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ROREWORD

“..as my eyes grew accustomed to the light,
details of the room within emerged slowly
from the mist, strange animals, statues, and
gold—everywhere the glint of gold. For the
moment—an eternity it must have seemed to
the others standing by—I was struck dumb
with amazement, and when Lord Carnarvon,
unable to stand the suspense any longer,
inquired anxiously, ‘Can you see anything?’ it
was all I could do to get out the words, ‘Yes,
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wonderful things’
-Howard Carter, Tomb of Tutankhamen

| felt very much like Howard Carter as | started to
work my through the collected folders and files of
Aaron Allston’s Strike Force campaign. Oh, I'd seen
parts of it before, sprinkled about in such Hero Games
publications as The Circdle and M.E.T.E. and The Blood and
Dr. McQuark, as well as the GURPS Supers supplement
School of Hard Knocks. I'd even read how Strike Force got
its start, as Aaron spent three pages detailing the first
six months of his campaign in issue 48 of The Space
Gamer. And, of course, I'd read the more detailed ac-
count of Strike Force’s origins, history, and makeup in
the seminal work Aaron Allston’s Strike Force, a campaign
sourcebook for Champions that tried to cram seven
years of world building into a mere 96 pages.

But now | wasn’t reading a polished work scrubbed
for publication. | was getting to look at the raw files. |
could now look directly at the campaign’s history and
house rules, examine its custom martial arts styles,
and marvel at the innumerable heroes and villains,
as well as hundreds and hundreds of pages of ses-
sion synopses, plotting notes, timelines, background
details, and more. It might not have been a room
crammed with strange animal, statues, and gold, but
to me, it was just as valuable.

Along the way | discovered many surprising things,
such as how Aaron incorporated everything into his
setting, meaning the members of Strike Force not
only dealt with such foes as the Overlord and the Af-
frighter, but also tussled with Darkseid and dialogued
with Doctor Doom. That Superman was the first cos-
tumed hero, but the arrival (and subsequent death in
battle) of Galactus cleared the slate for the modern
slate of superheroes (such as the player characters
you'll be meeting in this volume).

STRIKE FORCE BY THE NUMBERS

The first session of Strike Force was run on August
21, 1981. Aaron was just twenty at the time. Strike
Force then ran for over 260 sessions, with the last
known session run on January 11, 2003.

It was a voyage of discovery, as can be attested
by my Lead Developer, Ross Watson, who received a
constant stream of emails detailing my latest findings.

Which leads us to the question some of you might
be asking: “How did this come about?”

Ever since the publication of the original Strike
Force in 1988, Aaron apparently had plans for a larger,
more comprehensive volume. In fact, based ona 1999
email to Hero Games, Aaron was planning on an entire
series of books detailing every aspect of his universe,
starting with the Strike Force team itself, and then
moving on to such diverse subjects as magic, inter-
stellar space, other dimensions, and so on. A number
of factors delayed these plans, such as the purchase
of Hero Games by DOJ Inc. and the publication of HERO
System 5th edition. Aaron’s health was also a factor. He
suffered a heart attack in 2009, underwent surgery
to hopefully correct the problem, returned to writing
and attending conventions, and then passed away in
2014,

Aaron’s death, while a devastating blow to the
tabletop community, also served to rally several
like-minded individuals together with the aim of pro-
ducing a new Strike Force volume in order to honor
Aaron’s legacy as a game designer. There was also the
desire to introduce Aaron’s Strike Force setting to an
entire new generation of gamers. Many newer HERO
System players had heard of Strike Force, but few had
been fortunate enough to see a copy. Now we had the
chance to show some of the reasons why Aaron bore
the moniker “the Champions guru” through most of
the 1980s.

| count myself very lucky to be asked to be part of
this project. When High Rock Press and Evil Beagle
Games entered into a partnership to produce a new
version of Strike Force, the question of who would be
lead writer came up. According to Sean Patrick Fan-
non, he could think of no better choice than myself.
Needless to say, | was both honored and a little ap-
prehensive about tackling such a project. But there
was no way | could say no. There was no way | could
miss out on such a once-in-a-lifetime chance. | think
my voice cracked when | said “yes".



THE INFLUENCE OF
STRIKE FORCE

Ask anyone who played Champions during the late
1980s and early 1990s if they've heard of Strike Force
and the answer is usually “yes”. Anyone who answered
“yes” usually owns a copy, used to own a copy, or
wishes they could own a copy. eBay is no help, as the
book rarely appears there, and when it does, it tends
to start at around $50.00 and go up from there. At the
time | was writing this, you could get a used copy for
$80.00 off of Amazon, while a new copy would cost
you $2,600!

Why?

Because Strike Force was the first time you could see a
campaign from the GM's point of view. Oh, there had
been RPG campaigns published before—Blackmoor,
Greyhawk, and Glorantha, for example—but while
these works tended to talkabout what was in the world,
none of them really talked about how to run the world.
Strike Force, on the other hand, was the first time you
could hear the world’s creator talk about such subjects
as incorporating a character (and the Character’s Story)
into the campaign, how to simulate the tone of four-
color comics, how to painlessly introduce new players,
and possibly the most important element—how to
listen to your players and their desires.

Aaron also spent time discussing campaign prob-
lems and how to resolve them—another first. One of
his major topics was the idea of a campaign’s “ground
rules"—codes of behavior the GM would expect
from his players, and conversely, the players from the
GM. These ground rules included such concepts as
determining the setting’s lethality, dealing with cap-
tured PCs, and players who constantly rebuild their
characters. Aaron not only talked about what these
rules covered, but how to deal with them during play.
He also discussed the problem with trying to simulate
everything you see in four-color comics, and noted
which genre elements were best left to printed page
and which worked at the table.

Along with his discussions of how to run a cam-
paign, Aaron also talked about how to ruin one. His list
of ten sure-fire ways to wreck a game was a huge eye
opener, helping GMs to understand what they might
be doing wrong in their own games. He also gave us
a list of player stereotypes and what each one wanted
out of a campaign (as well as ways to give them what
they want). And most importantly, he gave advice on
how to keep your game fresh over time, how to set
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characters and the campaign itself in new directions,
and how to pace your game to keep yourself (and
your players) from burning out.

This is why people value Strike Force so much. The
book discussed game mastering ideas and concepts
many people hadn't considered before and in doing
so helped mold an entire generation of Champions play-
ers. Many people, when asked, note that reading Strike
Force caused them reevaluate their campaigns, style of
play, and GMing methods. Many of the people | spoke
to stated that Aaron’s book was a direct influence on
how they ran a game, and since their style of play has
influenced how | run a game, and my style of play has
influenced others, the cascade effect of Strike Force
can't be underestimated.

And now, with this new version of Aaron’s Strike
Force campaign, | hope to reach another generation
of players and GMs, and start the cycle anew.

—Michael Surbrook, August 2015




INTIRODUGTION

So, before we continue, I think it's only proper to hear
a few words from Aaron himself on how everything
you're about to experience came about. On what, ex-
actly, prompted him to create the Strike Force setting:

Really, it’s all Steve Jackson’s fault.

In 1981, I was working for The Space
Gamer, a gaming magazine then owned by
Steve Jackson Games. My job was to keep track
of circulation; I also did occasional articles and
reviews on the side.

At the national Origins convention that year,
Steve Jackson picked up a copy of Champions
and later handed it over to me for evaluation
and review. I played a couple of solo sessions to
learn the game system, then started up a play-
test campaign at the company’s office to give
the system a good wringing-out before writing
my review. That was August 1981, and the play-
test campaign—the Strike Force campaign—is
still going strong, twenty years later.

In 1988, I had a rare opportunity for
self-indulgence. Hero Games and their new
publisher, Iron Crown Enterprises, accepted
my manuscript describing the Strike Force
campaign. I condensed into 96 pages an abbre-
viated view of the campaign world and history,
fulfilling the ambition held by thousands of GMs
over the years: “I'll write up my campaign and
somebody will publish it.” It was a very satis-
fying event and led to some very gratifying
feedback from Hero System gamers, but it was,
in another sense, very frustrating: To provide
a really comprehensive view of the campaign, I
would have had to have been given five times
the pages I had.

Unfortunately, | don’t have 480 pages—I have 256.
| hope to pack these precious pages with as much
information as possible, and give you, dear reader,
as detailed as possible a look at the workings of the
Strike Force campaign and how it developed, evolved,
and changed over the years.

Let’s get started, shall we?

WHO IS AARON ALLSTON?

Game designer, game master, novelist, Aaron Allston
was all that and more. If you're a fan of Champions and
the HERO System, odds are you already know his name,
as he created a number of memorable and influential
products—such as Justice Inc., Lands of Mystery, and Super
Agents—for Hero Games over the years. But this only
scratches the surface. His true output was far more
extensive than some of you reading this volume real-
ize. A fairly comprehensive look at this life and work is
as follows:

Aaron Dale Allston was born on December 8, 1960
in Corsicana, a small town about an hour south of
Dallas. He spent much of this youth moving about
the state of Texas, before finally graduating from high
school in the city of Denton, which is located on the
northern end of the Dallas-Fort Worth metroplex. An
avid fan of science fiction and fantasy, he joined his
high school’s science fiction club, where he acted as
secretary and reporter.

After graduating high school, Aaron went to the
University of Texas in Austin, where he majored in
journalism. He worked briefly at the Austin American
Statesman and far longer at Steve Jackson Games,
where he assisted with the editing and production of
Space Gamer magazine, and helped with the launch of
Fantasy Gamer magazine. By 1983, Aaron had become
a full-time game designer, writing such products as
The Cirde and M.E.T.E. and The Blood and Doctor McQuark for
Hero Games, and Autoduel Champions for Steve Jackson
Games. In 1986, he published his first product for
Advanced Dungeons & Dragons—Treasure Hunt, fol-
lowing it up with Skarda’s Mirror—then branched out
into Rolemaster with Mythic Greece in 1988.

AARON'S OWN WORDS

Aaron Allston had written several notes and sections
about an updated Strike Force project prior to his
untimely death. We’ve included Aaron’s own words
as much as possible throughout this book. Whenever
you see a section that looks like this:

Really, it’s all Steve Jackson’s
fault.

...you’re seeing Aaron’s own words. We’ve done a bit
of updating here and there to ensure compatability
with Champions Complete, but every effort has been
made to preserve Aaron’s original writing.




1988 was a major year for Aaron’s game designer
career. Not only did he produce the aforementioned
Mythic Greece, but he also was able to release the first
version of his Strike Force campaign as a published
sourcebook, with Aaron Allston’s Strike Force for Hero
Games. In addition, he wrote the Dungeon Master’s De-
sign Kit for TSR that same year, following it up with The
Complete Fighter’s Handbook in 1989, then the Dungeons
& Dragons Rules Cyclopedia two years later, finishing up
with The Complete Ninja’s Handbook in 1995.

In 1990, Aaron made his foray into electronic game
design, as co-writer of the computer game Savage
Empire, which was named Best PC Fantasy RPG by
Game Player magazine in the same year. That same
year he wrote Ninja Hero, one of the most influential
HERO System sourcebooks ever released (at least in
this writer’s opinion). He followed this up by author-
ing the HERO System 5th Edition version of Champions
in 2002.

In 1988 Aaron wrote Web of Danger, his first novel.
Several more books followed, with Doc Sidhe, one of
his better-known works, appearing in 1995. Two years
later he started writing books set in the Star Wars
universe, contributing to the X-Wing series with the
release of Wraith Squadron. He eventually wrote 13 Star
Wars novels, along with two books for the Terminator
franchise, and a number of stand-alone titles. Along
with his full-length novels, he also wrote numerous
short stories and magazine articles, as well as techni-
cal guides for aspiring writers.

In 2005 Aaron wrote, produced, and directed the
independent film Deadbacks, but although it went
into post-production, it was never released.

An honorary member of the Star Wars cosplay group
the 501st Legion (a.k.a. “Vader’s Fist”), Aaron went
on numerous tours to promote his various Star Wars
novels and attended gaming conventions all over the
United States. In 2009, during one such tour (for the
novel OQutcast, part of the Fate of the Jedi series) he suf-
fered a heart attack and underwent quadruple bypass
surgery. Then, five years later, on February 27, 2014,
Aaron suffered heart failure while attending VisionCon
(located in Branson, Missouri). He collapsed at the con-
vention, was rushed to the hospital, and then died later
that day. He was 53.

WHAT IS STRIKE FORCE?

Taken at face value, Strike Force is “simply” a long-
running tabletop RPG superhero campaign. But
it's so much more than that. It wasn’t until | started
to look through all of the assorted files and folders
that | began to appreciate the sheer scale of Aaron’s
creation. It is one thing to hear a campaign has been
running for 20 plus years, it's another to actually see
what that entails. What started out as a simple play-
test of the Champions RPG in 1981, in which five heroes
(DarkKnight, Lightrune, Phosphene, ShadowWalker,
and Swashbuckler) battled the nefarious aims of the
villainous Overlord and his companion, Lady Power,
eventually grew into a setting as rich and complex as
the worlds of DC and Marvel Comics.

The sheer scale of the Strike Force setting is stagger-
ing. In fact, simply calling it “Strike Force” is misleading.
Aaron referred to his setting as “Earth-AU” (for Allston
Universe), and it truly was a universe unto itself. Aside
from Strike Force, there are (or were) 22 other campaigns
set on Earth-AU. Now, before you think Aaron was some
sort of game mastering machine, | do want to note that
he didn’t run all of these games... but he did run quite a
few. Some campaigns ran for only a single session (such
as Team Ronin, which was played in 1985), while others
lasted much longer, such as the soap opera-inspired Twi-
light Falls, which ran for more than 120 sessions. Most
campaigns, however, lasted for less than 20.

Along with the modern-era campaigns, which often
ran concurrently with Strike Force, Aaron (and others)
also ran games set in Earth-AU’s past. Most of these
games occurred during the pulp era, such as the 100+
sessions of the Empire Club. Others were set during the
Second World War (Arsenal of Democracy and War Ac-
tion Heroes). Another was set during the Golden Age of
Piracy and was fittingly called simply: Pirates! Then there
was the 48-session Zorandar campaign, which was set
on an alien world, totally separate from the Earth.

Roughly 15 people formed the core playgroup of
Earth-AU, but upwards of 48 people either played at
least one session of Strike Force or otherwise contrib-
uted to Earth-AU in some fashion. Some of their names
are well known: game designers Steve Jackson and
Mike Nystul, and artist Denis Loubet all participated
in play sessions. In fact, Denis was in more than 150
sessions of Strike Force, mainly playing the character
Phosphene. All told, these 48 people participated in
over 260 sessions of Strike Force, which were run over
a period of at least 21 years.
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It’s a bit hard to explain to a modern audi-
ence, with the wealth of gaming knowledge
and advice available today, precisely how
important and vital Strike Force was when it
came out in the dark days of 1988. I've occa-
sionally resorted to a musical metaphor: Brian
Eno once said of the seminal album The Velvet
Underground & Nico, “only thirty thousand
people bought a copy of that album in its first
five years. But, every one of those thirty thou-
sand started their own band.” That influence,
the way Lou Reed and company’s sound made
such an impact on other creators, meant that
the ideas it contained spread far beyond the
bounds of people who heard the first iteration.
You may never have heard Velvet Underground
& Nico, but if you’ve ever listened to punk or
new wave, David Bowie, R.E.M or U2, you’ve
heard part of that album. It’s become part of
the foundation of rock and roll.

The same is true, I believe, of Strike Force,
though obviously on a bit smaller scale. Strike
Force was the first example of Actual Play that
many gamers and game masters ever encoun-
tered. Examples of how to run an actual
campaign, one that might last for many sessions
among a group of friends, were vanishingly rare
in the early days of gaming. Usually, knowl-
edge of how to do so was acquired by trial and
error, with the wheel being invented over and
over again in slightly different ways around
kitchen tables. Players might carry successful
Strategies to new groups, or demonstrate them
at conventions, but the transmission of ideas
by these vectors was slow and haphazard. In
Strike Force, Aaron told his readers how he did
it, and fortunately many of us recognized that
his way was, in fact, better.

A lot of Aaron’s original advice in the
“Campaigning” chapter (which is only ten
pages long, a burst of concentrated brilliance
rarely seen before or since) wound up being
reprinted elsewhere, in better-known books like
the Fourth Edition of Champions (the legendary
“Big Blue Book”), often without direct attri-
bution. The Character Creation Checklist, 23
simple questions for every GM to ask when
handed a new character, is simply brilliant.
The descriptions of common player types have
become standards in the community, but more
importantly Aaron was prescriptive; “here’s
what this kind of player is looking for out of
his or her gaming experience, and here’s advice
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on how to give it to them!” His group may not
have invented bluebooking, but they certainly
named it. And several of the characters in the
book have two different character sheets, one
representing their initial appearance and then
a second showing how they developed over
time. This recognition that campaigns (and
therefore characters) by their nature progress,
and that any given character sheet is only a
snapshot of what is best treated as a living
document that changes with each story a char-
acter is part of, had never to my knowledge
been included in a game’s text before.

Our understanding of the art and science
of roleplaying games continues to advance,
and today there are countless fora, blogs and
podcasts where we can debate ways of making
our games better, however we decide to define
“better.” But the book you’re holding in your
hands right now comes from a time when that
kind of discussion was truly rare, and repre-
Sents Aaron’s efforts to have that discussion
on some level with every reader the best way
he knew—Dby telling you step by step what he’d
worked out for himself and his own group. It’s
a key piece of the foundation of every game
we play today, and I’'m delighted that Mike,
Ross, Jason and crew are presenting it again to
a modern audience who I hope can appreciate
its importance.

—Darren Watts

Before actual play reports became a feature
of the hobby, before the Internet’s bits flowed
into every home like running water, there was
Aaron Allston’s Strike Force, and MAN did it blow
my tiny high-school-aged mind when it landed
on my table in 1988.

While our hobby has always been a social
one, our ability to reach out to one another, to
really learn the ins and outs of its craft, was
usually tucked away in publications, maga-
zines, and the occasional convention in this
seemingly prehistoric, pre-Internet time. So
when Aaron’s book debuted it was a revelation,
a golden clarion call that resonated with any
Champions GM lucky enough to grab a copy.

In many ways it was like going from the
academic study of military strategy to an
actual in-the-field exploration of the prac-
tical realities of combat. Strike Force grew out
of Aaron’s own campaign-running experience,
documenting how that game went, sharing
resources he had developed to keep it going.
The stories of that game were simple, clever,
and realistic. When several characters meet
simply by coincidence near the start of the
campaign, Aaron gives a wink and a shrug
to the reader, acknowledging that it was the
superhero equivalent of “so you all meet in a



tavern...” and that sometimes you don’t have
to contort yourself further just to get your
group together and playing. His villains and
other important NPCs had backstories that
informed and interacted with the PCs own, and
ultimately built out the world.

It all just felt very... organic, I suppose.
And, familiar. Reassuring. Where things he did
overlapped my own inchoate GMing choices,
I gained confidence. When he did something I
never thought of, I gained insight. At every turn,
even if I never once used a stat-block straight
from the book, I found my game improved. In
this, it was already incredibly influential.

But Aaron didn’t stop there. He also
looked at the real, practical problems he
would encounter while running his game—and
then he’d show how to solve them. This went
beyond the standard theory and advice offered
in the core books of the system, and was a big
part of that “academic theory” vs “boots-on-
the-ground pragmatism” vibe I got from Strike
Force. This was probably the first time I saw
a book directly address the types of players
who might sit down at a table. And how great
is it to find a “How to Ruin Your Campaign”
Section in a book like this, planting signposts
and warning glyphs around the landscape,
warning fellow travelers where the dragons
be? In a largely self-taught hobby, this sort of
perspective was incredible.

While I may have eventually moved on
from Champions as my game of choice, I never
moved on from Strike Force. It’s a book that
crawled straight into my DNA and rewrote
every part of my gaming from then on forward.
I’'m so excited to see it live again!

—Fred Hicks

Aaron Allston was one of the second genera-
tion of roleplaying greats: a luminary from the
‘80s. That began when he became an editor for
Steve Jackson’s magazines. He oversaw Space
Gamer from issue #51 (May 1982) to #65
(September/October 1983) and also edited the
early issues of Steve Jackson’s Fantasy Gamer.

Today, Space Gamer is largely forgotten
due to its lackluster production during its
later years, following its departure from Steve
Jackson Games. However it was a cornerstone
of the industry in the ‘late ‘70s and early ‘80s,
when it was the place to go for reviews, designer
notes, and other articles about roleplaying.
Allston was at the heart of that golden age, the
man with his hand on the pulse of gaming. It
was here that Allston influenced me the most
personally, because he archived the history of
the industry at his height—creating annals that
I later plundered for my own work on Designers
& Dragons (2014).

Allston wasn’t just an editor, he was also
a writer. While at Steve Jackson Games he
authored a very innovative book: Autoduel
Champions (1983). It was one of the industry’s
earliest crossovers—and the most compre-
hensive of them, because it didn’t just mix
together rule systems, but also settings. You
want Car Wars superheroes or Champions
autodueling? They’re all here.

The publication of that Car Wars / Cham-
pions crossover demonstrated Allston’s
interest in Hero Games’ superheroic RPG. This
was the game that he’d focus his freelance
work on during the years after his departure
from Space Gamer. And that at last brings
us to his next ground-breaking work: Aaron
Allston’s Strike Force (1988).

The industry is full of stories of the house
campaigns of famous designers, but too few
have been fully documented. Aaron Allston’s
Strike Force is one of the earliest exceptions: it
offered a look at not just Allston’s campaign
world, but also how he ran his game. Allston
talked about how to create good characters
and how to run good campaigns — all in an era
when substantive GMing articles were still few
and far between. He statted up his setting’s
heroes and villains, sure, but he also offered
some of the industry’s first Actual Plays,
describing both the course of his game and
what real-life events influenced it. Though the
book remains interesting and insightful today,
in 1988 it was amazing.

Strike Force wasn’t the end of Allston’s inno-
vation. He was also one of the prime movers in
the expansion of Basic D&D in the late ‘80s. He
wrote the first Known World Gazetteer, GAZ1:
The Grand Duchy of Karameikos (1987) and then
codified the rules in the Dungeons & Dragons
Rules Cyclopedia (1991). Add two more products
to his list of striking innovations.

It’s not surprising that Allston’s talent
allowed him to move on to become a science-
fiction writer. But we had him for fifteen years,
and roleplaying is better for it.

—Shannon Appelcline, Author, Designers & Dragons
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As everyone knows, Aaron Allston was
a creative genius. His imagination, and his
incredible skill at helping audiences envision
what he was seeing and thinking, are unparal-
leled. But more significant than that, for all of
us who knew Aaron personally, we realize that
he was simply an amazing man.

I remember the first time I met Aaron at
a gaming convention. We had already inter-
acted with each other through written corre-
spondence, and I remained deeply impressed
with his intellect, his classy demeanor, and his
sense of mastery over just about every topic
that came up. But when I met him in person, I
gained a whole new appreciation for his deeply
gentle spirit. Simply put, Aaron was kind... and
that kindness was contagious. He conducted
himself with humility, engaged with everyone
freely, and provoked both depth and gentle-
ness in every conversation.

Aaron soon invited me to be a part of The
Rogues Gallery, an APAzine for exchanging
ideas and creativity amidst various gaming
freelancers connected with Hero Games. I felt
completely inadequate for the task. Who was I
to submit material alongside someone as great
as... well, as great as the one and only Aaron
Allston? Yet I embraced the opportunity with
a kind of fan-boy giddiness, just hoping that
the feedback would not be too devastating. I
admit that every time a new issue was sent out,
I immediately turned to Aaron’s submission
and looked for his section of comments. Did he
say anything about my work? Did he like it?
Did he have suggestions for improvement? (A
suggestion from Aaron was always priceless
and helpful.) Such was my awe of not only his
creativity but also his encouraging demeanor.

Over the years, I've had a few opportuni-
ties to sit at a gaming table with Aaron and
enjoy some shared imaginative adventure. I've
even been a gamemaster for him on at least
one occasion, which would have been an intim-
idating endeavor except for his relentless kind-
ness and support. But I don’t really remember
the plot of those gaming experiences. The
actual games with Aaron are somewhat lost
to me in favor of having simply been with
the man himself. And I am deeply grateful for
those memories.

With Aaron gone, the world has not only
lost an endless fountain of amazing ideas and
riveting storytelling. We’ve also lost one heck
of a great guy. And I've lost a wonderful friend.
May his imaginative spirit—and his contagious
goodness to others—live on through many,
many shared adventures in the ongoing world
of Strike Force.

—Scott Heine

Everyone has an Aaron story. He made
time for people wherever he went, and he
never put his talent first... it just was. And
because it never got in the way he shared
what ever he knew with anyone interested
enough to ask. Strike Force is an example of
that sharing, and it changed the way many of
us ran games. I got to hear some of the stories
about the campaign direct from the players
during in my time in Texas; never from Aaron
of course, modest man that he was. He did
always make time to listen to his players
retell the campaign’s great moments (ok, once
in a while he’d add a witty remark).

Dave and Martha Ladyman had a game club
in north Austin where we would all end up a
couple times a week when time permitted. I was
fortunate enough to play with him a couple of
times (not a thing he got a chance to do as often
as he would have liked) and hearing that I made
it a point to run a short story arc that he found
time for (which was a joy). What I mean to say is
at his heart Aaron was not a writer that gamed,
he was a gamer who just happened to be a bril-
liant writer. Even though I don’t believe he’d
have even admitted it out loud, I think he’d be
proud to see how his work continues to inspire
writers and designers.

—Ray Greer

Aaron was an inspiration as a gamemaster,
gamer, and author—from such subjects as to
how to write RPG Detective adventures (which
I still refer to when scripting mysteries), to his
vast amount of superhero and Star Wars lore,
but most of all, his willingness to share and
give back to the gaming community. The world
is a lesser place for his passing.

My first exposure to Aaron’s work was
Strike Force—and it was a superhero campaign
book that was clearly a labor of love, both from
the GM and players alike. It was one of the
best superhero supplements and even better,
one of the best role-playing game supplements
I’ve ever read—from the “types” of players in a
campaign section (which still hold true to this
day from the “Buddy” to the “the Genre Fiend”)
to the detailed character and campaign break-
downs that embodied the rich world that GMs
and players can breathe to life when they are
committed to the game and are having a great
time role-playing together.

Strike Force felt like it allowed me to peek
inside both Aaron’s campaign and his game-
master mind. It was well-worth the read, both
for entertainment value and for educational
value in the RPG space—it is one of the best
RPG supplements ever, and it deserves to be
restored for a new generation.

—Chris Avellone
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Strike Force began as a simple playtest of the Cham-
pions rules set. Aaron sat down with four friends (Al-
len Sikes, Billy Moore, Denis Loubet, and Stacy Allston)
and ran an adventure where the heroes ShadowWalk-
er, Swashbuckler, Phosphene, DarkKnight, and Light-
rune fought Overlord and Lady Power. This game ses-
sion led to another, and another, and another, until,
as Aaron put it in 2001, while writing the introduction
to his intended expanded Strike Force sourcebook: “the
playtest campaign... is still going strong, twenty years
later” In addition, within 10 months these five heroes
grew to a cast of nearly 20, and six to seven others
joined the first four players.

Over time, people came and went. For example,
game designer Steve Jackson—the man arguably re-
sponsible for Strike Force in the first place—left after
only a few sessions. On the other hand, Denis Loubet
played in nearly 200! Characters came and went as well.
Some were killed in action (such as Napalm, cut down
by gunfire), others retired (such as Defender, who left
Earth to join a fleet of interstellar colonists). But for
each hero who left, another would appear to take their
place. Individual characters aged, grew, married, had
children, and generally lived out their lives while bat-
tling villains, traveling to other words and dimensions,
and periodically saving the Earth.

Starting out as disorganized group of superheroes
who were forced to steal a bus in order to travel from
Newark to Manhattan (we're looking at you, Ninja), the
members of Strike Force would eventually evolveinto a
full-fledged super team, complete with a base, agents
to man it, various forms of transport, and the respect of
their peers. As the roster grew, the superheroes even-
tually split into two teams: the high-profile Strike Force,
and the low-key Shadow Warriors.
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But it didn't stop there. Strike Force itself became so
large that the organization divided again, this time into
several smaller teams, located in New York, Washington
DC, Hawaii, and an orbiting space station.

As time passed, Aaron’s world grew. It eventually
dealt not just one Earth, but many, and the campaign
world became known as “Earth-AU," since the campaign
covered an entire multiverse. This growth was reflected
in Strike Force’s travels. Their first major trip may have
been from Newark to Manhattan, but soon they were
traveling all over New York State, then the United States,
then the world. The heroes also went into space, setting
foot on alien worlds, then entered other dimensions and
visited parallel and alternate Earths. Strike Force even
traveled back in time, viewing their first few adventures
from a whole new perspective.

Not satisfied with maintaining the classic comic
book status quo with regards to world events and
technology, Aaron decided to take Strike Force in a
new direction. After around eight years of play, he
plotted two major shake-ups:

The first was the discovery and defeat of an alien be-
ing known as the Governor. Having landed on Earth in
the 1830s, the Governor decided to study what would
happen if a developing technological culture had its
scientific progress artificially retarded. The result was
a superhero universe where many super scientists
found it impossible to distribute and profit off of their
discoveries (not coincidentally, these frustrations
gave rise to quite a few supervillains). With help from
Overlord, Strike Force drew the Governor out of hid-
ing. After defeating the Governor, Strike Force forced
the being to leave Earth and swear to never return.

This story gave Aaron an in-game rationale to begin
moving the Strike Force campaign in a new direc-
tion. It also allowed him change the world in drastic
ways. For example, technology would leap forward
in springs and bounds, as opposed to the previous
plodding pace. Teleportation would become com-
monplace, and within a few years, Earth would start
expanding into space on the interstellar level. It also
allowed heroes to profit from their inventions and
technological prowess.

The second major shakeup involved the entire
world and everyone on it. In previous adventures,
Strike Force had discovered a pocket universe known
as the Chaos Zone. A large portion of the Chaos Zone
was ruled by a powerful being known simply as Aswar
the Darklord. Ever hungry for power, Aswar was per-
suaded to invade the Earth by the supervillain known
as the Affrighter (who can be found in The Blood and
Dr. McQuark). Over a number of sessions (and months
of in-game time) Earth fought a war with Aswar and
the Chaos Zone. The world was bombed repeatedly,
cities were destroyed, millions (if not billions) died;
the campaign went from costumed superheroics to
World War Il military action. Earth’s heroes divided
into two large groups: those who stayed on Earth to
try and protect it, and those (such as Strike Force) who
ventured into the Chaos Zone to bring the battle to
Aswar the Darklord himself. Eventually, Strike Force
(and a number of other heroes) was successful, and
Aswar was forced to flee into exile.

Back on Earth, everything was in ruins. Cities were
wrecked, nations shattered, and numerous world
leaders had been slain. However, from a Game Mas-
ter’s standpoint, everything was perfect. Aaron could
now watch as the players helped rebuild Earth from
the ground up. With the Governor gone, technology
could now develop at an accelerated rate, pushing
Strike Force’s world into a high-tech future. This also
allowed Aaron to expand the campaign’s focus. Stories
would now allow for the exploration and colonization
of alien worlds, of dealings with galactic empires,
the expansion of science, keeping Earth safe from
extra-dimensional invaders, and the visiting alternate
Earths and dimensions, as well as the constant threats
posed by Earth-bound organizations and villains.

The World War Il plot really marked the turning
pointin the Strike Force campaign. It allowed Aaron to
expand his horizons. It allowed Strike Force to operate
on alarger scale, especially once they developed their
orbital base (which made them somewhat akin to DC
Comic’s Justice League, which often operates out of
a space station known as the Watchtower). It allowed
for plots that were on a greater scale than ever before,
in which the heroes dealt with global, interstellar, and
inter-dimensional problems. It also allowed Aaron to
present new geopolitical entities, new cultures and
societies, and new questions with which to challenge
the players (and their characters).



Once the dust from World War lll settled, the heroes
became more than crime fighters. They were world
builders, both in and out of the game. Aaron regularly
asked his players what their PCs intended to do dur-
ing the upcoming campaign “season” (a period of four
months or so). Thus, the players could not only guide
the growth of their characters, they could guide the
growth and development of post-war Earth. Players
found that their decisions mattered, shaping the
course of the world and the campaign.

In due time, the members of Strike Force would
venture far and wide in their quest to uphold the com-
mon good and thwart evil in any number of guises. A
short list of their adventures would include: prevent-
ing a cross-dimensional invasion from the ironically
named “Nice World"; crossing dimensional barriers to
help end a decades-long version of World War Il on
the parallel world of Earth-Kaiser; traveling to the exo-
planet of Valhalla to stop the attempted rise of a Nazi
Fourth Reich; traveling to the exoplanet of Paradise
to resolve a dispute between Earth colonists and the
Producer, then—some time later—returning to Para-
dise to settle differences between the Producer and
his android creations; and finally, preventing a num-
ber of supervillains from Strike Force's Earth from con-
quering the fairly mundane dimension of Prey-World.
All of this made Strike Force the premier superhero
team of Earth, especially once the previous contender
for the title of “Earth’s Most Powerful Superhero Team”
decided to disband and retire.

METHODS OF PLAY

How, exactly, did Aaron manage to run a campaign
of this scope? In order to answer that, lets first take a
look at how he handled the logistics of running (and
playing in) various campaigns:

Per Aaron’s notes, he ran his campaigns on Tuesday
and Saturday of each week. The Saturday campaigns
consisted of Strike Force, Age of Heroes (a mythologi-
cal Greek fantasy campaign Aaron used to play-test
his Mythic Greece book), and the Eldorado Society (a
pulp-era action adventure game set in Earth-AU). The
Tuesday campaigns were a far more mixed bag.

These featured the anime-style Astro-Warriors
and Robo-Warriors games, Ninja Hero (initially cre-
ated to play-test Ninja Hero), Shadows (a dystopian
future world featuring low-powered superheroes),
Twilight Falls (a soap operatic superhero game set

in Earth AU), Zorandar (a Lost World setting linked
to Earth-AU and described in Aaron’s Lands of Mystery),
and other games.

Normally, Saturday’s games were broken up into
three month “seasons,” while Tuesday’s seasons were
six months. In addition, Saturday’s games were the
“main” campaigns, while Tuesdays were used for more
experimental and niche games. However, these cycles
were not adhered to slavishly—Aaron notes that he ran
Age of Heroes and Strike Force for as long as 12 months
before taking a break and switching campaigns. Still,
regularly cycling the various campaigns allowed Aaron
and his players to take a break from their characters
and plots, and kept interest in the different settings
high. Aaron credits this style of play with keeping Strike
Force an on-going game since 1981.

Since Aaron knew approximately when a cam-
paign’s season was going to end, this allowed him to
being preparing for the upcoming campaign’s season.
This preparation took the following steps:

1) THE ASSEMBLY OF STORY IDEAS.

Aaron started by reading over the synopses of the
campaign’s adventures from the previous seasons
(see Campaign Chronicles on page 15). He looked
to see if there were any unresolved plot threads and
other loose ends; he examined the Psychological Lim-
itations and any new powers of the regular characters
to see if anything suggested a new plot seed. He then
noted possible subplots—which would be storylines
that continued from episode to episode (such as in-
vestigative processes and ongoing romances), thus
providing background events to the primary plot.

It also seems that Aaron tracked what various NPCs
were up to. Major supervillains, supervillain teams,
criminal organizations, and so on; none of them exist-
ed in a vacuum. In fact, Aaron often linked past events
to current plot lines. There are a number of instances
in the Strike Force Chronicles were mysterious events
from previous sessions (sometimes extremely previ-
ous sessions), are linked to current events and activi-
ties of some faction or individual. In addition, based
on some plotting documents | looked over, Aaron had
a general idea of what everyone was up to, what they
were planning, and where they were going with those
plans.Than it simply became a case of revealing those
plans to the players when the time was right.
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2) THE “WHAT I WANT TO DO” SHEET.

These letter-sized sheets had the PC’s name at the
top and asked the player what they wanted their char-
acter to do in the upcoming season. If the player ran
more than one character, then each character received
a separate sheet.

An earlier version (circa the mid-1990s) read
as follows:

This sheet is a list of “Things I Want to Do”
in the 1994 play-season in the Strike Force/
Shadow Warriors/Avant Guard campaign.

Below, there may be notes you made on
previous years’ sheets. (Suggestions that have
been dealt with or at least addressed, or that
have been obviated by other campaign events,
have not been listed on this sheet.)

Please strike out any of these that you no
longer want to pursue, and on the lines below
write down any that you want to add.

A version used about ten years later included the
following to help players decide what to put down:

m Character Homes and Their Communities

= Personal Wealth (How to Get It and How to Spend It)
» Long-Term Goals

= Short-Term Goals

m Relationships With Other Characters (Romances, Enmi-
ties, Negotiations, Business Relationships, Seductions,
Duels, Visits)

m Personal Training and Growth (Including Experience
Expenditures)

= Plots You'd Like To See Your Character Experience

As you can see, both sheets allow the players to talk
directly to the GM and let him know what they want
their characters to do. In addition, the second part of
the 1990s sheet contains a very important informative
element, as it allows the player to tell the GM what
plot elements the player no longer finds compelling
or interesting.

One such “What | Want To Do,” filled out by Shad-
owWalker’s player in the fall of 2002, lists activities
for both ShadowWalker’s costumed identity and his
secret identity of Andrew Steele. It notes what ac-
tions Andrew Steele intended to do with regards to
his company of Steele Robotics (such as improving
his company’s product line and conducting research
into artificial intelligence), his personal life (such as
trying to develop his on-going relationship with NPC
reporter Shari Taylor), an investigation ShadowWalker
wanted to conduct, and continued martial arts train-
ing for the character. One part that | found particu-
larly interesting was a section where ShadowWalker’s
player acknowledges the limitations of the genre and
notes that while Andrew wanted to continue his rela-
tionship with Shari, “in keeping with comic book genre
it should be full of angst.”

These days, you can ether create and print out such
sheets, or simply email them to your players. Once they
have been returned, you can save them to a specific di-
rectory in your campaign folder on your hard drive. As
for Aaron, once these sheets were handed in, he would
then read over the responses and those that struck his
fancy became a new story or subplot ideas.

3) CHANGE, RETIRE, OR “BACK BURNER”
CHARACTERS.

This wasn't a requirement for Aaron’s games, but
did give those players who constantly want to try new
things the chance to do so.

4) LIST PLOTS AND SUB-PLOTS FOR THE
UPCOMING SEASON.

Aaron notes this list isn't a hard and fast one, as it
tends to be reworked and reorganized as the season
progresses. He would add, expand, and drop plots as
needed, depending on how the campaign was pro-
gressing.

