
New Millennium area of our web site. Point your browser to http://www.herogames.com/
cnm/origins.html to get to the articles on Origins and Lifepaths.

What are Characteristics?

Characteristics are NUMBERS that describe your character's ability as compared to
everything else in the universe. All people and creatures can be described (or written up) using
Characteristics; this lets you compare one person to another, which is often important in the
game. For instance, a person with a Characteristic of 5 might be better off than a person with a
Characteristic of 4, but not as good as a person with a Characteristic of 6. Characteristics are
generally rated from 1 to 10 {remember Bo Derek in the movie “10"? That would be the best
looking a person theoretically could be. You don't want to meet number 1).

How Do You Cet Them?

You buy the level of your Characteristics from a pool of points given to you by the GM at
the start of the game, based on the type of character and/or adventure you will be playing in. In
a New Millennium Fuzion campaign, characters will have 10 Characteristics, arranged into four
groups:

MenTaL Group
Intelligence (INT):  How generally bright you are. As a rule, this is mare than sheer intelligence,
but also cleverness, awareness, perception, and ability to learn; mental
deficiencies don't become apparent until you hit 1.

Your determination and ability to face danger and/or stress. This
Characteristic represents your courage and cool.

Your ability to impress and influence people through your character and
charisma; how well you get along with others; how you interact in social
situations.

Willpower (WILL}:

Presence (PRE):



Comear Grour
Technique (TECH):  Your ability to manipulate tools or instruments. This is not the same as
reflexes, inasmuch as this covers the knack of using tools. One character
might have a high Technique, but might not be able to fence or juggle. On
the other hand, another might have high Reflexes, but only a fair level of
Technigque.

Your response time and coordination, as used in aiming, throwing, jug-
gling. A stage magician, for example, would have a high Reflex
Characteristic. Most importantly, this is the Characteristic that shows your
chance 1o hit things.

Your overall physical competence, as pertains to balancing, leaping, jump-
ing, combat and other athletic activities. A gymnast would have a high
Dexterity. Most importantly, this Characteristic is used to avoid being hit.

Reflexes (REF);

Dexterity (DEX):

PuysicaL Group
Constitution (CON): How healthy you are. How resistant to shock effects, poisons and disease.
You can be a really big, tough, strong guy and still get floored by a head

cold!

Strength (STR):  Your muscle mass and how effective it is for exerting force. The higher
your strength, the more you can lift, drag, etc., and the more powerful the
blows from your fists and other body parts.

Body (BODY): Your size, toughness, and ability to stay alive and conscious due to physi-
cal mass, sheer bloody-mindedness and structure or other qualities. How
much damage you can take is derived from this characteristic.

MovemenT Group

Movement (MOVE): Your speed of movement; running, leaping, swimming, etc. There is only
one Primary Characteristic in this group.

Buying Characteristics

The power to buy Characteristics comes from a pool of points called Characteristic Points
(CP), given to you by the GM when you make your character. Characteristics are purchased at
aratio of 1 CP for one level of ability. Example: | want to have a Strength of 5. | pay 5 CP. You
must put at least one Characteristic Points in each Characteristic. As the New Millenniumis a
superheroic setting, you can buy your Characteristics to any level. However keep in mind that
normal humans are limited to a 7 as their maximum level; this is useful to know for building
non-super hero characters. New Millennium characters standardly receive 65 CPs to start; your
GM may alter this amount, depending on his campaign idea.

How Many Points Per Characteristic?

Characteristic value ranges may overlap some, particularly at the lower end of the range.
Normal people often have values of 1 to 4, for instance. Usually 7 is the value where the real
world stops and where fiction begins to take over. Note also that many characters will have
Characteristics and Skills in a wide range of values. Even a superhero may have most
Characteristics in the Competent to Heroic range, with only a few being Superheroic or
Legendary. Characters in heroic campaigns may have one or two Characteristics in the Incredible
range, and the rest Competent or Heroic. Most characters have some abilities they perform bet-
ter than others; it's rare to have someane with the same Characteristic values across the board.

GMs should always emphasize the importance of all Characteristics in their Campaigns
(since the cost will be the same anyway). Don't let your players get away with just having good
combat abilities; make them deal with other prablems too!

What are Stats?

Stats are characteristics that are created by performing some kind of simple mathemati-
cal operation on a character’s already existing Characteristics. The Stats on the next page are
used in the New Millennium campaign. Other Fuzion campaigns may use different Stats (some-
times called Derived Characteristics), though the first six will appear in any Fuzion character,

How Many Characteristic
Points for New Millennium
Characters?

The New Millennium is a super-heroic
setting; the characters are almost all incredi-
ble physical specimens. In our standard New
Milfennium campaign setting each character
starts with 65 Characteristic Points.

Meet Fistfire

Fistfire will be our guide to constructinga =
New Millennium character. Fistfire (or Fist, as =~

his friends call him) gets 65 CPs to split
amongst his ten characteristics. After a bit of
thought, we decide that as a heroic street-fight-
ing youth, Fist shapes up like so:

Cuan,  Vaue Wy

INT 4 He's no rocket scientist, but
he’s got enough upstairs to get
by on.

WILL 4 He's gotta face a lot of stress

PRE 4

seen a lot of the world yet. As he

gets older, his PRE may well get

better.

He's a typical teenager; good

with these kinds of things, but

no natural wiz kid.

Fistfire does a lot of fighting and

his reflexes are superhuman,

thanks to his mutation. He's

faster than Seeker!

Fist has more-than-human

TECH 4

REF 11

DEX 9

Dexterity, but he’s better at hit- |

ting his foes than he is at get-
ting out of the way.

He's got to face a lot of punish-
ment without getting knocked
out.

Fist is strong, but he's only at
the top of Human scale.

And he's gonna need a LOT of
points to survive what's coming!
His Olympiccalibre movement
provide a good base to his
roovement powers, B
Ready to rock and roll!

CON 7

SIR 7
BODY 8
MOVE 7

TOTAL 65

Fist is young and hasn't really .
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Increasing or Decreasing
Stats

Stats may be increased by the purchase
of certain Talents, using Option Points (pg.
109) and may be decreased with your GM's
permission. Certain Complications may also
decrease a Stat.

Note that normal humans have stat
maximums for Derived Stats, much as they
have Stat maximums for Primary Stats. In the
case of Derived Stats, these maximums are
figured from the maximum value of the
Primary Stat(s) involved. For example, the
maximum stat for a normal human is 7. The
maximum Derived Stats for that normal
human would be SD of 14, REC of 14, END of
70, STUN of 35, and HITS of 35. A character
may buy his Derived Stats up beyond this max-
imum, but he must have some kind of reason
(superpowers, magic, etc.) to exceed those
numbers.

Meet Fistfire (agaln)

Stat-wise, Fist shapes up like so:

Cwn, Vaue Wiy

STUN 40 8x5=30. He can take it,

HITS 40 8x5=30. And not die taking
it!

sSD 14 7x2=12. He can even shrug
off a few clobberings.

ED 14 7x2=14. And a few energy
blasts.

REC 14 7+7=14 He can get back
into action faster than most

RUN 14 Run: 7x2=14m/yds, Sprint:
Tx3=21m/yds, Swim &
Leap: 7+1= Tm/yds.

RES 12 3x4=12. He's going to have
to work to resist torture or
privation, but he's better
than most people.

END 70 7x10=70. He can fight for a
while before he gets tired.

SPD 6 11/2=5.5 (rounds up to 6.)

He is fast; maybe one of the
fastest heroes out there,
short of a true Speedster!

The Stats are:

otun

[BUDY x 5]: How much stunning/brawling damage you can take before you
are battered into unconsciousness, calculated as points. Important: At the
start, you may elect to move points from Stun into Hits or vice versa, as
long as the total moved is limited to 1/2 of the starting Stun Value.
Example: with 35 Stun and 35 Hits, | could move up to 17 paints from
Stun into my Hits or up to 17 points from Hits into my Stun.

Hits

[BODY x 5]:How much killing damage you can take before you are dying.
Any Armor you have may be subtracted from any Killing damage you take.
You may move Hit points into Stun and vice versa see above).

Stun Defense

{aka SD) [CON x 2]: How resistant you are to Stun damage; your SO is sub-
tracted from any Stun damage you take.

Recovery

(REC) [STR+CON]: This Stat determines how fast the character recovers
from damage. You get back this many Stun points each tum when you
rest, and this many Hits back for each day of medical attention.

|aka Combat Move) [MOVE x 2m], Sprint (aka Non-combat Move) [Move x
3m], Swim [MOVE x 1m], Leap [MOVE x 1m]: How far the character runs
(at a rate allowing dodges and evasions), sprints (in a flat-out run), swims,
and leaps in 3 seconds.

Resistance

(RES| [WILL x3]: Your ability to resist mental or psychological attacks or
stress; basically your mental "Hits".

Energy Defense

(ED)[CON x 2): How resistant you are to damage from lasers, electricity. force
beams, and other "energy-based"” threats. Calculated as points that are
subtracted from “energy” damage only. ED is calculated from the same
Characteristic as SD; you can elect to move points from one to the other
when you create the character (not afterwards!). The amount you can
move may not be greater than one half the starting value. When ED is
used, SO only protects vs. physical attacks. Likewise, KD will only protect
the character against physical Killing Attacks; EKD is needed against ener-
gy Killing Attacks. Example: With a CON of 6, | have 12 Energy Defense
and 12 Stun Defense. | decide to beef up my SD at the cost of my ED, mov-
ing up to a max of 6 points from from one to the other.