Most importantly, the primary goal of this list was
to ensure that every player received at least one
plot. This could be a major plot, with a storyline or
adventure revolving directly around the character, or
a subplot, with a continuing set of minor events en-
gaging the character’s attention. Even if he couldn’t
give every character a major plot every season, he
tried to ensure they at least had a subplot. In any case,
these plots would either be one-session adventures,
or a mini-series lasting several episodes. Even then, he
admits this wasn’t always possible.



5) SIT DOWN FOR THE FIRST SESSION OF
THE NEW SEASON.

Since four to six months (or more) had passed since
the last season, Aaron noted that sometimes the first
session of the new season might not actually see any
roleplaying. Instead, the following may occur:

» The players go over their characters to reacquaint them-
selves with the character’s design and abilities;

m The group reviews the previous season’s adventures to
help everyone recall what is going with characters and
the campaign;

m The players ask Aaron for approval on the expenditure
of experience points, spend said experience points, and
occasionally engage in minor character redesign.

CAMPAIGN CHRONICLES

Periodically (Aaron states “every couple of years”),
Aaron would gather up all of the files that had been
created for the various campaigns, ensure they were
formatted in a uniform style, and send them out to
the players. The Chronicles included such things as: a
breakdown of all the campaigns Aaron and other GMs
were running, Aaron’s house rules for his campaigns,
Master Lists of characters that have appeared in the
different campaigns (those for Strike Force included
such elements as date of birth [and, if applicable,
death]; date of costumed career [if applicable]; the
character’s appearance; and other relevant notes);
Episode Chronicles (a written synopsis of play ses-
sions, created by a campaign’s GM); articles on various
campaign subject matter, as well as interviews with
characters, maps, floor plans, timelines, histories, and
so on.

Having seen several of these Chronicles, | can tell
you they are massive. One, complied in 1999, is 2,659
pages. The 2001 Campaign Chronicles is a whopping
3,290 pages! That said, they are crammed with infor-
mation. You can find descriptions of more than 250
Strike Force sessions (as well as Age of Heroes, Ninja
Hero, Zorandar, and others), an assortment of Earth-
AU martial arts styles, lists of team memberships, art
galleries, and even some blue-books (see page 16 for
more on blue-booking).

Creating such a Chronicleisn’t easy. Aaron produced
one about every 18 months or so. However, they are
certainly easier to make now than when Aaron first
started in the mid-1980s. Modern word processors
make it fairly easy to collate and combine multiple
documents into one large one, and you can even
create a hyper-linked table of contents with a simple
menu command. In addition, most word processors
can export files as a PDF, which then can either be
emailed to players, or placed in an online repository
for downloading as needed.

Probably the most important part of the Chronicles
(at least in my opinion) was the adventure synopsis.
Aaron wrote an account of every play session he ran,
be it Strike Force, Ninja Hero, Zorandar, or others. Thus,
reading through the Chronicles gives a strong feel for
the game and its events. Reading all 251 sessions (and
797 pages) of Strike Force felt like | was binging on
a storage box of full of Strike Force comics. The cam-
paign came alive for me in a way that a simple time
line or capsule history couldn’t.

Creating an account of each session can be time-
consuming. Aaron’s first few session accounts are
about a page-and-a-half (or around 800 words). By
session 250, the accounts are anywhere from 3-6
pages and upwards of 2,000 words. Aaron used the
following format for his Chronicles:

= Episode Number
= Episode Title

m Real World Play Date: When the game was played in real
world time.

m Starring: This is where the PCs who were in the session
are listed. Aaron liked to mark a PC’s first appearance
with an *. If a player was absent but their PC was in
play, then the character was marked as so: (npc).

m Guest-Starring: This is where any notable NPCs are
listed. This can include DNPCs, generally important
NPCs, other superheroes, supervillains, and so on.

» Introducing: This indicates the first appearance of a
notable NPC.

= In Game Date: When the episode occurred within the
campaign’s timeline.
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BLUE-BOOKING

If you were to ask me what the biggest contribution
Aaron'’s original Strike Force sourcebook had on my-
self (and my gaming group), it would be blue-book-
ing. Named for the blue-covered 8"x10” examination
books that were handed out to Aaron’s players, these
notebooks allowed them to dispense with handing
the GM notes on scraps of paper. However, Aaron
noticed something interesting happen soon after
the notebooks were introduced. Players used them
to conduct off-screen, private conversations during
regular play. Then, players started to do the same with
Aaron—he notes that an investigative player could
do his character’s detective work entirely within the
pages of his blue-book!

Eventually, Aaron found he was spending entire
play sessions participating in blue-booking. Players
would be busy engaging their characters in solo ac-
tivities or conversations and encounters with other
characters. For example, one player might be working
with Aaron (in his role as the GM) on an investiga-
tion; another might be romancing an NPC; another
might be on vacation in Greece; and another might
be engaged in a complete solo adventure! (For this
last item, Aaron recommends having players pre-
generate a large number of “to-hit” and damage rolls
and cross them off a list as they are used.)

Blue-booking does have some drawbacks however.
Some players may wish to move any conversation
between a PC and an NPC to a blue-book, while other
players may try and conduct a blue-book with the GM
in the middle of an active game. This is something
even the best GM isn’t going to be able to do. Either
a play session is given over to blue-booking or it’s go-
ing to be an active game session. In my experience,
you can't do both at once. In my gaming group, we
never run blue-booking sessions at the gaming table.
Instead, we've found email makes between-game
blue-booking a very useful tool as well as an excellent
creative outlet.

MORE ABOUT BLUE-BOOKING

Blue-booking is definitely one of the favorite lessons
passed on by Aaron Allston to the creators of this
book! Aaron’s original words, plus some additional
thoughts from Ross Watson and an extensive addi-
tonal section by Steve Kenson can be found in the
Strike Force Method chapter. If you'd like to read
more about this approach, see page 222.

With instant messaging and email, you can expand
blue-booking far beyond the boundaries of mere pen
and paper. For example, tablets and smart phones al-
low for instant communication at the gaming table,
without thedistraction of handing a notebookaround.
But, as noted, doing so during an active play session
may go against the GM's wishes. If you're spending
all your time looking at your smart phone, you might
miss important events happening at the table. Since
email takes place away from the table most of the
time, this makes email generally preferable.

While Aaron conducted blue-booking during
game sessions (or his players would blue-book with
each other when not “on-screen”), my gaming group
handles it somewhat differently. In my gaming group,
blue-booking is what happens between game ses-
sions. In fact, in many cases, blue-booking often
starts before the campaign does, as players write
little scenes introducing their characters. When a play
session ends, players may decide to take up dangling
plot points with the GM, or may decide to conduct in
character conversation before the next session. All of
this can be handed via email, with the result sent out
to all of the players once finished. The concept prob-
ably reached its zenith while | was in Ross Watson’s
Shadows Angelus campaign. Over a period of 24 play
sessions six players (and one GM) wrote nearly 100
blue-books! And when Ross announced Shadows
Angelus II, we wrote roughly 20 blue-books before he
even ran the first session!

How does one write a blue-book? In almost all cases,
a blue-book is a prose story. You can be as detailed or
sparse as you want (based on your desires and skill
levels), but a blue-book is—in effect—an exercise in
creative writing. The scene may be critically important
(but if it's too important, you might want to save it for
the table), or it might be a light-hearted piece that al-
lows the other players to see a character under different
circumstances. There may be a pre-planned end-point
(especially if the blue-book is detailing what happened
to a character off-screen between adventures) or it
might be open ended (such as if two characters intend
to argue a philosophical point). Blue-books are also a
great way to show characters at home, while in their
secret identities, or engaged in solo activities. And, as
noted, they provide an excellent record of events and
actions from previous sessions.



Aaron felt blue-booking provided a welcome ad-
dition to Strike Force. However it might not be for
everyone. Which leads to the question of: should you
blue-book? | think so. It can be very helpful addition
to a campaign, especially for the following reasons:

PRIVACY

If a player wants to conduct a lengthy investigation,
conversation, or other activity in private, a blue-book
can offer the opportunity.

PERMANENCE

If using a physical book, you can easily sort them
once they're filled and then look up events as needed.
If using email, this process becomes even easier, as
you can sort them by date, session number, and/or
campaign.

BREAKDOWN OF INHIBITION

It might be difficult for someone playing a character
of the opposite gender to properly convey certain emo-
tions at the gaming table. But in a blue-book things are
detached enough that a character’s lines can be written
out in such away that they get the point across and the
right emotional tone can be reached.

GAMEMASTERING TOOLS

Here are some suggested tools for managing your
campaign the Aaron Allston way:

Dropbox: Excellent for sharing files between GM
and players.

Facehook: Not only can you post files and images,
but you can use the calendar function to alert players
of upcoming sessions.

Google Drive: Good for storing documents, images,
and other materials. Better yet, everyone can edit
files to add information and data as needed.

Google Groups: Good for setting up a shared
mailing list.

Yahoo Groups: A mailing list and file storage site
in one.

STRIKE FORCE THEMES

Although Strike Force started out simply as a
“play-test” of the Champions rules, Aaron tried to make
it much more. He had certain ideas as to what was
the intent behind the campaign and tried to explore
these ideas within the campaign itself.

THE CAMPAIGN TONE

When Champions first came out, superhero comics
were roughly a decade or so into the Bronze Age. This
meant that while many traditional superhero titles
were still being published (such as Batman, Fantastic
Four, Spider-Man, Superman, and so on), new titles
were being experimented with. The X-Men (who first
appeared in 1963) had been rebooted with Giant Size
X-Men in 1975, while DC did the same with the Silver
Age Teen Titans, relaunching them as The New Teen Ti-
tans in 1980. All of this change and innovations would
cometo aheadin 1985, with the publication of Crisis on
Infinite Earths, the complete reboot of the DC Comics
universe and the arrival of the Modern Age of Comics.

So what does this have to do with Strike Force?
Simply put, the Bronze Age saw darker and more ma-
ture plot and story elements than the Silver Age, as
well as the appearance of such issues as alcoholism,
drug abuse, environmental concerns, racial tensions,
and urban strife. It also saw a rise in more violent ele-
ments, with such lethal heroes as The Punisher, Wol-
verine, and Vigilante appearing. Because the Strike
Force campaign began during this period of comics
history, many of the sessions in the Chronicles reflect
this sort of take on comic book superheroes. Aaron
even notes that most of the initial cast of players were
“black-clad, weapon toting avengers of the night, while
the others were relatively ordinary costumed folk.” In ad-
dition, the first group of heroes (acting more like such
Pulp-era heroes as The Shadow) tended to kill oppo-
nents, while the “ordinary costumed folk ... tended to
rescue helpless civilians.”

17m



In the original version of Strike Force, the comment
is made that most superhero campaigns come in
three broad types:

m Comics Code Authority style of play, in which most
everyone uses Normal Damage Attacks, there are little to
no Killing Attacks, and almost no one dies (this could also
be called Four Color or Silver Age style of play).

m Graphic Novel Variety style of play, which has an even
mix of Normal and Killing Attacks, and frequently sees
the death of nameless supervillain agents, police officers,
and soldiers, and the occasional death of a costumed
villain or hero (this could also be called Bronze Age or
early Modern Age style of play).

= No Kid Gloves style of play, in which everyone has Killing
Attacks or high-powered Normal Attacks, and the death
of just about anyone, be it hero, villain, or bystander can
occur at anytime (you could also call this late Modern or
Dark/Iron Age style of play).

While Strike Force may have started as a mix of Four
Color and Graphic Novel style of play, it definitely
became more Graphic Novel as time went on. Death,
while not commonplace, did occur, as did serious in-
jury. This is especially true in the campaign’s history,
as seen in the 1964 arrival of a cosmic being intent
devouring the Earth. While this being was destroyed

after a battle with numerous superhumans, quite
a few costumed heroes perished as well (allowing
Aaron to“clear the slate”for the arrival of new heroes).

In addition, heroes often dealt with serious issues,
such as: the rights of artificially created beings; at-
tempts at ethnic cleansing and genocide; the exploi-
tation of entire peoples and worlds; brain-washing,
mind control, and other intrusive powers; and so on.
Also, the issue of violence and when to use it was an
occasional issue. Phosphene, despite being a black-
clad avenger of the night, was not pleased with Ninja
threatening the passengers of a bus and forcing them
to flee the vehicle so he could steal it. Psycher was so
opposed to killing that he'd dress down Bolo when-
ever he used his powerful Golden Gun, even if it was
on something like a robot. Shiva eventually left Strike
Force due to arguments over his lethal martial arts
techniques. This list goes on and on.

SEX AND ROMANCE

In keeping with the Graphic Novel tone of Earth-AU,
Aaron notes that Strike Force (and other campaigns
he ran) had more romantic and/or sexual content
than what normally appears in Silver and Bronze Age
comics. Which is not to say that Strike Force adven-
tures were sexually explicit, but that via blue-booking
and other avenues, many players explored the ups
and downs of their characters’love lives. In fact, in the
Twilight Falls campaign, which was heavily inspired by
daytime soap operas, romantic entanglements were a
primary theme of the campaign. However, while the
idea of romance often came up at the gaming table,
more explicit sexual encounters were exclusively the
province of blue-booking. The idea of “fade to black”
was often used to cut away from such scenes at the
gaming table.

Along with romance, there is also the question of
sexual orientation. According to Aaron’s notes, he often
never really gave any thought to such things. Reading
the Chronicles, it seems that his players followed suit.
Thus, this issue is not generally explored in the heroes
and villains of the Strike Force Setting. However, Aaron
also notes that unless stated otherwise, any character’s
sexual preference is considered indeterminate, and you
are free to answer the question yourself if the question
ever comes up in your campaign.



CAMPAIGN THEMES

One can find a number of themes that are prevalent
in Strike Force’s many adventures. But the most com-
mon one—the one Aaron himself decided (after years
and years of play) was central to the campaign—was
the Role of the Hero.

When the first player characters entered Aaron’s
world in August of 1981, they were following a pre-
established centuries-old heroic tradition and were
joining a long line of costumed heroes that stretched
back to the early 1930s. In doing so, they engaged
in numerous “classic” superheroic activities (fighting
crime, defeating costumed villains, stopping threats
on a scale ranging from local to global), but also dealt
with the question of “what does it mean to be a hero?/”
especially in a world that underwent such extremes of
change as Strike Force's Earth.

One of the initial challenges the characters face
was simply continuing in the face of adversity. Early
on, the nascent members of Strike Force found them-
selves subject to a certain degree of scorn and apathy
from the local authorities and certain other superhero
teams. They were, after all, newcomers to the super-
hero scene and regarded as “baby” heroes. But, as
their careers progressed, the heroes gained respect
based on their accomplishments. At the same time,
they also had to deal with situations that challenged
their perceptions as to what they were and what they
had to do. For example:

m Does a hero kill a foe when he doesn’t need to? Lethal
force is almost always a contentious issue in superhero
games and Strike Force was no different. In fact, strug-
gling with this question was what ended up splitting
Strike Force into Strike Force and the Shadow Warriors.

= Does a hero use his fame and popularity to support and
speak out about political causes? In Strike Force, some
did, such as some characters arguing in support of citi-
zenship for artificially-created beings.

= Does a hero follow the desires and instructions of the
properly-elected government when that government
legally demands he do things contrary to his ethics?
This question came up at various times, but most
notably after World War III with the collapse of the
United States.

= Does a hero marry and have children, despite knowing
that his costumed identity will put them at risk? He can’t
always be there to protect them, after all. Many Strike
Force characters did, but then, as noted under Romance
below, in Earth-AU, supers tend to marry supers.

= Does a hero seek and exact revenge?

If a superhero goes off to war, should he be held to a
different standard of behavior than one who acts as a
super policeman?

= Does might make right? Does a superhero have the
right to enforce his standards of ethics and justice on a
country or on a world where the traditions are different?
Strike Force tended to follow the idea of “when in Rome,”
at least until the traditions and rules of the country of
world they were in were fully understood.

These questions, and many more like them, have
been used as the basis of numerous adventures run
through Strike Force’s history. However, Aaron nor-
mally avoided making these questions obvious and
preachy, preferring to make them the hidden founda-
tion on which an adventure was built.

Reading through the Chronicles, | found a number of
other fairly common themes as well. These were sub-
jects that cropped up again and again, and posed in-
teresting questions to the players and their characters.

Superhero Action: This is the most basic (and obvi-
ous) theme, but one that deserves some discussion. As
Strike Force was a team of superheroes, Aaron made
sure they were involved with—and dealt with—prob-
lems on a superheroic scale. The characters quickly
moved beyond fighting “mere” street crime, as they
encountered Overlord and his minions, battled the
Affrighter (and in doing so saved a small town from
destruction), and eventually were involved in an ex-
tended “mini-series” which pitted the team against a
demon called the Mockery, as he tried to destroy the
Earth by merging several parallel dimensions togeth-
er. Oh, and in the final Chronicle episode that | read,
the heroes fought a dozen Minuteman robots! While
not every adventure involved the fate of the world, it
is certain that as the PCs grew in power, Aaron raised
the stakes just a little higher, ensuring that the answer
to most any problem was costumed superheroics.

Curiously, Strike Force didn’t always use fisticuffs
and energy blasts to resolve problems. They also
negotiated with their foes and attempted on many
occasions to reach a compromise (if they felt such a
thing as justified). But then again, they were often
able to bring about such negotiations because they
were powerful costumed supers with a strong repu-
tations. So, while Strike Force may have had a lot of
action in each episode, it certainly wasn’t non-stop.
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Romance: As mentioned, Strike Force (and related
campaigns) featured a lot of romantic subplots. This is
due to a number of reasons, such as the use of blue-
booking, which allowed players to explore their char-
acter’s love affairs in a more intimate manner than the
game table; the sheer size of the player base, which
meant there were a number of Plumbers, Romantics,
and Tragedians (see page 220) to go along with the
Builders, Genre Fiends, and Mad Thinkers; and Aaron’s
“Hollywood Model,” which meant that supers tended
to have romantic relationships with—and thus
marry—other supers (it also didn’t hurt that supers
tended to be more attractive than non-supers).

Another reason for the romantic subplots was it al-
lowed Aaron to present a certain degree of angst and
hardship during gaming sessions (this is something
he discusses in detail in the pages of Lands of Mystery
if you happen to own a copy). Basically, it goes like
this—a stable loving relationship is (or can be) boring.
If Character A expresses romantic interest in Character
B, then the GM should consider throwing a few mon-
key wrenches into the pair’s plans in order to spice
things up (such as various hardships and separations
along the way to true love). Which isn't to say long-
term relationships can't happen, it just might take
some struggle before everything ends happily (as la
Panthere and Phosphene or Commodore and Lorelei
demonstrate). Then again, as ShadowWalker’s “What |
Want To Do” sheet notes, all comic book relationships
are filled with a certain degree of melodrama.

Social Issues: Much like the Bronze Age comics of
the 1970s that inspired Strike Force, Aaron sometimes
presented the players with various society-related
problems. A prime example of this was the fallout
from World War llI, in which the characters were asked
by the provisional New York government to help with
a multitude of real world problems. For example:

How would they help feed everyone? How would
they shelter those who had been left homeless? How
would they restore the economy, infrastructure, and
even the local and national government(s)?

All of these questions (and more) were asked in the
aftermath of World War lll. Strike Force, by dint of being
one of the most powerful superhero groups in the New
York City area, was instrumental in answering them.

Another major social issue dealt with the integra-
tion of different peoples into society. As the campaign
progressed, individuals from alien worlds, different
timelines, alternate Earths, and distant dimensions
all came to live on Earth-AU. In addition, numerous

types of artificially-created beings, such as androids,
self-aware robots, and computer intelligences, all
wanted to be recognized as individual personalities
and viable citizens of the regular and superhuman
communities. Strike Force often argued in support
of granting citizenship to all, in the process trying to
make Earth society more inclusive.

Building a Better World: Part of the Social Issues
theme can also be expressed as the desire to build a
better world. Aaron noted that Phosphene’s player
was a Builder, which he defines as someone who wants
“to have an impact on the world” And over time, this
theme became more and more common, especially
after the Governor was forced to leave Earth (thus
opening up the development and distribution of
technology) and in the aftermath of World War Ill. As
Aaron wanted to get away from the genre convention
that superhero technology doesn’t enter the com-
mon marketplace, this meant Earth-AU looked less
and less like the real world, as faster-than-light travel,
flying cars, regenerative medicine, stasis-cloth body
armor, wristwatch super-telephones, and other items
became available. So, while Aaron may have brought
widespread death and destruction to Earth-AU with
his World War lll plot, his players were able to help
rebuild the Earth to be even better, cleaner, and more
advanced than it had been before.

The Search for Identity: Another, more minor,
theme, saw many characters try to understand who
and what they were. A few examples:

= Phosphene: Initially, “Phos” thought he was alone in
the world. His mother had died while he was still in his
teens, and he never knew his father. But he eventually
discovered he was one of the enigmatic Blood, who had
come to this Earth from another (extra-dimensional)
world. He soon wanted to know all about them, suffered
a stint of Blood-madness, met all of his surviving rela-
tives, fought some of them (such as the Affrighter), and
earned the affection of most of the rest.

CHARACTERS FROM OTHER WORLDS

Aaron used characters from DC, Fawcett, and
Marvel Comics, an assortment of famous Pulp-
era heroes, and select modern creations. Most of
their appearances have been glossed over in the
timeline presented here. In cases where that’s
not possible, I've either used Aaron’s choice for a
character name or have used a classic Champions
Universe equivalent.




m Lorelei: Over time and numerous superhero adven-
tures, Lorelei found out that she was far more than a
mere mutant girl. In fact, she was a member of a long-
lived collection of secretive clans known as the Fami-
lies. Initially she was hunted by one faction of the Fami-
lies, but over time was able to break their hold on her,
discover her true heritage, and take her place as a leader
of her Family clan.

m Jack Straw: Appearing in the ruins of New York
after World War III, Jack Straw didn’t know he was a
Producer-built robot. The truth came out after a series
of events activated his programming and powers.
Unamused by the fact that he looked like a famous actor
and had powers and abilities reminiscent of a well-
known cartoon character, Jack decided to manufacture
a new identity, not coming to grips with his origins and
nature until much later.

m NolIDs: There was also the curious case of those
who wished to discard their identities. World War III
destroyed a lot of public records, meaning that some
people found they no longer had any sort of legal iden-
tity. This situation gave rise to the NolDs—orphaned
and devastated people who had lost their identities in
the War or who had eradicated them on their own. The
NoIDs eventually settled near New York City and set up
their own society (an effort that combines the Social
Issues and Building a Better World themes). Jack Straw,
in fact, started out as a NoID, and even after joining
Strike Force still worked to better the lives and lot of
the NolDs.

USING THEMES

Aaron noted that when you get right down to it, the
Strike Force Universe doesn't have a theme. However
(and this is an important “however”), the Strike Force
Campaign did. In fact, as we note, it has several. In
order to present a strong campaign world, Aaron felt
it needs to have a very strong, if intangible, underly-
ing theme. Fiction of any type, be it the written word,
a four-color comic, a film, or a roleplaying campaign,
benefits from having a theme, something that can be
used to ask questions of the character(s) and possibly
force them to reevaluate their perspective on any
number of subjects. In addition, themes can be used
to introduce new plot elements in a logical manner,
while players may realize they can use certain themes
to redefine themselves and their relationship with the
campaign as a whole.

In Strike Force, the Role of the Hero theme often
forced characters to examine their actions in a dif-
ferent light to see if they were being heroic. It might
make them question their motives—are they noble,
righteous, and just? Or is the hero no better than the

villains he fights? Aaron could also present the heroes
with various complications and issues designed to
make them confront their notion of what it meant to
be a hero.

On a similar note, the theme of Superhero Action
meant that donning a costume and engaging in
fisticuffs may not have been the best answer to ev-
ery question, but certainly was an acceptable one.
After all if you're running a superhero campaign, you
certainly can’t penalize a player for wanting to be a
superhero can you? Thus, this theme allowed players
to define their characters and their character’s actions
within the realm of the superhero genre.

When running a RPG session (of any length) you
should consider the theme behind the story. In can
be simple as the aforementioned Superhero Action,
which tells players exactly what to expect from the
game. Or, it may be more subtle, and bring about
deeper contemplation. What Does it Mean to be a
Hero certainly allows for more introspective questions
and plots. At the same time, don't worry if your cam-
paign doesn’t seem to have a theme or you haven't
thought of one yet. As | noted earlier, it took Aaron
years before he was able to express Strike Force’s cam-
paign theme in words.
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STRIKE FORCE STORIES

As has been previously mentioned, the Strike Force
campaign lasted for more than 250 sessions, mean-
ing the players (and their characters) were involved
in dozens of storylines. In this section we will look at
some of the most notable stories and their effects on
the campaign.

TIMELINE

A comprehensive timeline would be an extremely
complex affair, as it would require the consolidation
of a score of campaigns into one narrative. Instead,
I'm just going to present events that are most relevant
to the Strike Force team (and thus the campaign) it-
self in a somewhat concise and streamlined manner.
Rest assured, a lot more went on than this timeline is
able to show, such as members joining and leaving
the teams, team vacations, romances between team
members (and other characters), weddings, the birth
of children, the death of a few characters, and the
overall development of character’s private lives.

m circa 50,000-35,000 BCE
Unknown beings—apparently possessing power on a
cosmic scale—seed early humanity on numerous worlds
across the galaxy.

m circa 10,000 BCE
Blood patriarch Azor is born in Eastern Europe. In due
time he forms a vast empire, then transports his people
to the extra-dimensional world of Ean.

= circa 8,000 BCE
An alliance of rulers on the world of Ean rise up against
Azor and imprison him.

AZOR AND THE BLOOD

For more on Azor and the Blood, see Champions
supplement The Blood and Dr McQuark, written by
Aaron Allston and Patrick E. Bradley.

m circa 3,000 BCE
A warrior named Angiras lapses into suspended anima-
tion in a cave in what is modern Switzerland. When he
awakes he will found the secret society known as the
Families.

m circa 1800-1900
Individuals in Africa, Mexico, the American Southwest,
and elsewhere, don masks and distinctive costumes in
order to fight injustice and tyranny.

1847
A multidimensional being called the Governor arrives

on Earth and sets a scientific experiment into motion—
he begins slowing the acceleration of technological
advancement across the world.

circa 1900-1950

The “Pulp Era.” The time period of the Eldorado Society,
masked crime fighters, and the beginnings of costumed
superheroes.

1914-1918

World War 1. A small group of masked airmen and
adventurers combat an assortment of criminals and
mad scientists, both at home and abroad.

1926

Formation of the Empire Club, a social fraternity
comprised solely of adventurers. Based out of New York,
Hong Kong, London, and San Francisco, members often
find themselves opposing villains who are attempting to
despoil or conquer the world.

June, 1927

A gate is opened between the world of Ean and Earth
by a Blood named Oto (a.k.a. Pathfinder). He brings
himself and six other through, arriving in Leinster, MO.

circa 1930-1940

The Eldorado Society, based in New York City, gets
involved with strange occurrences, assorted criminals,
and evil masterminds.

1938
Appearance of the world’s first costumed superhero.

1939-1945
World War II. Costumed supers take part on all sides of
the war, many forming into groups. The use of atomic
bombs to end the war has the added effect of speeding
up the process of human mutation the world over.

1950sS
The Red Scare produces a public backlash against super-
heroes for not disclosing their identities to the public.

1964

The Entropic God, a dimensional-crossing being of
unimaginable power arrives in New York City, intent
on consuming the life-essence of the planet. Opposed
by the superheroes of Earth, the resulting battle saw
the God driven off, but at the cost of a large number of
heroes’ lives.

1970s
Many superheroes from the previous decades choose
to retire and few new supers debut. In addition, many
supervillains stop their crimes sprees and various alien
empires appear to lose all interest in Earth.

1978

This year sees a resurgence of superhuman activity,
leading to the story that superheroes appear on a
twenty-year cycle, responding to some future threat.



= August 21, 1981

The costumed hero ShadowWalker teams up with
fellow costumed heroes DarkKnight, Lightrune, Phos-
phene, and Swashbuckler to investigate a shady real
estate transaction. They encounter Overlord and Lady
Power. After the battle, Marie Jean Dell turns her super-
powered daughter Jeannine (a.k.a. Lorelei) over to them.
Strike Force Note: This is the first session of Strike Force.

September-December, 1981

ShadowWalker decides to form a superhero team,
and recruits the heroes Napalm, Ninja, and Shiva.
The heroes battle the Overlord again, during which
Phosphene frees La Panthere from Overlord’s mind
control. Strike Force selects its name, gains more
members and a base (in a junkyard), acquires its first
vehicle (a Sikorsky Sea Stallion helicopter). Phos-
phene learns of his Blood heritage. The heroes battle
Overlord, the Affrighter, and the Producer. Overlord
tricks the hero Bolo into killing an innocent. They
also battle and destroy the Mockery, during which the
hero Napalm is killed. A superheroine ally gives Strike
Force a plane with a robotic pilot named Nightwing.

Strike Force Note: This adventure was was Aaron’s
first “mini-series.” Read more about it on page 28 of the
Major Campaign Events section.

January-March, 1982

The team starts to build their base. Strike Force battles
the Affrighter, Denier and his team, the Producer, and
rogue elements of the Sisterhood of Fire. On Ean, Azor
is released from his prison.

April-June, 1982

Strike Force and other superhero teams save Earth from
attack by a fleet of reptilian aliens. Afterwards, hero
Defender leaves Earth and sells Strike Force his estate
for $1. In June, arguments over the use of lethal force
causes Strike Force to split into two teams: Strike Force
and the Shadow Warriors.

SPLITTING THE PARTY

When Strike Force split up, Aaron ran Strike
Force and the Shadow Warriors as two separate
campaigns. However, he only ran four sessions of
Shadow Warriors-specific game sessions. Eventu-
ally, the two teams became so intertwined that all
Shadow Warriors stories were run during Strike
Force sessions.

July-September, 1982

Strike Force fights Denier again, then works with the
Circle to destroy vampires in New York City. The team
also briefly visits the world of Ean.

October-December, 1982

The heroes battle the Hell-Raisers, deal with a giant baby
created by the Producer, and have a peaceful dinner
with Overlord. The Shadow Warriors debut. Strike
Force travels to the Chaos Zone and afterwards starts
recruiting personnel for their Main Mission Teams.
Magicians from Ean ask Phosphene and Ichi-ban to help
them get home. Phosphene is held captive on Ean and
Lightrune becomes leader of Strike Force.

NEW YORK VAMPIRES?

The vampires in NYC plot can be found in the Cham-
pions supplement The Gircle and M.E.T.E., written
by Aaron Allston.

The Shadows Warriors debut session appeared in
Space Gamer as the adventure “Microfilm Madness,”
written by George MacDonald.
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» January-March, 1983

The team searches for Phosphene. The Shadow
Warriors complete their base. Shiva fakes his own death
and becomes Sai. Lorelei becomes leader of the Shadow
Warriors. Strike Force and the Shadows Warriors start
to work together again.

m April-June, 1982

Strike Force increases the size of its Main Mission
Teams. The heroes (and the MMT) are given police
powers by New York City. ShadowWalker combats
copies of himself.

October-December, 1982

The Crimson Claw begins the Great Super-Villain
Contest (in which supervillains the world over complete
to see who is the most powerful). Phosphene appears as
the supervillain Phantasm and kidnaps Lorelei. Phos-
phene is returned to normal and reassumes leadership
of Strike Force. Lorelei and Commodore (of the Blood)
become romantically involved. The Crimson Claw is
slain towards the end of the Contest by the hero Tempis.

THE CRIMSON CLAW

You can find the Crimson Claw in the Champions
adventure The Great Super Villain Gontest, written
by Dennis Mallonee.

January-March, 1983
Lorelei and Commodore wed. Soon after, Lorelei
becomes pregnant and temporarily loses her powers.

April-June, 1983

Strike Force combats the Animal Kingdom and the Mark
of Doom. They also defeat Foxbat. Lorelei creates the
Salem Academy, a school for young superhumans.

July-September, 1983

Strike Force helps the world of Dekare rebel against
the TkTk Horde. Back home they find the TkTk Horde
negotiating with the United States.

October-December, 1983

Strike Force prevents the TkTk Horde from invading
FEarth and is assisted by numerous other superhero
teams in repelling their invasion fleet.

January-June, 1985
Strike Force tangles with Black Enchantress, the Hell-
Raisers, and Bloodletter.

THE BLACK ENCHANTRESS

You can find the Black Enchantress in the
Champions adventure The Coriolis Effect, written
by Dennis Mallonee.

= July-September, 1985

Bloodletter and Strike Force battle to a standstill. Power
Lord (Overlord’s son) attacks Strike Force Mansion.
Strike Force rescues the Mansion and captures Power
Lord. Ichi-ban then murders Power Lord in his cell.

October-December, 1985

Strike Force determines Ichi-ban killed Power Lord and
has him arrested. Lorelei and Psycher are captured by
the Reapers and taken to Scotland. Lorelei meets her
grandfather, Alasder Dell, learns about the Families, and
is rescued by Commodore and the Shadow Warriors.
Bloodletter poisons Phosphene, but Strike Force defeats
him and gets the antidote. The Shadow Warriors find
Psycher in Switzerland and free him, then free Jarret
Arreth Dell, Lorelei’s father.

January-June, 1986

Ichi-ban is put on trial. He is found innocent by reason
of temporary insanity, but stripped of U.S. citizenship
and Strike Force membership. He is then deported to
Japan. Lady Power, having sold herself to the demon
Scoff, attacks him at his trial, but fails to kill him.

July, 1986-November, 1987

Phosphene and La Panthere wed. Heroes join (and
leave) Strike Force. Ichi-ban settles down in Japan and
starts a family. Orrad (of the Alien Research Labora-
tories) gives Strike Force a map that shows Overlord’s
home-world. Strike Force travels there and learns
a great deal about the Katari (Overlord’s people).

Returning home, Strike Force is asked to investigate
Overlord’s invasion of Haiti. They discover that Fire
Hawk (Overlord’s son) has committed a bloodless coup.
Deciding he will be a good leader, they do nothing. Strike
Force then talks to Overlord and learns of the Governor.
Together, they defeat the alien and banish it to another
universe. The heroes return to New York just in time for
Aswar the Darklord’s invasion of Earth.

December, 1987

World War III. Aswar the Darklord strikes at cities
with large superhero populations, kidnaps hundreds of
people as well as many national leaders, destroys most
of Earth’s military might, and disables its communica-
tions network. Strike Force picks up an artifact in Japan
that will allow them access to the Chaos Zone (where
Aswar lives), loses Nightwing in combat, but gains the
aircraft Tenshi.

s January-March, 1988

Earth’s civilization starts to collapse. Strike Force,
along with other superhero teams, enters the Chaos
Zone to battle Aswar. Aswar starts saturation bombing
of Earth, targeting Manhattan specifically. More
superheroes enter the Chaos Zone. An assault is
conducted on Aswar’s homeworld and he is defeated.

Back on Earth, 15% of the population is dead. War breaks
outin the Balkans, while the United States breaksupalong
state lines. This leads to a new Constitutional Congress.



Strike Force Note: You can read more about World War
III on page 29 of the Major Campaign Events section.

April-June, 1988

The United States becomes the United States Treaty
Organization (or USTO). Europe experiences strong
anti-Soviet sentiments, while in the Caribbean the
Federation of Atlantia expands. The USTO signs and
enacts its new Constitution and elects a new president.
East and West Germany reunite.

July-September, 1988

Strike Force goes on a diplomatic mission to Alpha
Centauri. The Shadow Warriors discover Nice World
and its Grand Conclave of witches. Strike Force meet
time-traveller Dr. Futurian and battle Denier and his
Hell-Raisers. During the fight, the hero Shade kills a foe
and later undergoes a team trial over his actions.

October-December, 1988
Strike Force deals with a crashed alien craft carrying
devices capable of controlling minds and technology.

January-December, 1989

The heroes deal with personal relationships, develop
their technological expertise into commercial applica-
tions, and expand on their civilian careers (This huge
gap in time is due to Aaron taking a year off from
running Strike Force.).

January-March, 1990

Strike Force helps the demon Scoff bring the Black
Enchantress back to life. The Shadow Warriors discover
a Reaper cell creating human/animal hybrids and gain
Fenris X as a member. Strike Force stop the Mark of
Doom from killing alien POWs left over from WWIIL

April-June, 1990

Strike Force’s capture of the super Darkwind allows
them to discover that USTO President Jim Wright is an
impostor. They defeat the impostor, topple the Wash-
ington D.C. government, and establish Strike Force/DC.
The Shadow Warriors capture the Blue Man, a sentient
computer program. Later, the Shadow Warriors battle
Loc Ban Tor and his allies. The fight ends with Loc Ban
Tor slain.

July-September, 1990

The Shadow Warriors investigate the strange history
of the town of Brookpark and stop an attempted alien
invasion. The Avant Guard battle the Toyman and
convince him to be a hero. Strike Force saves the Black
Enchantress from the Dream Thief.

October-December, 1990

Chinese super Ba Kien destroys the Circle (a team of
mystic heroes) and attacks Strike Force Mansion. Strike
Force bands together with several other superhero
teams to stop Ba Kien and his army of Super Boxers.

BA KIEN AND THE SUPER BOXERS

Observant readers may recognize Ba Kien and the
Super Boxers from the 4th Edition version of Ninja
Hero, written by Aaron Allston. The Circle appears in
The Circle and M.E.T.E., also written by Aaron Allston.

January-March, 1991

The Shadows Warriors battle Ankylosaur and a team
of Reaper agents, who are apparently after Lorelei.
Strike Force travels back in time with Overlord in
order to rescue the heroine SnowFalcon, who had
been killed in 1981. They also witness their first game
session and stop assassins from killing their past
selves. In addition, the heroes battle and destroy the
Crimson Claw (again), then return to the present.

Strike Force Note: This was Aaron’s Tenth Anniver-
sary Game for his Strike Force campaign. The 111th play
session, it was run on August 17, 1991, while the first
session occurred on August 21, 1981. For more on this,
see page 30 of the the Major Campaign Events section.

The Shadow Warriors encounter Gray MacRae, a witch
from Nice World, in Greece.

April-June, 1991

The Salem Academy is collected by Mokar the Collector.
The Academy’s students win their freedom by engaging
in a super-powered game of American football. The
Circle disbands, having never recovered from Ba Kien’s
attack. The hero Domino creates a device he thinks will
make the world a nice place but ends up transporting
Strike Force and the Shadow Warriors to Earth-Kaiser.

July-September, 1991
Strike Force and the Shadow Warriors recover Domino’s
device and return to Earth-AU.

October-December, 1991

Strike Force and the Shadow Warriors return to Earth-
Kaiser for a summit conference. The Avant Guard
have a Halloween adventure with some of Producer’s
creations. Strike Force frees Pathfinder from imprison-
ment in the Dreamlands. They also team up with the
Wanderers, a space-traveling group of superheroes, and
battle the Mark of Doom in Argentina.