Endurance

(ENDJ [CON x 10): This Stat represents how long the character can expend ener-
gy, whether in physical endurance or in the use of a special ability (like a
superpower or talent). It is spent in the same way as Hits or Stun points,
When it runs out, you are exhausted and cannot do anything more except
rest and recover. Generally, 1-2 points of effect, 1 minute or hour of time (or
1 point of “power” used) spends 1 END point. END returns whenever you
take a Recover Action (pg. 134), which restores as much END as your REC
(see above).

Speed

(SPD) [1/2 of REF): This Stat is used to measure a character’s reactions.
Speed can be used to determine either when you move during the course
of action, or how many things you can do in a specific time period.
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n the New Miftennium, characters will need to get the basic Skills and Powers with which to

fight, protect themselves, and generally adventure. These Options are specific to the super hero
genre; what works in this setting would probably be mind-hendingly out of place in a medieval
fantasy setting. The precise list of campaign options available in a particular campaign will
always vary according to each GM's decisions; the list presented here is specific to the New
Millennium campaign setting.

Inherent Options

Inherent options are things that are part of the character; they are as much a part of him as his
Characteristics. They cannot be taken from him {under most circumstances), but they also cannot be used
by anyone else. Inherent items usually include Skills, Talents, and Perks and are always purchased with
Option Points (OP) given to players by the GM of the game they are in. In addition, characters is in the
New Millennium campaign may purchase Powers with Power Points (PP); see pg. 121 for more infor-
mation on PP and Powers.

Bought Options

Bought Options are things that can be constructed and paid for in money. Bought items most often
include vehicles and equipment. Unlike Inherent options, bought options can be used by others. They can also
be destroyed or taken away from a character and must be replaced by using money or new OP gained through
Experience (pg 156).

Option Points

The “cash” with which you buy your Options are called Option Points {or OP). A poo! of Option Points
is always given to Players by the GM at the start of character creation. New Millennium characters start
with 50 OP; they can gain up to an additional OP through Complications {see pg. 110 for more details.)
After character creation, all remaining Option Points can be converted to money units on a $100 to 1 OP
basis. It is in a character’s best interest to try to spend all of his OP before he starts play.

Buying Complex Things with Option Points

While Option Points can be translated into money with which to buy equipment, complex things (like
vehicles) can also be rated in points independent of their monetary value. After all, a tractor might cost
$50,000.", but how useful would it be to your character? It's not worth 500 OP, that's for sure!

For this reason, most vehicles, mecha {a kind of complex vehicle, usually a robot) and large weapons in
FUZION will have a Option Point value listed separately from their monetary cost. So if a GM wants his play-
ers to buy their own Big Hardware (like giant robots, spaceships,etc), he should make sure to give them an extra
50~150 OP to play with!

Using The Lifepath
(Optional)

A Lifepath is a series of
tables that can help you deter-
mine background information
about your character. These
tables can supplement the Origin
Tables, and can also be found at
the Hero Games web site. Point
your browser to:
http://www.herogames.com/
cnm/origins.html to get to the
article on Lifepaths

Why Option Points?

When starting a new char.
acter; everything he/she owns or
knows is purchased with Option
Points (OP). Why is this? The
main reason is that it allows play
ers to accurately scale charac-
ters; everything costs Option
Points, and you know what you're
getting in relation to something
else. This also makes it harder
for players to create characters
who are unfair or unbalanced in
relationship to other characters;
as long as you have similar levels
of Option Points, you know that
any two characters will be rela-
tively similar in terms of what they
have, know or can do. Option
Points are given to Players by the
GM at the start of character cre-
ation (still more points will come
from Complications and experi-
ence awards).

How many Option
Points for New
Millennium
Characters?

Characters in the New Miliennium
campaign start with 50 OP. They
make gain up to an additional 50
OP through the wuse of
Complications, which are
explained on page 110.
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Meet Fistfire (again)

Fist's player wants a little more versatil-
ity for his character, so he decides to take
some Complications to beef up his pool of
available OP. Besides, these Complications
really help flesh out Fist's background, and
will make playing him more fun in the long
run!

ComPLCANON
Fist is Hunted by VIPER, a group that is More
Powerful [15] and Wordwide [15] in their scope of
operations and influence. They want to Capture [+2] our
young hero.
Wormi? 15

He also has swom a Vow that he will bring
VIPER down for their crime; he Frequently [15]
seeks out their operations and will Risk Life
and Umb [15] to stop this evil organization; this is a
Major [+2] problem for Fistfire.

Worm? 15

Finally, Fistfire is Freguently [10] and Strongly
[10] StacStruck (a Personality Trait) by other
super heroes (and even some villains.) The
novice hero suffers Minor [+5] consequences when this
happens. We're sure he'll grow out of it.

Wormi? 4

Tom Extra OP 34

Added to Fistfire's original 50 OP, this
gives him a total of 84 OP (and VIPER agents
after him at ever tuml) He's going to need
those skills to survive!

The Complications Cap

New Millennium characters can only get
up to 50 extra OP from their complications.
Players are welcome to take even more com-
plications than they get points for as a role-
playing device, but they will only be “"compen-
sated” for the first 50 OP worth.

Switching Your Points

Around

Every character in the New Millennium
has three different pools of points to play
with: CP, OP and PP. Each of these pools
should be considered a separate source of
points, dedicated to purchasing the appropri-
ate item. CPs should only be used on
Characteristics, OP should only be used on
Options, and so forth.

However, a player might develop a con-
ception that calls for fewer Powers and more
Options. Or more Characteristics and fewer
actual Powers. Or lots of Powers and not
much else. In those cases the player may,
with the explich permission of his GM,
switch points from one pool to another at the
following rates of exchange:

1CP=1PP
1CPorPP=50Ps

Be careful when you do this as it can
radically affect the power level of the charac
ter! We have these things split up for a good
reason, and that's to make sure the charac-
ters are on an approximate scale with one
other. Proceed at your own risk!

[Lies Celpalicatdels

ne way to get more Option Points when creating a character is to take on a few

Complications—saocial, mental, physical, or emotional situations/problems that
define and enhance your character; you may also want to link these to various events
to add to a character's hackground. Complications will vary depending on the cam-
paign. The Value of a Complication is based on its Frequency, Intensity and
Importance:

Frequency

Just how often does your problem impact your life? The answer is the problem’s
Frequency; how often the GM can inflict it upon you as part of the trade for those extra OF. This
table works for all complications:

Frequency Value Guideline

Infrequently 5 Once every few gaming sessions

Frequently 10 Once every gaming session

Constantly 15 More than once every gaming session

Intensity

Intensity reflects how hard it is to overcome the complication, or just how much it affects
you. Each Complication has its own Intensity rating written in parenthesis ( ) right after it, but
we also provide you with a handy table of general roleplaying guidelines:

Intensity/Value Guideline

Mild (5] May roleplay to overcome it, or make Everyday WILL+Concentration Rall to
overcome it

Strong [10] Must roleplay it and make Competent WILL+Concentration Roll to over-
come it

Severe [15] Mustroleplay it and make Incredible WILL+Concentration Roll to overcome
it

Extreme [20] Must roleplay it and make Legendary WILL+Concentration Roll to over-
come it

Example: Stubborn: Risk incarceration, bodily harm or financial/ social ruin [10] means the
Intensity of this Complication will get you 10 points.

Importance
Importance rates how important the Complication is to the character and the Campaign.

For example, taking Foreigner in a place where everyone is from anather place is pretty value-
less, but in a xenophobic environment, it takes on major importance. Another measure of
Importance is its effect on your character's survival; if it can kill you, it's generally more impor-
tant than something that may complicate your roleplaying. The final application is up to the GM.
Round all decimal values down,

importance & Value Guideline

Minor [divide by 5]  Minor effect on combat or damage, with minor (-1) effect on skills
or world reaction.
Major effect on combat (-3), or 1 and half times damage, serious
effect on skills or world reaction, or puts character into danger.
Extreme effect on combat (-5), or 2x damage, or extreme effect on
skills or world reaction, or puts character into extreme danger,

To Determine a Complication’s Value

To determine the value of a Complication, add together the Frequency Value, the Intensity
Value, and divide the resulting tetal by the Impgrtance. Example: | take Responsibility as a
Complication, | decide that this affects me Frequently (10}, and | decide I'm respansible for the
care of my aged Aunt Meg. Since she is very old, she's considered to be Challenged (Intensity
10). but sinee I'm not in any danger and my skills aren't affected (divide by 5), taking care of my
aged aunt is worth (10+10)/5 = 4 Points. But if Aunt Meg was conslantly exposed to extreme
danger that | had to rescue her from, | could milk the situation for up ta 20 peints! Good ol Aunt
Meg!

Major [divide by 2]

Extreme [x1]



PSYCHOLOCICAL COMPLICATIONS

These invalve your Mental Problems and flaws:

Absent Minded,

Bipolar.

Delusions.

Masochist.

Phobia.

Paranoia

Split Personality,

You have strange lapses of memory. You often: Forget generally known
facts (5). Forget friends, family (10} Forget your own identity {15).

You are a classic manic/depressive, prone to fits of erratic, up moods
punctuated with severe terrifying depressions You are often: Maody (5)
Liable to lie around and mope {10}, Liable to run around frenetically risk-
ing life and limb or sink into a miserable stupor {15). Suicidal (20}

YYou believe things that are not real. You may hear voices, think aliens
are after you, or that you are God. You will: Risk ostracism, embarrass-
ment (5. Risk hospitalization, bodily harm or financial/social ruin (10).
Risk life & limb {15}

You hate yourself, and will go out of your way to injure yourself_ To do
this, you may: Seek verbal abuse (5). Seek minor physical abuse {10),
Seek major physical abuse (15]. Seek life threatening abuse (20).

You have a phobia; and unreasoning fear of some common thing, such
as dogs, heights, sounds or color. When faced with your phobia, you
feel: Discomfort {5). Paralyzing Fear (10} Berserk Terror {15). Catatonic
{20}.

(just beeause you think they're after you...), You think you have enemies,
everywhere, Sometimes you are focussed on one foe, other times, there
may be legions. You react to your paranaia by: Incoherently ranting (5)
Compulsively working on defenses against Them {10). Risking incarcer-
ation, bodily harm, social or financial ruin to stop Them {15), Risking life
& limb (20}

You're two, two, TWO people in one! [GM controls this personality, has
character sheet for it, etc | Your other self: Likes you (5). Is peutral to you
(10). Hostile to you {15). Dangerous to you in actions {20).

PERSONALITY TRAITS
It's the little things that count; your good & bad habits, basic traits
and characteristics.

Airhead.

Bad Tempered.

Coward.

Obsessed.

Shy.

Stubborn

Berserker.

Unlucky.

Oh Wow! You're just naturally spacy. In general, you: Misplace minar,
trivial things (5] Misplace or forget to do important things (10). Misplace
or forget to deal with dangerous things {15). Dangerously oblivious to
everything; the GM never asks you to make a perception roll unless you
request it {20).

You're just imritable, all the time. When your temper flares: You'll risk
embarrassment, or financial loss (5). You'll risk incarceration, bodily
harm or financial/social ruin {10), You'll risk life & limb {15)

You lack nerve, especially in combat. When faced with danger. You
tremble at anything you imagine as danger (5). You freeze up and can't
react (10}. You try to run as far away as possible {15).

YYou just can't get that special {to you) person or thing out of your mind.
You: Talk about it all the time and will risk embarrassment, or financial
loss over it (5), You'll risk incarceration, bodily harm or financial/social
ruin over it (10). You'll risk life & limb over it (15),

‘You hate dealing with others. You: Refuse to speak to new people (5).
Avoid all interactions with new people (10). Will physically remove self
from situations involving new people (15).

‘fou just hate to give in—to anyone. To prove you're right: You'll risk
embarrassment, or financial loss (5) You'll risk incarceration, bodily
harm or financial/social ruin (10). You'll risk life & limb (15).

You can't control your fighting rage— you rabidly. Attack whatever set
you off (5). Attack anyone within range except friends (10). Attack any-
one in range {15). Attack anyone in range and won't stop until subdued
forcibly or exhausted/stunned (20).

Things never go your way; you have constant disasters, Travel and
adventure only hold for you: Inconvenient misfortunes (5. Costly or dan-
gerous misfortunes {10} Very costly or dangerous misfortunes {15).
Deadly, life threatening dangers (20).

‘Sample Complications

PHYSIOLOCICAL LIMITATIONS

These are Physical problems you must cope with:

Missing Limb.

Reduced Hearing.

Reduced Mobility.

Reduced sight.
Uncontrolled Change

Vocal Impairment.

Vulnerability.

Susceptibility:

Ouch! That hurt! You're missing: 1 or more fingers (5}, A hand (10 each). = =

An am (15 each)

You are hard of hearing. Generally, to make a hearing based Perception
check, you will need: To beat a Target Number 4 points higher than
everyone else’s (5) A Hearing aid just to hear at all {10). New ears;
you're totally deaf {15).

You are unable to get around normally. Your Movement: Is reduced by

quarter (5) Is reduced by half {10}, Is reduced to dragging by arms at a

MOVE of 1{15). Nonexistent; you're a total quadriplegic; unable to move

below the neck (20}

Your eyesight is impaired in some way You are: Color blind [5). Need
glasses(10). Are nearly blind or one-eyed (15). Are totally blind (20).
You are prone to uncantrollable changes; these may be physical or men-
tal (depending on what you negotiate with the GM). What sets off the
change is: Uncommon {5). Common {10). Viery Common (15).

Your voice is somehow damaged, When you speak, you can: Only whis-
per, stammer or stutter {5). Only make sounds, but cannot speak (10),
Cannot make a sound (15)

‘You're susceptible to a certain situation or substance and take extra
damage when exposed to it {such as you drown faster than other peo-
ple.) The substance or situation is; Uncommon (5). Commeon (10). Very
Commaon (15)

You are harmed or take damage from a certain situation or substance
that is harmless to other people {like water. dust, or that glowing green
alien rock over there} The substance or situation is: Uncommon (5),
Common {10). Vlery Common (15)

SOCIAL COMPLICATIONS

These are things with serious Social and Societal consequences for

you:
Public Figure.

Bad Rep.

Secret dentity.

Poventy.

Personal Habits.

Oppressed.

Distinctive

Qutsider,

You are a figure in the media limelight; you can't make a move without
getting attention: You are newsworthy and your activities rate an article

if a reporter is nearby (5}, You frequently make headlines and people
always natice your actions on the street {10}. Your every action makes
news and you have reporters following you everywhere {15)

People "know" about you. At least, everyone's heard a story or two,
even if untrue, When you are mentioned or seen, you are: Frequently
recognized (5], Always recognized (10).
You are trying to hide your activities under a secret identity or other
smoke screen. You currently are: Living a normal life, unnoticed by any-
one (5] Are bathered by a single person trying to uncover your real iden-
tity {10). Everyone's trying to uncover your real identity (15).

Money is hard to come by for you, harder than for most. You are, finan-
cially-wise: Poor, with just enough for a bed and a few meager meals (5).
Dead Broke and probably on the street with barely enough to eat {10, In
debt, with others actively seeking to collect what little you have {15).
People just can't stand you Maybe it's the bad breath or the nose pick-
ing, but they find you- Annoying (5). Disgusting {10}, Horrible (15).
You are part of an oppressed or otherwise downtrodden group. |n your
society, you are: Snubbed; others ignore or refuse to deal with you (5).
Oppressed; there are laws controlling where you live, work or can trav-
el (10). Outcast; you're a total non-person (15). Enslaved; you're treated
as property and can be sold or mistreated at will (20)
You stand out and are noticed in any crowd, with features that are:
Easily concealed {5). Concealable with Disguise or Performance skills
(10). Not concealable {15].
YYou're not a local, and stand out like a sore thumb, attracting attention
both unwelcome and possibly dangerous. You are obviously, From dis-
tant place [5) From very distant place [10), Never before seen in these
parts {15)
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Meet Fistfire (again)

Fist starts out with 50 points for
Options. With an extra 34 OP from
Complications, he now has 84 OP to spend:

For starters, John is going to buy some
SKILLS with his stash of Option Points (we're
going to do this here on this page so we have
lots of room to list them!). Since skills are
purchased on a 1 level of skill to one OP of
cost basis, he decides to do the following:

Acropancs ' 4
This lets Fist flip into (and out of) fights and impress the
women with his showy moves.

CONCEALMENT 3

He's a canny guy, with a lot of street-smarts. He knows
where people hide things.
CoNToRmoNIST 4
He can bend his body into the oddest shapes. That's
useful for slipping out of those VIPER handcuffs.

Hacima 3
Fist has spent his.time in front of a monitor.
Lanauage (Seamsh) 6

Bay City is a gathering point of many different cultures,
and it helps if you can talk to people in their own lan-
guage. Fist has picked an excellent command of
Spanish to help him along..

Rancep Evae 3
Fist mainly depends on his natural ability, so his Ranged
Evade isn't that great.

Paramenic 2
He knows enough to stop bleeding.

Sream 5
Fist is a sneaky hero; when he wants to, he can move
without being seen or heard.

Use Power (Enercy Fist) 2

Fistfire is just leamingexactly what his powers can do;
as he gets more experienced, he'll put more points into
this skill.

TOTAL 36 0P
Povits Rewmsng 43

Then there are the Everyman Skills you automatically
get +2 levels in just for fiving in the modem world. John

decides to beef these up just in case:

COoNCENTRATION +2
Eoucanon +1
LocaL KNOWLEDGE (BAY CITY).cvcvsvussssmassnsssssssssassssssin#3
Percermion +2
MeLee Ewaoe, +3
TEACHER +0
ATHLENCS. +
Haxo Yo Hao +0
TOTAL 12 OP
Pomts REMAINNG a7

ENEMIES: Hunted and Watched
These are forces which are actively working against you. Your Enemy's value is determined
by three things: their Capabilities, their Extent, and their Intensity of enmity against you:

Capahilities.  What can lhiey do to you? Are they: Less powerful than you? (5). As powerful as you? (10). Mare pow
erful than you? {15), Have access to powerful weapons, powers or hardware? (20).
Extent. How far can they reach? Are they: Limited to single town or area? (5). Limited to a single country? (10}

Worldwide in their influence? {15} Interdimensional or Galactic {20}

NOTE: Instead of using the normal Importance table, use the following scale:

Intensity. What do they want from you? Are you: Being watched? (divide by 5). Being hunted for capture or impris-
onment? (divide by 2). Marked for death? (1).