January-March, 1992

Strike Force combats Mechanon, discovers it’s a fake,
then battles Minuteman robots attempting to free Nazi
prisoners from Riker’s Island. They fight the robots
and the Mark of Doom. The Nazis flee empty-handed
and escape to an orbiting spaceship, which then leaves
the solar system. Strike Force decides they need an
orbital facility.

April-June, 1992

The Shadow Warriors tangle with team of Family super-
villains. They track down Angiras, battle the Reapers,
then travel to Scotland to overthrow Alasder Dell.
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s July-September, 1992

Avant Guard visits the animal-themed world of
Savoir-Ferret. Strike Force finds an asteroid suitable
as an orbital base. They also speak with Dr. Futu-
rian, discover Denier is at war with DEMON, and that
Gray MacRae has gone rogue. They trap Denier and
do battle in his extra-dimensional base of Necrop-
olis. His defeat prevents the destruction of Earth.

Strike Force discovers the existence of Jensik Medical
Institute and their horrific history of illegal human
experimentation.

JENSIK MEDICAL INSTITUTE

You can learn a bit more about Jensik Medical Insti-
tute in the GURPS Supers module School of Hard
Knocks, written by Aaron Allston.

October-December, 1992

Strike Force has an asteroid in Earth orbit. They decide
that Strike Force/Orbital will be a sovereign body,
offering expert police services to all willing nations.
Following up on the Jensik Medical Institute case, they
also travel to France and discover Mechanon is behind
the human experimentation as a part of his attempts to
end all life on Earth. They destroy the genocidal robot.

January-March, 1993

Strike Force starts modifying their asteroid. While
working they encounter strange burr-like aliens, engage
in a ritual battle, and are presented with eight Earth
astronauts thought lost during WWIIL. Strike Force
also returns to Earth-Kaiser, discovers the existence of
Golgalar the Assembler and eventually defeats him and
his “Assembled Man.” Their actions upset the balance
of power in Earth-Kaiser and spell the end of Nazi
Germany. This causes hero Man Mountain Thunder (a
Japanese hero from Earth-AU) to try and save what’s
left of Earth-Kaiser’s Japan. Strike Force assemble teams
of supers, plans their assault, and then engages in a
brutal battle with Japan’s superhumans. Once it is all
over, Japan’s military dictatorship is no more.

April-June, 1993

Strike Force settles matters on Earth-Kaiser and returns
home. They put their satellite in its proper orbit and
divide into Strike Force Orbital, Strike Force/DC, and
Strike Force/NY.

July-September, 1993

Strike Force Orbital opens. The inaugural festivities are
interrupted when Gray MacRae’s agents attack. The
heroes track Gray down to his base (in a parallel dimen-
sion) and do battle. After his capture, the team looks to
improve diplomatic relations with Nice World. Strike
Force/NY has their first mission—battling Mechros and
his robots. Mechros escapes and Strike Force/NY searches
for him.

STRIKE FORCE ROSTERS

The roster for the three teams after division:

Strike Force Orbital: Copperhead, Kestrel, Light-
rune, Luster, Macabre, Man Mountain Thunder, La
Panthere, Phosphene (leader), Plasma Ranger, and
Void. Apex, Samiel, ShadowWalker, and SnowFalcon
are also part of SFO, but not full-time members.

Strike Force/DG: Dreamer, Inmar, Psi-Devil (leader),
and Skyrocket.

Strike Force/NY: Helix, Jack Straw, Jeremiah,
Megabyte, Ore, Rampage, Spark, Sprint, Stunner
(leader), and Wraith.

= October-December, 1993

Ichi-ban starts a school of Japanese magic. Phosphene
discovers news about a strange Affrighter-like (a Blood
super villain) being. At Man Mountain Thunder’s
request, Strike Force meets with Japanese super villain
team Yooso. They rescue Kami, a tree spirit, and recover
Osore, who is a twin of the Affrighter. Strike Force/NY
find Mechros and once again battle him to a draw. They
also uncover and stop a lethal insurance scam.

Y00S0

You can find Yooso in the 4th Edition version of Ninja
Hero, written by Aaron Allston.

» January-March, 1994

Lorelei and Commodore agree to lead the Families and
hold a council meeting in Switzerland. They discover
Family member Blanco is recruiting people to colonize
the planet of Valhalla. The Shadow Warriors determine
Valhalla is a Nazi stronghold and work to locate it.

April-June, 1994

The Shadow Warriors investigate the Argentinian
city of Cérdoba, where people apparently take ship to
Valhalla. They also meet with Blanco operative Friday
13, learn more of the Nazi “Animal Kingdom” program,
and locate Valhalla. The heroes also discover Valhalla
might be growing a clone of Hitler. Further investi-
gation tracks Blanco to Germany, where the Shadow
Warriors capture him, but he dies from a drug overdose.

Members of Strike Force participate in a fundraising
concert. They end up in a ‘battle of the bands’ with the
satanic Harvester Hobbes, who turns out to be an illu-
sion cast by a well-meaning (but misguided) priest.
Phosphene takes the Tenshi to the planet of Paradise
to mediate a dispute. Strike Force discovers Paradise is
now the home of the Producer. Strike Force returns to
Earth and travels to the Fast European nation of Georgia
where they battle the supervillains of Mind Over Matter.



= July-September, 1994

Strike Force determines that Transplanet, the people
that asked them to look at Paradise, are up to no good—
the company is nuclear-armed and intends to threaten
New York City with a bomb. Strike Force finds and
defuses it. The team then heads back to Paradise to find
the rest Transplanet’s bombs. The heroes cooperate
with the Producer to stop Transplanet. The Shadow
Warriors work to track down members of the Animal
Kingdom, a Nazi animal-man project. There is also a
meeting with most of the superhero teams of Earth to
discuss the problem with Valhalla.

October-December, 1994

Investigation of Valhalla begins. Strike Force Orbital is
invaded by silver arthropods. The team learns these
arthropods are the Koualix and are an advance force
from Valhalla—it seems the Fourth Reich is alive and
well and intends to invade Earth in the near future. The
superheroes of Farth decide to neutralize this threat.
The Shadow Warriors stop a creature called Gathelit
the Dispatcher from attacking Earth’s primary mystical
defender. Then, the bulk of Earth’s superhero teams travel
to Valhalla to stop the Fourth Reich before it can insti-
gate World War IV. When it’s all over, the Fourth Reich is
destroyed and the people of the Animal Kingdom freed.

Strike Force Note: The fight versus Valhalla took five
game sessions played out over two months. In game
everything happened in just a few weeks. Fourteen
superhero teams (numbering around 100 supers or so)
participated. For more information, see page 31 of the
the Major Campaign Events section.

January-March, 1995

Strike Force deals with the political (and logistical) fallout
of the battle for Valhalla. They also encounter and do
battle with the The Lords of Fire, agents of the super-
villain Vulcan. The Shadow Warriors deal with an attack
by a Crystal Slayer, beings who serve of the Cult of the
Beast. Phosphene tracks down his father and battles the
Tennessee Torch. Jack Straw investigates Producer-tech-
nology and the world of androids and robotic supers. The
heroes also assist the NoIDs (refugees from WWIII) in
forming their own superhero team. During their inves-
tigations of the Cult of the Beast, the Shadow Warriors
explore Borsippa, in Iraq, and find a lost civilization who
worship the “Guardian of Law.” The heroes defeat this
false guardian and bring the civilization into the modern
world. Following this, the Shadow Warriors work with
Strike Force to battle Vulcan and the Lords of Fire to a draw.

In February, the two teams work together to deal with
the supervillain Mayhem, who is trying to transform
Detroit into a place of nightmares. Phosphene enters
the mind of his father, trying to remove the manifes-
tations of the Tennessee Torch. The Shadow Warriors
investigate the supervillain team the Night-Frights
while Strike Force creates Strike Force/Hawaii. Strike
Force also works to keep Israel from mounting a mili-
tary assault on Valhalla. The Shadow Warriors enter

the Dream-worlds to deal with the Night-Frights and
Sokath, the Crystal Slayer. Strike Force battles what they
think is Mechanon, but turns out to be the robot Radi-
ance, a servant of Vulcan, desiring suicide by super.
They also investigate a sleazy photo magazine taking
unwanted photos of female supers. Strike Force even-
tually assists certain members of the Lords of Fire in
setting themselves up as superheroes on the Pacific Rim.

Strike Force Note: For the adventures in the first
quarter of 1995, Aaron was—as near as I can tell—
running roughly four major and around a dozen minor
plots simultaneously. Also, play sessions looked to
reqularly feature 15-20 Player Characters. On the flip
side, one session starred only two Player Characters.

The time_from April to October was covered in one play
session, possibly as a blue-booking session (see the
section on blue-booking).

April-September, 1995

Strike Force/Hawaii debuts, chasing off members of the
Zhi-Xiong Temple. The USTO debuts an orbital super-
prison. Both Strike Force and the Shadow Warriors
engage in a lot of private activities, including finding new
homes, a wedding, engaging in various medical proce-
dures, and the promotion of personal business concerns.

October-December, 1995

Strike Force deals with an attempted incursion into
the Farth-AU dimension by the Entropic God, stop-
ping an attempt to re-create Ragnarok at the same
time. An experiment by Megabyte causes Strike Force
Mansion to be attacked by Strike Force action figures
under the command of supervillain Baby Doll. After a
massacre at a concert in Detroit, Strike Force discovers
the dead have been rising, leading to a battle with the
new Hell-Raisers, who are led by Grave-Robber. Further
investigations in Detroit lead Strike Force to encounter
the nascent superhero team the Die-Hards. Lorelei
decides to step down as leader of the Shadow Warriors
and start a new, more covert version of the team.

Strike Force continues to pursue Mayhem, investigating
ways to both find and combat him. They also decide
to counter his madness with a benefit concert. The
concert occurs and draws Mayhem out of hiding; the
team succeeds in destroying him. However, Mayhem’s
appearance caused the concert to shift into the Dream-
world, and Strike Force must work to keep the Hell-
Raisers from attacking the musicians. Afterwards,
Strike Force is involved investigating the destruction
of the vampire-hunting Harker Foundation. The two
teams also locate the Hell-Raisers HQ and decide to
eliminate it. The Shadow Warriors tangle with a team
of power-armored supervillains called the Ass-Kickers.

Looking into the background of the Ass-Kickers, the Shadow
Warriors discover the existence of a parallel Earth without
supers. Numerous supervillain teams are exploiting this
Farth, calling it “Prey-World.” Strike Force battles Yooso
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to prevent the death of Iron Ronin. The Shadow Warriors
travel to Prey-World and eventually smash the supervil-
lain ring looting that version of Earth. Returning from
Prey-World, the Shadow Warriors discover a threat to the
magical barriers that defend the Farth from intrusion by
extra-dimensional beings. This leads them into combat
with Gathelit the Dispatcher and his Army of Hell. After-
wards, the Shadow Warriors take a breather, recruit new
members, and complete their plan to divide into two smaller
teams. Meanwhile, the Strike Force/NY team arrives at the
planet of Paradise and discovers the android and robot
inhabitants have risen up in revolt against the Producer.
The heroes manage to negotiate peace between the two
sides and then speak to the Producer about personal issues.

The Shadows Warriors split into two teams, calling the new
one the “Shadow Knights.” The ‘Knights base themselves
in the Bahamas. Members of Strike Force visit Earth-Kaiser
to attend a wedding. During the wedding, the heroes are
pulled into another universe. There, Strike Force battles
a being called Kreer High-Father, who has built himself a
private world and is trying to create new superhumans.
Upon returning home, they dig up (literally) the hero True-
Blue, who was encased in stone for 42 years. Strike Force
also deals with the former hero Starfarer and his attempts
to hunt down the hero Wind-Witch. After Christmas,
Strike Force escorts a diplomatic mission from the inter-
stellar Rim Alliance to Earth. The team also discovers True-
Blue’s former partner, Banner, has been fathering children
all across North America for a possibly sinister purpose.

» January-March, 1996
The heroes spend January tying up loose ends,
conducting research and investigations, and dealing
with personal issues. Strike Force discovers a threat to
the upcoming Winter Olympics. In addition, Man Moun-
tain Thunder joins the Olympians, a part-time hero
team of athletic supers. Strike Force Mansion is attacked
by Kreer High-Father. The Winter Olympic threat turns
out to be a blackmail threat by supervillain Temblor,
who is defeated by Strike Force. The Shadow Warriors
encounter a millennia-old warrior named Abaros, who
warns them of a threat he calls “the Hyperborean.
Strike Force find Banner and pursue him to an alternate
Earth (Earth-Eden). Warned by Abaros, the two teams
get together to track down Banner and stop him and his
criminal activities. The Shadow Warriors also destroy
the Actuator, a device that causes madness and suffering.

Strike Force discovers they’ve been infiltrated by a Nazi
super named Land’s Knight. This is followed by an attack
on Strike Force installations by UNTIL and the accusa-
tion that the heroes are trying to overthrow the Amer-
ican government. All of Strike Force gathers to oppose
this declaration, discovering a Nazi Fifth Reich is behind
it all, headed by USTO General Linus Hart. The Shadow
Warriors find the Hyperborean and are able to free him
from his “destiny” as ruler of the human race. Strike
Force finds Land’s Knight and stops a plan to flood New
York City with a lethal virus. Meanwhile, USTO Presi-
dent Henry Chandler reinstates Strike Force’s power to

operate as a law enforcement organization in the USTO.
Soon after Chandler is kidnapped by Nazi Minutemen
robots. Strike Force assembles and rescues the President.

Strike Force Note: To give you a sense of scale, Aaron
covered the events of March 1-10, 1996 over 13 sessions
(238-251). In the campaign logs, these 13 sessions took

up 45 pages.

So, there you have it. 251 game sessions, compris-
ing 797 pages of Campaign Chronicles, condensed
down into no more than 4,500 words. However, that's
not all there is for Strike Force. Although session 251
of Strike Force (which took place on 12/02/2000) is
the most recent play session | have a typed synopsis
for, | can document a session 260, which was played
on 01/11/2003 and took place in April of 1996. At
minimum, this means Strike Force lasted for 21 years,
four months, and 21 days!

MAJOR CAMPAIGN EVENTS

Aaron ran hundreds of game sessions over the
course of the Strike Force campaign, some of which
had serious long-term ramifications (encountering
alternate Earths, for example), while others (such as
battling Foxbat)... not so much. In this section, | intend
to examine several major campaign events and what
made them so special. In order of appearance, they are:

THE BATTLE WITH THE MOCKERY

Strike Force’s encounter with the Mockery is impor-
tant on several levels. To start, as Aaron has noted in
the initial edition of Strike Force, this was his first “full-
length mini-series.” Before the Mockery, all of Aaron’s
game sessions followed a simple pattern: “heroes
hear of trouble, go to where the trouble is, attack the
villain, and capture him or drive him off” This time,
however, things were different. Tracking down the
Mockery took four sessions, with the heroes slowly
getting closer to the Mockery as they investigated
the demon’s actions, battled supers the Mockery sent
to stop them, and dealt with the monsters pouring in
through dimensional rifts. This sort of plotting gave
Aaron the confidence to set up the multi-session story
arcs that would become a staple of later Strike Force
gaming seasons. While Strike Force (and the Shadow
Warriors) would occasionally resolve a plot in a single
session, most of the time it would take anywhere from
three to five (or more).



The Mockery series was one of the few times a PC
died in the course of play. Considering some of the
foes Strike Force faced (and some of the battles they
were in), that's fairly significant right there. On the
other hand, several new PCs debuted during the mini-
series (including long-term Shadow Warrior Psycher),
with Aaron coming to realize his players were enjoying
the campaign so much, they wanted to bring in new
characters to experiment with (something every GM
should be prepared for). Aaron also used the story arc
to encourage his players to develop code-words and
maneuvers by handing Strike Force a defeat from a
team of supers that did. Built on 50-75 points less than
the heroes, the villain team managed to decisively
defeat Strike Force and encouraged the players to de-
velop their own code-words and combat maneuvers.

Finally, the concept of the Mockery (an extra-
dimensional being intent on conquering the Earth)
sets the tone for the Strike Force campaign as a whole
(at least, in my opinion). My reasoning for this opin-
ion is thus—taken at face value, Strike Force seems
to be strongly influenced by Marvel Comics (let’s be
honest, Aaron used a lot of Marvel Comics characters
in his campaign). But with the Mockery, we see the
first hints of something that will appear time and
time again in the Strike Force campaign: the concept
of parallel Earths (such as Earth-Kaiser, Nice World,
Savoir-Ferret, Prey-World, and so on). This is a very DC
Comics concept, and something Aaron turns to time
and time again. In fact, | wouldn't be surprised to find
out that at some point he intended to run (or did run)
his own Crisis on Infinite Earth analog adventure for
Strike Force.

THE TKTK HORDE

While not the first time Strike Force fought an alien
invasion (and not the last), the TkTk Horde is notable
because it shows Strike Force’s transition from small-
time super team to national (and even international)
status. In addition, the heroes ended up opposing
the United States for a time— since the US wanted
to accept the technological gifts the TkTk Horde was
offering, while Strike Force knew the Horde wasn't to
be trusted. In addition, this adventure marks one of
the first times Strike Force teamed up with a former
foe—in this case the Producer, who created fake news
broadcasts to fool the TkTk Horde into thinking the
United States had decided to reject their offer.

This scenario is also significant as | feel it's the point
where Strike Force started their rise to the top of the
superhero team ratings. While they were far removed
from their street-level origins by this point, they still
weren't widely known on a global scale. This scenario
changed that; from this point on out, Strike Force be-
came more of a mover-and-shaker in the superhero
community, a team people respected with a track re-
cord that gave weight to their words. It also illustrated
an important aspect of game mastering—the PCs are
the stars of the show. In this case, while there may have
been a dozen superhero teams defending Earth from
the TkTk Horde, Aaron make sure the Player Characters
were the ones to take down the Horde’s mothership.

WORLD WAR I

No one event had more of a long-term impact
on Earth-AU and the Strike Force campaign than
Aaron’s World War lll scenario. Taking place over sev-
eral months (both in game and in the real world), the
WWIII arc saw Aaron turn to his dark side to present
an epic story of conquest, destruction, and heroism.
The reason for this plot was simple: Aaron was getting
bored with his world and wanted to take it in a new
direction. He wanted to get away from the typical
published superhero comics convention that dictates
nothing ever seems to change (at least, technology-
wise). He wanted technological heroes (and villains)
to be able to market their inventions, changing the
world in all manner of ways. He wanted Earth-AU to
look less and less like the real world and more and
more like a world of super science and technological
advancement. So he created the Governor to explain
why technological development seemed to be re-
strained or inhibited. When Strike Force and the Over-
lord drove the Governor off of Earth, it allowed Aaron
(and his players) to start an era of unprecedented
technological growth. But that wasn’t enough.

Aaron didn't want to just change Earth’s technology,
he wanted “to reshape the world from the ground up.”
In order to do so, he would need to have Earth un-
dergo some sort of catastrophic event, an event that
would allow him to nearly destroy the Earth and then
build it back up again. So he started World War Ill.

To say Aaron’s WWIII plot reshaped his campaign
is something of an understatement. For starters, his
notes indicate between 15 and 25 percent of the
population died. Cities were bombed into rubble.
Manhattan was nearly consumed by a firestorm.
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Leaders of major nations were kidnapped, never to
be seen again. The United States broke apart into
many smaller nation-states. Mass chaos, rioting, civil
disorder, starvation; Aaron pulled no punches when it
came to describing the end results of Aswar the Dark-
lord’s attempted invasion. However, this dark cloud
did have a silver lining. Once the heroes defeated the
Darklord, they had a chance to assist with and over-
see the rebuilding of an entire world. The end result
took Earth-AU from a fairly standard comic book-level
of technological development to something almost
akin to the DC Comic’s Legion of Super-Heroes, with
teleportation systems, orbital stations, force field
technology, anti-gravity, rejuvenation therapy, and
faster-than-light starships.

Destroying your world is always a risk, but Aaron
knew he needed to do something to keep his interest
up. In addition, his players were amiable to the idea
(well, to the advancement of technology part anyway,
I'm not so sure they were ready for a third world war).
But as Aaron notes in the first edition of Strike Force,
this would allow him to expand his story ideas, bring-

ing in more interactions with alien races and galactic
empires, the possibility of planetary exploration and
adventures, and the ramifications of the rapid ad-
vance of Earth scene and technology.

THE TENTH ANNIVERSARY ARC

For the tenth anniversary of the Strike Force cam-
paign, Aaron ran an adventure | found highly interest-
ing: he sent the PCs back in time to the site of their
very first adventure. In addition, this adventure is also
noteworthy because it was the tenth anniversary of
the game (and the 111th session). Personally, I've
never been in a single continuous campaign that’s
lasted for ten years (I think the record was seven), and
certainly haven't played anywhere close to 111 ses-
sions of anything.

Aaron’s extensive note keeping and Campaign
Chronicles allowed him to pull this adventure off. The
Chronicles gave him a good idea of who was present
and what happened during the original session. Thus,
he could fairly accurately recreate his first session,
allowing those players who had been there (such as
Phosphene) to revisit the action (albeit from a dif-
ferent angle), while newer players—and their PCs—
would get to experience the session for the first time.
In addition, the basic setup for the adventure allowed
Aaron to show the PCs things the players might have
known about, but the PCs who were there may not
have. A prime example of this was Phosphene discov-
ering exactly how Ninja managed to acquire the bus
Strike Force had used to get to New York City. Appar-
ently violently assaulting innocent commuters wasn’t
something Phosphene approved of.

As a final note, this entire adventure came about
because Overlord wanted to save a life. He wanted to
undo the death of ShowFalcon during an assault on
one of Overlord’s old bases, and Strike Force agreed
to try. | find this notable, as it shows how Aaron was
developing Overlord’s character. For some time Aaron
had been moving Overlord away from his would-be
conqueror origins and giving him a more heroic
outlook. It was Overlord, in fact, who came to Strike
Force about the Governor, and during the time travel
adventure, he also expressed dismay at how arrogant
and volatile he was back then.



ADVENTURES ON EARTH-KAISER

Earth-Kaiser struck me as a chance for Aaron to run
Golden Age adventures without resorting to time
travel. | mean, when you look at it, Strike Force found
not only a mirror to Earth-AU in Earth-Kaiser, but also
a world where World War Il was still raging (in a Cold
War sort of way) roughly fifty years later. The whole
series of Earth-Kaiser adventures are also notable in
their scale. Strike Force, both by their mere appear-
ance and actions on Earth-Kaiser, influenced events
occurring across the globe. For example, by defeating
the Golgalar the Assembler and his Assembled Men,
they sparked the end of the Nazi regime and the war
in Europe. This, in turn, triggered a desire to save Ja-
pan from further destruction, which Aaron allowed
the players to do. Thus, Strike Force became superhe-
roes operating on a global scale, dealing with issues
and problems that affect entire nations. Speaking of
scale, the sheer size of some of these adventures was
staggering. One, titled “Thirty Supers over Manchu-
kuo” featured thirty (or more) superheroes battling
the Japanese. Another had Strike Force (and their al-
lies) fight the entire Japanese roster of superhumans
in a staggeringly destructive battle. Once it was all
over, Strike Force could legitimately say they'd helped
found a new nation.

Earth-Kaiser also influenced the campaign in other
ways. Aaron was able to introduce an alternate world
version of the Overlord (named Warlord) and Luster
(named Light Princess). This allowed Luster to inter-
act with a slightly different version of her father (and
herself). In addition, Strike Force engaged in trade of
information and technology with Earth-Kaiser, went
there for vacations, and spent a great deal of time
socializing with the supers of this parallel world. Here
we can see the ideas he first put forth in the World
War Ill story arc bearing fruit, with the heroes treating
an alternate Earth as an almost commonplace desti-
nation and not just a one-off adventure.

THE RISE AND FALL OF
THE FOURTH REICH

Nazis were a common foe in Strike Force adventures.
Between the Mark of Doom, the Animal Kingdom,
Earth-Kaiser, and Blanco, Strike Force and the Shadow
Warriors tangled with Nazi-themed supers and organi-
zations time and time again. Aaron brought all of this
to a head in the Battle of Valhalla adventure. Much like
the Earth-Kaiser adventures, the Battle for Valhalla in-
volved an entire world, albeit one located around 200
light-years from Earth. It also involved possibly the larg-
est collection of superheroes to ever be involved in a
Strike Force scenario. The Chronicles show that roughly
14 super teams were part of the attack, meaning there
were around 100 superheroes taking part. How Aaron
tracked all of this | have no idea.

What is even more interesting isn't the battles
themselves, but what happened afterwards. Not only
did Strike Force (and the rest of the heroes) have to
decide what to do with their captives (which included
a number of individuals wanted for crimes back on
Earth), the team was also saddled with a young clone
of Adolf Hitler, millions of children being brought up
to create a new army for the Fourth Reich, two alien
races the Nazis had been exploiting, the Animal Men
they had been creating, and an entire world of in-
nocent and not-so-innocent people. This led to some
interesting moral discussions (playing on Aaron’s
theme of “what does it mean to be a hero?”) about
what to do next. To make matters worse, they also had
to deal with the political fallout of this back on Earth
(such as allowing Israel to send a ship to Valhalla with
the express purpose of plastering the planet’s surface
with nuclear weapons).

Even after the battle, Aaron touched on the events
and aftershocks time and time again. Instead of fully
resolving a plot thread, the Battle of Valhalla actually
created many new ones. Time and time again, Aaron
would introduce characters who had some connec-
tion to the Fourth Reich’s activities, be it as an unwill-
ing subject for experimentation, a child rescued from
the planet, an Animal Man looking to start a new life,
or even those who wish to start a Fifth Reich. | note
that the last adventure listed in the time line deals
with just that concept, as members of the new Nazi
Fifth Reich try and kidnap the USTO President, only to
be defeated by Strike Force.
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RORGE
HES{TIMON AL

One night in 1995, upon his invitation, I
called Aaron Allston from my apartment in
Burbank, CA.. It was one of the many stops
along my very long, winding road of trying to
find a place to land in order to have a career in
entertainment and gaming, starting some time
after I left West Point and haphazardly tried to
figure out what to do next.

r'd wound up in Southern California by
way of pursuing a job with a computer game
company. That was, for me (and so many
others I know) a major mistake; as a writer and
RPG designer, I didn’t have the mindset or skills
for computer game design, and that industry
has rarely known what to do with most of us.
I did manage to nail a gig writing a compre-
hensive non-fiction book about the entire RPG
hobby and industry, and Aaron had been one
of the many fantastic people who sat down for
an interview with me for it, which improved it
immensely as a definitive work.

Aaron Allston was a definitive source,
you see—perhaps one of the most authorita-
tive folks you could ever hope to talk to about
RPGs, game design, storytelling, and most
of all, creating memorable and long-lasting
campaigns. Strike Force was not simply a
sourcebook for the Champions RPG, though
it may have looked like that on the surface. It
turned out to be one of the earliest and most
complete guidebooks to setting up, running,
and maintaining a long-lasting RPG campaign
experience, regardless of genre or theme.

You’ll discover more about all that as you
read through the rest of this book. However, I
wanted to make sure you know that Aaron was
not only a very gifted human being—his talents
ran the gamut of excellent design, adventure
creation, storytelling, and straight-up fantastic
fiction—he was a very giving man.

Anyone who took the time to get to know
him was gifted with access to his wisdom and
advice, just like I was that summer night on the
phone in Burbank, him speaking to me from his
home near Austin, TX.

A home he shared with other creative,
wonderful, loving folks, and as part of a larger
community that was the envy of gamers and
dreamers everywhere. I don’t think it’s at all
outrageous to say that Aaron Allston helped
make Austin the oasis of creative endeavors
that it is. There remain many excellent
creators, inventors, and designers in that
area, all of whom knew Aaron by name, if not
directly, and all knew of the magic he brought
to gaming and entertainment overall.

For me, Aaron had some specific words of
advice. He told me to get out of the electronic
industry, find something—anything—that
would pay the bills, and just start writing and
creating what I would, as it came. He understood
who I was, better than I did at the time, and he
pointed me in a direction I needed to go. Even
thought it took me a lot longer to get it through
my head and actually do as he suggested, once
I did, things fell much more in place.

The last time I saw Aaron was at Gen Con
just a handful of years ago. We only got to
catch up briefly, but he made it very clear that
he was proud of my achievements and glad to
see I'd gone on to do so many cool things. Of
course, I thanked him profoundly for his advice
and his support, asked him about his own proj-
ects (he was involved in a movie thing; always
trying new things, that one), and told him I
looked forward to the next time we might have
time to catch up more thoroughly.

Sadly, that time did not come. So often we
think we have more time...

Those of us who were blessed to know the
man personally can only do our best to share
his genius and his gifts with the rest of you,
and I am proud to be a part of this effort to
make that happen.

—Sean Patrick Fannon
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The Earth of Strike Force—a.k.a. “Earth-AU"—is
based on the real world, but has many points of distinc-
tion from the real world (i.e. the world you, the reader,
belong to). During the first several years the campaign
was being played, the Strike Force Earth resembled the
real world to a great degree. The president(s) of the
United States in the Strike Force world were the same
ones as those in the real world; when a nation was
established or fell on the real world, the same thing
happened on the Strike Force world.

The process was chiefly a reflection of the way
things tend to work in the titles produced by the
major comic book publishers. Inevitably, the pres-
ence of super-powers, super-technology, interaction
with alien races, and the existence of very powerful
magic would gradually transform the world, making
it resemble the real world less and less, and making it

gt

harder for new readers to find points of identification
when reading the comics; consequently, mainstream
superhero comics tend to ignore those factors and
simply assume that a President Barack Obama in the
real world means a President Barack Obama in their
fictitious world.

However, this lack of continuity is less of a concern
with dealing with a role-playing campaign setting
enjoyed by a small number of regular players. As
Aaron himself notes: “After about six years of play,
| decided I'd done as much as | wanted to with the
standard superhero-world model and wanted to
explore additional consequences of the presence of
supers. Of course, this left me with a question to an-
swer—why would the presence of superheroes and
super-science suddenly mean more to the world than
it had previously? Why would they become a major
force in politics and cultural development when they
hadn't previously?”

Aaron answered this question with the creation and
introduction of the multidimensional being whose
title, as close as it could be translated into English,
was the Governor—the word referring more to the

33m



34w

kind of governor installed on a car than to the kind in-
stalled in a state-owned mansion. The Governor was a
scientist who wanted to see what would happen to a
species with a rapidly developing level of technology
if its scientific growth were suddenly and severely
retarded. Operating since the 1840s, he had used his
abilities to curtail the most dramatic of human scien-
tific developments (usually by arranging accidents in
the demonstration of those developments that would
either kill or discredit their inventors).

The result of his experiment? The most brilliant and
prolific of inventors saw that the world was just not
friendly to their kind. They went underground, de-
veloping their new technologies in secret, spreading
toned-down versions of their inventions through the
world while keeping their best work for themselves.
The first result of the Governor’s intervention was, in
fact, Victorian and Pulp-era Mad Scientists.

Various mystics and philosophers on Strike Force
Earth have also theorized that there might have been
an unconscious response to the Governor by the
entire human race—that somehow a racial pressure
to advance, blocked by the Governor’s actions, may
have manifested itself in a genetic fashion, resulting in
the appearance of exceptional humans, the sort who
in later decades went on to become superheroes and
supervillains. And, since it was super-scientists and
superheroes who eventually found the Governor and
drove him off, the ultimate effect of the Governor’s
experiment was to bring about the circumstances
leading to the end of the Governor’s experiment.

The banishment of the Governor, the subsequent
(unrelated) worldwide devastation of World War Il
and changes to the very fabric of reality brought on
by a powerful chaotic being called Scoff (see page
171) have, in the last several years, led to more and
more points of distinction between the Strike Force
Earth and the real world. This chapter will describe
many of them in detail.

THE FEDERATION OF ATLANTIA

This region is a prime example of how Earth-AU
differs from the real world. Just before World War Il
Fire Hawk, one of Overlord’s sons, conquered Haiti.
He instituted sweeping economic, legal, and polit-
ical reforms. He has since spread the border of the
Federation to encompass a number of islands and
nations found in the Caribbean.

SUPERHUMANS AND
WORLD CULTURE

It is impossible to note all the influences the pres-
ence of super-powered beings have had on the culture
of Strike Force Earth. The presence of the Governor
kept those influences functioning at a very low level
for most of the history of the Earth, but they still func-
tioned... and since 1987, those influences have had
more and more profound effects on Earth’s cultures.

NUMBERS OF SUPERS

Conservative estimates suggest that, in recent years,
one person in a thousand on Strike Force Earth has
innate powers that can be considered paranormal or
even superhuman. With a world population between
two and a half and three billion (A massive population
drop occurred in the wake of World War llI, largely
from disease and starvation, which is why this Earth'’s
population is less than half that of the real world’s.),
this yields a figure of two and a half to three million
paranormals.

However, this doesn’'t mean that there are three
million costumed supers running around the world.
Most of these paranormals don’t possess a level of
power that would make them competitive in what
is often referred to as the “superhero arena!” The
ability to predict with 80% accuracy which card
will be drawn next from a random deck is definitely
paranormal, but it doesn’t allow a person to bounce
bullets from his chest, doesn't brainwash him into
believing that crime must be thwarted or banks
must be robbed, and doesn’t convince him that he'd
profit from a rigorous physical training regimen and
a set of colorful skintight clothes.

Most people with paranormal powers tend to con-
ceal the fact. In many countries—including the United
States during certain periods in history—possessing a
paranormal power meant that the individual would be
whisked off for study and probably lifelong exploita-
tion in a military unit or government office. When para-
normals can no longer conceal their strangeness, they
sometimes make their powers appear to be erratic and
undependable (and in many cases they are), making
them less desirable (and exploitable) to others.



Some people with paranormal powers are ashamed
or fearful of them, and never use them or train with
them. Others prefer to use these abilities to improve
their lives; someone with sufficient strength to lift a
big car and scratch-resistant skin might become a
tireless construction worker or a very well-paid night-
club bouncer, attributing his skills to luck and training
rather than to paranormal powers, and living a life
far safer than that of a career criminal or costumed
crimefighter.

So the number of paranormals with a level of power
that would be competitive in the superhero arena is
about one in a thousand among all paranormals,
meaning that around 2,500 to 3,000 people world-
wide are that powerful. Only a fraction of those ever
decide to participate in the madness of superhero/
supervillain interaction. But they are joined by people
who are genetically normal but are augmented by
sophisticated gadgetry (often of their own invention)
or extraordinary training.

Thisyields afinal total, worldwide, of superheroes and
supervillains in the vicinity of 1,000 at any given time.
There is a fair amount of attrition, especially among
supervillains (more of them die in prison or are killed
by peace officers and the military than superheroes),
but the potential financial profit of the supervillain life
is enough to keep the numbers fairly constant.

s Earth’s Population (1995):  2.5-3 Billion

= Paranormals (All Types): 2.5-3 Million
m Paranormals at Super Power Levels: 2.5-3 Thousand

» True Superheroes/Supervillains: ~1,000

PARANORMAL, OR SUPER?

In Earth-AU, paranormals are those people who
possess some sort of superhuman power. It may
be a singular ability and of limited use, but it is a
power normal humans don’t normally have. A super
is considered to be anyone with extensive para-
normal powers, often of a far greater extent and
level then a mere paranormal. Supers also tend to
wear costumes and fight (or commit) crime.

THE SUPERHERO COMMUNITY

The world’s costumed supers who tend to interact
with one another on a regular basis are said to belong
to the “superhero community” (the term applies to
super-villains as well). The superhero community
refers to those heroes and villains who clash regularly
and sometimes work out informal rules of behavior
when doing so; to those heroes to appear together on
lecture circuits, patriotic rallies, and other public ap-
pearances; to former heroes and villains who are still
active in some sense with those who have followed
them; and so on.

THE HOLLYWOOD MODEL

On the Strike Force Earth, the way that superheroes
and supervillains interact when they're not attacking
one another closely resembles the world of Hol-
lywood movie stars more than just about any other
model. Among the similarities:

Supers tend to have romantic relationships
with and marry supers: This is in marked contrast
to mainstream comic books, where, on the average,
supers tend to have relationships with non-powered
people. As with Hollywood, this is in large part be-
cause exceptional people who work constantly to
keep themselves fit are constantly thrown into high-
pressure work situations with people like themselves.

Supers share a media attention and a fandom
base with stars: Around the world, the press and pub-
lic tend to look on supers as they do other celebrities,
according them fame, scrutinizing their every public
move, following and even fabricating news of their
activities and interests, demoting the well-known and
promoting the fresh and interesting, and so on.

Supers tend to grow wealthy: Not all supers look
for wealth, of course. But most supers tend to benefit
themselves financially, often in legal and ethical ways,
through use of their powers and skills. Inventors patent
their inventions; flying heroes save money they might
have spent on cars or public transportation; super-
strong heroes sometimes build their own homes. Some
supers perform celebrity endorsements. Some become
employees of well-funded teams and accept salaries—
and salaries for superheroes can be quite substantial.
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Supers tend to rely on old friendships: Increas-
ing needs to maintain secrecy (especially if a secret
identity is involved) and to be able to know when
someone is attempting to get close in order to exploit
their powers or resources cause many supers to dis-
tance themselves from new acquaintances, revealing
their true faces (in both senses of the words) only to
old friends.

Supers tend to be physically attractive: The train-
ing and physical exercise it takes to be a competent
superhero results in large numbers of physically fit
individuals. In addition, assorted superpowers and
mutations allow for unusual concentration of perfect-
body/hard-body/super-pretty people in the super-
hero community.

While researching this section of the book, | discov-
ered an email in which Aaron discussed the concept
of the “Hollywood model” and how it helped explain
why supers tend to put on costumes and fight crime
(or cause it). Aaron notes that the Earth-AU setting
operates on the philosophy that people, granted
super-powers, would not customarily turn to gestures

of suicidal altruism. However, the world does have
superheroes, based pretty much on the assumption
that once someone is removed from the tyranny of
personal economy—i.e. he no longer has to worry
about a paycheck, the mortgage, and so on, and is
constantly exposed to a high-wealth environment—
such aberrant behavior is less unreasonable.

In other words, superpowers, for a variety of rea-
sons, tend to be very profitable for those who possess
them. The gadgeteers patent low-tech versions of
their inventions and make money. Sorcerers make
enclaves distant from street addresses, telephone
solicitors, monthly payments, and the like, and have
no problem summoning up all their daily needs. Even
low-grade supers without other exploitable skills can
accept lodging, substantial stipends, and access to
extraordinary resources and opportunities from the
superhero teams that offer them in order to pursue
the lifestyle.

With these economic concerns removed, what you
end up with is a society of millionaires and people who
hang out with millionaires. And this society, instead
of turning to race-driving or jet-setting or more mun-
dane pursuits, goes into the ultimate thrill-seeking
field—the superhero arena. Consequently, the world
of superheroes more closely resembles Hollywood
than anything else. It features celebrity fandom, star
romances, extravagant financial expenditure, and a
society that is elitist (though often unintentionally so).