RESPONSIBILITIES

These are things you have chosen to deal with, no matter how much trouble they cause.
Codes of Honor, Family Matters—these are all Responsibilities:

Code of Honor. These are the personal rules you will not break, no matter what. A Code of Honor might be a code
against killing, never attacking from behind, or never suffering an insult without an answer in blood, To
keep your Code, you will: Risk expulsion or embarrassment (5). Risk bodily harm or financial ruin (10)
Risk life & limb {15).

YYou always do the Right Thing, and fallow a higher Moral Cade towards those you feel responsible for.
You will do this; For your friends (5). For a special group/organization {10}. For all Humanity (15). For all
Life Itself (20).

Vow. This is a promise you must keep, no matter what. It could be to protect someone, follow an ideal, or
Just get that stupid Ring into that distant volcano. To fulfill this promise, you'll: Risk Expulsion or embar-
rassment (5). Risk bodily hamm or financial ruin (10). Risk life & limb (15).

These are those who need your protection and help. They could include children, family, or friends
Generally, they are: Equal to you in abilities (5). Challenged, or atherwise weaker than you (10}, Have
special problems, requirements or dangers associated with them (15).

COMPULSIVE BEHAVIORS

These are behaviors you must act upon; you just can't help yourself.

Sense of Duty.

Dependents.

Addiction (aka Dependence). You must have a particular substance or situation or you will suffer severe mental
or physical duress. The substance/situation you need is: Common (5) Uncomman (10). Rare {15), Very
Rare (20),

Honesty. You always tell the truth, even if it hurts, To be honest, you'll even: Risk expulsion, embarrassment, or
financial loss (5). Risk bodily harm or financial/social ruin (10) Risk life & limb (15)

Impulsiveness.  You just can't help yourself; you always jump into things without thinking. To follow a whim, you'll: Risk
expulsion or embarrassment [5), Risk bodily harm, social or financial ruin {10) Risk life & limb (15).

Intolerance. YYou're bigoted and intolerant of those who are different from you. When you encounter them, you are:
Civil but distant (5). Rude and verbally abusive (10). Violently abusive {15). Abusive even at risk of life
and limb (20),

Jealousy You are jealous in the extreme. Towards the one you “love”, you are: Obsessed and watchful (5).
Confrantative and accusatory (10). Physically vialent {{15).

Kleptomania  You steal things continuously. You can't help it; you'll even: Risk arest or embarrassment (5). Risk bod-
ily harm or financial/social ruin (10} Risk life & limb (15}

Lecherous. You can't resist grabbing or pawing someone you find attractive, or at least making lewd comments.

You'll even: Risk expulsion, embarrassment, or financial loss (5). Risk bodily harm or financial or social
ruin {10). Risk life & limb (15).
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he first thing most characters will want to buy with their Option Points are Skills.
Skills are things the character knows or can do; they represent his or her level of
knowledge and accomplishment. Skills are normally rated from one to ten, and are
used in game play by adding the level of the Skill to the level of the most applicable
Characteristic the skill is related to.
The good news is, every character gets a free starting group of skills to begin with, so
that he won't be totally helpless in his new environment: Everyman Skills.

Everyman Skills

Everyman skills are things generally known by everyone in all specific cultures or time
periods: Perception, Concentration, Education, Persuasion, Athletics, Teacher, Local
Expert(Knowledge of your area), Hand-to-Hand, and Melee Evade. These are given free to
all characters by the GM, and have an automatic starting fevel of 2; about what the average
person would know about his world. Each can be improved by adding Skill levels on an indi-
vidual basis. An individual GM may wish to add or remove skills from the Everyman category
to suit his particular game; in a far future setting, for example, everyone may use computers,
but only special people may have any athletic skills. The Everyman skill category gives you the
flexibility to tailor the level of your culture as desired.

Ceneral Skills

Unlike Everyman Skills, General Skills are purchased at the cost of one Option Point for
every level of skill; for example, to have 4 levels in Firearms would cost 4 OP.

Buying a skill generally gets you the ability to do pretty much everything described by that
skill. However, some campaign settings may require that you specify how a skill will be used
(for example, picking what kind of Scientist (Physicist, Chemist, etc.) you intend to be. In these
cases, you may need to take additional "specializations” of that skill to be able to use it in
other ways (for example, Scientist [Physicist] and Scientist [Chemist].

The list of possible skills one could encounter in a Fuzion game is as wide as the possi-
ble campaign settings.

What's compiled on the next few pages are the typical skills applicable to the New
Miltennium campaign setting. This skill list can work for several ather genres of games as well.
Other Fuzion rules might use different skill lists, but in the New Miflennium, we're only inter-
ested in the ones on this list. Each skill has a Characteristic listed at the end of its description;
this is the default Characteristic generally used when making Skill Checks with that skill, There
may be occasions where the GM calls for the use of a different Characteristic for the Skill Check;
the GM should use whatever Characteristic he feels is appropriate for the check in question.

HOW COOD IS MY SKILL?
Less than 1 (Challenged): You don't know
how to do this task at all.

1-2 (Everyday): You've learned the basics of
this task, and can do this thing most of the
time, though not very well. You're an appren-
tice or a beginner.

34 (Competent): You are well trained and
practiced in this skill, and can perform it well
in everyday circumstances. You can handie
unusual applications of the skill with some
difficulty. You're considered a professional.

56 (Heroic): You are a master of this skill,

and are capable of unusual applications of
the skill. You are considered a master crafts-

man.

78 (Incredible): A skill at this level means
you're one of the very best in the world, You
are at ease with unusual applications of the
skill, or even new applications. This is enter
ing the realm of fiction, of amazing skill that's
not quite impossible!

910 (Legendary): A skill at this level puts you |

in the realm of the greatest practitioners of
this skill in history. You are pushing forward
the boundaries of the skill and what it can be

used for, and have entered the realm of |

genius and of fiction.

More Than 10+ (Superheroic): Skills at this
level are better than anyone could believe in
the real world. This realm belongs to comic
books, science fiction, fantasy or mythology.

NoTE: FISTARE'S SKILLS ARE LISTED
ON THE PREVIOUS PAGE.

LOOSE) LANGUASE FAMILES
Lanwgasen; French, Spanish, Italian, Portuguese
Chmese: Mandavin, Cantonese, Hakka, Thai
Mosmi A Japanese, Korean

Soumi Asww: Thai, Burmese
Suac; Russian, Pofish, Czech
Gemurac; German, Dutch, English, Afiikaans, Yiddish, Swiss

Seanouunn; Danish, Norwegian, Swedish.
MioEastenn: Arabic, Persian, Hebrew, Berber,

SKILL Name EXPLANATION

ACROBATICS The ability to perform flips, jumps, and rolls like a circus acrobat. You can also jump and
flip over an obstacle, landing on your feet, ready to fight. {DEX)

ACTING The ability to act; to assume a role or character. Someone who is skilled in this can fake
moods or emotions, or hide his true identity. [PRE)

ANIMAL HANDLER The skills of animal handling, training, and care as applicable. {INT)

ATHLETICS Basic Athletics skills; dodging, escaping, throwing, swimming. (DEX)

AUTOFIRE WEAPONS Use of machine-guns. full-autofire weapons and attacks, etc. (REF)

BRIBERY A character with this skill knows when to bribe someone, how to approach him, and
how much to offer, (PRE)

BUGGING The ability to properly implant and operate listening, visual, or other sensing devices

“bugs.”} (TECH)

Comeuter; BASIC, C++, Fortran, Cabol,

See Languages on page 114 far more information,
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BUREAUCRATICS

BUSINESS

CLIMBING

COMPUTER PROGRAMMING

CONCEALMENT

CONCENTRATION

CONSPIRACY

CONTORTIONIST

CONVERSATION

CRIMINOLOGY

CRYPTOGRAPHY

DEDUCTION

DEMOLITIONS

 DIseUIsE

DRIVING

EDUCATION

ELECTRONICS

EXPERT

FIREARMS

‘fou know how to deal with bureaucrats, cut out red
tape, who to talk to, how to reach them, and how to
extract information from bureaucracies, [PRE)

Knowledge of basic business practices, laws of supply
and demand, employee management, accounting, pro-
curement, sales, marketing. (INT}

Ability to climb unusually difficult walls, trees, and
buildings, as long as there are handholds. The basic
climbing speed is 2 mfy per phase. (STR)

The ability to program and operate computers. (TECH)

Yfou can hide things and find things that other people
have hidden — like important papers, weapons, jew-
els, artifacts, drugs, and so forth_ (INT)

The abilities of focus and mental control. This would
encompass feats of memory, recall, physiological con-
trol, and Menta! Powers, [WILL)

This is the knowledge of how to influence individuals
and organizations secretly, and how to plan and orches-
trate such plans, {INT)

The ability to manipulate your body to get out of ropes
and similar bonds. You may also contort your body o fit
into generally inaccessible places or spaces. {DEX)

This ability allows you to extract information from peo-
ple with careful conversation, The use of this skill takes
time, and if the roll is missed, the subject realizes he is
being pumped for information. [PRE)

You know how to look for clues, dust for fingerprints,
examine evidence, do ballistic tests, examine records,
search through files, and so on. {TECH)

The ability to solve simple ciphers and encrypt or
decode messages. (INT)

Thisisthe art of taking several facts and leaping to an inob-
vious conclusion, This skill should be used sparingly. {INT)