ORIGINS OF SUPERS

It is a sad fact of the Strike Force project that there
many things about the Earth-AU setting we just don't
know. One case in point is a comprehensive break-
down of the possible origins of supers in Earth-AU. |
have pieced together enough material from Aaron’s
notes on the subject to offer a breakdown of superhe-
roic origins as they appear in the setting.

SATURATION FORCE FIELDS

This is not an origin per se, but more of an “in-
universe” explanation for how certain super powers
work. In Earth-AU, many supers derive their powers
from what are referred to as “saturation force fields.”
Most of these supers have powers based in psychic
energy. Their nervous systems generate force fields
that, rather than surrounding and lying atop the
supers, suffuse their bodies, having the exact volume

of the character’s body and moving just as the body



does. Such force fields often manifest themselves as
powers of invulnerability (having enough durabil-
ity and integrity to deflect bullets, knives, lasers, and
other forces) and super-strength (augmenting and
protecting muscle and skeleton to allow the character
to lift great weights and damage durable targets).

Such powers, requiring the constant expenditure of
energy and resulting in the maintenance of a sophisti-
cated energy matrix in and around the character, tend
to be readily detectable by sophisticated sensor devices.

POWER ARMOR AND OTHER
HIGH TECHNOLOGY

Powered armor heroes (and villains) are fairly com-
mon in Earth-AU. In fact, the first villain Strike Force
fought (Overlord) wore a suit of powered armor to
augment his already impressive physical abilities. For
the most part, powered armor suits are fairly compact
(relatively speaking, the hero Bolo is still 7’ tall in his
suit), and streamlined. Large, bulky, “mecha”-styled
suits don’t seem to exist, or if they do, are not very
popular. Some suits (such as Overlord’s) are nearly
skintight (or appear to be). Not all powered armor
suits grant such classic powers as super strength or
augmented reflexes. Plasma Ranger, for example,
wears a suit that “only” allows him to control plasma
and augments his durability to attacks.

Other supers use more esoteric forms of high technol-
ogy. Stunner, for example, has an assortment of “guns”
that allow him to adversely affect his target’s physiology;
such as draining a target’s physical momentum.

MARTIAL ARTS

There are many forms of martial arts in Earth-AU. All
of the ones known in the real (i.e. “our” world) exist, as
well some Earth-AU-specific styles (such as Paek-tu,
which was featured in the original Strike Force). There
are also alien martial arts forms, such as Daragak, a
Katari spear-fighting style practiced by Overlord. On
top of this, there are mystical martial arts techniques
that tend to hover uncomfortably between normal hu-
man abilities and true superpowers. This would include
invisible punches, rapid-fire punches, techniques akin
to Bruce Lee’s famous “one-inch punch’, extreme bal-
ancing techniques allowing one to run across water or
over grass without disturbing a blade, and so on. Many
of the Cinematic and Wuxia powers seen in Hero System
Martial Arts would certainly fit the bill.

MAGIC AND MYSTICISM

Earth-AU is a setting rife with magic. In fact, Light-
rune, Aaron’s own long-term GMPC, has a magical
origin. And he’s not alone. Ichi-ban was a magician
who could cast spells by exchanging the aspects of
two objects (for example, he could make an egg un-
breakable by temporarily swapping the egg’s fragility
with the durability of a nearby safe). He could also
exchange information the same way (once swapping
a needed tidbit of info for an egg roll recipe). Along
with numerous sorcerers, there were those who used
magical artifacts, devices, and weapons (such as Red
Archer), or had a magical heritage (such as Hercules
the God, who really is the son of Zeus). Other supers
have been imbued with magical energy (such as Lady
Power, who exchanged servitude with the “demon”
Scoff for additional power) or Man Mountain Thunder,
who was “blessed” by a volcanic kami with super-
human strength and mystic kudzu vines for hair.

For more information on magical origins for supers,
see page 49.

ALIEN OR MUTANT PHYSIOLOGY

A number of supers can claim such an origin.
Earth-AU does have a population of classic comic
book mutants, but as noted on page 40, there is no
“mutant hysteria,” and thus no anti-mutant sentiment
among the general populace. As with classic comic
book mutants, “mutant” allows for many kinds of
powers, some obvious, some less so. Phosphene, for
example, is technically a mutant. Apparently, so is the
hero Stunner, although his mutation seems restricted
to a very high reaction time, durability, and incredible
running speed.

A super can also be alien, or part alien. Overlord, for
example, has a Katari father and an Earth mother. The
Mighty Pinchus and Samiel are both true aliens, with
no relation to the human race. As noted on page 40,
there are many alien races in Earth AU, some of which
are closely related to humanity and can interbreed
with them), and others that are not. Many of these
races have innate powers, or can express various
super powers (due to their own mutations, generic
engineering, and other factors).
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BIO-ENGINEERED OR
ARTIFICIAL LIFE FORM

This is another common origin. Overlord is also
an example of a biologically-engineered individual,
although in his case it's all self-inflicted. A more
wide-spread example are the members of the Animal
Kingdom, a society of artificially-created life forms
featuring the genetic characteristics of humans and
several animal life-forms. Most were bipedal creatures
resembling animals but with human-range intel-
ligence. A supervillain named Blanco created them; he
sometimes loaned them to the Fourth Reich or to other
supervillain organizations for profitable missions.

The Animal Kingdom creatures were created in
“lines,” each one with its own specific form and char-
acteristics. The first few examples of each line were
referred to as “cutting edge,” often for more reasons
than one; then, if the line proved viable, subsequent
examples were referred to as “the proven,” while if the
line was not viable it was not continued. Thousands of
the Proven were created to live and serve on Valhalla,
the adopted home planet of the Fourth Reich.

Prototypes were created in three groups. Group One
consisted of fusions of human and a single animal tis-
sue; they were created at a base located somewhere in
New York State. Group Two was grown in Switzerland,
but after accidental creations and a 1985 raid by the
Shadow Warriors, the base moved to New York City; it is
there Group Two finally emerged. These chimeras (using
fusions of human and multiple animal types) added
nanotechnology to the mix. Group Three returned to
Switzerland and a new base; these were nanotech-heavy
chimeras created with the ability to appear purely hu-
man when desired and work well within human culture.
The Strike Force hero Fenris X is a prime example of the
capabilities found in an Animal Man chimera.

Another possible origin is that of a truly artificial
life-form.The Producer is responsible for most of these
individuals. His first creation, “Radiance” was built in
the 1930s, when the Producer was still a living human
being. Later, his mundane self “died,” returning as the
Producer. After that, he built innumerable androids
and robots. Some, like Radiance, were obviously me-
chanical; others, like the Strike Force hero Jack Straw,
looked very human; some, such as the members of
the Monster Squad (so named as they looked like
several classic 1940s movie monsters) were capable
of biological reproduction—provided the process
was consciously activated.

In all cases, a wide variety of superpowers are pos-
sible, although in the case of the Animal Men, most
powers are physical in nature (augmented strength,
speed, durability, claws, leaping, running, fearsome
roars, and so on). A robotic being will tend to also have
physical powers (such as strength, extendable limbs,
multiple limbs, and such), although a few examples of
singular esoteric abilities (such as fiery breath or the
ability to discharge electric shocks).

PSYCHIC POWERS

Psychic powers seem to be akin to mystic ones in
Earth-AU. In some cases, the two seem to cross over
each other. Macabre, for example, is a spiritualist
who can see ghosts. Is her power psychic, mystical, or
both? In some cases, psychic powers work along set
lines. The Blood, for example, all possess a similar set
of psychic powers, usually expressed as teleportation,
an enhanced range of vision, and the projection of
lethal energy.

As with most comic book settings, telepathy and
telekinesis are typical psychic powers. Those with
telepathy often have associated powers (the ability to
sense danger, precognition, mind control, and so on),
while those with telekinesis often have force fields,
the ability to fly, force blasts, and assorted capabilities.
Some heroes, such as Psycher of the Shadow Warriors,
have a mixture of powers (in his case, a mixture of
telepathic powers, teleportation, and the ability to
see through solid objects).

SIZE-CHANGING

It is unknown how many size-changing supers
there are in Earth-AU. The extra-dimensional “demon”
Scoff is one, but his size changing comes about due to
the magical background count of whatever plane he
happens to be on—this is not an “at will” power. That
said, Aaron did address the subject, stating:

When a character has no more compelling explana-
tion for where his mass goes when he shrinks, we
default to the following explanation: the character
actually projects his body into a pocket dimension,
where it retains its full mass and other characteristics,
but leaves behind an interface with the real world. That
interface is a projection of his body (at reduced size)
and transfers such things as energy (kinetic and other)
between the plane where the character now exists
and the normal world. This tends to explain why many
shrunken characters retain their full strength when tiny.



LEVELS OF ABILITY

Aaron never ascribed to the idea that characters
with a high agility score were as graceful as an Olym-
pic athlete. Instead, he felt a high agility score ex-
pressed itself differently depending on the character
in question. Thus, the gymnast might display beauty
and grace in their movements, while the brick might
simply show quickness and effectiveness in combat.
Aaron also felt that a character’s skills (such as Profes-
sional or Knowledge Skills) helped defined how they
looked when moving and fighting.

THE EFFECT OF SUPERS ON SOCIETY

The presence of supers—especially increasingly
powerful supers who are part of a growing propor-
tion of the population—has had an interesting effect
on the cultures, laws, and expectations of the people
of Earth-AU.

LAW AND INSURANCE

Inevitably, laws have changed to accommodate the
presence of supers—or because, despite efforts to
discommode them, they’re enduring.

Prior to World War I, laws making it illegal to wear
a mask (outside of private functions such as par-
ties) were widespread and enforced when possible.
Masked crime-fighters often played a sort of danger-
ous game with law enforcement, aiding the police
while working very hard to stay out of their clutches.

During World War Il the first era in which the wide-
spread presence of masked paranormals was noted,
things changed. National governments, especially the
governments of the United States, United Kingdom,
Germany, and Japan, were obliged to seek the help of su-
pers—and could not generally demand that they aban-
don their costumed identities. Anti-mask laws stayed on
the books, but were largely not enforced against supers
who were seen by the public as do-gooders.

In the 1960s, it actually became possible for a
masked crimefighter to testify in court. This required
that his testimony be preceded by that of another
super whose true identity was known and who could
testify that he knew the true identity of the masked
super about to testify. Some limitations to the testi-
mony of masked persons remain in effect (they often
cannot testify as professionals in a field, as their quali-
fications cannot reliably be checked), but at least they
can testify to actions they have witnessed.

The immense damage that super-fights can cause
is dealt with by insurance. In cities where there are a
lot of supers, most buildings carry insurance that pays
off in case of damage caused by paranormals. In cities
where supers are rare, such insurance is quite cheap;
in cities like Manhattan, it's a substantial cost.

HEROTALK MAGAZINE

In January 1982 a new publication hit the Earth-AU
stands—HeroTalk Magazine. HeroTalk was a magazine
about superheroes past, present, and future, as well as
the superhero community as a whole. Its creation was
a remarkable success story in of itself: journalist Shari
Taylor, who'd made her name with a breakthrough
interview of a flag-suited super soldier in 1981, bor-
rowed money from her brother and launched into the
risky enterprise of magazine publishing.

Each issue of HeroTalk had an interview with a
superhero (or with someone who dealt with super-
heroes), a main feature article, a superhero-history
article, a pictorial on a superhero, super group, or
other superhero topic, and a host of short articles,
mini-interviews, and news. The magazine was a smash
success and reached the million-mark within a year.
By 1987, the circulation was closer to eight million.

HeroTalk Magazine came to an abrupt end with the
advent of World War IIl; their offices and printing facil-
ity, even then running off the (delayed) February 1988
issue, were flattened in a bombing raid in January of
1988. Publisher Shari Taylor had already accompanied
Strike Force into the Chaos Zone during the retalia-
tory strike against the invaders when her offices were
destroyed. When she returned she decided not to re-
commence publication of the magazine; instead, she
created a video version for the Federation of Atlantia
Communication System.
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EARTH-AU AND CoMIC-
BOOK CONVENTIONS

Some of the common literary conventions of
comic-book worlds don’t occur at all in the Strike
Force world; others do, but we try to explain why they
are there and how they came to be.

SUPERHERO TECHNOLOGY DOES NOT
ENTER THE MARKETPLACE (AVERTED)

In comic books, if even a fraction of the inventions
and processes developed by supers becomes widely
available to the population, the world begins to look
less than the real world. If super-world technology at
the consumer level is identical to real-world technol-
ogy, then it’s far easier for creators to know what sorts
of vehicles and personal equipment are available to
characters, and it's easier for the readers to identify
with the world they see.

In Earth-AU, Aaron had a mechanism in place for
several years that he used to explain this situation.
As noted on page 22, the Governor came to Earth

in the 1830s and, as a scientific experiment, began
suppressing scientific development—allowing new
technology to be created, but only to concentrate in
the hands of its creators; it was not allowed to filter
down to the common man. Thus, for about 150 years,
technological development at the consumer level on
Earth-AU was nearly identical to that of the real world.

However, in 1987, Strike Force discovered the exis-
tence of the Governor and drove him away. After that,
higher technology filtered down much more swiftly
to the consumer level, and such items as flying cars,
regenerative medicine, stasis-cloth body armor, wrist-
watch super-telephones, and other items became
available in the commercial marketplace.

SUPERS DO NOT AGE AT NORMAL
RATES (SUBVERTED)

In the comics, if a character that ages normally is
popular, the publishers are going to want to continue
his adventures even after his logical adventuring lifes-
pan is done. At some comic book houses, this is done
by having the character age at a rate of one character
year for every three real years; at others, the world is
reinvented every twenty five years or so; at others,
adventures are set at some point in the past or future
so that the progress of real-world time is irrelevant.

In the Strike Force universe, Aaron opted to let the
game-world calendar closely parallel the real-world
calendar (they are usually within a year of one an-
other), but made options for extended lifespans read-
ily available. Characters belonging to the Blood and
the Families organizations tend to have quite long
life-spans; magicians have easy access to techniques
that prolong their lives; and, after the introduction of
the Overlord/Vixen regeneration and antigeria tech-
niques in the late 1980s, almost anyone with money
has been able to prolong his life and maintain his
youth greatly (see page 56 for more).

MUTATED SUPERS ARE HATED
AND HUNTED (INVERTED)

There was never any “mutant hysteria” or other wide-
spread anti-mutate hatred on Earth-AU. Mention was
made of mutant hysteria in some Hero Games supple-
ments based on Aaron’s campaign, but this was merely
an effort to“genericize” the material for easier introduc-
tion into more standard superhero campaigns.



SUPERHERO COSTUMES
(PLAYED STRAIGHT)

Unlike some comic universes, costumes in Earth-AU
tend to getripped and torn during battle. There are no
super-fabrics that are immune to tearing, immune to
the wear’s powers, and otherwise act akin to a second
skin. Earth-AU does have stasis cloth, a form of body
armor that appeared in 1959. There is also Mallodex, a
stretchy fabric invented by Dr. Darren Mallory around
1980. It can be pretreated to change colors under
certain types of electrical flows and is skintight. Many
superhero costumes are made of it, as it is durable
and can be patched if damaged.

CREATING THAT COMIC-BOOK FEEL

Having trouble developing your comic universe? Try
taking a look at the website known as TV Tropes
(tvtropes.org). They have a whole page dedicated
to superheroes, listing some of the most common
tropes found in the genre. Better yet, each trope
listed leads to a page all of its own, complete with
numerous examples from not only the comics, but
also television, the movies, anime and animation,
video games, and assorted RPGs.

In addition, the page lists many tropes you might be
familiar with, and it also lists many you may have
never heard of. Several of these tropes are highly
useful for catching that comic book feel, such as the
use of Alliterative Names, to a page describing the
strongest supers (and other characters) in a variety
of universes. And in between those two tropes are
dozens more examples.

GEOGRAPHIC DISTRIBUTION
OF SUPERS

Most of the supers in Earth-AU are found in the
United States. Why? The answers involve war, tradition,
and money.

The truth is that geographic distribution of supers is
nearly constant, being approximately one in one mil-
lion for people with enough power to “be competitive”
in the superhero arena; this also includes mutants and
mutates, psychics, magicians, inheritors of curses and
traditions, and so on.

However, in the United States, Japan, other wealthy
and highly industrialized nations, there are spikes for
a couple of reasons.

m The likelihood improves that a normal human will
receive enough training to be competitive in the arena.

m The number of corporations and individuals rich
enough to purchase power suits increases.

m The likelihood of a foreign super to be interested in
coming to a wealthier nation in order to exploit their
abilities for better pay increases.

In addition, there are difficulties for those supers
who live in war-torn nations. Supers in those regions
tend to be pressed into service or volunteer for ser-
vice in the armed forces and become casualties or
fatalities.

Also, only the English-speaking nations have a
longstanding tradition of putting on costumes, tak-
ing on code names, and campaigning as a costumed
super. (This doesn't mean there aren't costumed
supers in other nations, just that there is less of a
tradition of it, hence a lower proportion.) In many na-
tions, supers, when identified, become agents of their
governments (depending on the nation, this may be
willingly or unwillingly).

A final reason is publicity. The American public
hears about subjects determined by the American
press, which is notoriously uninterested in foreign
supers. So someone reading a newspaper in New York
City is not likely to hear about the heroes of Botswana,
Cambodia, or New Zealand.
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SECRETHI'AND S
ORGANIZATIONSS
ANDRSOCIETIES

Aaron introduced numerous hidden lands and se-
cret societies amid the various campaign that made
up Earth-AU. Selected examples are listed below.

HIDODEN LANOS

The bulk of these lands appeared during the Pulp-era
adventures of the Empire Club, although they all still ex-
isted (in some fashion) during the Strike Force campaign.

ALANTIA

This is a vast cavern located under the Atlantic
Ocean. It was discovered in 1933 when the ocean
liner Damascus Steel was sucked down and captured.
The survivors of the crash were captured by the
Alantia Empire and enslaved. However, members of
the Empire Club managed to escape, join with rebel
forces, and overthrow the cruel regime. The people
of Alantia are Caucasian, speak English, and use fairly
advanced technology (by 1933 standards).

ALANTIA OR ATLANTIA?

Alantia is not the same as the Federation of Atlania,
described on page 34.

ELDORADO

This hidden valley, located in Brazil, was the source
of Aztec and Maya gold. The first European to find
it was Luis Antonio de Borges y Guerrera, a Spanish
conquistador, in the 1530s. It was rediscovered by
the Eldorado Society in 1935, who helped the natives
restore peace to their valley. The Society then left the
valley to its own devices.

EZIDA

This is an immense cavern found under Borisppa,
in Irag. It was founded by the Babylonian demigod
Nabium and his wife, Tasmetum, an ageless mutant
born millennia ago. In 1995, the Shadow Warriors,
pursuing the Cult of the Beast, discovered the cavern
and the long-lost civilization dwelling there. The
Shadow Warriors then overthrew Nabium’s despotic
rule and brought Ezida into the modern world (see
page 27).

P’ENG LAI

Located about 300 miles south of Iwo Jima, P’Eng
Lai is a volcanicisland surrounded by reefs and usually
obscured by fog; it's referred to as the “land without
stars” It was colonized by the first Chinese emperor,
Chin-Shih-Huang-Ti, who sent many young men
and women to explore the island and surrounding
area. The island was considered mythical until it was
discovered (and conquered) by General Hua Fu Sang
(a Chinese warlord) in the 1920s. The island was liber-
ated by the Eldorado Society in 1935, and became
a spy- and way-station for the United States in 1942
(and later an official U.S. protectorate). The island is
notable for its very old styles of martial arts, its Green
Mountain Warriors (who defend the island from at-
tackers), as well as the volcano-spirits who dwelt in
the mountains granting magical abilities to certain
priests. This latter element explains the island’s other
name:“Island of the Immortals.”

TAROSIA

A series of huge caverns that extend under the
Pacific Ocean, Tarosia's upper reaches have vents
leading to the surface through a vent in a volcanic is-
land located near the equator. The cavern’s ecosystem
contains dinosaurs who have managed to survive
into the modern era. The Eldorado Society discovered
the island in 1937, while searching for the missing
Amelia Earhart. In the 1940s, the supervillain Mayhem
stole an atomic bomb, packed it with mutagenics,
and then detonated it in the caverns. The resulting
radiation and the widespread fall of mutagens caused
death (and extinction) among many dinosaur species.
Those that didn’t die tended to mutate, often growing
to immense size in the process.



TERRANIANS

The Terranians are an advanced civilization located
under Canada. Terrania was created when an alien
genetics testing laboratory landed on Earth and bur-
rowed down into some local caverns. The device then
captured local life-forms and proceeded to “test them
to destruction” and perform other examinations.
As time passed, it started to capture humans from
the surface and modify them, trying to determine
what range of abilities it could give its test subjects
and still have them considered “human”. One of its
experiments created the Winged Folk (see page 62).
Eventually, the alien device decided it was time to end
its experiments and terminate all subjects. However,
one subject had developed psychic powers sufficient
enough to defend herself and used them to seriously
damage the master control device.

Over subsequent centuries, the survivors were able
to develop an entire culture around the idea of study-
ing the remaining technologies left in the labs. It was,
however, a difficult prospect, as the Terranians were
effectively primitives with no idea of what they were
working with. That said, the Terranians achieved great
heights, but never cracked the deepest portions of the
technology available. The Terranians consistently kept
clear of the outer world, especially in later centuries,
for fear that outsiders would understand and exploit
the technology that the Terranians themselves could
no longer use.

VALLEY OF SYLVAYA

This hidden valley, located in the mountains near
Addis Ababa, Ethiopia, is populated with the surviving
descendants of ancient Rome. Sylvaya is actually the
name of the Roman-styled city located in the valley.
The valley was discovered by members of the Eldo-
rado Society in 1936. The heroes managed to liberate
the oppressed populace from the stranglehold of
the Order of the Winged King, the elite guard of the
Emperor of Sylvaya.

SECRET SOCIETIES

Many of these societies had a direct impact on the
heroes of Strike Force. Some were responsible for a
hero’s origin, others were constant foes.

THE BLACK ROBES

Based in Himalayan monastery called the Yu-
Ch'eng (Jade City), the Black Robes are an ancient
Asian mystic order who have studied various forms
of martial arts and philosophy for hundreds of years.
They promote the concept of the Pattern, a way of
balance (both internal and external). The Black Robes
are peaceful in outlook, for they believe that violence
disrupts the Pattern. ShadowWalker’s teacher, Master
Chang, is a member of the order. Shiro Kodiai, who
forged ShadowWalker’s near-indestructible katana, is
also a member.

THE CULT OF THE BEAST

The Cult is an organization whose members wield
magic in order to achieve personal wealth and other
goals. Some of its members are super-level magicians,
but most are not. The Cult of the Beast is classed as
a villainous organization because its members are
most often encountered in opposition to superhe-
roes. However, depending on political climate and
other factors, the Cult of the Beast can also perform
actions normally considered heroic—such as oppose
supernatural intrusions and assist heroic sorcerers in
need of aid.

The Cult of the Beast has been at odds with the
Circle (see page 52) for more than fifty years. Ironi-
cally, at the time of their first meeting, the Cult of the
Beast was considered a heroic society and the Circle
a band of inhuman villains, as the History section
details below.

HISTORY

Inthelate 19th century, afascination with mysticism
swept much of the western world. Self-proclaimed
mystics, sorcerers, and holy saviors formed societies
dedicated to the advancement and exploitation of
the mystic arts. Most of them were fakes, some of
them were self-deluded to believe they actually had
powers, and a very few actually possessed mystical or
magical abilities.
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One of these was Evelyn Fairbanks, a prominent
stage actress of the 1880s and 1890s. Born Jenny
Coward to Cockney parents, she managed, through
strength of will and native aptitude, to eradicate the
mannerisms and speech of her humble origins and to
become an accomplished actress. In 1893, when she
was 45, she discovered that her backstage thespian
rituals were doing more than preparing her for the
performance to come: they were allowing her to as-
sume the physical characteristics of the roles she was
to play. In particular, she could shed two decades of
age and wear and assume enough vigor to keep up
with younger performers, all without displaying any
apparent effort.

Though this power might have allowed her to
maintain her prominence on stage for another thirty
years, she soon retired from theater. She lived on the
fortune she'd amassed and studied this amazing gift.
Over time, she decided that some people, such as
herself, were able to draw on amazing depths of hu-
man reserve and achieve magical effects. In so doing,
she learned, they had to become reconciled to their
basest desires and needs—a portion of the psyche
she called the Beast, but which psychologists referred
to as theid.

She attracted followers. Rather than form a huge
international society, she discarded the followers who
did not demonstrate any aptitude for her skill and
kept only those who did. Rather than publicize her
group’s accomplishments, she kept them secret. And
as she and her followers used the power of the Beast,
they became devoted to a policy of self-improvement
and self-satisfaction. Laws were made by the common
people who did not share their powers; therefore laws
could be ignored and lesser beings swept aside. Other
societies of magic eventually adopted guidelines
such as: “An (if) it harm no one, do as ye please;” the
catchphrase of the society of the Beast merely was:
“Do as ye please.”

THROUGH THE 19308

Through the early years of the 20th century, the so-
ciety of the Beast grew. It did so slowly, as all members
had to demonstrate some potential with this new
form of magic. The members turned their attention
toward cooperative rituals that would enrich them
both at home and abroad. Though records do not ex-
ist on this matter, it may be that their manipulations
of stock markets helped precipitate the Great Crash
of 1929. Records do indicate that members of the
society of the Beast weathered the Great Depression
with their fortunes unharmed.

Other supernatural societies were flourishing in
these same years. Some of them were oriented toward
nationalist concerns rather than self-improvement.
The Cult, for example, had several clashes with mem-
bers of German occult societies.

THE SOCIETY AND WORLD WAR 11

In 1939, Germany invaded Poland. Great Britain
declared war on Germany. A coalition of German
occult groups, acting to eliminate a tool that Great
Britain might wield against the Fatherland, launched
a preemptive strike against the society of the Beast.
A strike team of German sorcerers and hired killers
invaded the estate of Evelyn Fairbanks, killing the
91-year-old mystic and everyone else there. They
had concocted this plan months before, and careful
preparations—including bribery of some members of
the society—had revealed crucial information about
Miss Fairbanks’ mystic defenses.

But the strike didn't destroy the society. Duncan
Coward, Evelyn’s illegitimate son, born 1863, and
some of his cronies were hunting on other family
property when the raid took place. Duncan returned
home to find his mother and many of his friends slain.
He vowed vengeance.

He quickly reorganized the survivors of the society.
Those who were willing to do so abandoned, as
quickly as possible, their names and families—al-
though they took their fortunes with them, of course.
They created new identities, and each would be the
leader of a cell of the society. Cell leaders would
report directly to Duncan or one of his designated
aides. Each cell leader would know the identity of two
other cell leaders, no more. He told the survivors who
were unwilling to take this drastic measure that they
belonged to his, Duncan’s, cell.



He took his cell before British Intelligence and then
the Crown, demonstrating what the society could do.
The society was immediately assigned a role within
British Intelligence, acting as a counter-agent to the
German occult groups.

THE CULT AND GERMANY

During the war years, the society received its
modern nickname, the Cult of the Beast, from the Ger-
man supernaturalists it combated. Duncan’s cell was
responsible for action against the Germans, while the
more secretive cells headed by the members who'd
changed their identities were gradually assigned
to combat the menace of Japanese sorcery. Within
British government circles, the Cult of the Beast was
lauded as a superpatriotic secret weapon.

Of course, things weren't that simple. The society
still used its magic for profit, and companies owned
by its members were awarded crucial defense con-
tracts. In addition, Duncan recruited members from
the United States, Australia, Canada and New Zealand
to head new secret cells. The society flourished.

The members of Duncan’s cell suffered for their
unwillingness to follow Duncan’s plan. After all, the
German assassins had information on all of them;
they'd been saved only by not being on hand when
the first strike came. Over the course of World War ll, in
spite of their increased defensive preparations, these
members were assassinated. Duncan’s cell shrank
until it consisted of himself and new members who
kept their association with the society secret.

THE CULT AND JAPAN

As this was happening, Cult branches based out
of Hawaii, Hong Kong, and other Pacific sites held by
the Allies acted to curb the missions of the Circle (see
page 52). Though individually none of the Cult sorcer-
ers was as powerful as any costumed member of the
Circle, when working together with time and intel-
ligence they could foul up many a Circle objective. As
things shook out, the Circle effectively nullified Allied
superhero activities in Japan proper, and the Cult
of the Beast effectively nullified Circle supernatural
activities outside Japan—with at least one notable
exception.

THE END OF THE PATRIOTIC CULT

In early 1945, Duncan Coward’s researches led him
to an artifact called the Dragon Crown. This was heavy
black stone object carved in the form of an over-sized
crown, the carving showing intertwined dragons.
Its origin was unknown, but its effects were easy to
discern: it opened portals between planes of reality
and allowed British Intelligence to place commandos
and special agents wherever it wanted them. This
process sped the Allied conquest of Germany and led
to Duncan’s death.

In April 1945, Germany summoned its remaining
supernatural might and launched one last assault on
Duncan Coward. Its objectives were to eliminate him
and acquire this artifact, which would allow Hitler
to evacuate huge numbers of Nazi party loyalists to
another plane, where they might flourish. The assault,
as meticulously planned as the one that took Evelyn
Fairbanks’ life, was successful, destroying Duncan
and his cell. But while the surviving German sorcer-
ers made preparations to escape to their safe house,
a wild card ruined the remainder of their plan and
Hitler's hopes for an inter-dimensional exodus.

Mirror, the shape-changing spy of the Circle, was
at the Coward estate at the same time, on a similar
mission. In a European identity, she had infiltrated the
Cult of the Beast and was now in position to steal the
Dragon Crown. Injured by the Germans’ attack, she
feigned death until she found occasion to strike. She
seized the Dragon Crown and fled with it.

THE POST-WAR YEARS

With the death of Duncan Coward, the reins of
the Cult of the Beast were seized by Elisabeth “Bitsy”
Lindstrom, a sorceress of English and Swedish an-
cestry. Born 1880, she'd been with the Cult since its
foundation and had gradually grown in power and
skill across 65 years.

Something very interesting happened when she
gathered together Duncan Coward’s papers and be-
gan planning for the Cult’s future. She was visited by
a projection of Duncan Coward—not a ghost, more
like a magical recording—and was invested with
knowledge of the Cult’s cell leaders and a massive
charge of magical power leeched from the various
cells. She learned that Duncan had planned for the
Cult to continue in spite of his death; he had arranged
spells whereby his successor would receive the ben-
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efits he enjoyed as Cult leader. Though no anointing
ceremony had occurred, she had fulfilled Coward’s
criteria for assumption of the leadership position.

She contacted the cell leaders and instructed them
to cease activities against the Axis. She let British In-
telligence believe that the Cult had died with Duncan
Coward. Then she began rebuilding.

Bitsy belonged to a family that had a centuries-
long history of exploitation of magic for gain. Since
the middle ages, her English ancestors had practiced
a kind of animal husbandry, wedding their children
only to others with magical potential. Breeding, in
fact, was their specialty, and the family had created
many species of mystical animals and monsters for its
own use.

Under Bitsy’s control, the Cult abandoned all pa-
triotic projects and concentrated on improving its
fortunes. This was particularly profitable during the
post-war boom and rebuilding years. In addition,
Bitsy instituted a new arrangement for the Cult. Each
cell would be awarded the sole right to activity in a
specific geographical region—this was referred to
as the “rule” of an area. Typical areas constituted a
large city or a portion of a county, province, or state.
Exceptions were a number of cells devoted to magical
research; they would receive some of the Cult’s tax
revenues so they didn’t have to waste their magic on
money-making schemes.

Rather than secretly leech power from all its mem-
bers, the Cult would now acknowledge that some
power of each of its members rose to the cult ruler.
However, portions also rose no farther than cell lead-
ers and other special positions within the society. This
meant that cell leaders had more power than their
own abilities and mere politics brought them, and
competition for those roles became keen.

Bitsy set up the set of titles and duties still employed
by Cult leaders:
m The overall leader was the Beast-King or Beast-Queen;

Bitsy was the first. This role received the lion’s share of
power from the Cult’s pyramid scheme.

m Leaders of the few research cells were called Beast-
Lords and Beast-Ladies, and received somewhat less
power than the Beast-King/Queen.

m Cell leaders were called Beast-Knights, and received
some power as well.

Bitsy Lindstrom was drawn to the sudden eruption
of magical power that took place in New York City in
1964. Unfortunately for her, this was the arrival of a
monstrous dimension-crossing destroyer called the
Entropic God, and she became one of its first victims.

Her younger sister, Eleanor, attempted to seize con-
trol of the Cult via the method instituted by Bitsy—a
successional duel of wizards. However, Eleanor was
beaten by MacKenzie Bannister, the former Hong Kong
cell leader, and grudgingly accepted a position as
Beast-Lady in charge of the Cult’s breeding program.

THE 1960S AND BEYOND

In the last three decades, the Cult has experienced
slow, steady growth and the implementation of
increasingly thorough security measures. Despite the
wishes of many members, the Cult has remained very
low-key, never getting involved in the superhero arena.
This choice on Bannister’s part is because there is no
profit in constant warfare when any death reduces
available magical knowledge.n a world where mutants
and technicians can achieve levels of power equal to
the greatest sorcerers, it makes no sense to annoy and
bring down the wrath of crusading superheroes.

MacKenzie Bannister has retained the title of Beast-
King. Under his guidance, the Cult of the Beast has
flourished, and there is every indication that it will
continue to do so.

THE CULT TODAY

As in the past, the Cult of the Beast is an organiza-
tion with a very strong English bias. The majority of
cells are in the United Kingdom. There are quite a few
in Canada and the United States, a few in Australia
and New Zealand, and a scattering in places like Hong
Kong, India, Switzerland, and Italy (these last are lega-
cies of the Cult's WWII activities).

FRIENDS

The Cult has few friends; just about anyone who
thinks kindly of the organization belongs to it. An
exception was DEMON, which performed many coop-
erative efforts with the Cult’s research cells. However,
DEMON was destroyed by the Hell-Raisers, a supervil-
lain group headed by Denier, in the summer of 1992,



In addition, certain influential people who served
the British Crown and British Intelligence in World
War Il remember the Cult fondly. They don'’t believe
the modern Cult has much to do with the old Cult,
but might be convinced of its authenticity and be
persuaded to help it for old time’s sake.

DEMON

For more on DEMON, see Champions supplement
Primus and DEMON, written by Andrew Robinson.

ENEMIES

The Cult also has few enemies, owing to its low
profile. They include:

m The Circle: Because of the animosity that grew between
the Cult and the Circle in the 1940s, and more because
of the clashes between Nightwraith’s family and the
Cult (see Nightwraith, below), the Circle qualifies as the
Cult’s chief and tireless enemy.

m Chance: This one-time Watchlord of Earth fought the
Cult many times because of its irresponsible inter-
dimensional activities.

m Mircea Dracula: Older brother of Prince Vladislas
Dracula (“Count” Dracula), he is no vampire, but a
supernaturalist who does not approve of the Cult’s will-
ingness to sacrifice lives for its aims.

m Lightrune: The supernatural brick of Strike Force owes
his origin, not to mention his inhuman condition and
the death/unlife of his best friend, to the Cult of the
Beast. That, and his relationship with WillowWitch,
make him eager to oppose the Cult whenever he finds it.

m Nightwraith: An anti-occult detective who suffered
at the Cult’s hands for thirty years, Nightwraith works
vigorously to contain and defeat it.

= Manfried von Weintraub: A onetime vampire and an
expert on the sorceries of memory and adaptation, von
Weintraub has clashed with the Cult since World War II;
he wants the rest of the occult world to have access to the
techniques the Cult has developed and keeps to itself.

= WillowWitch: Daughter of a slain Cult cell leader and
target of Cult retrieval attempts for many years, Willow-
Witch has gradually convinced the Cult that she will
never belong to them. They still clash frequently and
are particularly punitive toward one another.

KNIGHTS OF THE GOLDEN CROSS AND
KNIGHTS OF THE THREE HOMELANDS

These are two societies who broke away from the
Knights of Malta in St. Petersburg, Russia. This schism
occurred at the end of the 18th century and the
beginning of the 19th, when Tsar Paul | was the sole
patron of the Order. The breakup occurred during a
time of great changes, such as Paul I's creation of a
Russian Orthodox branch of the hitherto all-Catholic
Order of knights.

Thefirst of the splinter groups, the Knights of the Three
Homelands, has dedicated itself to the elimination of all
Muslims, especially in Malta, Rhodes, and Jerusalem.

The second group, the Knights of the Gold Cross,
is more philanthropic; they support archaeol-
ogy and the preservation of artifacts, they delve into
historical mysteries.

Both groups are highly secretive and accept mem-
bers from all Christian denominations

SALKARIAH AND THE
SISTERHOOD OF FIRE

The demoness Salkariah, a malefic being of great
power, inhabits her own“mythos plane” (see page 82).
Evidence shows her plane is associated with Earth-AU,
but the fact that her name is only dimly remembered
(in a few ancient Akkadian texts, under the name
“Shalkararash™) indicates that it has been long since
she was worshipped.

In 1933, two magicians named Quincey Harker
and Clinton Avery (who would later become the
superhero Doctor Arcane) observed certain details of
Earth culture and history changing before their eyes.
Correctly divining that some mystical being was med-
dling with the time-stream, they used Avery’s abilities
to travel back to the source of the changes. This led
them to ancient Sumeria, around 2550 BC, shortly
after the time of Gilgamesh and Enkidu. There, Harker
and Avery encountered the demoness Salkariah at-
tempting to force her way into this world and rule it.
They were successful in preventing this catastrophe.

Additionally, the two magicians established an
order of priestesses, the Sisterhood of Fire, which
was composed of priestesses of the goddess Inanna
(Ishtar). The Sisterhood monitored the signs which
might indicate Salkariah’s return, and maintained a
guardian against her return—a warrior imbedded in
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a gigantic block of a magical preservative resembling
amber known as the Amphitrite Stone. The stone
mystically prepared the warrior to be deadly to
Salkariah. Harker and Avery did not know who the
first guardian was, but described him as a huge, supe-
rior, red-headed fighter... possibly, even presumably,
a son of Gilgamesh. Harker and Avery returned to the
present soon after these events.

Avery, in his researches on the history of the Sister-
hood, concluded that the “center” of the Sisterhood
moved to Crete a few centuries later. Around 1450 BC,
atabout the time of the eruption of the island of Thera,
itappeared that Salkariah attempted another crossing
to the Earth; if the eruption was part of these events,
it was not known. Regardless, the first guardian was
released. A new one was chosen: Tempis, a powerful
Minoan priest of the Earth-Mother, and placed in the
Amphitrite Stone, evidently by the legendary figure
Circe. (Tempis, revived millennia later, maintains that
he was imprisoned at the order of the jealous King of
Crete, and that Circe was only acting under his orders,

but it seems evident now that she was a member of or
assisting the Sisterhood of Fire. If she was a member,
it is further possible that worship of Ishtar was not
required to be an element of membership, for Circe
was evidently a priestess of Hecate or Helios.)

Salkariah did not make another attempt to enter
the world for some 3500 years. The center for the
Sisterhood of Fire apparently moved to Egypt around
1200 BC and survived the social collapse at the end of
the Bronze Age in the Mediterranean. Subsequently,
it seems to have been in Rome, starting about 300
BC for a period of four hundred years or more, then
Constantinople. After that, the trail grows unclear.

In 1968, Dr. Avery, now paralyzed from the waist
down, lived on Long Island with his daughter, son-in-
law, and three-year-old granddaughter Donna. It is
at this time that Salkariah struck again, killing Avery’s
daughter and son-in-law. Salkariah took Donna away
to the demoness’ own mythos plane. Avery used up
much of his magical energy to reconstruct his youth-
ful body temporarily, and followed. In Salkariah’s
plane, he met the demoness face-to-face for the first
time, and was repelled by the chaos of her soul but
attracted by her keen, questing mind and personal
beauty. The demoness held him a short time, then
peaceably returned his granddaughter. He left her
plane; he also left her pregnant, as she had planned.

Through Salkariah’s intervention, Avery returned to
Earth in 1973, with an eight-year-old granddaughter
who appeared only three years old. But Salkariah—or,
rather, a part of her bearing her child by Avery—had
briefly come to Earth in 1969, given birth to a daugh-
ter, and perished. By the time Avery returned made it
back to earth, this other child was four years old.

Salkariah’s babe grew into the young woman known
as Sally Anderson (a.k.a. the Black Enchantress). She
was infused with most of her mother’s chaos and some
of her power, and it seems evident that she was being
used to learn about Earth and the human emotions
Salkariah wanted to experience; she would probably
have returned to Salkariah's plane eventually and been
re-integrated into Salkariah. Sally, who was too young
to cope with the chaos and power invested in her, killed
two sets of foster parents through the use of a created
“bogeyman,’ first in 1977, and again in 1982. Her third
set of foster parents moved to Long Island with her and
survived the rest of Sally’s childhood.



The Sisterhood of Fire experienced short mystic
alarms in 1968 and 1969, but their powers indicated
that Salkariah had not come to this world. In 1982, sev-
eral archaeologists found the Amphitrite Stone, which
still contained Tempis. Later that year, Azor, patriarch
of the Blood, released Tempis from his confinement for
purposes only known to him. However, the chief Sister
of the Sisterhood tracked down the stone and chose a
new guardian, the hero called Red Archer.

Eventually the Black Enchantress began blossoming
into her full powers and set about retrieving various
scrolls left by Salkariah to help open and maintain a
gateway between Earth and her mythos plane. At this
time, Strike Force entered the picture. The Red Archer
was freed and the Black Enchantress was apparently
destroyed; her bogeyman servant definitely was.

Since Salkariah herself was not destroyed, the
Sisterhood of Fire will continue. It is significant that
the remains of the Amphitrite Stone, after Red Archer
was freed, disappeared; it seems evident that the
chief Sister has retrieved them and probably sealed
another guardian within the Stone.

TEMPIS AND RED ARCHER

You can find a very brief description of Tempis on
page 55 of the original Strike Force. In addition, you
can find a brief character sheet for Red Archer on
page 53 of the same volume. Strike Force’s encoun-
ters with the Black Enchantress can be found on
pages 24-25 of this book.

THE TEUTONIC ORDER

This sorcerous society existed before the Second
World War. They were pagan worshippers of the Norse
mythos (using the Germanic names for the gods).
While not Nazis per se, and separate from the Third
and Fourth Reichs, their beliefs and rituals helped
shape Nazi philosophy.

STRIKEHEORCE
MAGIC

Magic is a prevalent force in in the Strike Force
setting. A number of members of Strike Force are
magicians (such as Ichi-ban), or have magical origins
(such as Big Pig and Man Mountain Thunder). There
are also the Blood, who combine psychic and magical
powers, the witches of Nice World, and an assortment
of demons and other extra-dimensional beings (such
as Scoff and the Mockery).

WHAT IS MAGIC?

Magic is both a form of energy and the techniques
used to manipulate it. Magical energy has distinctive
characteristics that allow it to be recognized and utilized
by people with the capacity to do so. Magical energy can
be used to achieve a broader set of ends than most other
forms of energy—the general idea being that if some-
one has (a) access to enough raw magical energy, (b)
sufficient skill, and (c) sufficient capacity to manipulate
the energy, they can literally accomplish anything, from
the creation of life to the destruction of entire universes.

Magical techniques are mental processes that allow
someone with the ability to manipulate magic a struc-
ture by which to do so. Often—usually, in the case of
older traditions of magic—they involve elements such
as static objects, manipulation of objects, body move-
ments, spoken words, and arrangement of participants.

Magical energy, when present or used, leaves a sort
of “residue” behind that skilled practitioners can de-
tect. Raw magic, unshaped by technique, is much the
same regardless of where in the universe it manifests.
Technique, however, alters the “flavor” of the residue,
sothat a practitioner schooled in or familiar with many
techniques can make conclusions about the wielder
of the magic that left the residue. However, magical
energy in other universes will have other flavors.
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Another way to look at this would be to compare
magic to explosives. In general, when used (i.e. deto-
nated), an explosive will do damage to its surround-
ings and leave residue and other physical evidence in
its surroundings. Experts can examine this evidence
and come to conclusions about the device and type
of explosive (the magic) being used and even about
the skill of the bomber (sorcerer).

Explosives are chemical compounds, and the precise
mix of those chemicals often acts as pointers to the
explosives’ origin; in addition, manufacturers of many
explosives add irrelevant chemicals to the compounds
in order to make it easier to trace their origins. In a
similar fashion, the magical examiner can examine the
breakdown of magical energies and learn things about
their origin; in addition, many magical instructors teach
their students techniques that leave residues pointing
to the school of magic and individual practitioner, to
make it easier for the teacher to track down the source
of magical practical jokes, among other things. (More
accomplished students learn to divest themselves of
these telltale traces, making it more difficult to deter-
mine precisely who did what.)

Just as time and weathering can remove traces of
explosives, magical residue fades with time, much like
a slowly-evaporating liquid. A minor spell-casting can
be detected only for a few minutes or hours, while
magical residue from a cataclysmic battle of the gods
can be detected thousands of years later.

Explosives leave other types of physical evidence
behind, such as breakage of surroundings and bomb
materials. Magic often does much the same, but
not always.

For instance, if a sorcerer casts an explosive ball
of fire, when the spell goes off it will do heat dam-
age to its surroundings and perhaps catch them on
fire. Windows in the vicinity may be blown out. An
examiner looking at the scorch marks, burn patterns,
breakages, and other evidence could come to helpful
conclusions about the intensity of the fire, force of
the explosion, and so on—but note that this can be
accomplished with an ordinary forensics skill rather
than magical senses being employed.

MAGIC RULES

In HERO System terms, these elements are often
defined as the following Limitations: Focus (possibly
with Arrangement or Immobile added in), Gestures,
Incantations, and Requires Multiple Users.

As another example, a sorcerer might regularly
change himself into a cat. Once he has changed him-
self back into his true form, there is little physical evi-
dence to point at magic use. However, cats shed hair
and sometimes lose portions of their claws. A skilled
forensic magician might find such cast-off evidence;
if it did not return to human form when the sorcerer
did, it will still have magical residue on it, allowing the
examiner to make educated guesses about the origin
of the fur and claws.

MEASURING MAGICAL MIGHT

A person’s magical might is roughly measured by
three criteria: Capacity, Energy, and Knowledge.

Capacity is the amount of magical energy the char-
acter can channel at any given time—his maximum
energy bandwidth, in communications terms.In game
terms, it is represented by the Active Points of magical
powers the character can use simultaneously. (Char-
acters with power sets linked by the Unified Power
Limitation are usually high-capacity characters.)

Energy is the amount of personal magical energy
the character possesses. In HERO System terms, this
is represented by things such as the character’s END
Characteristic, Endurance Reserves, and the Charges
Advantage/Limitation, and boils down to the amount
of time the character can sustain an output of energy.

Knowledge is the sophistication and versatility of
the magical techniques the character knows. In game
terms, this is represented by the character’s magical
skills and by the structure of his powers. (Characters
with single powers or simple power sets linked by the
Unified Power Limitation often rate low in Knowledge;
those with extensive Multipowers rate higher; those
with Variable Power Pools tend to rate highest.)

Magical supers tend to have very high values in all
three criteria. Many magical supers have extraordi-
nary knowledge, allowing them to accomplish almost
anything with their magic; have the capacity to chan-
nel a lot of energy at once and thus accomplish these
tasks quickly; and have the personal energy to do
so without relying on the largesse of more powerful
supernatural beings.



However, this is not the case with the majority of
magicians, who have far more modest levels of Capac-
ity and Energy regardless of their level of Knowledge.
Interestingly, the majority of magical knowledge in-
novation takes place among less powerful magicians,
as they often have to develop special techniques to
get around their limitations of power.

A BRIEF HISTORY OF
MAGIC ON EARTH-AU

Many of the techniques of magic manipulation were
already firmly established by the time the recording of
history began in the Near East and Africa in the third
and second millennia BCE. However, magical scholars
have reconstructed a likely pattern of the development
of magical knowledge, even deep into prehistory.

PREHUMAN

Scholars are certain that sapient beings existed
on Earth before the rise of the primates that were
humanity’s ancestors. These beings were not living
creatures; they were magical intelligences that were
probably associated with wormlike pre-Cambrian life-
forms. Those life-forms themselves were probably not
intelligent, but were capable of interacting with the
magical intelligences. The relationship between the
two sets of beings was probably somewhere between
that of mankind to its gods and pets to their masters.

With the extinction, natural or not, of the wormlike
beings, the magical intelligences disappeared from
the earth’s surface. It is believed that they retreated
to havens deep beneath the earth and entered a state
of hibernation. They were awakened, eons later, when
they felt the quickening of magical energy forms
far above them. However, the energy was being
manipulated by mankind, an entirely different class
of creature, and these magical beings knew nothing
but hatred for them. But since mankind was the sole
wielder of magic, these creatures, now called the
Cthonian Demons, hated humanity, but at the same
time, needed them.

Since reawakening some 20,000 years ago, the
Cthonian Demons have interacted often with human-
ity. They are incapable of imparting much knowledge
to humans, or of communicating effectively with
them; their minds are too different, their perceptions
too strange. However, demons can sometimes impart
raw magical power and understanding of their de-
sires to humans, and can change the nature of some
humans to make communications easier. Several
demon-worshipping cults began in this manner.

EARLY MAN

The examination of ritual objects carved and used
by Neanderthal man makes it clear to scholars that
some Neanderthals could wield magic. These objects
were used as part of the earliest and most widespread
forms of magic—rituals conducted by a tribal priest
or shaman in order to beg the aid of powerful beings,
or even merely begging that the tribe be ignored
by those beings. As these rituals evolved they were
eventually designed to call up a powerful being
and make a deal with this being for magical power
(such deals including pacts of servitude, the offer of
sacrifices, and the ever-popular selling of one’s soul).
Finally, the most advanced rituals of this sort ignored
the begging and deal making, and concentrated on
channeling the being’s power directly. The change
from begging, to appeasement, to negotiation came
from changes in the nature of the powerful god-like
beings early man worshipped. This form of magic first
appeared in the Nile and Tigris-Euphrates river valleys,
then gradually spread elsewhere.

Other forms of early magic included the sacrifice
of animals, people, and objects. This brought forth
magical power all its own, and became a popular
method for quick access to magical energy. As time
passed, man also recognized the laws of homeopathy
(or similarity) in magic. In other words, in order to
topple a wall, the magician might need to knock over
a symbolic model of the same wall; or, in order to
make an invisible knife, the magician needs to start
with a dagger made of glass. Later, as man’s mastery
of magic continued to improve, some of the need for
similarity was set aside, and magicians concentrated
on complex field manipulation, altering the flow of
magic directly.
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LATER MAN

Magic became codified during the millennia that
passed between the initial attempts at magical ritual
and the recognizable schools of magic that exist in the
modern world. The Chinese, for example, developed
alchemy and celestial calligraphy (the art of writing
spells on slips of paper). Japan developed rituals
for calling on the kami, the spirits inhabiting Japan.
Egyptian magic often deals with putting the dead to
rest and properly sending them on to the afterlife.
Native American magic had the caster ask the animals
to borrow some of their power. Europeans developed
their own form of alchemy, as well as hermetic magic
(derived from the writings of Hermes Trismegistus)
and theurgy (calling upon the energies of one or more
gods). Theurgy, in turn split, with “pagan” forms calling
up the Greek and Roman gods, and Christian theurgy
calling upon the powers of various biblical angels.

MODERN MAN

In the modern era, magic is alive and well, with
multiple schools, traditions, superhero (and villain)
groups, and individual sorcerers. A brief listing of the
more prominent entities is a follows:

m The Circle: this mystical group has had four incarna-
tions. First, there was a group who defended the island
of Japan during World War II. Then, there was the
1960s group who gathered to seek answers to many
metaphysical questions. In the 1980s, the Circle was a
group of magical superheroes based out of New York.
However, this group was destroyed and then reformed
in the 1990s as superheroic students of matters arcane.

m The Cult of the Beast: a magical society that exists
strictly for the personal gain of its members. The “Beast”
in the cult’s name refers not to any one specific being,
but to unleashing a member’s inner “beast” through
supernatural arts. The Cult of the Beast figures in the
origins and Hunteds of many, many supers in the Strike
Force setting, including Aaron’s PC Lightrune.

m The Draculas: Vladislas, Radu, and Mircea. Vladislas
and Radu are vampires, but not much as they appear in
film (in fact, Vlad regularly bankrolls Hollywood vampire
movies, the better to spread disinformation about the
vampire race). Mircea is a sorcerer, the lonely head-
master of the Scholomance. The Draculas interact with
one another and the rest of the world in interesting ways.

= The Hell Raisers: a psychotic supernatural supervillain
society led variously by Denier (a mortal man trans-
formed into a demonic form through a magical bargain)
and Mayhem (a 1950s equivalent of Denier, but much
more subtle and ultimately more destructive).

m The High Council: a set of magical inheritances that
pass from holder to holder across the centuries. Read
more about the High Council below.

m The Sisterhood of Fire: a group of sorceresses who
protect the Earth from certain types of magical inva-
sion. However, they are often as ruthless and cruel as the
villains the heroes of Strike Force must regularly face.

THE HIGH COUNCIL

This is a set of four magical entitlements that have
passed from heroic soul to heroic soul throughout the
ages. They are the Watchlord/Watchlady, the Hearth-
lord/Hearthlady, the Shieldlord/Shieldlady, and the
Spearlord/Spearlady. Each of these individuals are
always human.

The possessor of one of these entitlements can
train a replacement and transfer his entitlement to
that apprentice before he dies. Or, if he dies before
the transfer, the entitlement will seek a worthy soul to
possess. The entitlements don't possess any sort of in-
tellect, but are driven by a unified cause to protect the
world and/or dimension from any forces that would
attempt to destroy it. Each individual has specific
traits and abilities related to the nature of the entitle-
ment they possess. Also, depending on the method
of transference, members of the High Council may or
may not be aware of their individual histories or each
other’s’ existence, but a certain amount of luck or re-
search will uncover some of the history of the Council.

The Watchlord/Watchlady is charged with the
protection of this reality from attacks and attackers
originating from outside it. Powers of this entitlement
include the retention of all abilities at full power when
outside this dimension—even in dimensions where
magic is reduced or adversely affected.

The Hearthlord/Hearthlady represents a people—
in other words they are a national identity incar-
nate—and seeks to raise that people to stand as a true
representative of mankind. Powers include the ability
to motivate individuals and groups, to draw strength
from the populace, and to impart strength to the
people when they need it. King Arthur was probably
a Hearthlord, whether or not he was aware of it. Hitler
was aware of the Hearthlord and thought he was the
wearer of this entitlement, though he wasn't.

The Shieldlord/Shieldlady is charged with the cre-
ation of heroes, arming them, and motivating them
to act. Powers include the ability to transform, to heal,
and to strengthen. The Lady of the Lake was probably
a Shieldlady, whether or not she was aware of it.



The Spearlord/Spearlady is a pure warrior, full of pas-
sion, unstoppable in battle. Powers include incredible
durability and might. The Spearlord sometimes falls
under the influence of the Hearthlord and acts as his
champion, regardless of which one is older or more
powerful. Lancelot, for example, was a Spearlord.

Which one of the four is most powerful at any given
time is determined based on a number of random
factors, including the age of the individual and their
overall experience acting as one of the High Council.

In addition to the four primary members of the
High Council, there are also a number of Captains;
men and women visited by lesser manifestations of
the same impulses and energies. Watch-Captains,
Hearth-Captains, Shield-Captains and Spear-Captains
tend to have mystical powers and impulses related to
the various High Council Offices. They are drawn to
the members of the High Council and each tends to
have one remarkable ability. Some break away and
carry their power with them. The Sisterhood of Fire is
a Watch-Captain legacy. Mircea Dracula is at this rank,
and, owing to his longevity, was years ago charged
with being the Memory of the High Council. He seeks
out members and brings them together when the
titles transfer without knowledge of the rest of the
High Council.

WHO CAN LEARN MAGIC?

The development of magic is akin to the develop-
ment of the sciences, but flipped. When dealing with
magic, the artistic temperament of the right brain
is more useful then the rational left brain. Thus, the
more scientific the study of magic, the less likely it is
the observer can grasp it. In addition, a practitioner of
magic has to be born with the aptitude; one cannot
learn magic if one has no aptitude. Finally, the level
of aptitude determines the amount of power one can
channel. There are a few exceptions to this rule,
however. The Japanese sorcerer Matagashiman, for
example, may have actually learned how to infuse a
non-magical individual with magical potential (in this
case, Ichi-ban of Strike Force). A person can acquire
the aptitude if he undergoes a radical change, often
a magical transformation of some type. However,
generally such aptitudes are limited to a certain type,
flavor, or element of magic. Thus people who have
undergone such a transformation seldom become
masters of all magic, but may be very skilled and/or
powerful with regards to a very specific type of magic.

MAGICIAN CAREER PATHS

A magician has two overall paths to follow through
out their careers.

= They may take the path of the scholar. If they do so,
they’ll slowly grow older, eventually welcoming death,
the afterlife, and possibly a rebirth. Sensei, from the
Circle, is one such individual.

m They may take the path of the shaper. By doing so, the
magician will tend to shape himself through magic,
gradually becoming less human, and often losing touch
with humanity. Eventually—perhaps after centuries—
the shaper will seek his destiny elsewhere. Ichi-ban,
from Strike Force, is an example of a shaper.

In the Strike Force universe, the careers and power
structures of magicians (specifically PC magicians)
tend to follow certain paths. However, not all such
characters follow this path, but the majority do.

The novice superhero-level magician tends to be
built with a Multipower, few or no other powers, and
a set of skills appropriate to his mystical background.
The Multipower typically has a base of around 60 Ac-
tive Points.
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As he gains in experience, the Multipower will
grow, both in the points spent on the reserve and the
number and strength of the slots within it. He tends
to learn skills pertaining to specific fields of magic:
cultural magic, magic dealing with limited special
effects (air, earth, fire, and so on), warding magic, and
so on. Simultaneously, the character tends to begin
devoting Character Points to buying some powers
separately—often ones that provide him with some
defenses and additional senses at all times. In many
cases, the character is simply breaking them out of his
Multipower and making them separate powers.

At a certain point, the really dedicated magician
switches over to a Variable Power Pool, using an
extensive but well-defined list of spells. However, in
the case of Ichi-ban, after a time the character wasn’t
limited to a list of spells. Instead, he had to create each
new spell in accord with a strict set of defining char-
acteristics that made it hard to simply whip up a new
spell to solve every situation. In effect, the magicians
of Earth-AU are sculptors, mystically modifying their
bodies in much the same way some cyberneticists
and nanotech experts do using technology.

Those characters who are not traditional magicians
might instead confine themselves to a finite number
of magical powers. Since they may wish to use most
(or all) of their spells at the same time, the magician
may forego the VPP route, instead using the Unified
Power Limitation to link all of their powers and spells
together.In addition, there are some very experienced
magicians to whom magic use is a sideline study and
thus they never abandon the Multipower framework.

Itis presumed that a magician’s power waxes or wanes
when hetravelsinto alternate dimensions. In dimensions
much like Earth-AU, the character will have power levels
identical to those on his native world. In others, he may
have greater or lesser power... or he might have none at
all. It is a measure of Earth-AU’s greatest magicians that
they retain most or all of their power in universes where
magic just doesn't work for other, lesser, mages.

In general, magicians tend to be physically weaker
than most other types of characters, but use their
Power Frameworks to augment their Characteristics
and achieve spectacular ends. This means that a mug-
ger catching a magician by surprise with a baseball
bat can sometimes wipe him out, and Strike Force has
often had to rescue mage-teams. On the other hand,
the mage-teams, with a little advance warning, can
accomplish things no one else can, and Strike Force
has also often called upon them for favors.

SUPERNATURAL ENTITITES

Aaron carefully avoided presenting any specific reli-
gious philosophy as being “the ultimate truth” within
Earth-AU. In short, the characters of the Strike Force
universe were in no better a position than the people
of the real world to comprehend the meaning of life,
the existence of a one true God, or the possibility of
an eternal afterlife. However, they are sure of a few
things that most of us are not. For example, between
the mortal world and the ultimate fate of mortal be-
ings, there’s an intermediate phase.

GHOSTS

The existence of ghosts, though debated by theolo-
gians and the common population, has been consid-
ered a fact by superheroes for almost as long as there
have been superheroes. In addition, the members of
Strike Force have fought powerful ghosts, and one
member of the team, Macabre, makes use of ghosts
in order to wield her full range of powers.

All ghosts appear to be an energy matrix preserving
some of the personality and goals—and in some rare
cases even the skills and memory—of a person who
has died. Few ghosts can intellectualize; the prevail-
ing theory is that this is because the very machinery
of thinking, the brain, is lost to them. The few ghosts
that have demonstrated the ability to think (among
them Frederick Rutherford |, the ghost-companion of
Macabre), seem to be able to do so because of a long
symbiotic relationship with a living being; perhaps
they are able, through a psychic link, to make use of
their associate’s mental processes. Movies and TV se-
ries about thinking, intelligent ghosts, who are pretty
much human beings with insubstantial bodies, are
nothing more than whimsical fiction.

The ghost energy matrix appears to be scalable
and cannot be destroyed from outside. Few supers
or scientists have had much luck draining ghosts of
their energy; those that have managed to do so have
not been able to destroy ghosts in this way. Ghosts
drained of energy collapse into smaller and smaller
traces, but over time regain their energy by drawing
ambient heat out of the air. Some knowledgeable
theologians assert that this indicates that the ghost is
the same as a soul (in the Christian sense of the word).

Most ghosts are bound to a specific geographical
area—usually no more than an acre in size, generally
corresponding to the place where the person lived



most of his life or, on occasion, died violently. They
don'tappear there all the time; most of the time, they
appear to be contracted into their smallest, trace
forms, emerging at random times. They resume their
full size through the absorption of heat from the sur-
rounding air, resulting in the “cold spots” noted by
many investigators of haunted houses.

Ghosts usually have specific needs or goals that
drive them. Often, this is a lack of acceptance of
death (some don't even realize they have died).
Sometimes it's a need for revenge, a need to watch
living children reach adulthood or escape a danger-
ous situation, or an extraordinary tie to a loved one.

Many (possibly all) people issue forth a ghost upon
death. Generally, only the rare human with the ability
to detect ghosts even when the ghosts are invisible
will see this. These spirits usually do not linger long;
most depart for the unknown next world after a few
moments—at most, a minute or two. Some artificial
beings (synthetic life-forms and even robots) have
issued ghosts upon death; this has only happened
with beings that achieved self-awareness and pro-
gressed intellectually and emotionally beyond their
original programming or designed instincts. Others,
sometimes within the same android or robot series,
have not.

On Earth-Kaiser, a parallel world visited many
times by the Strike Force heroes, a much more
powerful type of ghost was discovered—essentially
a “super-ghost” These beings inhabited a psychic
plane adjoining the earth, living in a kind of uneasy
orbit around the world. They had some of the char-
acteristics of ghosts; though they had no memories,
they did possess the ability to intellectualize; they
carried with them a tremendous package of psychic
energy. On occasion, two of these spirits would ap-
pear on the mortal world and bond with a human
being, with their energy packages transforming their
new hosts into superhumans. Subsequently, psy-
chics looking at these Spirit-Men would detect two
spirits within them, though fortunately the spirits
did not tend to war with one another.

This is the one known example of the bonding
of ghosts with living beings. Other than with these
super-spirits, no one has had much luck bonding a
ghost with a mortal body—natural or artificial, cur-
rently possessed of a spirit or not. However, there is
one important exception to this statement: pagan
gods and demons.

PAGAN GODS AND DEMONS

The heroes of Earth-AU have on many occasions
encountered immortal or quasi-immortal magical
beings referred to as “gods” or “demons.” There does
not seem to be any qualitative difference between
gods and demons, other than this: If you worship or
at least respect one of these beings, it's a god; if you
reject or revile it, it's a demon. Some of these beings
become permanently demonic in the theological re-
cord because the civilizations that revered them were
destroyed by the civilizations that wrote the history.

Whole pantheons of beings closely corresponding
to the gods of pagan mythology do exist. In most
cases, these gods live on “pocket dimensions” or
“mythospheres” (see page 82) corresponding closely
to the appearance and topography of the historical
nations where they were worshipped; the mytho-
sphere occupied by the Greek gods, for instance,
closely resembles the Mediterranean nations of the
Bronze Age, Archaic, and Classical eras.

COMICS AND MAGIC

The comics take a curious look at magic. For starters,
it’s a real force in just about any superhero universe
you can think of (except for a few specific settings
in which super powers tend to have a common
origin). In addition, most comic settings have various
divine beings running around, usually from the Greek
and Norse mythos. On top of that, mystic artifacts
abound, as do strange realms, extra-dimensional
entities, and creatures that are demons in all but
name and form.

The end result is that on some levels, comics
universes seem almost like fantasy settings, albeit
one in which magic is not only prevalent, but very
powerful. Certain comic book sorcerers look more
than capable to cast the same sort of spells one
normally associates with high-level fantasy RPG
magicians, while their foes often seem to have
walked right out of the pages of your favorite
monster manual.

What does this mean for you? It means you have
a number of questions to answer if you decide to
make magic a major force in your games. Questions
like “what is it” and “where does it come from” can
provide background elements and long-term plot
points for characters and your campaign. Deciding if
gods exist and what they are (and how they interact
with Earth) can allow you create numerous supers,
artifacts, and realms. In addition, if there’s magic,
there’s the supernatural, which allows you to intro-
duce ghosts, vampires, werewolves, and numerous
other entities.
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STRIKEEORCE
SCIENGEJAND
NECHNOLOGY

With the removal of the Governor, Earth-AU has
seen the development, introduction, and wide-
spread use of various high-advanced technologies.

ANTIGRAVITY

In the late 1930s, a gifted scientist made a once-
in-a-lifetime discovery. He created an extremely
complex metal compound. This compound was an
ordinary-looking metal that looked much like and
had the same approximate hardness of silver, and
under ordinary circumstances was completely unre-
markable. But, when subjected to a trickle of direct
current, the metal repelled gravity!

Unfortunately for its inventor, the Governor’s
influence kept the process from being a reproduc-
ible result. Thus it wasn't patented decades later, in
the late 1980s, after Strike Force drove the Governor
away. Now that the process could be reliably dem-
onstrated, it made its inventor an instant millionaire.
The compound was used to create “flatblimps” (basi-
cally a sheet of compound with a gondola set under-
neath), flying cars, and similar modes of transport.

While incredible useful, the compound does have
limitations. It only allows a object to go up, down, or
hover. If used as part of a vehicle, then there must be
an additional form of propulsion.

ARTIFICIAL INTELLIGENCE

There are numerous examples of artificially
intelligent and self-aware computers, robots, and
other devices in Earth-AU. Many were made by the
Producer, who built dozens (if not hundreds) of
sophisticated androids during his career. In addition,
he also created heroes such as Jack Straw (of Strike
Force) who were self-aware robots.

The first known example of an artificially intelligent
being was created in 1939. Known as “Radiance,” it
was a living chemical laboratory with rotating, bat-

tering fists. Built by Dr. Zacharia Albritton, Radiance
only managed to discover his creator after Albritton
committed suicide in 1957. Recovering the body,
Radiance spent the next two decades building an
android body for Albritton’s brain, leading to cre-
ation of the Producer in 1977.

LIVE PAPER

This isn’t actually paper, but instead a foldable
sheet of full-color LEDs. The sheet can accept cabled
and wireless data transmissions from defined sources
(such as cameras, smart phones, laptops, and so on).
The standard size sheet is only 4"x7” but larger (and
more expensive) sheets are available. Live Paper
is used to read books, create maps that update on
the fly, view digital media (such as films), to preview
camera photos, and so on. Strike Force members
carry a sheet of Live Paper and use them to receive
updates from their standard-issue communicators.

HEALTH AND MEDICINE

Below are some examples of technology in the
field of health and medicine:

ANTIGERIA

One of the post-Governor changes in Earth-AU is
the abrupt appearance of terribly effective, sophis-
ticated and expensive antigeria medicines. Several
of these treatments are being pioneered out of the
Dirkson Institute on Samana Cay as a result of col-
laboration between Overlord and Vixen of Strike
Force. The Dirkson Institute treatments break down
into three categories, popularly called Brute-Force,
Glaucazine, and Gene Replacement.

BRUTE-FORCE TREATMENTS

These treatments, developed by Overlord, are
chemical and surgical treatments designed to detoxify
and strengthen the patient and, possibly, to prepare
the patient for Glaucazine treatments. They include:

m Blood cloning in vitro followed by complete blood
replacement for the patient.

m Chemical detoxification of major organs.

= Organ cloning in vitro, followed by organ replace-
ment surgery (since the new organ is a clone of the
old, rejection by the body’s immune system is nearly
impossible).



m Standard pharmaceutical and surgical treatments of
old-age ailments that can be so treated.

These treatments tend to improve the patient’s
health, give a boost to the patient’s immune system,
and, if the patient is old and weak, strengthen him.
They also tend to add several years to an elderly
patient’s potential lifespan. In addition, they serve
as preparation for later Glaucazine treatments, if
the patient is in that program. They do not improve
ailments such as nerve damage, joint damage from
arthritis and rheumatism, and so on.

GLAUCAZINE

The Glaucazine-7 drug was developed by Dr. Felic-
ity Daniels (i.e., the Strike Force heroine Vixen) based
on the research she did into her own regenerative
abilities. Vixen also studied shark regeneration (in
collaboration with marine biologist Dr. Darren Mal-
lory—a.k.a. Argus of Westguard) and other mutant
regenerative systems.

In short, the Glaucazine drug gives an incredible
temporary boost to the body’s natural immune and
healing systems. When properly used, Glaucazine
treatments allow a patient to regenerate any sort of
damage, including damage to nerve tissues. When
improperly used, the drug results in quick destruc-
tion of the body’s immune system—a sort of instant
but non-communicable AIDS.

A patient treated with Glaucazine will see an im-
mediate and comprehensive boost to the immune
system, lasting several hours, as well as regenerat-
ing physical damage—including failing organs
and damaged tissues. To regenerate a limb would
require abrasion surgery on the healed tissues; the
patient would then have to be kept on a trickle dose
of Glaucazine for several days, under constant and
very careful medical supervision.

To rejuvenate a geriatric patient from old age
to healthy youth—say, a biological age of about
25, regardless of the cosmetic age—the medical
staff prepares the patient through the Brute-Force
techniques described above. Then, in a series of
steps and operations, the staff deals with each ge-
riatric problem the patient faces. The initial dose of
Glaucazine boosts the immune system; if the patient
is hooked up to detox machinery while undergo-
ing this first step, the patient’s organs will finish
regrowth and detoxification. Each subsequent step
consists of defining a problem, surgically abrading
or preparing the area needing correction, and then
introducing Glaucazine into the system, leading to

regeneration and repair of that problem area. For
instance, surgical abrasion of arthritic joints allows
the drug to repair the joints to a youthful status.
Chemical abrasion (acid treatment) of the scalp fol-
lowed by Glaucazine introduction results in reversal
of pattern baldness and growth of new hair. In this
fashion, the staff can, step-by-step, return an aged
patient to physical youth.

Obviously, not all patients will be psychologi-
cally fit to undergo such extensive treatments. Even
among the large proportion of patients who are
psychologically fit to take the treatment, about 7%
of the population is allergic to Glaucazine. Patients
with high blood pressure cannot use Glaucazine;
it would kill them as described above, burning out
their immune systems and leaving them subject to
every germ and virus they encounter.

A problem with the drug is that it is very, very addic-
tive. The hours-long rush granted by a regular dose is
very seductive to normal people. And use of Glauca-
zine without very thorough, very expensive medical
supervision inevitably—after only a few doses—re-
sults in the destruction of the entire immune system.

GENE REPLACEMENT

Currently, the theoretical human potential lifespan
on Earth-AU is about 150 years. This would require
that the patient live under no stress, eat only the
most healthful of foods all his life, live in the most
healthy of environments, exercise daily, never be
injured, and so on. Today, even in the areas with the
best medicine available, the combination of envi-
ronment, foods, and lack of care drops the average
lifespan to about 70—with a more likely potential of
about 100.

Overlord has developed a gene replacement
treatment which triples the theoretical human
potential lifespan to about 450 years. This doesn't
automatically result in people living to about 225
years—a person who is likely to drop dead at 50 of
clogged arteries will do exactly the same thing, even
with three times the potential lifespan. The long-life
gene does not interfere with the body’s tendency to
develop cancers or for one’s overall health to break
down due to old injuries. But someone who keeps
himself healthy is likely to live quite a long time.
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Thetreatment consists of selection of one of several
long-life gene sets that Overlord has encountered in
his career, development of a gene-replacement virus
(one which gradually affects every cell in the patent’s
body, replacing the old gene set with the new) tai-
lored specifically to the patient, and introduction of
the virus into the patient. The process takes seven to
ten years—but it is a permanent genetic change, and
can be passed on to the patient’s children (reliably,
only to those born after the replacement process is
complete).

USED IN COMBINATION

When used in combination, the three treatments
are amazingly effective—the Institute can take a
geriatric patient, boost him to the best health he can
have at his current age, then (probably) use Glau-
cazine treatments to return him to a biological age
of about 25, then introduce the gene-replacement
factor into his system, tripling his potential lifespan.
With regular Glaucazine treatments at, say, ten-year
intervals, the patient’s life can be greatly extended
—so extended that the Institute’s doctors cannot yet
accurately gauge it.

Itis possible that the body will eventually build up
a tolerance to the Glaucazine treatments, at which
point aging will be inevitable. It is also possible that
no such tolerance will ever develop, making the
patients ageless—though, obviously, not immortal,
as accident, injury, and many diseases will still be
fatal. AIDS and genetic diseases such as muscular
dystrophy cannot be cured by these treatments—
though multiple sclerosis can be somewhat slowed
by Glaucazine, which will renew muscle tissue.

TREATMENTS IN DEVELOPMENT

Treatments currently in development may allow
the patient to have a sort of “staggered age pattern.”
It may, in the near future, be possible for a patient
to have the health of a 25-year-old but the cosmetic
age he chooses, from 25 to great old age—but the
old age will be somewhat belied by the presence of

healthy youthful muscle.
TREATMENT COSTS

Now, the bad news. The treatments are very ex-
pensive. The drugs cost a lot of money in materials
and equipment to develop; the treatments require
constant supervisions by highly-trained medical
personnel.

In general, treatment cost (in pre WWIII US dollars)
will go something like this:

m Brute-Force Series: $100,000
= Organ Cloning & Replacement: $85,000

= Glaucazine Series: $50,000 per 10-year rejuvenation
step, or limb regeneration, or organ series repair

» Long-Life Gene Replacement: $120,000

m Cosmetic Repair (Youthful Appearance): $25,000

An example: George Witherspoon, 90-year-old
model-agency head, former Texas Ranger, arthritic,
deaf in one ear, and confined to a wheelchair, was
the first full rejuvenation patient. He received this set
of treatments:

= Brute-Force Series: $100,000

= Liver Replacement: $85,000

» Glaucazine: Arthritis Repair: $75,000

= Glaucazine: Hearing Repair: $75,000

m Glaucazine: Age from 9o to 30: $300,000
= Gene Replacement: $120,000

= Cosmetic Repair: $25,000

s TOTAL COST: $780,000

So, for three-quarters of a million dollars, the
ailing Witherspoon is restored to biological health
and youth and has the potential to live another 60
years—or even more, potentially.

In any case, even the simplest repairs are very
costly. These prices are not the jacked-up costs of
the first person with the technology; they reflect the
minimum costs of necessary materials, personnel,
equipment and facilities, plus a fair profit; they are,
in fact, a fair representation of the costs that any
rejuvenation facility is likely to charge.

AVAILABILITY

The Brute-Force and Gene Replacement tech-
niques were spelled out in great detail when Over-
lord wrote his treatise on genetic-experimentation
techniques. Strike Force then helped distribute this
document, with the Glaucazine formulae appearing
in print by the end of the first quarter of 1988 (soon
after WWIII). Overlord and Vixen have freely distrib-
uted this knowledge so as not to be in the position of
the man who finds and hides the Fountain of Youth:



with the information at everyone’s disposal, no one
will need to destroy the Federation of Atlantia in
order to get it.

The Dirkson Institute began accepting patients in
early 1988. By mid-1988, other facilities in various
parts of the world were experimenting with the
treatments and drugs, and by late 1988 other rejuve-
nation clinics opened across the globe.

There are illegal facilities manufacturing and
distributing Glaucazine as a recreational drug,
unfortunately. It is so addictive that it represents a
tremendous source of income for organized crime;
also unfortunately, anyone who takes two or three
doses in short order (outside the care of a physician
trained in its use) has destroyed his immune system
and will soon die.

OTHER REJUVENATION TECHNIQUES

Obviously, the appearance of these techniques
does not mean that competing techniques can't
have appeared elsewhere. As a general guideline
for GMs interesting in introducing other techniques,
they should be as laborious and expensive as those
above: Cheap, drugstore antigeria is not going to be
available anytime soon, if ever.

RESULTS

Another thing for GMs to consider is the overall
impact of such a process. Once word is out and a few
famous individuals have undergone the treatment
and endorse it, a steady flow of patients will be visit-
ing Samana Cay and the sites of the other rejuvena-
tion clinics. This will tend to result in the wealthy and
famous living long beyond their allotted spans. This
will also result in a lot of common-man resentment
against the facilities and even their patients, so fa-
mous rejuvenated parties will have to be careful.