The ahbility to properly use, handle, set, and defuse
explosives (TECH)

The ability to change a character's appearance through
makeup, costumes, body language, and facial expres-
sion. [TECH)

Driving cars, motorcycles, jeeps, trucks, tanks, hover-
craft, and other ground vehicles. Generally, this skill
must be purchased for one class of vehicles (REF)

General knowledge, such as math, history, science, triv-
ia, or current events, (INT)

The ability to identify, understand, repair, and rewire
electronic devices, {TECH)

Any one field of knowledge: stamps, gardening, Bay
City Police Department, paranormal aw, and so forth.
This can be a hobby, or an in-depth knowledge of a spe-
cific field or area. (INT)

Firing semi-automatic pistols, revolvers, rifles, shot-
quns, and crossbows. (REF)

FORENSIC MEDICINE

FORGERY

GAMBLING

GUNNERY

HACKING

HAND TO HAND

HEAVY WEAPONS

HIGH SOCIETY

INTERROGATION

INVENTOR

JACK OF ALL TRADES

LANGUAGES

LIP READING

LOCAL EXPERT

LOCKPICKING

MECHANICS

MELEE WEAPONS

This skill lets the character make inferences from a
corpse about the cause of death, how long the corpse
has been dead, and so forth (TECH)

The ability v vreale false documents, identification,
currency, and so forth. (TECH)

The ability to win gambling games that require some
skill, such as blackjack, poker, and more exotic games.
A character may also use this skill to cheat, [TECH)

Firing vehicle-mounted weapons, mecha weapons,
ship-mounted weapons and artillery. (REF)

Skills of electronic intrusion into computer systems,
including illegal entry and virus code writing, (TECH)

Basic skill at fighting with your hands, Adding Martial
Arts [page 116) allows the character to use Martial Arts
inaneuvers and actions (REF)

Use of military weapons such as RPGs, mortars, rock-
ets, hand-held missiles, etc. (REF)

The knowledge of upper-class culture: what clothes to
wear, what are considered sophisticated drinks, and
how to mingle with royalty and other VIPs. (PRE}

The ability to forcibly extract information from people.
The character knows how to avoid leaving marks, can
judge how close a victim is to death or breaking, and is
an expert at manipulating subjects into revealing
desired information. [PRE)

This skill enables the character to design and construct
new devices. To use Inventor, the character needs the
complementary science skills in the field he is working
in. [TECH)

Assorted (and rather limited) skills in tinkering, fixing,
craftsmanship, first aid, and other handicrafts. A char-
acter with this skill will have some ability at those
tasks, but is unsuited for long-term projects, and will
never be as good as someone with a dedicated skill in
one of those areas. {TECH)

Must specify ane particular language group {or dialect,
computer code, type of sign language or hand signals).
Must specify primary language (see chart on page 113]in
the family; all others in that group are at 1/2 of primary.
{INT)

This skill enables the character to read someone’s lips
in order to tell what he is saying. The character must be
able to see his target’s mouth clearly. {INT)

Knowledge of an area; who's who, where things are,
general customs, schedules, and peculiarities of the
environment. (INT)

This skill allows the character to open key, combination,
electronic, and magnetic locks. (TECH}

Skill with mechanical devices and the knowledge of
how to repair, replace, and build them. (TECH}

Using all different types of melee weapons, such as
knives, clubs, axes, swords, spears, etc. [REF)



MELEE EVADE

MIMICRY

NAVIGATION

ORATORY
PARAMEDIC
PERCEPTION

PERFORMANCE

PERSUASION

PILOT

PROFESSIONAL

RANGED EVADE

RESEARCH

SCIENCE

SECURITY SYSTEMS

SEDUCTION

SHADOWING

Basic skill at getting out of the way of someone who is
trying to strike you in melee combat, be it with a melee
weapon or bare hands. This skill is used for defense
when you are being attacked by someone using the
Melee Weapans Skill and the Hand-to-Hand Skill, (DEX)

The ability to perfectly imitate someone else’s voice,
{PRE)

Knowing how to take sightings, use maps and charts,
plot courses, work from wind, weather, and other
guides, (INT)

The ability to speak to an audience and to deliver a con-
vincing presentation. (PRE)

This skill enables the character to stop bleeding, repair
damage, and generally keep someone alive. TECH)

The skill of observation, perception and spotting hidden things
(like clues}, detecting lies and emotions.

The skills of acting, some stagecraft, singing and musi-
cianship. This skill represents more of the actor or enter-
tainers craft than the ability to completely assume a
role, as described in Acting. (PRE)

The ability to convince, persuade, or influence individu-
als. (PRE)

Flying prop aircraft, civilian jets, military jets, heli-
copters, etc. A specific class of vehicle must be chosen
for this skill. (DEX)

The ability to perform a certain profession (such as artist,
actor, doctor, hockey player, mason, secretary, taxi driving,
etc.) Obviously, certain other skills will greatly enhance
the characters ability to practice his profession. (INT)

Basic skill at getting out of the way of someone who is
trying to shoot you with any type of ranged weapon, be
it a pistol shot, an energy blast, a thrown car, or what-
ever. This skill is used for defense when you are being
attacked by a ranged attack. (DEX)

Skills in using libraries, databases, records, as well as
uncovering information from obscure or uncommon
sources. (INT)

This skill enables a character to ride a living creature
under difficult circumstances. The type of animal (usu-
ally horse) must be specified when this skill is pur-
chased. (DEX)

Knowledge of lab techniques, how to design experi-
ments, how to write scientific papers, test hypotheses,
etc, for your appropriate field of science. Must specify
your area of study when this skill is purchased. (INT)

The ability to recognize and evade various types of
alarms and traps. The character also knows how to set
up alarms and traps, given the proper time and equip-
ment. (TECH)

The ability to gain others’ trust by offering companion-
ship or favors. (PRE)

The ability to subtly follow someone. Also the ability to
spot and lose a tail, (INT)

SLEIGHT OF HAND

STEALTH

STREETWISE

SURVIVAL

SURVEILLANCE

SYSTEMS OPERATIONS

TACTICS

TEACHING

TRACKING

TRADING

USE POWER

VENTRILOQUIST

WARDROBE AND STYLE

WEAPONSMITH

The ability to palm items, fool the eye, perform magic
tricks, etc_ (REF)

The ability to hide in shadows, move silently or avoid
detection in combat situations. {DEX)

This skill gives the character knowledge of the seamy
side of civilization: he knows how to find the black mar-
ket, talk to thugs, gain information, and so on. {PRE]

This skill enables the character to live off the land, find
food and water, identify dangerous plants and animals,
and so on. (INT)

The ability to set up a static surveillance of a subject
without having it detected. [INT)

This skill allows the character to operate sensing and
communications devices. The character should choose
what type of system he knows how to operate [such as
Radar, microwave transmitters, LANS, etc.) TECH)

The ability to fight effectively and efficiently. A charac-
ter with this skill is an expert at combat, and usually
knows what must be done to win a battle. (INT)

The ability to impart information or skills to other, {PRE)

The ability to follow a trail by observing tracks, marks,
broken twigs, and so forth. (INT)

The ability to strike a good bargain with a merchant or
customer. (PRE)

The ability to use a paranormal power or supernatural
skill. This must be bought for the various groups of pow-
ers the character might have, such as his attack
Multipower, his flight, and so forth. Generally, this skill
can be bought for any group of powers that are con-
nected by a common special effect. This skill is used
with attack powers to make attacks, to operate certain
powers (for example, Use Flight would allow a charac-
ter to make radical flight maneuvers, etc.) and is also
used when trying to use a power in a clever way (for
instance, varying the frequency of your force field to
match another force field, or similar pseudo-science).
The Technique Characteristic should be used when mak-
ing Skill Rolls for Use Power, though other Stats may be
used if the GM decides the situation warrants (for
instance, using Will in a contest of Power versus Power
in a classic comic book or magical confrontation). The
Power Paints in the Power could even be used as the
“Characteristic” if the GM feels the situation is appro-
priate. (Varies)

The character can make his voice sound as if it's coming
from somewhere other than himself, (PRE)

A grasp of fashion, wardrobe, and personal grooming. A
character with this skill knows how to show off clothes
and look his best. (PRE}

The character knows how to build, maintain and repair
weapons of various types. The class of weapan (mus-
cle-powered, firearms, energy weapons, other) must be
specified when this skill is purchased. (TECH)
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Optien i Maraal Arte

Martial Arts. Kung Fu kicks, Karate chops—or, at the most
esoteric and powerful levels, Ki strikes that slam an
opponent with the force of the masters sheer will. As a
Martial Artist, you have had training in a specialized Martial
A, allowing you to use Martial Arts techniques, as well as
perhaps building your own Martial Arts style of combat with
new techniques if your GM (and campaign) permits.

Pick a School

If you want your character to be able to use Martial Arts in com-
bat, you must first choose a school. The list below are of the most
common types of martial arts studied today:

Aikido

This is a Japanese art founded in 1942 by Morihei Ueshiba and
derived from the earlier Aikijutsu. It stresses discipline and a nonvio-
lent attitude. The art, as practiced in combat, concentrates on bal-
ance, rhythm and use of an opponent’s force against himself, It large-
ly involves redirecting an opponent’s energies, especially in throws
and takedown maneuvers.