Another result is that almost any injury can be
healed if the patient can be gotten to a Glaucazine
treatment area fast enough. If the patient is not an
alien, does not have high blood pressure, and is not
of the 7% of the population allergic to Glaucazine, he
can be healed. Even if he is allergic to Glaucazine, cer-
tain Brute-Force treatments—specifically, the cloning
of new organs in vitro—can result in biological, not
prosthetic, replacement of lost limbs and organs.

There are several drugs unique to Earth-AU. They are:

» Blank: A depressant, Blank is popularly considered a
“date-rape” type of drug. Needless to say, it is illegal to
possess as it has no real medical use.

m Gold: This is a name for the illegal, street-level, form
of Glaucazine. Distributed by various organized crime
factions, it is commonly found in larger cities. Due to
the side effects of its use, it has proved popular with
certain nihilist sects, who promote it as “A Great Way
To Die”

m Jensik Mutagens: Developed by the Jensik Medical
Institute, these mutagens were designed to trigger
superhuman powers in test subjects. However, the
success rate is very low. In one case, out of 20 test
subjects, 19 died in horrible fashions. However, for
those who are desperate (or have no morals) it can be
used to create new super humans.

m Tobias Toxins: These are madness-inducing mutagens
that can be delivered by any number of vectors. They were
created (in part) by Louise Tobias, a.k.a. Drill-Bit and the
daughter of the Man-Drill (a technology-based supervil-
lain). Their use as a terror weapon should be apparent.

OTHER TECHNOLOGIES

Listed below are a few samples of technologies
developed on Earth-AU that do not fit into the
other categories.

ANN STERLING
MICRO-FUSION ENGINES

Developed by Ann Amos Sterling (the wife of
Plasma Ranger) these tiny fusion reactors are highly
useful in a wide variety of applications. Strike Force,
for example, used a Sterling micro-fusion device to
power an artificial lighting system designed to illumi-
nate a massive cavern. Similar reactors could be used
to power space craft or emergency vehicles, supply
electricity to remote bases and outposts, and so on.

TAKAMURA FORCE FIELDS

The creation of Mary Takamura (a.k.a. SnowFalcon),
this force field technology is incredibly adaptable.
Among its uses are: aircraft composed entirely of
computer-shaped and manipulated force fields, su-
perhero masks, containment bottles, orbital mirrors,
a flight harness, life support bubbles (mainly used in
outer space), and even firearm stocks and barrels.
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TELEPORT TECHNOLOGY

After World War lll, teleportation technology be-
came rather widespread. While expensive, it was very
fast, reliable, and able to transport people around
the world (and even to and from orbit). However,
the threat of teleporting criminals also resulted in
the development of teleport shielding, designed to
keep people from teleporting in (or out) of a secure
location. Security codes are used to allow access in
such cases.

Commercial and large-scale teleportation is often
by a stationary grid. Anti-teleporting shields are also
stationary, but there are mobile anti-teleport field
projectors. In addition, it is possible to detect and track
a teleportation wake, which means it's not the totally
secure escape method some have hoped it to be.

SPACE EXPLORATION

Post-World War lll, Earth quickly developed faster-
than-light travel technology. Currently, the typical
Earth starship can travel at a rate of around 11 light
years a day. The typical superhero with innate FTL
can “only” travel at a rate of 2.7 light years a day. For
most of the galaxy, the rate is closer to 88 light years
a day.

METALLURGY

Some Earth-AU-specific metals are:

= Daniels Lattice Steel: An incredibly tough steel formed
through the precise shaping of the metal crystals during
the forging process. It was invented by Robert Daniels,
the father of Strike Force heroine Vixen. Although very
durable, Daniels Lattice Steel is very rare, as it is hard to
forge correctly. However, the rise of nanotechnology is
making this process an easier one.

= Diamond-Plate: A synthetic diamond sheeting, this
material is an increasingly common reinforcement for
steel devices, tools, and weaponry.

» Weldable and Flexible Ceramics: A creation of Earth-
Kaiser (see page 68), this technology was brought back
to Earth-AU by the Strike Force hero Jack Straw.

EARTH-AU TECHNOLOGY

One of the things that really makes Aaron’s Strike
Force universe interesting is Aaron’s willingness to
let the world evolve. Unlike the published comics
worlds of DC and Marvel, in which little of the tech-
nology created and used by superhumans trickles
down to regular humanity, Aaron was more than
willing to let his PC and NPC supers create and
market new technologies.

This is an aspect of your campaign you’ll need to
think about when you create your world. While
leaving your setting static may make it easier to GM,
allowing technology to change things can make for
a lot of exciting gaming opportunities. For example,
you could have something akin to the armor wars
from the pages of Iron Man, where various charac-
ters fight over powered armor technology. Or, borrow
a page from the animated series of Batman Beyond
and have criminals and crimes that specifically use
and target high-technology. And if the Legion of
Superheroes has proved anything—superheroes
and spaceships go hand-in-hand.




U [FOHE
AENS

The Strike Force universe featured a large number
of alien races. In fact, aliens were a part of the set-
ting from the first session, as the first villain the team
faced—Overlord—was himself an alien. In addition,
the history of the Strike Force campaign is rife with
aliens, some who acted as invaders, or would-be
conquerors, or destroyers, and even protectors of the
Earth. On top of this, several of the Players Characters
were themselves, aliens. Once Strike Force started
to engage in periodic space travel, they ended up
encountering, battling, and saving an assortment
of aliens. And finally, they often worked with Alien
Research Laboratories, meeting and assisting even
more aliens.

The bulk of the alien races found in the Strike
Force universe are human. Or, more accurately, are
descended from humanity. As noted in the Strike
Force timeline on page 22, at some point in Earth’s
distant past, powerful cosmic beings gathered up
samples of humanity and seeded them on a number
of worlds. Some of these samples were genetically
altered and augmented to better survive their new
homes, while others evolved and mutated naturally.
Due to their common heritage, all human-descend-
ed alien races are still able to interbreed. Curiously,
this mixing of genetic strains often results in children
who express superhuman powers and abilities.

TYPES OF ALIEN RACES

Aaron broke down the broad types of alien races
present in Earth-AU (as well as most comic book
universes) in the following manner:

s The Bad Imperials: These aliens rule a vast empire
and are constantly adding planets to it. Earth is on
their wish-list, but the superheroes keep thwarting
their plans.

m The Neutral Imperials: Like the Bad Imperials, these
aliens have an empire, but they are not quite so concerned
with conquering Earth or otherwise increasing the size
of their territory. At various times, they can be enemies
of Terra, allies, or indifferent to them.

The Bad Bugs: This is an insectile race which is inor-
dinately hostile and scary to Terrans. Typically, they
are based on an insect race which real-world humans
find frightening (spiders, wasps, and so on) and are
very destructive.

The Neutral Bugs: Much like the Neutral Imperials,
the Neutral Bugs tend to be indifferent to humanity.

The Good Bugs: Less common are insectile races
which are friendly to humans; usually they possessed
very unusual skills.

The Gladiatorials: This race, like the Roman Empire,
has a fascination with gladiatorial combat, and usually
interacts with other races through this trait. They tend
to kidnap Terrans and members of other races to fight
in their arenas. They could easily be combined with the
Bad Imperials.

The Sneaky Invaders: This race conquers through
use of sneakiness, often by mind-controlling victims or
occupying their bodies.

The Nice Wimps: This is a friendly race endangered
by one of the nastier ones. Superheroes usually end up
defending them in interplanetary wars.

The Not So Nice Wimps: Although this race is
threatened by another, they don’t care for superhero
defenders and may try to threaten races in turn.

The Conquered Guys: This is a sympathetic race that
is similar to the Nice Wimps but is already conquered
by one of the Imperial races. Player Character alien
supers sometimes come from these races; superheroes
sometimes free them from oppression.

The Evil Shape-Shifters: These people tend to invade
other planets by using their shape-changing powers to
simulate planetary natives to assume control.

The Good Shape-Shifters: Rarer than their evil coun-
terparts, these are more sympathetic shape-shifters
who evolved their powers to cope with enemies or
ecological problems; they often have a member in a
superhero team somewhere.

The Mercenaries: This is a warlike society, often
high-tech, which hires its warriors out to fight other
races’ wars. Such cultures can be honorable and proud
of their profession; others can be treacherous thugs.

The Slavers: This race’s economy thrives on slavery,
so its ships scour the galaxy, landing on ill-defended
worlds and carrying victims off to serve on the alien’s
homeworld.

The Gengineers: This race has usually vanished into
the mists of time before the campaign starts. They
once ran amok all over the galaxy, fiddling with species
wherever life-forms were found. They may have been
responsible for Terran primates evolving into humans,
or for the first mutant genes entering the Terran gene
pool and creating mythic heroes and superheroes.
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s The Pure-Energy Folk: These races have gone beyond
the need for physical bodies. Some are bright, happy
intellects; some are nasty invaders.

m The Standoffish Observers: These races sit back and
observe the goings-on in the galaxy, usually through
use of front-line observers.

SPECIFIC ALIEN RACES

This section describes some of the more notable, im-
portant, or just plain unusual races found in Earth-AU.

THE HIDDEN RACES

Although technically not aliens (since they are
native to Earth), the following races are sufficiently
different from regular humanity, so they deserve
mention in this section.

CAT PEOPLE

The “Cat People” are not an offshoot of humanity,
but instead were created due to an experiment by a
6th-century wizard, a contemporary of Merlinius and
Morgan le Fay. The wizard magically altered a num-
ber of Felis catus into a sentient, bipedal humanoid
form. However, the felinoids proved to be poor ser-
vants and didn’t feel much gratitude to the wizard
for creating them. Eventually, they escaped from his
service and traveled to the Balkans, where they have
lived in seclusion for hundreds of years.

SEA FOLK

The ocean-dwelling Sea Folk are descended from
the inhabitants of the long-vanished island of Kal-
liste. Possibly the first real civilization to appear on
Earth, the Kallisteans were a people dependent on
magic, using it to create and sustain the island of
Kalliste in a portion of the Atlantic Ocean where no
such island could normally exist.

At some point in prehistory the island sank,
destroyed in a cataclysmic explosion. Kallistean
sorcerers used their powers to grant the survivors of
the disaster the ability to withstand great pressure
and breathe water. Restarting their civilization, albeit
underwater, the Sea Folk eventually spread to all of
the world’s oceans, giving rise to legends of nymphs,
mermaids, and similar beings.

WINGED FOLK

Survivors of genetics tests on ancient humans,
the Winged Folk dwell on an immense flying island,
kept hidden from sight through advanced technol-
ogy. This island has wandered all over the world,
often staying several steps ahead of the onrushes of
civilization. At some time in the 17th century, it was
located over the North American continent, where
the Winged Folk interbred with several Native Ameri-
can tribes, chiefly the Sioux. Winged children were
reared by the Winged Folk, non-winged children by
the land-bound tribes.

From at least the advent of the 20th century to
1988, the land of the Winged Folk remained over a
deep-interior region of Antarctica, one of the last
regions where the Winged Folk could remain mostly
undetected. After World War Ill, a new Winged Folk
king decided his people could no longer remain
secret and conducted negotiations with the govern-
ment of Canada. The flying island now floats above
Victoria Island, large sections of which have been
ceded to the Winged Folk.

THE BLOOD

Technically an extra-dimensional race, not an in-
terstellar one, the Blood are descended from proto-
Aryan tribesmen who underwent a remarkable mu-
tation some 10,000 years ago. Under the direction of
Azor, the Blood patriarch, the tribe departed Earth
for the world of Ean, not returning to Earth until the
early 1920s. As a rule, the Blood possess an assort-
ment of psychic powers, usually involving telepathy,
teleportation, and energy projection. They may also
have magical talents on top of that.

DEKARE

Strike Force first encountered the Dekare in May of
1982, soon after forming as a team. This encounter
involved helping the human survivors of the Thek-
hariday Confederation, a destroyed space-faring
civilization, defend their rag-tag fugitive fleet from a
genocidal attack by the Phyherka. A reptilian race, the
Phyherka had invaded Thekhariday Confederation,
conquered it, and were intent on exterminating all
survivors. While attacking the Thekhariday fleet, the
Phyherka also tried to invade Earth, but were defeated
by the combined might of the Strike Force and the rest
of the world’s superhero teams. It was after this battle
that Defender sold his estate to Strike Force for $1.00



and left Earth. As for the Thekhariday, while they were
grateful for the assistance the superheroes of Earth
gave them, also realized they couldn’t comfortably
integrate themselves into Terran culture and society
and continued with their voyage.

About a year later, Strike Force helped the people
of Dekare rebel against the TkTk Horde (found on
page 65). During this time Strike Force member
Vixen detected numerous similarities between the
syntax of the Dekarians and of the people of the
Thekhariday Confederation. Thus, it is thought that
Dekare is the ‘lost colony’ the Thekhariday humans
were searching for. In addition, it is thought that
Thekhariday and Dekare people were originally from
ancient Egypt (or had some sort of influence on
Egyptian culture) some 6,000 to 8,000 years ago. This
is due to their language having a few proto-Egyptian
roots, and certain similarities in art, architecture,
clothing, and so on.

K'PoOK

An ancient off-shoot of humanity by way of the
Shivall, the K'Pok are fairly civilized, but also enjoy
fighting and warfare. In general, this affection is
sublimated into warlike sports and competitions.
However, one imperialistic race who mistook this
affection for weakness soon discovered they were
unable to defeat the K'Pok in battle.

The K'Pok keep a standing space navy and an elite
scout service, and many K'Pok join mercenary forces
which hire out to fight in interstellar wars. The K'Pok
as a planet are at peace with just about everyone, and
just about anyone can hire a K'Pok mercenary force.

ORRAD

You can find a sample K’Pok in The Circle and
M.E.T.E. Look for Orrad.

KATARI

An off-shoot of the Shivall (see page 64), the Katari
come from a high-gravity world, which helps explain
their size and strength. They are an ancient race, with
a technological history that goes back thousands of
years. During that time they have possessed, lost,
and regained spaceflight technology. A warlike race,
the Katari take great pleasure in martial pursuits, and
enjoy fighting, hunting, and similar demonstrations

of prowess. They are known as space pirates and
slavers, raiding other worlds with the intent of cap-
turing their inhabitants to serve as thralls, workers,
and members of harems.

The typical male Katari stands around 510" and
weighs a muscular 300 lbs. They have somewhat
leonine features, with thick manes of hair on their
head. Due to their size and arrogance they consider
many other races to be “lesser” beings. For example,
any children resulting from the union of a “mighty”
Katari and a weaker race (such as a Terran) is known
as a kutu, and subject to ridicule and abuse.

OVERLORD

Overlord is a Katari and a kutu (he has a human
mother). You can find him on page 164.

KOUALIX

This immense race (they tend to weigh around
1,000 pounds) look like Terran rock crabs made from
burnished stainless steel. Roughly the size of a sub-
compact car, Koualix have four legs and two arms
that end in fearsome claws. Within the claws are the
Koualix's “hands’, which are used to manipulate tools
and other delicate operations. They communicate
via scent and can understand spoken languages, but
can't speak them.

Koualix society is divided along clan and class
lines. Every Koualix belongs to a clan, and a Koualix,
if it wishes, can transfer from one clan to another.
However, a Koualix cannot belong to or be loyal to
two clans at the same time. A clan may have as few as
a hundred members or as many as several hundred
thousand. A Koualix also belongs to a social class
within its clan. The examiners of the clan determine
a member’s class during its childhood based on its
intelligence and level of physical perfection. The
Koualix refer to their social classes by number, which
range from 1 (most powerful) to 5 (least significant).
The Koualix social classes are: 1 (clan leader), 2 (family
leader, judge, or other noble), 3 (elite warrior, exam-
iner, negotiator, and scientist), 4 (teacher, warrior), 5
(commoner). It is possible for a Koualix to change its
social class. Those who excel can be promoted, while
those who fail can be demoted (and even killed).
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A very logical race, the Koualix prefer to think
things over, unless time constraints require a more
immediate decision. They also can purge their mem-

7

ories of information, forcing themselves to ‘forget
knowledge. The Koualix can and do wage war, and
have a systematized martial arts form based around
theidea of pulling a foe in close before disabling him.

The only Koualix Strike Force encountered were
found on the planet of Valhalla.

MOKAR THE COLLECTOR

A roughly humanoid being, Mokar apparently
comes from a universe where the physical laws are
very, very different from those of Earth-AU. Regard-
less, his mission (and passion) involves collecting and
showcasing sentient animal species from all over the
Galaxy. For the last 200+ years, he’s scoured space
around Earth’s part of the Milky Way, collecting sam-
ples of sentient life. Gradually, he’s come to know and
appreciate the Earth as a source of different varieties
of such life; because so many divergent races visit the
Earth, he finds many special samples here.

The Collector lives in his mobile headquarters,
the collection facility which Terran supers refer to as
the “Scoop.” It is equipped with storage chambers,
capture technology, and FTL travel. It is also known
that he maintains a huge base, essentially a zoo, on a
planet within the borders of the Shivall Empire.

Mokar collected two notable individuals—The
Mighty Pinchus and Samiel—during his travels.
However, both aliens were able to escape confine-
ment at his hands and travel to Earth, eventually
becoming members of Strike Force and heroes in
their own right.

SAMIEL AND THE MIGHTY PINCHUS

You can find The Mighty Pinchus (created by Kerry
Gaber) in The Circle and M.E.T.E. You can find
Samiel (created by Beth Ann Sikes) in the original
version of Strike Force.

SHIVALL

The Shivall are a branch of humanity notable
for being remarkably adaptable to harsh and un-
natural physical conditions and environments. They
achieved an agrarian culture some 50,000 years ago,
meaning they are probably descended from one
of the first groups of humanity to be taken from
Earth and seeded elsewhere. In general the Shivall
seem to be physically very tough. Mentally, they are
capable of great intelligence, but on the average do
not seem to be a very imaginative or free-thinking
species. For the most part, the Shivall tend to be
plodding, unimaginative, dogged, patient, and
dogmatic. (These characteristics, while leading to
dreary arts and entertainments, do lend themselves
to steady scientific progress.) The Shivall seem to
enjoy induced mutation experiments, especially on
themselves and other human subjects, as the Katari,
K’Pok, and Shivall themselves all show.

The Shivall have had spaceflight and stardrives
for thousands of years, enabling them to create a
sizable stellar empire. However, numerous forces—
including taxing warfare and an extended economic
slump— led to the collapse and destruction of
this initial Shivall Empire. Many Shivall colonies
regressed to pre-spaceflight technologies. Along the
way, certain colonies eventually developed into the
Katari, K'Pok, TkTk, and numerous other variant races.
Eventually the Shivall redeveloped space-flight and
and began an aggressive campaign of conquest



and colonization. This led to the foundation of the
Second Shivall Empire, which is still politically viable,
and is governed from the Shivall homeworld.

THE PEOPLE

The People are what the race of The Mighty Pinchus
calls itself. The People are humanoid in shape and
physically very powerful, possessing huge grasping
feet which allow them to resist the effects of the
impossible winds which scour their home-world.

Their pink pumice-like skin is capable of resisting
tank shells. They have no external genitalia; People
genitalia is located in the mouth, which is used only
for consumption and reproduction. They subsist on
cellulose materials, and Terran redwood seems to be
the closest equivalent to their diet. The People are
are telepaths and have no spoken tongue; this same
telepathy allowed The Mighty Pinchus learned to
understand spoken English very quickly.

SPARKLIES

Sparklies are energy life-forms which can form
symbiotic relationships with other life forms. The
Sparklies, which in their normal form can be touched
(this is actually a force shield projected around the
energy creature) can enter life-forms and seize con-
trol of their nervous systems. They are a conquering
race and very tenacious.

Three types are known to exist, differing by tem-
perament, methodology, and color:

m Clear Sparklies shun technology, choosing instead
to use whatever natural means for expansion present
themselves. They reproduce by means of a large fungus-
like growth, which is grown in cool, moist, mildly radio-
active locales. Upon maturity, a bud will split from the
mass. When the buds are soaked with water they become
Sparklies. Clear Sparklies tend to be silent, though they
are capable of speech when in a host being. They are
powerful mentalists and are capable of generating a
force field strong enough to make them bulletproof, and,
like all Sparklies, are intangible when in a host body.

m Yellow Sparklies, on the other hand, use every
advantage that science can provide; however, they
have become addicted to it and are unable to possess
victims without the aid of mental enhancers. Much
is unknown about this race because of its low repro-
ductive rate (and consequent scarcity of examples).
Generally, they will attempt to control key figures in a
government rather than take over all members.

» Blue Sparklies are even less known than the Yellows.
They appear to be geneticists; several sub-races have
been reported. It is unknown whether they use tools,
but it seems likely.

TKTK

The TkTk are a race of slender, physically weak,
pale-skinned, and pointy-chinned humans. Sensi-
tive to bright light, they're effectively an albino
race, although they have enough melanin for some
coloration to their eyes and hair. TkTk males average
5'8"in height, while females are 5’3", meaning they're
roughly the same size as Earth humans.

The TkTk originated on the Shivall penal colony of
Huraak (“the Rock”). Shivall felons were let loose on
Huraak, made to form their own society, grow their
own food, and survive under the stern management
of Shivall guards. The Rock was an ugly world, cold,
dark, distant from its sun, and barely habitable. Over
the generations, the prisoners changed, becoming
smaller and paler than the main Shivall race. They
also developed a hissing, clicking language—easy to
understand when whispered, hard to hear mere feet
away, a perfect language for convicts under constant
scrutiny.

When the Shivall Empire collapsed, the convicts of
Huraak revolted and slew their captors. With no ga-
lactic government to hold them back, they utilized
their captured machinery and spacecraft to get their
own industries up and running. Calling themselves
the TkTk (“High-High", or highest of the high, in their
own dialect), they eventually conquered their world
and again aimed for the stars.

Since then, they have set forth on a path of con-
quest. While the TkTk prefer not to engage in active
warfare, they’re more than willing to deal in subter-
fuge and manipulation to get what they want. For
example, if a world is highly volcanic, they’ll cause
numerous eruptions to blanket the world in volcanic
dust and ruin its agriculture. If a world’s govern-
ments are near the brink of war, the TkTk push the
governments into a devastating war and then move
in to pick up the pieces. If a planet has a widespread
world government, the TkTk will saturation-bomb
the world’s public buildings as a way of saying “Hello”
and then descend to announce that they've taken
over. One of their few defeats was attempting to
invade the Earth in this manner.
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Once in charge, the TkTk will pillage the planet’s
natural resources—new technology, scientific minds,
prisoners, minerals, and so forth—and use the newly-
conquered world as a staging area for the next assault
on the next planet. By doing, they’ve built themselves
a wide-reaching and very militaristic empire.

V'T'M

This is a species of felinoid carnivores. The V't'm are
bipedal, with two arms used for rough manipulation
and combat, and two others used for fine manipula-
tion. They are strong, dense for their size (a 5'9”"V't'm
weighs 250 Ibs), very fast, and aggressive. While their
cultural doctrine is opposed to the consumption of
sentient meat-creatures, they would probably do so
in a pinch. Although they possess space-flight, the
V't‘m don’t use it much. Apparently, they don't like to
interact with other sentients and keep to their own
planet for the most part.

TTSHIR
You can find a sample V't'm in The Circle and
M.E.T.E. Look for T’t’shlr.

OTHER RACES

There are numerous other races to be found in in-
terstellar space. Some of them include: the Agaram,
humans with a Roman Empire-like fascination with
gladiatorial combat; the Seagar, a race of humans
now ruled by a political party whose name translates
as “The Mediocritists”; the shapeshifting humanoid
Ranisians, the race to which Samiel (from Strike
Force) belongs; and many others.

I EAMULTIVERSE

The heroes of Strike Force journeyed to many
alternate worlds, realities, and dimensions. In fact,
dimensional travel was a staple of the campaign,
and many plots centered around attacks from other
dimensions, or the need to travel to another universe
to find a foe (or an answer to a problem). Although
Aaron created a large number of alternate planes
and worlds, this section only describes those with
the largest impact on the campaign.

THE CHAOS ZONE

This pocket dimension is immense, roughly the
size of a globular cluster (meaning it is around 50-75
parsecs in diameter). However, it is not as densely
populated with stars as a globular cluster, and
thus many of the stars within the Zone have stable
planetary systems in orbit around them. The Chaos
Zone is home to a wide variety of peoples, cultures,
creatures, and other beings. Many of these cultures
have developed interstellar drives and are busily
engaged in campaigns of conquest. As the name
implies, the Zone's physical laws are different (some-
times very different) from those of Earth. In addition,
for reasons not fully understood, access to the Chaos
Zone is most easily accomplished from Earth.

PLACES IN THE CHAOS ZONE

Listed here are some of the notable locations
found in the Chaos Zone.

DARKWORLD

This apocalyptic planet is ruled by Aswar the
Darklord, and is the seat of his empire. Aswar rules
a large portion of the Chaos Zone with an iron fist,
crushing upstarts and rebellion as soon as they ap-
pear. His legions of Blast Troopers and Myrmidons
are raised from birth to be fanatically loyal and will
sacrifice themselves without a second thought if As-
war so commands. Aswar, while ruthless, is no fool,
and doesn't kill all of his enemies. Many are captured
and then digitized, so Aswar can access their minds,
memories, and knowledge whenever he needs to. It
was Aswar, at the Affrighter’s urging, who launched
the invasion of Earth, setting off World War IIl. Cur-
rently, his present whereabouts are unknown.



THE KARVIC EMPIRE

A high-tech culture of humans, Karvic explored,
colonized, and conquered an expanse of the Chaos
Zone before encountering Aswar. Now the Empire is
a client state of the Darklord and its people are his to
use as he pleases. During WWIII, for example, many
of the bombing runs conducted against targets on
Earth were carried out by Karvic forces.

There are a few Karvic refugees and prisoners-of-war
living on Earth. Shelvastra, pilot for the Shadow War-
riors (and Bolo's girlfriend) is from the Karvic Empire.

NARIAN

This world resides in the middle of a bizarre energy
field. This field periodically draws in hapless people
from Earth and other worlds. Sometimes the field
lets its victims go (whereupon they return home),
sometimes it doesn't. Very little is known about this
field, why it pulls people in, why it lets some go, and
what effect it has on its targets.

Narian is populated by a wide variety of people,
some fairly human, others quite strange. There is a
small town, also called Narian, on the planet’s dark
side. The town serves as a watering-hole for a curious
collection of individuals. It is an anarchistic, danger-
ous, and frequently entertaining place.

ZORANDAR

Situated in one of the more empty regions of the
Chaos Zone, Zorandar has had short-lived gateways
been itself and Earth for millions of years. Most of
these gates no longer exist—for the most part—but
one or two may still open from time to time. In 1925
a party of explorers from Earth went through such a
gateway and arrived on Zorandar. They found it to
be populated by dinosaurs (some of them sentient
and with their own civilization) as well as survivors
of various lost Terran civilizations. Due to its isola-
tion within the Chaos Zone, it will probably never
be discovered by any Zone inhabitants capable of
spaceflight.

THE DREAMWORLDOS

It seems that every continuum inhabited by sen-
tients has its own Dreamworlds, and Earth-AU is no
exception. The Dreamworlds are a universe created
from the pooled collective unconscious minds of
the dreaming peoples of the Strike Force universe.
However, how much the dreamers affect the Dream-
worlds (and vice versa) is unknown. What is known
is that the Dreamworlds can be a very disconcerting
place to visit; it's half-fantasy, half-nightmare, with
“rules” that change all the time.

Although the Dreamworlds are very dangerous
to enter by any means other than dreaming, there
are beings dwelling in the dream realm who like to
meddle in the Waking World.Thus, it occasionally be-
comes necessary for Waking World peoples to enter
the Dreamworlds via sorcery or projection. However,
exploring the Dreamworlds is not to be taken lightly,
as they are potentially infinite in size.

There are currently four known states of existence
in the Dreamworlds:

m Projected Self: the manifestation of a sleeper’s mind.

m Intruder: a foreigner, in both mind and body.

= Native: A being native to the Dreamworlds; it has no
existence outside in the Waking World.

m Universal: a being native to the Dreamworlds, but
which can exist outside in the Waking World. Unlike
trans-dimensional travelers, Universals resonate with
the energy of the Dreamworlds, and can thus be very
difficult to detect.
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EARTH-KAISER

A complex and superhuman-heavy world,
Earth-Kaiser’s history was very similar to our own,
until 1916, when the extra-dimensional being called
Golgalar the Assembler appeared. Golgalar’s home
universe is a very hostile dimension that lends itself
more to mathematical processes, with constantly-
changing scientific laws and unstable states of mat-
ter and existence. It is a dimension where entropy
is maximized and great creativity is possible, but all
such wondrous creations crumble and perish before
they can be appreciated.

“The Assembler” gets his name because he creates
new lifeforms out of pieces he has negotiated or
tricked from other beings. He will give one person an
ability in return for a different ability. Sometimes he
seems to be losing on the deal, sometimes gaining.
Eventually, though, he has enough leftover pieces to
create a new being, which he then releases on the
world, with cataclysmic results.

On Earth-Kaiser, Golgalar made a deal with Kaiser
Wilhelm Il. He gave Wilhelm whatever power the
Kaiser needed in order to keep Germany from being
subjugated by the Allied Powers. In return, Wilhelm
renounced his rights to determine the fate of the
German nation, granting that right to Golgalar.
Wilhelm, desperate, agreed, convinced that the Ger-
man people will never accept a bizarre alien as their
king—they’ll rule themselves first.

Golgalar repaired Wilhelm's withered arm, mak-
ing him huge and mighty. He encased the Kaiser
in form-fitting armor that rendered him nearly
invulnerable. However, Golgalar also so implanted
a weakness. Wilhelm could no longer set foot on
German-controlled soil without becoming weak and
eventually collapsing into a coma. Thus, Wilhelm
could defend the German Empire... but only from
outside its borders.

Now the world’s first recognized super-being,
Kaiser Wilhelm altered the course of the war. He
smashed the Allied invasions and helped Germany
regain control of itself and restore its pre-war bor-
ders. His work done, Wilhelm vanished from the
public eye.

Although Wilhelm'’s actions changed history as
we know it, certain constants remain. Russia had
a revolution (but Communism fails and dies out);
China and Japan went to war, with Japan conquering
Manchuria and renaming it Manchukuo; Adolf Hitler

rose to power in Germany; Germany, Italy, Japan,
and Spain formed the Axis Powers. The United States
enacted Prohibition, but avoided the Great Depres-
sion. Calvin Coolidge won four terms as president,
not Franklin Delano Roosevelt.

In 1938, Germany attempted to annex Czechoslo-
vakia and Romania. While Germany conquered the
former, they were stalled by Russian reinforcements
in the latter. The Kaiser stepped in to give his people
heart and success... and he abruptly discovered he
was facing enemies nearly as powerful as himself.
These were the world’s first superheroes, and they
chose Romania as their battleground. Known as the
Allied Shield, they managed to counter the Kaiser,
but Germany still overran Romania. A year later, in
1939, Germany invaded Poland, which began the
Great Fascist War, Phase I.

What followed was a true world war, fought in Eu-
rope, North Africa, China, the Atlantic Ocean, and the
Pacific. It ended in a truce between the Axis and the
Organization of Allied States. However, Japan wasn't
part of the truce, and the OAS pitted its full might
against the island nation. The military dictatorship of
Japan fled to Manchukuo (Manchuria) and assumed
control there. Phase | of the war ended in 1948.

An uneasy peace followed, with Phase Il of the war
starting in 1952. Germany, Italy, and Spain struggled
to annex portions of North Africa, but were beaten
back by the OAS. Phase Il ended in 1954.

Phase Il began in 1960, with OAS and Axis forces
initially battling in orbit. Combat was almost exclu-
sively fought above ground, in space, and the skies
over Europe. It ended inconclusively in 1962, with
both sides having run out of money and energy.
However, the advances made during the fighting
lead to increased space traffic, with colonization and
mining missions common.

After five years of peace, Phase IV of the war was
sparked by the arrival of Tanar t'Darthesin (calling
himself Warlord), who decided to free Norway, home
of his mother’s ancestors, from the Nazis. Finally, in
1973, the German High Command gave up on taking
Norway, and the Fourth Phase of the Great Fascist
War ended.

Phase V launched in 1976 with the German inva-
sion of Greece. It ended in 1979 with the defeat of
the OAS as Germany reoccupied Crete and drove the
allies out.



Ten years later, in 1989, the Sixth Phase of the war
began as Manchukuo sent stealth bomber strikes
against targets in Canada and the United States.
Meanwhile, Germany struck at Cyprus. This led to a
long-range war as Axis and Allied satellites performed
high-orbit bombardments on cities below. As of 1993,
the Sixth Phase of the war continues, with bombs and
assassin-paratroopers a constant threat.

EFFECTS OF GOLGALAR'S
INTERVENTION

Through the long years of the Great Fascist War,
Golgalar has affected world events in specific ways
to achieve specific ends. The most important change
is that people who could affect certain important
worldwideills have not been allowed to. Thus, visitors
from other worlds will see gaps where many of their
most famous world figures should be. For example,
on Earth-Kaiser, Franklin Delano Roosevelt and Harry
Truman don't become presidents of the U.S.; was it
because they might have led the Allies to triumph
and the end of the war by in 1945, as they helped
to do on countless other alternate Earths? Where is
Martin Luther King in the workings of America’s civil
rights history? Was he, as a young man, offered the
chance to save the life of a loved one, or advance
his business career, at the cost of his political career?
Why did Joe Kennedy have a turn as American presi-
dent instead of John F Kennedy? Why was President
Robert Kennedy assassinated; could it be that he
wasn't willing to make a deal with Golgalar?

The reason for Golgalar's actions is because a
world that is continually in crisis is a world that
generates desperate situations... and people willing
to make desperate choices. He’s chosen to make
Germany his focal point for the war and then made
the nation indestructible. Oh, supers can stop Ger-
many’s advances, but conquering the nation is an-
other matter altogether. The Kaiser can stop armed
forces invasions. German super Donar can stop most
superhero invaders. And if Allied supers get too skill-
ful, Golgalar can create many, many more German
supers. There is little danger of the world situation
changing dramatically.

WORLD INFORMATION

Because of its very divergent history, Earth-Kaiser
differs substantially from most superhero Earths.

CLOTHES

Earth-Kaiser’s fashions have followed some of the
trends of real-world fashions since the 1940s. Men'’s
pants waistlines are cut lower, as are their pants cuffs.
Women have taken to wearing pants, especially for
casual and non-office work wear, though skirted
outfits are still more common. Currently, the trend
in colors is toward bright, simple hues. These colors
have saturated every part of the clothing industry;
it's not uncommon to see a conservative, expensive
wool suit in cyan blue or orange, for instance.
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Men'’s Dress: Suspenders are as prevalent as they
were in the 1940s. Ties and suit lapels tend to be
broad. The current trend for suit fit is close-fitting;
five years ago, they were supposed to be too large
and baggy. In casual wear, blue jeans or slacks and
dark shirts are most common. Ties are sometimes
worn in casual wear. Clip-on ties never made an
appearance on Earth-Kaiser. Most shoes, including
casual shoes, are leather. The Earth-Kaiser equivalent
of tennis shoes are suede-tops with rubber or gum
soles. In most port cities and communities near
military bases there will be a large number of men
in uniform. Men do not have pierced ears in modern
American and European cultures.

Women's Dress: Skirts did get shorter in the 1960s,
but never as short as on the real world; currently
they hover around knee-length. Women'’s dresses do
not tend to be as daring as in the real world, but in
recent seasons have been close-fitting and figure-
accenting. To visitors from other worlds, they’ll look
a lot like over-colored versions of the garments worn
by characters played by Mary Tyler Moore, Doris Day,
and other actresses of the 1960s. Sandals (heeled or
not), sensible-looking shoes, and low boots are cur-
rently in vogue. Pumps are out of season. The current
trend is away from heavy makeup. Light makeups
describing themselves as “the natural look™ are all
the rage. Business pants suits came into fashion dur-
ing the 1950s but disappeared a decade later and
have not reappeared.

The Rebel Look: In the late 1950s, a distinct
teenager subculture arose. Its uniform was the “rebel
look™: blue jeans, white T-shirt, tennis shoes, and
(with the wealthier would-be rebels) a black leather
jacket and matching racing cap. Boys and girls both
adopted the rebel uniform.

Nearly forty years later, there is still a rebel uniform,
but it's different. The jeans are the same, but the
white T-shirt has given way to any number of white
styled shirts; this season, a pseudo-military blouse
with too many buttons, plus pockets and epaulettes,
is in fashion. The leather jacket is still around, but
is as brightly-colored as most other garments and
decorated with fringe. Headgear is still mandatory
with the leather jacket, but it may be a cowboy hat,
Australian wide-brimmed hat, or aviator’s helmet
with goggles instead of the still-common racing cap.
Regardless of style, the headgear must be leather
and dyed to match the jacket.

Materials: In civilian dress, natural fibers are most
common. Atrtificial fibers are most often used for
military garments and equipment. Pantyhose has
gone the way of the dinosaur.

COMFORT

Even in the wealthiest nations, air conditioning
is a rarity; fans are the most common means to
remain cool.

COMPUTER SCIENCE

Earth-Kaiser computers are much better at graph-
ics imaging and mass storage than computers of
most Earths; their storage is based on artificial crystal
storage devices not found in most alternate worlds.
There is no personal computer market; mainframes
are the only sort of computers seen, except for a
few types of miniaturized analog computers used in
superhero power armor and military machines.

ECONOMY

Because of the high cost of warfare, Earth-Kaiser
is impoverished in comparison to most modern
superhero Earths. (Yes, in the real world, World War I
helped bring the U.S. out of its economic depression.
That doesn’t mean that decades of warfare will result
in decades of economic growth, however.)

The middle class is much broader on Earth-Kaiser
than on our world. Far fewer people live below the
poverty line... but Earth-Kaiser places that poverty
line much lower than our world does. The typical
middle-class family lives in an apartment or wood-
frame home with electricity, running hot-and-cold
water, flush toilets, one television and one radio,
and about a 33% chance of owning a car; a family in
the poverty level omits the electricity, temperature
control on the water, TV and radio, might not have
a floor, and has only about a 10% chance of having
access to a car.

ENTERTAINMENT

The most popular types of music are Big Bad
(derived from Big Band, but more hard-edged), jazz,
noove (a form of music much like our jazz-fusion),
classical, and slum (a modern soul/R&B equivalent).
Rock and roll hung in valiantly but faded in the
1970s, never bolstered by a creative British Invasion.



Movies tend to be more simplistic, like real-world
U.S. wartime films, but Earth-Kaiser has retained
mastery of the screwball and slapstick comedies
where most worlds have lost them utterly.