Kung Fu

Kung Fu, in Chinese, simply means “hard
work” or “skill.” Kung Fu is a very fragmented
art, with innumerable different styles and
techniques. The Kung Fu style listed here is a
“generic” style, concentrating on strikes
(both hand and feet) and specialized
weapons.

Karate

Karate was developed from the same
ancient traditions that led to the development
of Kung Fu. By the fifth century AD, on the
Okinawa lslands, a weaponless combat style called
te (“hand”} had developed. Later, when the teachings of
the Shaolin Temple in China were carried to Okinawa, some of
the Shaolin techniques were infused with the te art. Karate is much
like Kung Fu, but has fewer techniques.

Judo

This Japanese art grew out of the integration of the weapons
techniques of katori shinto ryu and grappling techniques during the
15th century. The usual Judo technique involves bearing an opponent
to the ground and then pinning him there or rendering him uncon-
scious. The art utilizes hip throws, shoulder and neck locks, and a sac-
rifice body drop.

Wrestling

Wrestling, as a martial art, dates back into prehistory. In history,
famous examples of wrestling arts include the wrestling practiced in
Greece, China, and India from their earliest recorded histories.
Wrestling continues today as a popular collegiate and professional
sport. The version here can be defined as either realistic wrestling or
the showier style of TV's “pro” wrestling.

Savate

Savate (known as boxe Francaise savate or la boxe francaise) is
a French martial art; its development began in seventeenth century
Marseilles. Originally a type of kicking brawling style, early in the
eighteenth century it was synthesized with English Boxing maneu-
vers. Today it is a full-featured and respected martial arts style.
Savate combines boxing-style punches with a variety of kicks. The art
also includes cane-fighting techniques. To simulate the older, pre-box-
ing form of Savate, do not buy the Direct maneuvers.

Streetfighting

This a generic martial art practiced by many super-heroes and
Hollywood Tough Guys. It can be used to simulate someone who
learned to fight on the streets.

Can’t Find Something You
Like?

Get creative! You can either rename an existing school to make
it sound more interesting, or even build your own using the
various techniques listed on the next page (each tech-
nique costs 2 points).
Example; Chas wants to build a futuristic fight-
ing form called MoK-To, based on the planet
Aldebaran. He builds it using Martial Block,
Martial Dodge, Nerve Strike, and Ki Strike;
his total cost is 8 Option Points. His GM fur-
ther rules that since MoK-To is restricted to
only the Shadow Monks of Aldebaran, Chas
must either adventure there to convince the
monks to teach him, or spend the multiplier
for Uncommeon (x2) raising the overall cost to
16 points.

Fist of the— What?

In animé, video games and some martial arts films, martial arts
also include incredible feats of levitation, energy blasts and mind con-
trol. These are better simulated by using the Powers and Mental
Powers plug-in's of Fuzion to create powers which are then grouped
and purchased (on a point basis) like regular Martial Arts training.

What Do | Cet for the
Points?

In addition to the techniques of their schools (you can take more
than one), all characters with Martial Artists abilities may increase
the power of their attacks by taking the option of Extra Damage. This
allows the character to do more damage with martial arts maneuvers
than his Strength might otherwise indicate. Each level of Extra
Damage purchased adds +106 damage or +1 STR to the effect of the
maneuver, as appropriate. Extra Damage Costs 3 Option Points
per level.



MARTIAL ARTIST ACTION SUMMARY & STYLE LIST

AcTIONS NoTes 1 Alkino Kuve FU | Kanare | Juoo | Swae | WRESTUNG | STREETRGHTING
Basic STRIKE Stile + 106 Damage, +2 to DV X | X X i
BREAKFALL Take 1/2 normal falling damage, regain feet as a X X X X

Free Action.
Derensive STRIKE | Strike, adds +1 to AV, +3to DV | X | _ I I X | s
FooTsweep Strike, your target falls, +1 to DV X X
Ki STRIKE Ranged HTH attack at -2 AV. Subtract 1D6 for each X

successive m/yd of distance from target past touch. X
Kine STRKE | Does killing damage at -2D6 to STR, -2 REF X | X
'MarmAL ARTS Trained in the use of all hand to hand martial arts | X
WEAPONS weapons (tonfa, nunchaku, sai) X
MagrmaL BLock Blocks all but bladed weapons, adds +2 to AV, DV X X X X X X
MarTiAL DisarMm Disarm, with @ +2 to STR during the maneuver. | X X X X
MarmiaL DobcE Adds +5 to DEX for dedging purpeses that phase X X X X
MarmaL Escare Adds +3 to STR for escape purposes X | - X X = )
MarTiaL GRaB | Adds +2 to STR for mrpbs_es of the Grab X | X X _'
MarTiaL THROW Strike, your target falls X X X X X
Nerve STRKE | Does 2D6 damage, no Stun Defense; -2 AV | X 1 T
"OFFNsIVE STRIKE | Strike +2D6 to basic strike, at -2 AV, +1 DV. i | x 57— i X
SACRIFICE THROW | Martial Throw, with +2 to AV, Target and ] [ | X | X

Attacker both knocked prone. |

TOTAL OPTION POINT COST OF STYLE | 16 16 | 12 | 12 |12 12 16

Basic STrike: The character has been trained in how to deliver an
attack with greater force than a normal punch. They add 1D6 to their
nomal STR-based damage, +2 to DV.

Breanrall: The character has been trained how to fall without hurting
himself, and can roll to his feet from most falls. If the character is
knocked down due to Knockback (see page 149) or other circum-
stances, he may “roll to his feet” as a Free Action immediately after
being knocked down.

DesEnsive STRIKE: This attack is more of a probe than a full-out attack.
It can represent a jab, a quick strike, or any other attack where the
attacker is more concemed about defending himself than really dam-
aging his opponent. Adds +1 to AV, +3 to DV.

Foorsweer: The character lashes out with his foot (or other appropri-
ate appendage) and sweeps his opponent’s legs out, throwing him to
the ground. This attack is made at a +1 to AV and does the attacker's
normal Strength Damage to the target. After being thrown, the defend-
er is prone, and must act after the attacker next round regardless of
their Initiative rolls. A thrown target may not use Breakfall to automat-
ically roll to his feet; he must spend one action instead.

Ki StriKE: With the proper training, and proper strength of will, some
characters can make handto-hand attacks at range. As it is difficult to
project your ki over a great distance, the damage of this attack
decreases with distance.

HuLing STRIKE: This attacks allows the character to do killing damage
attacks without using a weapon. A Killing Strike can be striking a limb
to break it, a throat or kidney punch, the classic “karate chop,” or any
other appropriate type of blow.

Kunc Fu Weapons: The character is trained in the use of martial arts
weapons, and can use these weapons with his martial arts Actions.

MarmaL Biock: This is a trained block. A character with this maneu-
ver is very good at blocking melee attacks. Adds +2 to AV & DV.

Manmmal Disarm: The character has been trained to knock weapons
(and other objects) out of his foes' hands. A disarm will only affect
items that are held with one hand; twohanded objects must be
grabbed away. +2 to STR during the maneuver.

Marmar Doose: The character has practiced getting out of the way
of attacks. This dodge will work against ranged as well as melee
attacks. Adds +5 to DV for dodging purposes that phase,

Marmas Escare: The character has been taught how to get out of
even the strongest grab or hold, adding +3 to the character's STR for
escape purposes

Marrias Gpas: The character has been trained on how to grab and
hold his foes.

Mamnai THrow: Instead of striking, a character with this martial arts
Action may declare he is throwing his opponent. The attacker makes
a normal attack. If it is successful, he throws the target to the ground
and does his normal Strength Damage. After being thrown, the defend-
er is prone, and must act after the attacker next round regardless of
their Initiative rolls. A thrown target may not use his Athletics skill to
automatically roll to his feet; he must spend one action instead.

NERve STRIKE: This is a strike targeted at the wulnerable nerve clus-
ters of the human body. As such, the target does not get his SD ver
sus this attack. Does 2D6 damage, at -2 AV.

Orrensove STRIKE: This is an allout attempt to mangle your target. An
Offensive Strike covers a flying kick, a fullout haymaker punch, or any
other full out style attack. Adds +2D6 to basic strike, at -2 AV, +1 DV.

Sacrifice Trrow; This maneuver represents any move where the
attacker falls to take down his opponent. It can be a judo throw, a slid-
ing takedown, a football tackle, or any other move where both the
attacker and his target end up on the ground. Martial Throw, with +2
to AV, Target and Attacker both knocked prone. If this attack missed,
the attacker is on the ground at the feet of his opponent anyway.
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Cletlen 3 Teletite

Meet Fistfire (again)

Fist decides to buy a few Talents with
his points. He goes with:

STREETRGHTING 16
Fistfire leamed how to fight on the streets of Bay City.
Unlike most street brawlers, he's developed a consis
tent fighting system that makes him very dangerous..
LiGHT SLEEPER 3
Was that a bad guy out there in the dark?

Comeat Sense 9
Let's stack at least three levels {3x3=9) to make sure
he gets in the first shot!

Bunp Reacnon 3
Fistfire is very aware of his surroundings and can strike
at a target, even if he can't see it.

TOTAL 310P
Poits Remaivna 6

alents are an innate ability, (but not necessarily superhuman) that cannot nor-

mally be learned or taught, such as a bump of direction or the ability to see in the
dark. Each one of these Talents costs 3 points each. If levels (indicated by a X) can
be taken in the Talent, each additional level will cost another 3 OP;

Talent Name Description

Ambidexterity: You can use tools and weapons with either hand at no penalty (normally -3 for using off-hand]

Beautiful/

Handsome [X]: You are extremely good looking; people will automatically stop and stare at you when you pass, and
you are generally surrounded by admirers. In addition, you automatically have a +1 bonus to your
Acting, Oratary, Persuasion, Performance, Singing, and Wardrobe/Style skills for each level taken.

Blind Reaction:  You can counterattack (in hand to hand only) with no negative maodifiers for darkness or being
obscured (-4), even if you can't see or hear your opponent.

Combat Sense [X]: Your reflexes are keyed for danger; you automatically react faster to danger than anyone else; for
every level taken (up to 5) you may add +1 to your Initiative ralls {in combat anly).

Conditioned [X}k  You are in great shape! Add +10 to your Endurance stat for each level of this Talent

Direction Sense:  You are never lost, always know where North is and can orient yourself easily without any external
Cucs

Double Jointed:  You can bend your limbs and joints in impossible ways. You can fit into any space equal to half your
height and width and it is impossible to tie you up or entangle you with a single rope; you can only
be restrained using restraints like cuffs, shackles, or nets

Eidetic Memory:  You never forget anything you have read, seen, heard, smelled, or touched,

Hard to Kill [X].  Each level of this Talent adds +5 to your Hits Stat

Immunity: ‘ou are immune to the effects of one specific poison or disease group (must specify).

Intuition: You have an uncanny feel for hunches; the GM will give you a chance to make a Perception rofl
whenever he thinks you might get a hunch, even if there are no perceptible clues present.

Lightning

Calculator: You can automatically do complex mathematical operations in your head without using any aids

Light Sleeper: You wake instantly from even the lightest touch or smallest sound (no Perception check required)

Longevity: You are extremely long lived, but do not show any appreciable signs of aging. No matter how old
you are, you always |ook and feel as a person half your age.

Luck: Luck is that quality which helps events turn out in the character's favor. The GM may have the

character make a Luck Roll when he is totally overwhelmed in combat, when he has no idea of
how to find what he's looking for, when an opponent is escaping, or any other time that outrageous
fortune could save him when he doesn't expect it,

The GM should never let Luck rule a situation; he has full contral over when, how often, and how
much Luck will help a character. If it is necessary for a character to be captured, then he should
be, regardless of Luck. Similarly, if a character does something really stupid, the GM should not
feelcompelled to have the character saved throughgood fortune. Inany case, Luck shouldn'tcome
into play very often. Luck should always be a pleasant surprise to the player, not something he can
depend on,

When the GM asks for a Luck Roll, the player rolls 1d6 for every 5 Character Points of Luck his char-
acter has. Each 6 that's rolled counts as 1 point of Luck. The GM should then decide what (if any}
lucky event happens to a character. The more points of Luck that the character rolled, the luckier
he should be. As an optional rule, the GM can allow Luck to help characters who have Gambling
Skill I this case, every B rolled for the Luck should work as a +2 to the Gambling Roll.

Perfect Pitch: You always know If something's in tune, and automatically gain at +3 bonus in any musically relat-
ed task (singing, playing instruments, etc)

Quick Reflexes [X]: Your reaction time is incredible. Each two levels of this Talent adds +1 to your Speed stat. You must
always purchase an even number levels of Quick Reflexes. Warning: Raising your Speed can lead
to an over-balanced character. GMs, keep a careful eye on this Talent.

Rapid Healing: You heal extremely fast, recovering an exira 3 Hits per time unit in addition to your normal healing

rate

Resilient [X]: Each level of this Talent adds +1 to your Recovery, letting you bounce back from damage faster than
normal.

Schtick: A schtick is a special habit or personal affectation that has little or no actual effect on skills or com-

bat abilities. Examples might be: always having a wind wafting your hair or cape dramatically,
always having dramatic lighting striking your face, being able to toss your hat on a hook when you
walk in; always having a cigar hidden somewhere on your persan, etc. Schticks must be okayed by
the GM and should never have an important combat or skill application—always shooting the gun
out of the bad guy's hand would be a very dangerous schtick to allow,

Simulate Death:  You can lower your heart rate and breathing to such a low level that it is a Legendary Difficulty to
tell whether you are dead or not

Speed Reader: You can read one page of any normal text that you are familiar with in three seconds {you can read
a 200 page book in 10 minutes)

Strong Willed [X]: You are incredibly difficult to shake up mentally. Each level of this Talent adds +3 to your Resistance

Time Sense: You always know what time it is, always know how much time has elapsed between the present
and the |ast time you checked.

Thick Skin [X]: For whatever reason, you are able to shake off more damage than normal. Cach level of this Talent
adds +2 to your SO and to your ED.

Tough [X]: You are just plain tougher than your normal hero. Add +5 to your Hits Stat for each level in this Talent.



P erks are useful items, privileges, or contacts a character has access to in a cam-
paign. Perks can be special licenses or symbols of authority, friends, favors or
fringe benefits accruing from a profession. They are purchased with Option Points
just like any Skill, and function as a value gauge of how powerful the Perk is (1
being lowest, 10 being best—the GM is the final arbiter of a Perk’s worth on the 1~10
scale); level 8 or 9 should really mean something!

Perks are extremely campaign dependent and should be created for each campaign indi-
vidually. Many Perks have mixed benefits, both good or bad, and game play should reflect this.
Think about it: a "Mafia Godfather” Contact might require a favor of you someday too!

Once the GM has established the level of the Perk, he must decide just how much impact
that perk has on the world; for example, in a superheroic game, being the head of a huge cor-
poration would be a character affectation; in a cyberpunk campaign, that same status would
have serious impact. The impact is matched to the chart below and the basic cost for the Perk
(listed below) is multiplied by the value indicated. This will be the final cost.

Campaign Style Multiply Perk By

Very High Tmpact.ccosunipmsmenmepsaiasavasiaiomimsamvavmainl

High IMPACT ........oo.ooovceeee st ssseemssses s sesssas s s snre KO

Moderate Impact..... X2

Little'or No Impact.: .o aianimsemamdsiimmmismimasissimk)
Perk Name [Cost per Level] Description

Membership 1 per level| You can call upon the resources of an organization, person, government, or group—hut you
also have responsibilities, The level of Membership represents your character's status in the organiza-
tion, not the influence of the group (thal's what the miiltipliers above are forl. For example A
Membership of 1 at in the FBI would make you a janitor, but at 10 you're the Director's right-hand man.
A version of this is Authority, in which the character is an agent of the law and has the power to arrest,
detain and use deadly force.

[1 per level] The character has a legally sanctioned right to do things that would normally be consid-
ered illegal (license to kill, to collect taxes, hunt criminals, etc). Licenses are individual cases, granting
you authority rather than “loaning” you use of the authority of a group {as abovel---you getl no
resources, but you also don't have so many responsibilities. By example: a license to sell ams might
cost Z; o Private Investigator’s licanse 4; a Bounty Hunler's ficense might cost 6; a CIA or secret service
agent’s license 8, a Federal Marshal's license costs about 9, and having an unconditional license to kill
might cost 10.

11 per level] You know someone who can (and generally will) help you through maney, power or sheer
skill, and this help is usually "ol the record.” A mercenary who'll occasionally back you up in a fight
costs 3, a local Yakuza Boss costs 6, the head of the FBI costs 9. Hemember that the level of the con-
tact is based on several factors: a student’s not much, but a student who's willing to die for you...,
10.5 per level] A one shot Contact: you can make use of this contact only once, but they MUST do what
you ask (as long as its appropriaie). Note that it's often useful to have favors from a lot of people in dif-
ferent areas rather than one contact who does everything,

[1 per level] Your reputation, usually in a favorable light. People go out of their way to curry favor with
you, or to at least avard getting on your bad side. At 3, most local people know you; at 6 you'e nation-
ally known; a1 4 you're an intermatiopal figure.

[1 per level] Characters are assumed to be lower middle class, bul wealth boosts your lifestyle
Spending 1 OP places you comfortably in the micklle class, capable of buying common things and liv-
Ing in & decent place. Level 2 is upper middle class; you can buy most everyday things and live in a vary
nice piace, At levels 3-4, you are wall to do and have more than enough money to support yourself; you
need work only occasionally, can afford costly hobbies, and have an expensive home. Al B you'te rich,
you don't have to work at all, can afford large purchases like cars or vacations, and live in a very expen-
sive liofme. At 9, youte a millionaire, can live anywhere and buy almost anything you want. The GM
might let you exceed Wealth 10, making you a billionaire!

License

Contact

Favor
Renown

Wealth

Special Note— Money in Fuzion: Generally, players with wealthy characters are dis-
couraged from keeping track of their money directly—it's a lot of tedious bookkeeping.
However, there may be times when you'll absolutely need to know if you can buy that
Caribbean island. In this case, you might use the following rule: At Wealth 1, the player has a
disposable income of $1,000 per week; this value doubles for each additional level of
Wealth—this means at Wealth 10, you could spend over 26 million dollars a year! GMs should
be really careful letting this rules cat out of the bag!