MEDICINE

Medical science, especially in the preservation of
life in seriously damaged bodies, is very advanced.
There are a lot of doctors—it’s a favorite profes-
sion among 4-Fs especially—and are not subject
to frivolous malpractice suits, so medicine is also
cheap. Most middle-class families can afford good
health care.

MORALS

The social values most Earths enjoyed in WWII are
still very much in effect here. In America, the divorce
rate is very low by other-world standards, though it
is higher than the pre-war years. A simple majority
of American women are virgins when they marry...
though a large portion of the minority “give it all” to
their young men to improve their morale, or because
they fear they'll never see them again, or because
they believe the world is sliding into ruin and that
it doesn’'t matter anymore. As fewer and fewer non-
virgin women are stigmatized by this choice, though,
the proportion of virgin weddings declines.

POLITICS

The Earth is a world in a near-constant state of war.
The Great Fascist War (the Earth-Kaiser sequence of
conflicts starting with World War II) has been raging
on and off since 1939, for periods of five or ten years
at a time, followed by uneasy “peace times” lasting
for a few years at a time.

Most nations in the world belong to one of four col-
lectives: The Organization of Allied States (the Allies),
the World Socialist League (the Axis Powers), the Asian
Bloc, and the Islamic Bloc (those last two terms are
informal; they are not official, treaty organizations).

By the 1990s, the last Communists are old philoso-
phers; the last Communist uprising was put down
in Cuba in the late 1950s. Most governments in the
worlds are democracies, totalitarian states, military
tyrannies (some good), or constitutional monarchies.

POPULATION

World population is two and a half billion.

POWER

Nuclear fission and fusion were never developed,
either for peacetime or wartime uses. (Japan discov-
ered the secret of atomic power in the first stage of
the war, and then immediately lost it.) In the late
1960s, antimatter production provided power for
very rare and expensive devices such as powered
armor. It could be used for atomic-level bombs, but
production can't keep up with the power needs of
superhero devices such as power armor.

RACISM

Racism is prevalent in the America and many other
nations.

The United States is in a state resembling the
middle of the civil rights struggle of the 1950s. Most
super-teams are white-only. Non-whites are not le-
gally entitled to the same salaries as whites and have
a hard time rising above menial positions. President
Stephen J. Reynolds’ efforts over the last few years to
change things have had little effect, but he’s placing
more and more of the 1960s agitators who partici-
pated in the 1967 mixed-race “sock-hop friendship
party”in important political positions.

Nazi Germany rules most of Europe, and its racist
philosophies are well-known. In Manchukuo, most of
the indigenous population has been killed or forced
to emigrate to China. Oddly, though, several of the
Islamic nations, chiefly Egypt, Turkey and Saudi Ara-
bia, have been exploring stances of racial tolerance
something like that enjoyed by Moorish Spain in the
Middle Ages.

SCIENCES

This world doesn’t lag behind other Earths in
scientific development, but isn't as far along in
scientific saturation—the most modern devices are
used by the military and the very rich, while the poor
and the middle-class live much as they did in the
1940s. Earth-Kaiser metallurgy is much better than
that of most other analogue worlds, though creation
of most composite materials lags far behind that of
other worlds. For instance, Kevlar was a revelation
to the Stars and Stripes superhero team when it was
demonstrated by Strike Force.
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SPORTS

Baseball is the most popular sport in the U.S,; in
much of the rest of the world, it is football (soccer).
The last Olympics were held in 1936.

TRANSPORTATION

Cars are expensive commodities; one family in
three has a car, and most people rely on public trans-
port.Buses and (especially) cable-cars serve for trans-
portation throughout cities. Long-range transport is
mostly by train for the middle and lower classes; the
upper-classes use specialized train cars, zeppelins,
ocean liners, and rare private propeller planes. Most
jet planes are combat and re-connaissance vehicles
designed along “flying wing” lines

WOMEN'’S RIGHTS AND INFLUENCE

In the U.S., women have the right to vote and
own property, but if married, must confirm major
purchases with their husbands. Things are worse in
the Axis countries, where noncompliance with tra-
ditional female roles is a criminal offense, but much
better in Greater Russia, where women hold nearly
equal power with men.

WORLD POWER BLOCS

There are four significant power blocs in the world,
two formal and two informal. The formal groups are
the Organization of Allied States (a.k.a. the Allied
Powers) and the World Socialist League (a.k.a. the
Axis Powers). The informal groups are the Asian bloc
(allied Eastern states dominated by China) and the
Islamic bloc (nations of Africa, Asia Minor, Western
Asia and Eastern Europe who loathe non-Islamic na-
tions even more than they loathe one another).

Fifty-plus years of on-again/off-again war have
destroyed the old imperialist system. However, na-
tions on both sides of the war still retain conquered
territories crucial to the advancement of their war
aims. South American and African nations are either
dominated by nations of one of the four power blocs
or remain independent but backwater nations, some-
times involved in long-term wars with each other.

Antarctica is a no-man’s-land. Scientific expedi-
tions there are also armed expeditions.

The following lists are representative rather than
complete.

THE ORGANIZATION OF ALLIED
STATES (THE ALLIES)

» Headquarters: San Francisco, CA

= Member Nations: Australia, Canada, Cyprus, Egypt,
England, Greater Russia, Iceland, Ireland, Norway,
Scotland, Sweden, United States of America, United
States of Mexico, Vietnam (also in Asian Bloc)

= Nations Controlled by Members of the OAS: Algeria,
Brazil, Greenland, Hawaii, Japan (but see Manchukuo),
Libya, Morocco, The Philippines

THE WORLD SOCIALIST LEAGUE
(THE AXIS POWERSY)

» Headquarters: Berlin, Germany

s Member Nations: Germany, Italy, Manchukuo

(formally the island of Japan), Spain

= Nations Controlled by the WSL: Albania, Argentina,
Austria, Belgium, Bulgaria, Chile, Corsica, Czechoslo-
vakia, Denmark, Finland, France, Greece, Holland,
Hungary, Netherlands, Poland, Portugal, Romania,
Sardinia, Switzerland, Yugoslavia

THE ASIAN BLOC

= Headquarters: Peking, China

m Member Nations: China, Korea, Manchukuo (also in
the World Socialist League), Thailand, Tibet, Vietnam
(also in OAS)

THE ISLAMIC BLOC

s Headquarters: Riyadh, Saudi Arabia

s Member Nations: Afghanistan, Eritrea, Jordan,
Kuwait, Qatar, Oman. Pakistan, Palestine, Saudi Arabia,
Somalia, Syria, Turkey, Yemen

= Nations Controlled by Islamic Bloc countries:
Iran, Iraq

AUSTRALIA

Formerly part of the British Empire, now inde-
pendent. Known for the quality of their commando
units. The white majority seems easy-going, but
racial repression is very bad here. The Aborigines are
confined to the Outback and a high proportion of
them are addicted to gasoline-sniffing.



CHINA

Perhaps the most politically corrupt nation on Earth,
China has for decades been run by the Kuomintang, a
military-backed political junta that has long been an
ally of the Chinese Triads (organized crime). China is the
center of the world's drug trade (which is still less preva-
lent than the drug trades of most alternate Earths) and
a nation where literally anything can be had for money.

China remains independent of the OAS and WSL,
and has clashed with member nations of both umbrella
organizations. It is the bitter enemy of the government
of Manchukuo and has waged an ongoing, not-much-
talked-about border war with that nation continually
since 1931, when Japan first invaded Manchuria. For-
mal war has never been declared and the fighting takes
the form of guerrilla missions and acts of terrorism on
both sides. China is no friend of the United States.

The Chinese president is Chiang Lee-gong, grand-
son of Chiang Kai-shek.

CYPRUS

Cyprus is a more prominent nation on Earth-Kaiser
than in most worlds. It is widely regarded as a border
between East and West, a place where Moslems and
Christians have the same rights. Cyprus is a member
of the Organization of Allied States and friendly with
the Islamic Blog; it is the headquarters of the Jolly
Roger, an independent anti-Axis team. Cyprus is also
the site of the Greek government-in-exile; many Free
Greeks live here.

ENGLAND AND THE UNITED KINGDOM

The British Isles have, with stubbornness and
inventiveness, managed to throw off every World
Socialist League assault since 1940. King Andrew, who
succeeded his slain mother and older brother in 1988
(both killed when a suit of powered armor exploded),
is widely-regarded as a strong wartime ruler with a
keen grasp of naval power. England is the home of two
super-groups, the native Union Jack group, and the
Frontline branch of the American Stars & Stripes group.

FRANCE

This is an occupied nation, broken down into four
classes of society.

The Germans make up the top class. German of-
ficers may seize personal properties of the French
without having to make compensation. The German
office of land management may take land and build-

ings away from their owners with minimal difficulty.
Rape of members of the native population by Ger-
mans is not a crime. Murder of native Frenchmen
by Germans usually calls for an investigation but
seldom leads to a trial.

French collaborators make up the second class.
They enjoy many of the same privileges the Germans
do, but not the legal immunity.

French citizens make up the third class. About 99%
of all Frenchmen live in conditions at or just above
the poverty level and work very hard for no reward.

The bottom class is that of the “Undesirables.”
These include blacks, Romani (“Gypsies”), Eastern Eu-
ropeans, and so on; they are often forced to perform
the worst type of labor for German officers, or sent to
concentration camps set up on French soil.

The French Resistance still exists, but is very small
and ineffective. Infiltration by German supers has
successfully destroyed large numbers of Resistance
cells over the decades.

GERMANY

The Germans have proved themselves to be a
tough, resourceful enemy. The standard of living is
comparatively high in Germany among documented
Aryans, but extremely poor and repressive for all
others. All the known indigenous Jewish and Gypsy
populations have been removed or exterminated.
The German munitions industry is among the finest
in the world, and the nation’s infantry is probably
the best on the planet (as well-trained and well-
equipped as any nation’s, and more experienced).

GREECE

This nation has been occupied by the Axis since
the mid-1970s. The Greek resistance movement is
one of the most ferocious on Earth, demonstrat-
ing a remarkable capacity for self-sacrifice; the
underground has not faltered in the face of German
reprisals. In fact, some Greek Resistance actions will
uncomfortably remind other-Earth visitors of Viet-
namese resistance; Greek children have been known
to carry grenades into bars filled with German sol-
diers and pull the pins, sacrificing themselves.

Greeks fighting the Axis refer to themselves as
Free Greek, wherever they find themselves, even if
they take citizenship in other nations.
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GREENLAND

This island has no indigenous population, but is
the home of several OAS military bases.

ICELAND

This nation is a staunch member of the OAS. It is
ruled by a power-armor monarch called the Grey Lady.

IRELAND

On Earth-Kaiser, Ireland is a united nation facing for-
mal separation from the British Empire in the year 2001.

ITALY

This nation has been ruled by Benito Mussolini’s
son, Vittorio Mussolini, since 1953. Mussolini is an old
man ruling a tired country; Italy has for many years
been deep in the shadow of Germany. As a junior
partner in the World Socialist League, Italy profits less
from conquest than Germany, and its military is little
more than a branch of the more powerful nations.

JAPAN

This former nation is now a sort of park—a place
preserved as a monument to the savagery with
which the United States can respond to foreign
attack. At the end of the first phase of the Great
Fascist War, U.S. Naval and Marine forces, aided
by U.S. superheroes, reached the Japanese coast.
The Japanese never did surrender. Atrocities were
common on both sides. Pacific Theater commander
Chester Nimitz ordered the entire nation razed; ev-
ery city was put to the torch as it was conquered. A
massive refugee flotilla made the crossing to China,
where the Japanese refugees found new homes in
Japanese-controlled Manchukuo. Today, Japan has a
native population of about 100,000, most of whom
live in barbarism, and an OAS Armed Forces popula-
tion of about two million.

MANCHUKUO

This is a nation of primitive farms and gleaming
high-rise cities. It has been officially ruled since the
1930s by deposed Chinese emperor Pu Yi. He was
installed in 1932 as President, but was later crowned
king in 1935. Regardless, the presidency and king-
ship are puppet positions; the nation is ruled by a
Japanese military junta.

EARTH-KAISER JAPAN

Not content with merely launching a sneak attack
via aircraft as they did in the real world, in Earth-
Kaiser Japan dropped an atomic bomb on Pearl
Harbor and conducted conventional bombing raids
on San Francisco and Los Angeles. This may help
explain Nimitz’s decision.

Pu i, an old and ailing man, is still king; his great-
grandson, known to the west as Shoji Pu Yi, is three-
quarters Japanese (and a descendant of former
Emperor Hirohito as well). The head of the ruling
military council is Yamaguchi Toji, the nation’s most
senior general.

NORWAY

Long under the thumb of the WSL, Norway was
freed in the late 1960s by the extra-terrestrial super
Warlord, who now rules the nation as its king. Nor-
way has seen a little more detail in the Strike Force
campaign than many other sites because it is the
home of Warlord, a major world figure and a friend
of the Strike Force team. Because it is widely known
that the king of Norway has several “mistresses”
and has not discouraged alternative lifestyles in
his nation—nor allowed prosecution or sustained
persecution of same—Norway is widely considered
to be the most “sinful” of the nations on the face of
the Earth.

RUSSIA (GREATER RUSSIA)

This is the largest nation in the world; it is also
one of the poorest, having sustained the brunt of
the World Socialist League offensives for the last
several decades. It is a nation full of artists, dreamers,
soldiers, and futurists; in spite of its economic hard-
ships, it is one of the most cosmopolitan nations of
the world.

It is home to one super-group, Red Sword, made
up of patriotic Russian supers who cooperate with
but are independent of the armed forces. Most other
Russian supers are non-costumed and belong to the
armed forces.

Because Greater Russia has such a cooperative eth-
nic mix in its population and because women here
have nearly all the rights and opportunities men do,
an embarrassing situation has arisen in the last forty
years: people from the U.S. have been defecting to
Russia in droves.



UNITED STATES OF AMERICA

The 54-state U.S. is the richest nation in the
world—for what that’s worth in a world suffer-
ing continual recession and depression. It is still a
segregated society, with blacks, Latin Americans,
Chinese-Americans, American Indians, and the few
nisei (Japanese-Americans) living in their own neigh-
borhoods of cities or (especially in the case of nisei)
in their own small communities.

The US. is home to more superheroes than any
other nation. This is mostly because of a very ag-
gressive recruitment program instituted by former
President Douglas MacArthur. Where other nations
told their supers to report to the armed service and
put on a uniform, the U.S. encouraged them to form
their own free, independent teams, and encouraged
those teams to work with the government against the
Axis powers. Supers seeking personal freedom and an
opportunity to fight the fascists came to America.

VIETNAM

When France was overrun by Germany in 1925, the
French government in exile set up shop in Vietnam.
That government was scattered when the Japanese
occupied Indochina in the First Phase of the Great
Fascist War.

When the Japanese were driven out of Indochina
in 1945, China attempted to gain control of the na-
tion, but unofficial ruler Ho Chi Minh, an admirer of
America, requested that President MacArthur help
him retain independence. MacArthur complied,
sending troops and military advisors. This kept Viet-
nam independent but created a rift between China
and the U.S. that is still not completely healed.

Vietnam is an ally of the U.S., a member of the OAS,
and a trading partner with the Asian Bloc (including,
unofficially, Manchukuo); it is a very cosmopolitan
country. Many spy movies are set (and shot) in Viet-
nam; Saigon is often referred to as the “Hollywood
of Asia”

Vietnam is also the center for the intelligence war
between the OAS and Manchukuo—think of it as an
oriental Casablanca or Vienna, not as the setting of
Rambo and Missing in Action, Part Il.

SITES FOR ADVENTURE

The best places to set Earth-Kaiser adventures
include the United States (there is a certain amount
of standard superhero-supervillain fare, plus a lot of
warfare, civil defense, and counter-insurgency), Chi-
na (the most secure homeland of organized crime, in
addition to all those mysterious oriental trappings),
England (a nation that’s been fighting the Battle of
Britain off and on again for more than fifty years),
and Vietnam (the espionage capital of the world).

GLOSSARY

Introduce the following terms into the ordinary
speech of Earth-Kaiser residents to give it a more
distinct flavor:

= Bogey: Common Parlance. No, not a mysterious blip
on a radar screen; this term means to be cool or play
it cool. “Okay, we’re coming up on the guard station:
bogey it” Yes, it does refer to Humphrey Bogart.

m Cashmere: Teen/Rebel. Good, wonderful; equivalent
to groovy or copacetic.

= Doggin’: Common Parlance. To understand. “Are you
doggin’ me?”

= Engines firing: Teen/Rebel. Very interested in;
aroused by. “She’s got my engines firing...”

m Eugenics: Common Parlance. Use this term instead of
“genetics.”

m Icebox: Common Parlance. Though cold-storage units
for food in Earth-Kaiser are basically the same as the
refrigerators we know, they’re still universally called
“ice-boxes.”

» Mask-Name: Superhero Subculture. Superhero ID.
“My mask-name is Captain Reaver.”

= On My Six: Common Parlance. To understand. Same
derivation (pilot lingo) as doggin’. “I'm on your six.”

= SAIRMISS: Technical/Military. Surface-to-Air Missile
Batteries. They’re accurate enough to make long-
range missiles impractical, but they depend heavily
on curtain-wall-style radar lines. Orbital bombard-
ment and human-piloted bombers have more success
against SAIRMISS installations. (Don’t use the term
ICBM for long-range missiles.)

» Skid: Teen/Rebel. Bug/put out “I don’t want to skid ya...”

m T-Launcher: Technical/Military. This term refers to a
crude teleportation technology in the hands of supers
and world leaders. T-Launchers have to have line of
sight or use satellite imaging.
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EARTH-KAISER SOURCES
OF SUPERPOWERS

Superheroes in Earth-Kaiser tend to have super-
powers arising from the following sources:

THE SPIRIT-MEN

On Earth-Kaiser, there were once gods; beings
such as Amaterasu, Heracles, and Thor. However, the
rise of Judaism, Christianity, and Islam caused these
gods to die out, as these new religions stole away
their followers. But, the spirits of the ancient gods
did not entirely perish. Some of their life-energy,
motivation, and intelligence was, in fact, immortal.
Even to this day, the spirits of the gods pass through
the world, unseen and unnoticed... and sometimes
find new mortal vessels for themselves.

These mortal vessels must be people who have
a touch of old magic in their veins, and must have
personalities that are not incompatible with the
ghostly gods’ They must also have the potential to
become heroes (in the Homeric sense), even with-
out interference by the ghost-gods. When found, the
god-spirits fuse themselves with these mortals. The
mortals gain a portion of the gods’ powers, interests,
and appetites. The mortals acquire a sudden interest
in myths about the gods, and these fusions often
end up naming themselves after gods of old.

The interesting thing about these fusions is
that the god-spirits communicate no memories or
actual information to their new hosts. Do they still
exist as mentalities? If so, what are their goals and
intents? Nobody knows... not yet anyway. But since
they communicate no knowledge or facts about
themselves, the mortal fusions are not necessarily
naming themselves after the correct gods. The Ger-
man Spirit-Man Donar has named himself after the
German aspect of the god Thor—but has he, in fact,
been inhabited by the ghost of Thor? All he knows
is that he has acquired incredible strength and
lightning powers. But many, many gods had these
traits—perhaps he has fused with the ghost of the
god Almaquah, a prehistoric South Arabian moon/
bull/lightning-god. Donar, of course, would never
believe that; he believes he’s been granted powers
by the god Donar so that he can advance the cause
of the German people throughout the world.

Spirit-Men tend to have great strength, high de-
fenses, and powers related to the dead deity’s field
of interest. A mortal/wind-god fusion will be able
to fly and control local weather; a mortal/bull-and-
lightning god fusion will be able to project electricity
(and will probably be very virile).

The Spirit-Men do not really know that they are in-
habited by the remnants of dead pagan gods. They do
know that they've been infused with some sort of spirit;
they recognize that they have something in common
with one another; and most of them, independently
and (to the best of their knowledge) coincidentally,
have chosen the names of ancient gods.

GOLGALAR

The demon-thing that set many of Earth-Kaiser’s
historic events in motion is still out there, watching
and waiting to see how his intended world-destroy-
ing creation, the “Assembled Man” will perform.
Meanwhile, he might be assembling a new creation,
so he could be creating a new generation of supers.

He can grant almost any power and make it look
like almost anything, but all of the supers he creates
have something important in common: they've lost a
part of themselves. Now, these are not simply body
parts; more like rights, abilities, legacies, and other
profound, intrinsic things. One may have lost the
ability to love, another the ability to reason abstractly,
another the ability to sire children. And at some point
in their lives, these missing characteristics usually re-
sult in tragedy for these supers. Golgalar, meanwhile,
uses these missing parts to build a new creation, such
as his aforementioned “Assembled Man.’

Powers granted by Golgalar also tend to distance
their recipients from the rest of humanity; they al-
most always involve transformations of one sort or
another. The Kaiser, for instance, is twice the height
of a human being and is sealed permanently into
his costume/armor. Descendants of Golgalar-supers
sometimes inherit their ancestors’ powers, usually
without the tragic side effects.

ALIEN ORIGIN

There are a few beings of extraterrestrial origin on
Earth-Kaiser. Most alien races who know anything
about Earth do not visit, however. Visiting spacecraft
tend to be shot at, mistaken for the latest enemy rocket.



EUGENICS

Several scientists in the field of eugenics are pursu-
ing methods of genetic manipulation, and the most
advanced of them—in particular, the Norwegian
hero Warlord—has developed viral-replacement
gene series that often give their subjects super-
powers... and, sometimes, super-problems.

MAGIC

Magic on Earth-Kaiser is not like the sorcery of
most worlds. It is simply a level of parapsychological
phenomena that goes beyond any results that can
be measured in a laboratory. A sorcerer from another
dimension would recognize this form of energy
as being “magical,” but only of one specific type or
flavor, and stemming out of psi activity.

MUTATION

Mutation is known on Earth-Kaiser. Beneficial “su-
perhuman” mutations are attributed to two primary
sources: the nuclear disaster in Hawaii early in the
First Phase of the Great Fascist War, and some sort of
strange genetic engineering which affected a series
of families sometime in the 18th century.

POWERED ARMOR AND OTHER GADGETS

There are many power-armored heroes through-
out Earth-Kaiser. They tend to be as keenly competi-
tive and sarcastic toward one another as published
academians tend to be on our Earth. Every designer
of power armor believes most other designers to
be inferior hacks and thieves. Power armor heroes
seldom get along together.

Power armor supers tend to have high defenses.
Most also have high strength, energy projection, life
support, and improved sense powers.

NICE WORLD

The history of Nice World closely follows that of
Strike Force’s Earth until the mid-17th century. At
that time, a coven of witches in the Scottish High-
lands was able to call forth the Devil, dull his senses
through hours of bacchanalia, and then imprison
him in an specially-created magical glade. Satan
was trapped, powerless, and the coven'’s subsequent
spells stripped him and the Hells he ruled of their
power. Because the Devil was trapped, his demons
were bound in their Hells; the witches had time and
freedom in which to operate.

Of the powers stripped from Satan, some were
absorbed and utilized by the witches who trapped
him. Others flew forth, wandering at will, until they
were attracted by human souls of sufficient bright-
ness and power; they attached themselves to those
souls and so created new witches. This resulted in a
wave of powerful witches appearing around 1650 or
so. These witches all had similar powers of transfor-
mation, shapeshifting, and control of the elements.
They always knew when a witch nearby was using
powers. The witches could hide their activities from
ordinary mortals but not from one another. Gradu-
ally these witches learned enough about their pow-
ers that they were able to take over the world—and
surprisingly enough learned how to cooperate with
each other while doing so.

THE GRAND CONCLAVE

The witches soon formed an extended, and mostly
peaceful, family. They quickly found it was no use
trying to control one another; everyone had the
same powers, just in varying degrees of strength.
There was no need to conquer the nations of men
for resources and slave labor; magical power gave
them everything they needed: food, shelter, wealth,
success, comfort.

So, instead of battling each other, the witches
formed the Grand Conclave. Every person born with
magical powers was a member of the Conclave,
whether he wished to be or not. And everyone in
the Conclave had to live by the same rules, called the
Three Witch Rules. To break them was to invite death
at the hands of the Conclave.

Fortunately, the rules were few and reasonable
(at least in the opinion of the witches). The rules
included:
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= Never Allow Mortals to Learn That Magic Exists.
When mortals began to suspect its presence, the
witches used their powers to conceal it (by fiddling
with the memories of mortals when possible, by
eliminating troublemakers when necessary). Certain
few exceptions were made when witches married
mortals—an uncommon event.

= Do Not Attack Other Witches. Defending oneself
from attack was allowed, but commencing aggression
was illegal, except under special dueling circumstances
governed by the Conclave.

= Keep Things Nice. It was the responsibility of the
witches to keep their world a clean and healthy one—
accelerating learning that would benefit humanity,
retarding and eliminating learning that would dirty the
world or endanger the witches’ dominant position. For
these reasons, medicine, engineering, and solar power
are very advanced; but nuclear technology is unknown
(for power or military needs), electronics are efficient
but not miniaturized, fossil fuels are not burned, trash
is reprocessed.

Other than disobeying the Three Witch Rules,
the witches were able to do as they pleased: rule
nations, live as hermits, or whatever. They and their
descendants became free-living eccentrics, interact-
ing with the mortal world as much or little as they
desired. Over the centuries, they destroyed most
religions—specifically the faiths which had hunted
them so ruthlessly in centuries past. By the 20th
century, persons ascribing to specific religions were
considered lunatics. The witches allowed humans a
faith dealing with reincarnation (which they'd never
been able to refute) but destroyed other religions
wherever they found them. They also allowed mortal
men to go to war and do other stupid things, but
limited the effects of such decisions. They kept wars
from having devastating economic or social effects,
prevented recessions and depressions, and so on.

Today, in the late 1980s, Nice World is both very
similar to and very distinct from Strike Force’s Earth.
For example, the world population stands at two bil-
lion. In the U.S. and in other significantly multiethnic
nations, there’s no detectable difference in the stan-
dards of living of different ethnic types. The regions
which are trouble-spots in Strike Force’s Earth (such
as the Middle East and South America especially) are
mostly rigidly-controlled protectorates and colonies
of the major imperial powers—the U.S., England,
Japan, and the USSR especially.

Poverty is defined as no electricity or phones in
your farmhouse, not having a car, or fine clothes,
and so on. Everyone has a job and enough to eat.
Terrorism is unknown. The streets are clean. Doors
are left unlocked at night. Cars are electric, but big
like 1950s cars. There is no space program (Ken-
nedy’s speech on making a paradise on Earth before
seeking it elsewhere is a milestone in history). There
are no jet planes. Trains are fast, quiet, and popular.

The US is a capitalist democracy. This works fine.
The USSR is a communist dictatorship. This works
fine. Britain is an absolute monarchy (Parliament
having agreeably disbanded itself sometime in the
past). This works fine. In fact, most everything works
just fine....

Crime is mostly of the personal-dispute and theft
sort. Burglary, fraud, confidence schemes, assaults,
murders, and so on are uncommon. Drug traffick-
ing, rape, and serial killings are rare. Psychotics and
perverts tend to “commit suicide” (via the Conclave)
when their illness is known.

Through the influence of the sexual revolution of
the 1960s, sex is much more open, but“perversion”is
not tolerated. Oh, and there’s no longer such a thing
as a venereal disease. This is a world of sexy ingénues
and clean-cut boy singers.

But as nice as this world appears, its niceness
comes at a price. The Conclave ruthlessly suppresses
social elements, technology, and anything else it
doesn't like. The developers of “discredited” areas of
technology tend to be blown up by malfunctioning
experiments. The creators of boldly innovative new
sorts of fiction, art, and drama seldom have their
works purchased; when the works are purchased,
they are savaged in the critical press and by the buy-
ing public. Cultural revolutions and fads only find
popular acceptance if they are endorsed (or at least
tolerated) by the Grand Conclave. In other words, for
all its apparent advantages, it's a very bland, white-
bread sort of world. There is nothing here to stretch
the individual imagination or allow humanity to
achieve its potential greatness. It is a safe and cheer-
ful environment; it’s also a gilded cage from which
the Nice World human race might never emerge.



WITCH SOCIETY

The 20,000 witches of Nice World get along by
observing the Three Witch Rules, and by following
codes of behavior which have evolved over the last
300 years or so. For example, all witches mark their
property—homes, possessions, and favorite mor-
tals—with a Signature spell. This spell radiates a faint
essence of the witch who cast it. Any other witch in
the presence of the Signature can feel its presence
and will know who cast it.

Before a witch Kkills or seriously alters any mortal
or destroys any personal property in any but the
most life-threatening of circumstances, he’s sup-
posed to get physically close enough to the target
to see if there’s a Signature in place. If the target has
a signature on it, the witch must weigh the possible
anger of the Signature’s caster before destroying the
target. If the target has no Signature on it, there is no
discourtesy involved in destroying it.

CRIME AND PUNISHMENT

Witch crimes include violations of the Three Witch
Rules, plus anything which the Judiciary Board of
the Grand Conclave currently considers an offense.
For example, if a witch kills another witch’s favorite
mortal (not officially a witch crime), the second witch
might decide to take up a grievance before the Judi-
ciary Board. The Board, in its erratic wisdom, might
decide this was a crime, and assign punishment; or
it might decide it was merely an insult, and recom-
mend the two witches duel out their disagreement.

The Judiciary Board, when it decides a witch has
committed a crime, assigns one of six punishments,
escalating in severity:

= Apology and Reparation: this is the least of the
punishments. The offender is required to apologize to
the Board or the offended party and use his powers to
repair the damage as much as possible. If the offender
refuses to apologize, he’s instead given the Humility or
Mortal punishment, at the Conclave’s discretion.

= Humility: the Board punishes the offender by forever
taking away something dear to him—a favorite mortal,
a work of art, a personal success. This demonstrates to
the offender that the combined Conclave can always
punish him regardless of his personal power.

» Mortality: the Board Drains the offender’s powers
for a period of time—minimum one year, maximum
one hundred years. If the Board is actually fond of the
offender, a witch will secretly watch over the offender
to keep him from real harm.

= Genie: the offender is transformed into recalling a
bogus history—that he was a genie captured by King
Solomon. The Transformation also gives him the
Complication of Utter Slave of Finder. The witch is then
shrunk, stuffed into a bottle, and dropped somewhere
he’ll be found by an idiot. He bears a Signature spell
which warns other witches off from meddling with the
Transformation. The duration of the Transformation
(minimum ten years, maximum one thousand) is the
duration of the sentence.

m Death: The offender is killed.

» Kin-Death: The offender and all his descendants are
killed. This is seldom prescribed, especially when the
descendants are adults and powerful witches them-
selves—in those cases it’s very hard to enforce. Its
victims are usually parents of adolescent children.

An offender who is punished and later tries to
effect revenge on the Board will receive the next-
highest penalty when caught. Remember it's impos-
sible to lie to the Board, as Telepathy will always
reveal a culprit.

PREY-WORLD

Prey-World is an Earth with no superheroes
whatsoever. Roughly analogous to the “real” (i.e.
our) world, it does have few differences, such as the
Sino-American war of 1952-1958. It also had the
misfortune to be discovered by an assortment of
supervillains hailing from Earth-AU in 1995. Real-
izing the potential profit to be had in looting an
entire world, the villains divided up the planet into
territories and proceeded to wreak havoc. Having
no experience in dealing with the “Demon-Men” (as
all superhumans—good and bad—are called), Prey-
World almost fell into ruin, only to be saved by Strike
Force once they discovered what was going on.
Curiously, while there are no superhumans native to
Prey-World, super powers do work there, and some
supers settled on Prey-World once everything was
said and done. These supers then formed superhero
teams and continued to fight crime and protect the
defenseless, just as they did on Earth-AU.
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SCOFF’'S REALM

This pocket universe was created by the “demon”
Scoffas his home. It sits near where chaos-dominated
reality dissolves into true chaos, as Scoff loves places
which sit on the border of chaotic and lawful influ-
ences. Most of Scoff’s realm is made up of thin atmo-
sphere, arrayed in ever-changing clouds of various
colors and moved by the winds. The winds emanate
from the dimension’s sun, a bright yellow glow in the
sky that is not a true star. While thin, the atmosphere
is breathable, made up mostly of nitrogen and
oxygen, and of a pressure sufficient to sustain most
forms of life known to Terrans. Curiously, despite be-
ing at the center of this atmosphere, the sun does
not burn these gases (or its own, for that matter). The
sun orbits an Earth-sized world known as Momon,
which sits at the center of this small dimension.

Momon is inhabited by humans and exists at
about a 14th Century level of technology. Magic
works on this world and it is ruled by a mageocracy.
In the sky above Momon is Scoff’s estate: a mountain
severed from Momon'’s surface and made mobile. On
this mountain dwell Scoff, his servants, his consorts,
and his children (about 300 people all told). Scoff’s
mountain is riddled with caverns, many of which
have been shaped by magic or stone workers. At
the top of the mountain is a grove and a temple-like
building; this is actually a restful observatory from
which Scoff can watch the multicolored sky—includ-
ing the region called the Ribbon, a rent that leads
into proximate dimensions.

Due to Scoff’s nature as a creature of chaos, inhabit-
ants of his mountain home who come from another
plane of existence may find they can see no one else
but Scoff and any other inhabitants from the same
plane. Thus Scoff's home seems to be eerily and echo-
ingly empty. In addition, many of Scoff’s possessions
exist for some inhabitants and not for others.

There are seven levels to Scoff’s home. Starting
from the top of the mountain they are:

s The Observatory: Where Scoff and members of his
family can observe the sky in solitude.

s The Labyrinth: This magical network of tunnels is
designed to trap invaders. Scoff and his family can pass
through with ease.

m Scoff’s Quarters: This includes his immense
bedchamber. It also include the Reconstruction
Chamber where Scoff engages in one of his hobbies:
assembling living beings out of disintegrated compo-
nents. Whenever a mighty release of energies destroys
a large number of beings, residual traces of individ-
uals remain, and Scoff often collects these traces and

assembles them into living beings. Another part of his
quarters is the Crystal Chamber, where he sits and
broods or meditates, often for hours.

m Pride Quarters: Scoff’s family dwells here. This level also
contains the Contemplation Chamber and the library.

» Official Chambers: This level contains everything a
Demon Lord of Chaos might need, such as a Throne
Chamber, Antechamber, chambers for consultants and
warriors, and a civic plaza.

m Servant Quarters: Where Scoff’s various servants and
slaves reside.

m Stables: This level includes stables for an assortment
of beasts, a staging area for his warriors, and the
Grand Caverns.

THE WORLD OF
SAVOIR-FERRET

This is an alternate Earth created by an unknown
French magician in 1785. While the world of Savoir-
Ferret has evolved on its own since the death of the
sorcerer who created it, its development seems to
parallel that of the world of Strike Force. As you might
guess from the name, the world of Savoir-Ferret is
one where the inhabitants are sentient animals of all
sorts—and no humans.

Just about every member of the animal kingdom
(excluding arthropods) exists on this world as a
sentient race. These races wear clothes and use tools,
and behave much like modern human do, although
their animal natures often dictate some of their per-
sonality elements. Thus, cats are sophisticated and
hedonistic, dogs are very physical (sometimes ag-
gressive, sometimes cowardly, occasionally goofy),
rabbits are cute (and sometimes not very bright),
wolves are dangerous and sneaky, turtles are slow of
speech and movement, owls are wise, and so forth.
However, birds do not fly.

The inhabitants of this world usually stand around
four and a half feet in height; really big species (such
as rhinos and giraffes) tend to be much taller, up
to seven or eight feet tall. Aquatic sentient animals
have their own communities and usually do not
mingle with surface-worlders—with the exception
of dolphins.

The denizens of this world live together much as
humans do on Strike Force’s Earth. There tends to
be less racial discrimination than the “real” world,
even though representatives of all the species fre-
quently adhere strongly to their racial stereotypes.
Intermarriage between species happens, though



rarely—most animals are content to keep to their
own. Interspecies couples produce children only
when the two species are similar. A rhinoceros and
a snake will not have children together, while a cat
and a skunk could. The child will belong to one spe-
cies or the other; it will not be a blending of species
unless such a thing would be possible in the real
world (i.e., the child of a dog and a wolf might have
characteristics of both parents; the offspring of a bat
and a rat would be one or the other, but not both).
Interspecies couples could have children of both
species; fraternal twins could be different species.

Savoir-Ferret’s world resembles Strike Force’s in
many, many ways. It is broken up into nationalities
resembling those of Strike Force’s (pre-WWIII) Earth.
For instance, in America, politics are the same. Build-
ings are much the same. Animal-people drive cars to
work, watch TV, go out to restaurants, and so forth.
But there are differences as well. All denizens of this
world speak the same language (functionally Eng-
lish), but those from different lands speak it with dif-
ferent accents (thus a Spaniard speaks with a Spanish
accent, a German with a Germanic one, and so on).
Characters from the Strike Force (or another) Earth
will probably undergo a translation effect when they
visit, so that their primary languages are changed
into Animal-Worldese. Any and all person, place, and
industry names which are familiar to us (the readers)
are slightly changed, reflecting the animal nature
of this world. For example, New York becomes Gnu
York (and it was originally New Hamsterdam). The
USA is the United Species of America. England is still
England, but it is part of the United Wild Kingdom.
Canada is Canidae, and so on. However amusing
visitors may find these names, the inhabitants of this
world don't see them as parodies or puns.

There are superheroes (and villains) active in
the world of Savoir-Ferret. However, they're fairly
low-powered. Most top out at 8 Damage Classes
and 80 Active Points in their largest attack powers.
Their combined PD and ED will be around 16-20,
and few individuals have super powers like flight or
heat vision. For the most part, these superheroes are
costumed normals and swashbucklers fighting their
enemies with just-slightly-superanimal abilities.

Savoir-Ferret: The premier hero of his world, Savoir-
Ferret operates out of Gnu York, battling foes with his
sword, his wit, and his swashbuckling sense of style.
Hyperactive in combat, he enjoys mocking and taunting
foes (often getting them to defeat themselves), as well
as flirting with beautiful women. His girlfriend, Fauna
White, is less than pleased with that last part.

Eel de France: Savoir-Ferret’s sidekick is an elec-
tric eel who can use his powers to emit shocks and
recharge dead batteries. He is smitten with Savoir-
Ferret’s status as a hero (as well as Fauna White) and
does whatever his mentor tells him. At the same time
he’s very naive and has no tactical sense at all.

TASK (Teenaged Asian Sex Kittens): A trio of young
female cats with ninja training, the members of TASK
(Bijiko, Kuraiko, and Torako) are members of the pop-
rock band Furrtive Glances by day and crime-fighting
vigilantes by night.

The Skunk Rocker: This coldblooded killer enjoys
money, wealth, and power. He hates Savoir-Ferret and
the members of TASK.