Membership & Licenses in
The New Millenniun:

Here is a list of sample membership and ficense costs in
the New Milfennium world:

Police Officer . vnu vun doeig 2
Police Lieutenant ........... 4
PoliceCaptain., .. ........... 6
State Police Officer .......... 3
State Police Lieutenant ....... 5
State Police Captain . ........ 7
FEHETaTBEENE " oot e & 4
Senior Federal Agent . ........ 6
License to Practice Medicine .. .3
GUAPEIMIt (i Jih Caeins s b 2
Concealed Weapons Permit ... .4
GUN'DBAIBY o vuis o st wiars s & 2
Class lll Weapons Dealer . . . ... 4
Passpalts . .. eei s etele em it 0
Interational Driver's License . . .1
Professional License . ........ 2
EMT Certification . . .......... 1
Teaching Credential .......... 1
Bonded .. .1 OP per $1,000,000
Meet Fistfire (again)

Fist also decides to buy a Perk with his
remaining OP. He goes with:

ConTact

Figuring he'll need someone to help him stay one step
ahead of the game, Fist invests in a contacton the BCPD:
Captain Ment Smythe. Captain Smythe is the Police
Department’s Liaison for Paranormal Activity, a useful
man to know! He's going to have a moderate leve| of
impact on the campaign, so the GM decided to charge
Fistfire 6 OP for this contact,
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ear is just one more thing your character will need to adventure. The list below is a sample of types of personal hardware used in the
Champions setting; it is by no means exhaustive. Note: The values given here are in Option Points; to derive money costs, multiply
the OP cost by 100 monetary units. Also note some costs are in 10th points.

HIGH TECH oP
Binocutars 1
For long distance observation. 30x power.

“Bug” 6

Miniature listening device. Will transmit any sound with
in 10m//yds to a receiver up to a km away.
Buc DeTecTor 9

PersonaL COMPUTER 10
8" x 12" x 2" laptop with LCD screen. 24 meg, with 1
gig memory (about 1,000,000 pages of information). 3
hour battery charge; recharge in 3 hours,

Rapio 1
Portable CB walkytalky. Range about 20 miles, 24
bands.

Will detect any active or passive listening device within ~ Skares 1
10m/yds Will determine location of bug, but not location  Far rapid travel on ice (reduces terrain type from Rough
of receiver. to Normal).

CAMERA 1 Sws 2
Records still images on film. 24 exposures. For snow travel (reduces terrain from Rough to Nomal).
CamourLace COVERALL, 2 SNOWSHOSS, 1
Khaki overciothing, pattemed to match Urban, Snow,  Formovement over deep snow (reduces temain from Veery
Jungle, Forest, or Desert environments (specify). Adds  Rough to Rough).

+2 to any Stealth attempt. Tare RecorDer =
CAMP STOVE 1 About the size of a cigarette pack. 2 hours of audio on
Runs on pressurized gas for 3 hours, Takes aboutSmin-  tape cassettes.

utes to boil water. TeNT (NvLow) 1
CanTEEN 01 Holds four. Can be set up in five minutes.

Holds 2 quarts. Toouwre 0.5
CD paer 1 Classic “Swiss army” knife (DC.5). Saw, screwdrivers,

Plays compact laserdiscs. About the size of a paper
back book.

Cell Pione 3
Cellular network phone. Range 10 km.
Dving Gear 5

Includes swim fins, wet suit, weight belt, aqualung and
mask. Tanks good for 3 hours. Can be used down to

60m/yds.

Driep Foop (WeEX) 1
For one man. Prepackaged, just add water. 5 Ibs.
Eecrician's Toow Kir 05

Pocket soldering iron, parts, multimeter, etc. Required
for Electronics tasks.

FirsT Aip (Mopern) 01
Bandages,scalpels, disinfectants. Required for First Aid
attempts.

FLASHUGHT. 01
Battery powered, good for 8 hours. Lights up to
20m/yds.

Gaeer Counter 9

Detects intensity/direction of radiation up to 10m/yd5
IR GoeaLes & Fush
Allows user to see in dim light, using flash :IIIummates

up to 15m/yds).

JammER 6
Will jam any active or passive listening device within
10m/yds of user.

Lanmern 05
Lights upto 40m/yds. Batteries last 8 hrs., gasoline for
6.

LigkTeER 01
Fast fires (2 minutes by this method). Good for 100
lights.,

Mecranic's Toot K 1

Wrenches, pliers, screwdrivers, etc. Required for
Mechanical tasks.

Movie Camera 1
Records color images and sound on film.
Nvuon Roee 1

100m/yds. Can hold up to 500 Ibs.

tweezers, awls, etc.
Unury Bar
Belt or hamess with pouches. Can be used to carry up to
6 objects or devices up to the size of a large paperback
book. or a total combined weight no greater than lokg
Viogo CaMERA
Records color images and sound on video tape. Can
replay tape images through viewfinder monitor. Each
tape lasts 4 hours.

WrisTwarcH 0.5
Digital time keeper with alarm, day, date. Two years on
a battery.

SUPERTECH oP
Analvser 10

Handheld scanner about the size of a hardback book.
The scanner sweeps 100m/yds around the user, exam:
ining life signs, technology traces, emissions, sounds,
etc., reporting on what it observes on its LCD screen.
Adds +2 to any Awareness, Understand Technology,
Tracking or Survival skills.

AnmcraviTy MoouLE 10
Small 1'x1'x1" cube with antigravity unit inside. Handles
are on either side. Can lift up to 200 Ibs. for 4 hours on
a power cell,

COMMUNICATOR. 1
Small radio (headset or matchboxsized handheld).
Range is 1000km. A communicator can reach a ship in
orbit, as long as the ship is directly overhead and not
blocked by more than a meter of cancrete or metal.
FirsT AiD Krr (Future) 0.5
Laser scalpels, dermal staplers, nanoclamps, air hypos
and other high tech medical devices. Required for
Physician or First Aid skill attempts.

Fooo Packs (weex) 1
Compressed food for one man. Requires no heating or
water; just rip open the seal and it heats in 2 minutes.
Git Masy 5
Facemask and collar unit equivalent to an aqualung.
Allows user to breathe freely underwater for up to 72
hours down to 200m/yds.

Houockies (10) 1
Futuristic equivalents of tapes, music, and books.
HowseroRoen 2

Futuristic equivalent of a video recorder. Can record up
to 10 hours on a single chip. Projects hand-sized holo
image for playback.

INermaL Compass 3
Small device about the size of a pack of cigarettes.
Records directions travelled and replays instructions
and map on LCD screen. Will always locate North. Adds
+2 to any Navigation skill.
MacroaLasses

1
Futuristic equivalent of binoculars, with digital range
readouts, image enhancement, still recording of up to
10images (stored on holochips).

MepicaL Scanner 3
Handheld scanner the size of a paperback book.
Examines patient, gives procedures and diagnosis on
LCD screen. Adds +2 to any First Aid skills.

Music SyNTHESIZER 2
Any type of electronic music device; can include key-
boards, drum pads, stringed instruments, and MIDI
wind instruments. 10 hours per power cell.

Power Ceus (6) 1
The “batteries” of the future, used to power most small
devices and weapons. Come in packs of 6, eachwitha
jack for wall. Recharging; takes 1 hour to recharge a sin-
gle cell. Every Future electronic device uses one power
cell, which will run the device for 10 continuous hours.
Respirator 1
Breathing mask for filtering out smog, toxic atmos-
pheres, etc. Oxygen (1 hour) bottle included.

SNeaxsurr 3
Futunstic equivalent of camouflage, the sneaksuit mim:
ics the background of whatever the wearer is passing in
front of, Adds +2 to any Stealth attempt.

Suruar Dome 3
Light, selfinfiating habitat for four. Air tight, can even be
used in space (although air must be provided for breath-
ing). Takes five minutes to set up.

TECHNICAL SCANNER 5
Hand-held scanner about the size of a paperback book.
Readout examines mechanical/electronic hardware and
gives repair procedures and problems on LCD screen,
Adds +2 to any Electronics, Mechanics, Tinkenng,
Cybertech, FTL Tech, Gravitic Tech, or Hyper Energy Tech
type skills.

Universal TRANSLATOR 12
Translates unknown languages and provides English
equivalents through attached earphones. When spoken
into, ranslates yourwords back via digitized voice. Takes
three tums to translate a simple language; six tums to
analyze and translate a complexone. Note: on a roll of
6 on 106, any previously unknown language is untrans-
latable.

Viogo Commo 3
Twoway TV communicator about the size of a pack of
cigarettes. Range is equivalent to a standard communk
cator, with same fimits.
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Powers are abilities far beyond those of mortal men—for
example, flying or firing bolts of energy. The Powers listed
in this section can be used to simulate the powers of a super-
hero, the spells of a sorcerer, or even the abilities of an alien.

Could it be Magic?

Well, yes, it could be. Any ability sufficiently advanced can be
construed as magic instead of superpowers. An Energy Blast can be
called a laser bolt or a sorcerous fireball—depending on what you
want to call it. The beauty of the Fuzion system is that it simply defines
the game effect of a power; you get to decide how it was created and
what it looks like—in short, its Special Effects.

Special Effects (SFX) in
Champions

Special effects (SFX] are very important in superheroic adventures.
The special effects of a power define what it is and how it’s created, and
help distinguish one power from another power, For instance, three dif-
ferent characters could all have 12 dice of Energy Blast, but each might
have different SFX: One is fire, another uses electricity, and the third fires
a sonic attack Each type of special effect can have extra benefits or lim-
its beyond the basic power description; exactly what is up to the GM.
Most powers should have some special effect designated for the power.

Each of these categories is very general; within each category
there can be many types of special effect, related but different. The
only limits are your imagination.

Common SF