Crow-Magnon: Formally a brilliant scientist, Crow-
Magnon made the mistake of testing an experimental
super-soldier formula on himself. While it gave him
immense strength, it also reduced his intelligence to a
fraction of what it once was.
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OTHER DIMENSIONS

Amid the notes for Strike Force, | found mention of
numerous other worlds Aaron had created:

s Alternate Earths: Farth-1984 (a dystopia), Earth-
Good Guys, Earth-Kor Hunter (A magical realm under
the control of an evil sorcerer.), Earth-Red Archer (A
magical realm under the control of an evil sorcerer.
Both this Earth and Earth-Kor Hunter closely parallel
each other.), Earth-Stalker (A very mundane world
where superheroes only exist in comic books and other
fiction.), Oz (As in Frank Baum’s the The Wonderful
Wizard of Oz. Ruled by Glinda the Good Witch, who
tolerates very little other magic in her realm.).

= Mythospheres: these planes contains people, civiliza-
tions, and other elements created through a cycle of
legends and folktales told by mortal men. They are high
in magic, may have very different physical laws, and
are strongly tied to their Farth of origin. Some Mytho-
spheres include Arthurian Myth (ak.a. “Avalon”),
Egyptian Myth, Greek Myth (a.k.a. “Olympus”), Hell,
Japanese Myth, Norse Myth (a.k.a. “Asgard”), and
Sumerian Myth.

= Minor Dimensions: these are usually the realms of
extra-dimensional beings and demons. They include:
Barsoom (a fictional version of Mars), Evadar the
Binder’s Plane, Gathelit the Dispatcher’s Plane, Mokor
the Collector’s home plane (see page 64 for more on
Mokor), and Salkariah’s Plane (mother of the Black
Enchantress).

ALTERNATE DIMENSIONS

Earth-AU is connected to numerous other worlds
and there’s no reason your campaign can’t be as
well. Many of Aaron’s worlds fit classic comic book
tropes, with the world of Savoir-Ferret being the
animal pun world, Earth-Kaiser the world where
World War Il never ended, Nice World being the
world run by magic, and so on. Other classic alter-
nate dimensions include “Backwards World,” where
all of the main campaign’s heroes are villains and
villains are heroes; “Horror World,” where super-
natural beings rule the world (either openly or not);
the world where the Axis won World War Il (or the
United States lost the Revolution or the Civil War); or
Fantasy World, where the Industrial Revolution never
happened, kings and knights control the law, and
dragons rule the skies.

In almost all cases the alternate dimensions serve
a useful purpose—usually they allow the GM to
present a specific situation or scenario that wouldn’t
work in the regular campaign.

STRIKERRORGE
HESTIMONIATL

It is truly a great honor to work on this
book. You see, much of my own career can
be traced back to the original Strike Force.
My appreciation of game design and the art
of gamemastering was built on a foundation
that includes that 1988 sourcebook penned by
Aaron Allston. When I read about Strike Force,
I was learning what it takes to be a truly
memorable storyteller.

Ever since, I’ve considered myself an Aaron
Allston fan. I've read almost everything he
wrote. I attended seminars where he spoke
about writing. I got his autograph on many of
gaming books. I aspired to be like him.

Every one of Aaron’s novels showed me new
ways to excite the imagination. I spoke with
Aaron infrequently at gaming conventions, and
he never failed to be polite, friendly, and make
time to give a young aspiring writer/game
designer a few moments to chat. It wasn’t until
2014 that I got to spend some time actually
getting to know him more as a person. What I
found that he was not just a nice guy—he was
an inspiration.

2014 was the first year for Austin’s own
gaming convention, Chupacabracon. Aaron
and I were both gaming guests for that year’s
con, and we ended spending a lot of time
together in the green room, chatting. We must
have talked for hours on various subjects--in
fact, we discussed Aaron’s plans to update
Strike Force! We were both panelists (with
Ernie Cline) for a panel on worldbuilding. On
top of all, that Aaron ran a special session of
a game he was developing for myself and one
other attendee.

I later learned that I was one of the last
players to ever be in a game Aaron Allston ran.
That’s a sobering thought, especially for a man
of his prodigious talent. When the opportunity
arose to become involved with this new edition
of Strike Force, I knew I couldn’t turn it down. I
wanted to continue Aaron’s work and contribute
to the man’s legacy.

Aaron Allston was an excellent author, a
talented game designer, and a trusted friend.
He will never be forgotten, and I hope Strike
Force continues to be a springboard for other
game designers and game masters of a new
generation.

—Ross Watson
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In this section, we'll look at the major heroes from
the Strike Force and Shadow Warriors teams. The
heroes of Strike Force come first, then those of the
Shadow Warriors. The last section details notable
independent heroes as well as any disbanded super
teams (such as the teen heroes of Avant Guard).

PRESENTATION NOTES:

1) All characters are built on a 400-point base.

2) Due to the incompleteness of Aaron’s files, not all characters
have a complete background.

3) At some point many of the players in the Strike Force
campaign rebuilt their characters at their starting power levels
using HERO System 5th Edition rules. Using these builds | have
presented “then” and “now” versions of certain characters.

4) Characters with character sheets are listed by total number
of session appearances, not alphabetically.

STRIKE FORCE

Strike Force was formed in late 1981, after the
events of the first play session (which occurred in-
universe on August 21, 1981). In late spring of 1982,
the team split due to ideological differences, becom-
ing Strike Force and the Shadow Warriors. Strike Force
then split several more times, forming Strike Force
DCin 1990, Strike Force New York in 1993, and Strike
Force Hawaii in 1995. As for the Shadow Warriors,
they remained rather consistent until 1995, when
Lorelei stepped down as field leader of the Shadow
Warriors and helped create the Shadow Knights, a
more covert version of the Shadow Warriors.

STRIKE FORCE ORBITAL

As the name implies, Strike Force Orbital is based
out of an space station in Earth orbit. It is also the main
Strike Force team, mostly consisting of characters who
have been part of the campaign the longest.
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Martial Arts: Boxing

Maneuver OCvV DCV Notes

Block +2 +2 Block, Abort

Clinch -1 -1 Grab Two Limbs, 55 STR for holding on
Hook -2 +1 13d6 Strike

Jab +2 +1 9d6 Strike

Invulnerable: Resistant (+%2) for 20 PD/20 ED
Strong Legs: Leaping +14m (18m forward, 9m upward)
Invulnerable: Life Support: Total (including Longevity: Immortality)

Talents
Striking Appearance +2/+2d6

Skills

Combat Driving 13-

Language: Welsh (completely fluent)
PS: Composer 12-

PS: Musician 11-

PS: Photographer 12-

Total Powers & Skill Cost: 146
Total Cost: 359

" LIGHTRUNE (START OF THE CAMPAIGN) 1
Val Char Cost Roll Notes
45 STR 35 18- Lift 12.8 tons; 9d6 HTH Damage [4]
20 DEX 20 13-
23 CON 13 14-
18 INT 8 13- PER Roll 13-
13 EGO 3 12-
15 PRE 5 12- PRE Attack: 3dé6
7 ocv 20
7 DCV 20
4 OMCV 3
4 DMCV 3
4 SPD 20 Phases: 3, 6, 9, 12
20 PD 18 Total: 20 PD (20 rPD)
20 ED 18 Total: 20 ED (20 rED)
14 REC 10
46 END 6
10 BODY O
45 STUN 13 Total Characteristic Cost: 214
Movement: Running: 12m
Flight: 30m
Leaping: 18m
Swimming: 4m
Teleportation: 30m
Cost  Powers END
30 Mystic Light: Multipower, 30-point reserve
2f 1) Blade Of Light: HKA 1d6+1 (3 ¥2d6 w/STR), Armor Piercing (+%) 2
3f 2) Muystic Flight: Flight 30m 3
3f 3) Form Of Light: Teleportation 30m 3
3f 4) Mystic Healing: Healing Simplified Healing 3d6 3
1f 5) Mystic Senses: Radar (Radio Group)
1f 6) Mystic Senses: Increased Arc Of Perception (360 Degrees) with Radio Group




LIGHTRUNE

Background/History: Ken Robertson was the
only child of Pulitzer Prize-winning New York news-
paperman Al (Alistair) Robertson and his wife Gail
Loomis Robertson. He grew up in New Rochelle, New
York, in a real “go-getter” household. Al was a former
Olympian, having competed in pistol in 1960, 1964,
and 1968. Gail was a homemaker who referred to
herself as a “domestic guerrilla”— she was also a Girl
Scout leader, community organizer, war protester,
feminist letter-writer, and guest editorialist. Raised in
that environment, Ken was encouraged to develop
each of his skills and aptitudes, to pursue each of his
opportunities He inherited athletic impulses from
his father and artistic leanings from his mother’s
family. In high school and college, he boxed and
studied photography and music (particularly piano
and composition).

InJuly of 1981, when he was 22, Ken's father financed
a backpacking tour of Wales as a college graduation
gift; Ken's mother’s family was originally from Wales.
Ken was accompanied by his cousin Brian Loomis,
orphaned son of his mother’s sister. Brian and Ken had
known one another all through childhood and had
attended college together, and Brian, a cheerful star
football player, got along very well with Ken. However,
the backpacking tour was to spell disaster for them.
Because they traveled on foot, without leaving an
itinerary anyone could follow, and often traveled
along ill-used roads, they attracted the attention of a
malevolent magical society.

LIGHTRUNE (START OF THE CAMPRIGN-CONTINUED)

400 Matching Complications (75)
10 DNPC: Carol Graves Frequently (Normal; Useful Noncombat Position or Skills)

10 Distinctive Features: Sti/le (Boxing)
(Not Concealable; Noticed and Recognizable; Detectable By Large Group)

15 Hunted: Assorted Undead (Infrequently, As Pow; NCI; Harshly Punish)

10 Hunted: Blowtorch (Infrequently, As Pow; Harshly Punish)

10 Physical Complication: Spontaneously Glows in Times of Stress

(Infrequently; Slightly Impairing)

20 Psychological Complication: Code Versus Killing (Very Common; Strong)

15 Psychological Complication: Doesn’t Understand High Technology
(Common; Strong)

15 Psychological Complication: Hatred Of Evil Magic (Common; Strong)

20 Psychological Complication: Likes To Fight (Very Common; Strong)

15 Social Complication: Secret ID ( Kenneth Robertson) (Frequently, Major)

10 Vulnerability: 2 x STUN Darkness-Based Attacks (Uncommon)

30 Vulnerability: 2 x STUN Electrical-Based Attacks (Very Common)

Total Complications Points: 75
Experience Points: 0
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" LIGHTRUNE (END OF THE CAMPAIGN) B>
Val Char Cost Roll Notes
55 STR 45 20- Lift 51.2 tons; 11d6é HTH Damage [5]
23 DEX 26 14-
23 CON 13 14-
18 INT 8 13- PER Roll 13-/18-
14 EGO 4 12-
20 PRE 10 13- PRE Attack: 4d6
8 OoCcv 25
8 DCV 25
5 OMCV 6
5 DMCV 6
5 SPD 30 Phases: 3, 5, 8, 10, 12
28 PD 26 Total: 28 PD (28 rPD)
24 ED 22 Total: 24 ED (24 rED)
16 REC 12
46 END 6
12 BODY 2
52 STUN 16 Total Characteristic Cost: 282
Movement: Running: 12m
Flight: 40m
Leaping: 22m
Swimming: 4m
Teleportation: 30m
Cost  Powers END
90 Mystic Light: Multipower, 90-point reserve
4f 1) Blade Of Light: HKA 2d6 (4 2d6 w/STR), Armor Piercing (+%) 4
4f 2) Muystic Flight: Flight 40m, x4 Noncombat 4
3f 3) Form Of Light: Teleportation 30m 3
6f 4) Mystic Healing: Healing Simplified Healing 6d6 6
1f 5) Mystic Senses: Radar (Radio Group)
1f 6) Mystic Senses: +5 PER with Radio Group
1f 7) Mystic Senses: Increased Arc Of Perception (360 Degrees) with Radio Group
Cost Powers END
75 Magic Powers: Variable Power Pool (Magic Pool), 60 Pool + 30 Control Cost, Limited Special Effects
(Extradimentional Movement, Growth, Healing, Light, Magical Analysis/Dispel, and Transformati-
on Powers; +0)
Martial Arts: Boxing
Maneuver OCV DCV  Notes
4 Block +2 +2 Block, Abort
3 Clinch -1 -1 Grab Two Limbs, 65 STR for holding on
5 Hook -2 +1 15d6 Strike
3 Jab +2 +1 11d6 Strike
7 Invulnerable: Hardened (+%) for 28 PD
26 Invulnerable: Resistant (+%2) for 28 PD/24 ED
9 Strong Legs: Leaping +18m (22m forward, 11m upward) 1
40 Invulnerable: Life Support: Total (including Longevity: Immortality)
32 Regeneration (2 BODY per Turn)
19 Shape Shift (Sight Group, limited group of shapes (humanoids)), Reduced Endurance (0 END; +12)
4 Instant Change: Cosmetic Transform 1dé6 (clothing being worn into superhero costume, heals back
another application of this power), Improved Results Group (any clothing; +'4), Trigger (changing
clothing is a Zero Phase Action, Trigger automatically and immediately resets; +%); Limited Target
(the clothes currently worn by the character; -1%) 1
- _/




Perks
5 Money: Well Off

Talents
6 Striking Appearance +2/+2d6

Skills

+2 with HTH Combat
Combat Driving 14-

KS: Magic 12-

KS: Undead 13-
Language: Welsh (completely fluent)
Power: Magic Skill 18-
PS: Composer 12-

PS: Gem Fabricator 13-
PS: Gemologist 12-

PS: Musician 11-

PS: Photographer 15-

o
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Total Powers & Skill Cost: 409
Total Cost: 690

400 Matching Complications (75)

Large Group)

Total Complications Points: 75
Experience Points: 290

\

LIGHTRUNE (END OF THE CAMPRIGN-CONTINUED)

3 Turn Glass Into Gems: Major Transform 2dé (transform glass into gems, healed back by another
application of this power); Limited Target (glass; -%2)

10 Distinctive Features: Style (Boxing) (Not Concealable; Noticed and Recognizable; Detectable By

15 Hunted: Assorted Undead (Infrequently, As Pow; NCI; Harshly Punish)

20 Hunted: Cult of the Beast (Infrequently, Mo Pow; NCI; Harshly Punish)

20 Psychological Complication: Code Versus Killing (Very Common; Strong)

5 Psychological Complication: Hatred Of Evil Magic (Uncommon; Moderate)
20 Psychological Complication: Likes To Fight (Very Common; Strong)

20 Psychological Complication: Loves WillowWitch (Very Common; Strong)
15 Social Complication: Secret ID ( Kenneth Robertson) (Frequently, Major)
5 Vulnerability: 1 %2 x STUN Darkness-Based Attacks (Uncommon)

15 Vulnerability: 1 %2 x STUN Electrical-Based Attacks (Very Common)

S

The organization called the Cult of the Beast was
not intrinsically evil (see page 43); it was merely
mercenary and self-serving. But some of its semi-
autonomous branches (or “cells”) were definitely evil,
and one of them was the necromantic research cell,
headed by BBC comedian Dennis Stewart. Stewart
had redeveloped an ancient spell that animated
the dead using the life-force of minor demonic be-
ings from another plane. This resulted in a sort of
imperishable super-zombie and he thought the two
backpacking Americans would be perfect subjects.
Thus, he had them kidnapped.

At the outdoor ritual where they were to be sacri-
ficed, Stewart was in the process of casting the spell
that would painlessly deprive Ken and Brian of their
lives when the scene was discovered by a superhero
sorcerer named Chance. Chance, who bore the title
of Watchlord (see page 52), was charged with the
duty of limiting dimensional intrusions into the
Earth, and Stewart’s demon-summoning spell had
alerted him to this ceremony.

Before Chance could stop him, Stewart was able to
cast his life-robbing spell. Ken and Brian collapsed,
dead. Chance used spells of his own to try to revive
them or at least preserve them, and then he and
Stewart (and Stewart’s aides) fought a spectacular
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wizard’s duel. Because they were in the center of
the action, the bodies of Ken and Brian were hit by
“spillover fire” from the spells of both wizards.

In the end, a big chunk of Welsh countryside was
torn up. Dennis Stewart was dead. Ken Robertson
revived spontaneously but found nothing but a
scorched crater where Brian’s body had been—it had
been destroyed by battle damage. Chance helped
Ken with the authorities’ inquiries and arranged for
the disposition—and unlawful cremation—of Den-
nis Stewart’s body. And that was that.

Except.. once back in the States, Ken began
noticing odd things happening. He would some-
times spontaneously glow. A sharp knife dropped
point-first onto his bare foot didn't penetrate it. He
contacted Chance, who was based out of New York
City, and the sorcerous hero determined that Ken
was undergoing a transformation. His epidermis
was now energy rather than physical matter, a force
field that was identical in appearance to skin. He
could choose not to breathe. He could project light.
He could, with a little practice, even lift off from the
ground and fly.

Go-getter Ken needed little encouragement to
train in his new powers or to seek out the competitive
world of superheroes. A lifelong admirer of supers,
he created his own costume. He chose a name based
on a vision he'd had as he lay dying, just a glowing,
light-based symbol; he put the symbol on the breast
and right glove of his costume and called himself
Lightrune. He began flying out over the streets of New
York, seeking evildoers to pound. One of his first vic-
tims was a mercenary supervillain named Blowtorch,
whom Lightrune caught in the midst of an armored
car robbery. Lightrune defeated Blowtorch, earning
that villain’s enmity for several years.

ShadowWalker (see page 157) witnessed the end
of the first Lightrune/Blowtorch fight. Months later,
when investigating something he suspected might
require more raw power than he possessed, Shad-
owWalker asked Lightrune to step in and offer some
muscle. This investigation resulted in the formation
of Strike Force.

Lightrune (often just called Rune) quickly became
the team’s brick, or super-strongman. In the early
days, he was often responsible for the team’s trans-
portation as well, grabbing up as many people as he
could carry or who could hang onto him and flying
the whole group wherever they needed to be. (At
one point, he built a metal framework with seats,
seat belts, and handles; team members would sit

in the frame and he would carry it. This unpopular
device was called the Rune Buggy and lasted only
until the team acquired Nightwing.)

As his transformation continued, he became
stronger and tougher, eventually losing altogether
the need to breathe. He also contributed to the
expansion of Strike Force’s roster by bringing in new
supers such as Ichi-ban and Nightmist.

During all this time, he began making his living
as a photographer, sometimes playing musical gigs
on the side. He met someone who shared two of
his interests: United Nations Security Force (UNSec)
agent Carol Graves, who was part of an elite anti-
supervillain response team and also a photographer
herself. The two soon became romantically involved.

In 1982, Strike Force encountered a school of
super-sorcerors, the Circle, which was engaged in
an investigation of vampires infiltrating New York'’s
police department. The teams, cooperating, solved
the problem and eliminated the vampire plot. Light-
rune also met WillowWitch, a beautiful sorceress
with whom he shared some points in common: she
was of Welsh extraction and had had difficulties with
the Cult of the Beast (her own father and mother
had individually been cell leaders). But he didn't
risk his relationship with Carol by pursuing Willow-
Witch; he kept her at arm’s length. Soon, however,
Ichi-ban joined the Circle for more magical training,
and Lightrune, feeling he needed some as well, also
joined... so he was keeping WillowWitch at arm’s
length on an almost daily, rather than irregular, basis.

In early 1983, when Phosphene disappeared, Light-
rune was elected the third leader of Strike Force. On the
advice of efficiency analyst Aubrey Langhorn, he hired
agents for the Strike Force Main Mission Team, a corps
of trained specialists who could handle crowd control
and some anti-super actions; Carol Graves quit UNSec
and joined the MMT. He reorganized things and made
Strike Force a more effective operation, but never en-
joyed managerial duties; late in the year, he handed the
leadership position off to teammate Kinestra.

Ken’s work as a musician never attracted much
notice, but he achieved considerable success as a
commercial photographer. His perceptions of light
and color, slightly alien by human standards, and his
unusual compositions made him much sought-after,
especially in the fashion world. He also picked up a
reputation as a prima donna, caused by the fact that
he would occasionally grow exasperated with the
way a shoot was progressing, hand off his camera to
an assistant, and leave for several hours or even days.



(This was, of course, an inevitable consequence of
having to respond to emergency Strike Force sum-
monses.) But that reputation simply added to his
luster as a New York “personality.”

It gradually became evident that Ken was becom-
ing less and less human, in a physical sense. He never
lost his emotional and cultural connection with
humans, but he stopped aging, and magical analysis
confirmed that he could never sire children in a
normal fashion. These factors weighed heavily on
the mind of the fully human Carol Graves. The two of
them gradually drifted apart, and by early 1985 they
called it quits as a couple. They remained friends
afterwards. Lightrune soon after began asking Wil-
lowWitch out on dates, and they quickly became a
romantic item.

Lightrune was not as badly harmed by World War llI
as many people. His parents survived. His apartment,
on Manhattan’s Upper East Side, was destroyed, as
was WillowWitch’s Greenwich Village apartment;
they lived at their respective team base headquarters
for some time, then moved in together in a home in
the Hamptons (an enclave of the wealthy on upper
Long Island), which they continue to occupy today.

In the years since the war, Lightrune has worked
hard to maintain his connection with his friends,
though he and his lady, unaging sorcerers, are prob-
ably destined someday to depart the known world of
humans and travel the more esoteric magical realms.

In 1995, Lightrune and Strike Force Orbital clashed
with a monstrous supervillain named Mayhem and
a necromancer named Grave-Robber, the current
leader of the Cult of the Beast’s necromantic research
cell. To his shock, Lightrune discovered that Grave-
Robber was his cousin Brian Loomis. Like Lightrune,
Grave-Robber had revived from the spell that had cost
his life. Like Lightrune, he was a living/unliving being
with great powers. Unlike Lightrune, he had lost most
of his humanity. Lightrune now prepares for further
clashes with his cousin and onetime friend.

Personality/Motivation: Lightrune is best de-
scribed as light-hearted and mercurial. Though he
does take things seriously, he doesn't generally let
others see this. In addition, he is sometimes eerily
distant and introspective. This is less a consequence
of his transformation than of his artistic inclinations;
he easily becomes absorbed in the composition of
something he sees. As Ken Robertson, he demon-
strates more ego than he actually feels, simply to
keep up the impression that he is a talented prima
donna in the photographic field.

Lightrune has a respect for and love of life that
makes him tremendously opposed to killing. How-
ever, this attitude does not serve to protect the
undead he faces. If he is certain that an opponent
is both irredeemable and already dead, he will not
hesitate to use his most lethal attacks. On top of
this, he loves to fight, and this sometimes proves
a problem, as he would rather throw himself into
a good scrap than do strategic planning; he is also
very reluctant to give up a good fight, even when the
team desperately needs to retire the field.

Overall, Rune is a good-hearted man who makes
friends easily. Among the closest of them are Phos-
phene, Lorelei, and Luster. WillowWitch is the love
of his life. He has researched spells that will allow
the two of them to conceive children together, but
neither of them is ready for this step yet.

Quote: “Line up, you guys, | only have two fists.”

Powers/Tactics: Lightrune, though he does not
care to admit it to others or himself, is the only
known example of a very distinctive type of undead.
He did die when sacrificed in 1981, and was resur-
rected as something that was not human. Over the
years, his physical body was replaced by a body of
energy structured in exactly the same form his physi-
cal body had taken.

The changes gave him tremendous strength and a
gradually-increasing resistance to damage. Though
he breathed and ate in the months after his transfor-
mation, he gradually ceased needing to do so (though
he still must breathe to talk). His body developed the
ability to repair damage quickly. His inherent light-
based magic allows him to stimulate living things to
heal. He can glow, either to illuminate his surround-
ings or to send out radar-type emissions and “see” his
surroundings. He can teleport—instantly converting
himself to pure energy and reassembling himself into
a physical body not far away—but cannot teleport
other people. He can fly, which involves his personal
“glow” superheating a centimeter or so from certain
points on his body (usually his heels, knees, and
shoulder blades, giving him a sufficient number of
control and thrust surfaces), burning atmosphere and
causing propulsion in very small, localized regions. He
can also project concentrated light in the form of a
blade. He is no swordsman, and tends to use this very
destructive power for shearing through obstacles
or confronting very dangerous enemies who have
proved immune to all other attacks. His laser sword
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is eerily silent except when it strikes something; then,
the objects struck make whatever noise is appropri-
ate to something suddenly superheated to several
hundred degrees.

When studying with the Circle and subsequently
on his own, he has learned more pure forms of
sorcery. These are flavored by the Japanese-magic
rituals common to the Circle’s studies and the Welsh-
magic rituals he has studied on his own, so his spells
tend to have a distinctive flavor—persons with
knowledge of earthly sorcerers can usually recognize
his magical efforts.

In addition to being the team’s first high-strength
fighter, Lightrune quickly learned to serve an es-
sential role in Strike Force combats: he became the
spongeforthe enemy’s high-powered attacks. Rather
than just dive into combats, he would initially hang
back to see what the most powerful (or, in the case
of opponents of unknown abilities, most powerful-
looking) enemy would do, and would often try to
dive in the path of damage that might otherwise hit
his teammates. It is for this reason that news archival
photos and footage often shows him being blasted
through walls, hammered into the earth, engulfed in
fire, or otherwise abused. (Usually, the same footage,
a few frames later, shows him getting up, ready to
reenter the fray.)

In combat, he uses his great strength and box-
ing skills to good effect, but he doesn't fight like a
bruiser. He is especially fond of performing Half-
Move teleports and assaulting an enemy from an
unexpected direction, or using his teleport skill to
flick from enemy to enemy, causing consternation in
the enemy ranks.

Rune has another critical role in the team: healer.
His magical powers of healing have saved lives
among innocents and his teammates on numerous
occasions, starting back in 1981, when an attack by
Shiva on the mind-controlled La Panthere nearly
cost her life.

Since the arrival of Man Mountain Thunder and
Copperhead in Strike Force, Lightrune has had to
worry less about being the sole “team brick” He
works well with the other team strongmen.

Campaign Use: Lightrune can be consulted by
PCs needing information on various types of undead,
the Cult of the Beast, assorted magical rituals, or an
introduction to the Circle. They could also meet him
in his secret identity, that of Ken Robertson, photog-
rapher (especially if any PCs have secret identities as
fashion models and the like).

If you wish to use Lightrune as a villain, then as-
sume this version had less strength of character
than Lightrune the hero; his transformation did
leech much of his humanity away. This Lightrune
enjoys fighting and showing off, but believes that
only supers matter—normals don't count, so such
matters as endangerment of innocents don't factor
into his thinking. He looks identical to the Strike
Force Lightrune except that his costume is a darker,
bloodier red.

Appearance: Ken is a tall, broad-chested man in
extraordinary physical condition. (He kept up an
intensive exercise regimen all through his mortal
life and through the years of his transformation,
and his “normal” body is now locked into a very buff
configuration.) He has very blond hair cut short, and
deep blue eyes. His features are both handsome and
accessible.

His Lightrune costume starts with a glaring red
long-sleeved tunic that falls to mid-thigh. He wears
boots and a broad mask in an identical red. His leg-
gings, broad belt, and forearm-length gloves are
white, and his eyes are hidden by semi-transparent
white panels on the underside of the mask. On the
right side of his chest is a symbol, the one that he
saw as he lay dying on that field in Wales: three lines
radiating from a central point, superimposed over a
white ring. The same symbol, but substituting a red
circle for the white ring, is on the back of his left glove.



PHOSPHENE

Background/History: Phosphene is a member
of the Blood, a race of mutants which originated on
Earth thousands of years ago, but which have long
lived in another dimension and all but forgotten
about Earth. Phosphene’s family came to Earth in
1927; Phosphenes’s father, a charismatic sociopath
with a tendency to use his flame powers on entire
towns, settled briefly in New York City, fathered
Phosphene with a love-smitten cashier, and then
moved on.

Phosphene, born Richard McLean, grew to man-
hood in New York City, not knowing about his special
heritage. He supported himself and his ailing mother
through a variety of criminal activities. His Blood
ancestry gave him remarkable strength and speed,
boons to his criminal occupation. His mother died
when he was 20, and by that time he was a body-
guard for one of the city’s criminal syndicate leaders.

At a test of the syndicate’s new particle-beam
weapon, Richard was injured whenthe weapon broke
free of its housing and sprayed the area, setting the
facility afire. Richard awoke in the hospital in police
custody. To avoid prosecution for his many crimes,
he agreed to turn state’s evidence. The strong-arm
syndicate boys caught him, and eliminated him by
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PHOSPHENE (START OF THE CAMPRIGN)

Val Char Cost Roll Notes

20 STR 10 13- Lift 400 kg; 4d6 HTH Damage [2]
20 DEX 20 13-

23 CON 13 14-

15 INT 5 12- PER Roll 14-
10 EGO O 11-
15 PRE 5 12- PRE Attack: 3d6
7 ocv 20
7 DCV 20
3 OMCV 0
3 DMCV 0
6 SPD 40 Phases: 2, 4, 6, 8, 10, 12
12 PD 10 Total: 12 PD (12 rPD)
12 ED 10 Total: 12 ED (12 rED)
10 REC 6
48 END 6
10 BODY O
32 STUN 6 Total Characteristic Cost: 171
Movement: Running: 12m
Flight: 32m
Leaping: 8m
Swimming: 4m

Teleportation: 30m
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PHOSPHENE (START OF THE CAMPRIGN-CONTINUED)

Powers END
Blood Powers: Multipower, 70-point reserve
1) Blood Levitation: Flight 32m; Gliding (-1)
2) Blood Teleportation: Teleportation 30m, x2 Increased Mass 3
%) f“N-Rgzy” Vision: Penetrative with Sight Group (blocked by shielding defined as Mental

efense
4) Instant Change: Cosmetic Transform 1dé6 (clothing being worn into superhero costume, heals
back another application of this power), Trigger (changing clothing is a Zero Phase Action, Trigger
automatically and immediately resets; +3); Limited Target (the clothes currently worn by the
character; -12)) 1

Martial Arts: Aikido and Karate

Maneuver OCYV DCV Notes

Block +2 +2 Block, Abort

Dodge -- +5 Dodge, Affects All Attacks, Abort
Punch/Snap Kick +0 +2 6d6 Strike

Side/Spin Kick -2 +1 8d6 Strike

Throw +0 +1 4d6 +v/10, Target Falls

Armored Costume: Resistant (+%2) for 12 PD/12 ED; OIF (-%2)
Strong Legs: Leaping +4m (8m forward, 4m upward) 1
Sharp Senses: +2 PER with all Sense Groups

Acrobatics 13-

CK: New York City 8-
Deduction 12-

PS: Writer 12-
Security Systems 12-
Sleight Of Hand 13-
Stealth 13-
Streetwise 12-

Total Powers & Skill Cost: 140
Total Cost: 310

400
30
15
25
20
5
10
15
5
15
5
30

Matching Complications (75)

Enraged: Berserk Death Of Innocents (Uncommon), go 14-, recover 11-
Hunted: The Affrighter (Frequently, As Pow; Harshly Punish)

Hunted: The Reapers (Frequently, Mo Pow; NCI; Harshly Punish)
Psychological Complication: Code Versus Killing (Common; Total)
Psychological Complication: Fear of Losing Fights (Uncommon; Moderate)
Psychological Complication: Loves To Embarrass His Enemies (Common; Moderate)
Psychological Complication: Overconfidence (Common; Strong)
Psychological Complication: Suspicious Of Women (Uncommon; Moderate)
Social Complication: Secret ID (Matt Quarry) Frequently, Major

Unluck: 1dé

Vulnerability: 2 x STUN from Energy Killing Attacks (Very Common)

Total Complications Points: 75
Experience Points: 0




hurling him from a window—or so they thought. But
the beam had awakened Richard'’s latent Blood pow-
ers, and he glided to safety, surprised but unhurt.

Soon after, he used his knowledge of criminal tech-
nigues to change his identity. He became Matt Quarry,
mystery writer, and also took the identity of Phosphene,
chief superhero enemy of his former employers.

In August of 1981, Phosphene’s aid was solicited by
ShadowWalker, and he joined what was to become
the core of Strike Force. He eventually discovered
that his syndicate enemies were actually part of Car-
ousel, and later that Carousel was part of the Reapers
syndicate; this lead him to become a fierce enemy of
the Reapers while they existed. In the course of his
career, he met and fell in love with La Panthere; he
became leader of Strike Force when ShadowWalker
left the team; he met most of his Blood relatives on
Earth, good and evil; he was brainwashed by Azor
(ruler of the world of the Blood) into becoming the
villain Phantasm but was cured by his Blood rela-
tives; and he eventually married La Panthere.

Personality/Motivation: Phosphene (“Phos-Boss”)
is an uneasy blend of responsible leadership and
chaotic impulses. He is good at leading Strike Force but
often wishes for a less responsible role, and bears the
irrational conviction that he can outthink any villain.
He is dedicated to the preservation of all human life
(including villains). Misogynistic from his early days

with the mob, he has learned to trust and care for some
women—but only those who have earned his respect.
His best friends are La Panthere and Lightrune. He is
on good terms with all his Blood relatives except Af-
frighter, whom he has fought on numerous occasions.
He despises Shiva for his attack on La Panthere.

Powers/Tactics: Phosphene’s powers centeraround
his Blood powers and are augmented by a variety of
skills, most of which were learned during his criminal
career. Since becoming Phosphene, he has added a
variety of gadgets—an armored costume, subvocal-
activated mask radio, a psi-shield in his mask, and a
small gadget pool for various applications.

His powers make him versatile but not particularly
powerful. In combat, Phosphene tends to hang back,
directing his teammates’actions, using his teleporta-
tion to rescue innocents and allies and to baffle his
opponents; he seldom engages an enemy with his
martial arts abilities.

His Teleportation Merger consists of teleporting next
to a target so that his fingertips are actually within the
target; his Instant Change consists of teleporting out
of his clothes while keeping his costume on.

7

Val Char Cost Roll
20 STR 10 13-
26 DEX 32 14-
23 CON 13 14-

Notes

20 PD 18
20 ED 18
10 REC 6

PHOSPHENE (END OF THE CAMPRIGN)

Lift 400 kg; 4d6 HTH Damage [2]

15 INT 5 12- PER Roll 14-

13 EGO 3 12-

18 PRE 8 13- PRE Attack: 3 2d6

7 ocv 20

7 DCV 20

4 OMCV 3

4 DMCV 3

8 SPD 60 Phases: 2, 3,5, 6, 8,9, 11, 12

Total: 20 PD (20 rPD)
Total: 20 ED (20 rED)

54 END 7
10 BODY 0
32 STUN 6 Total Characteristic Cost: 232
Movement: Running: 12m
Flight: 32m
Leaping: 8m
Swimming: 4m
Teleportation: 30m
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Cost  Powers END

100 Blood Psychic Powers: Multipower, 100-point reserve

5v 1) Teleportation Merger: HKA 2d6 (3d6 w/STR), Armor Piercing (+%); Must Have Teleported Next
To Target That Phase (-%2) 4

2f 2) Blood Levitation: Flight 32m; Gliding (-1)

13v 3) Blood Teleportation: Teleportation 30m, x16 Noncombat, x8 Increased Mass plus
Teleportation: Floating Fixed Location (1 Locations) 6

11v 4) Teleport Between Worlds: Extra-Dimensional Movement (Any Dimension, Any Location corres-
ponding to current physical location), x8 Increased Weight

1f 5) “N-Ray” Vision: Penetrative with Sight Group (blocked by shielding defined as Mental Defense)

1f 6) Instant Change: Cosmetic Transform 1d6 (clothing being worn into superhero costume, heals
back another application of this power), Trigger (changing clothing is a Zero Phase Action, Trigger
automatically and immediately resets; +3); Limited Target (the clothes currently worn by the
character; -12)) 1
Martial Arts: Aikido and Karate
Maneuver OCV DCV  Notes

4 Block +2 +2 Block, Abort

4 Dodge -- +5 Dodge, Affects All Attacks, Abort

3 Hold -1 -1 Grab Two Limbs, 35 STR for holding on

4 Knifehand -2 +0 HKA 2d6 +1

4 Punch/Snap Kick +0 +2 7d6 Strike

5 Redirect +1 +3 Block, Abort

5 Side/Spin Kick -2 +1 9d6 Strike

5 Strike +1 +3 5d6 Strike

5 Strike +1 +3 5d6 Strike

3 Throw +0 +1 5d6 +v/10, Target Falls

4 +1 HTH Damage Classes (already added in)

Costume; all slots OIF (-2), No REC While Using Costume-Based Power (-72)

10 1) Armored Costume: Resistant for 20 PD/20 ED; Common Limitations described above (-1)

1 2) LS ((Szin;e in High Pressure; Safe in Low Pressure/Vacuum); Common Limitations described
above (-

1 3) LS (Safe in High Radiation); Common Limitations described above (-1)

Mask; all slots IIF (-%)

10 1) Radio: HRRP (Radio Group); IIF (-%4)

3 2) LS (Safe in Intense Cold; Safe in Intense Heat); IIF (-%4)

10 3) Psionic Shielding: Mental Defense (13 points total); IIF (-%4)

19 Equipment Pool: Variable Power Pool, 15 Pool + 15 Control Cost, Can Only Be Changed In A
Laboratory (-%2); Focus (all powers bought through VPP must have at least - worth of this
Limitation; -%) l:

2 Strong Legs: Leaping +4m (8m forward, 4m upward) 1

6 Sharp Senses: +2 PER with all Sense Groups

3 Sharp Senses: +3 PER with with N-Ray Vision
Skills

10 +2 with Martial Arts

10 +5 with Teleportation Accuracy

3 Acrobatics 14-

3 Breakfall 14-

3 Bureaucratics 13-

9 Deduction 15-

1 KS: Aikido 8-

1 KS: Karate 8-

3 KS: National Politics 12-

3 KS: Neighboring Universes 12-
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PHOSPHENE (END OF THE CAMPRIGN-CONTINUED)




As Phosphene was never entirely cured of his
Phantasm persona, he sometimes draws upon it
when things are desperate. This normally means he
suddenly shifts into his Phantasm costume and then
starts teleporting about trying to shake things up by
doing unpredictable and chaotic things. This includes:

m Teleporting onto the shoulders of a villain and covering
the villain’s head with either his (Phantasm’s) or the
villain’s cape (all while cackling madly).

m Teleport next to an attractive villainess and draw her
into a deep kiss.

= Teleport about randomly while mocking and insulting
his foes (looking to draw as much attention and fire as
possible, while dodging incoming attacks).

In short, Phantasm will pull offinsane stunts designed
to distract or momentarily incapacitate foes, allowing
the rest of Strike Force to regroup and reverse the
tide of battle. These stunts are not usually damaging
in and of themselves, but Phantasm has been known
to teleport a villain, and himself, into situations where
they could both suffer significant damage.

When Phosphene becomes Phantasm, command
of Strike Force falls to the next in line (usually Luster)
as you don’'t want Phantasm trying to run things.
In addition, Phosphene does not like to change to
Phantasm because once there he has little regard
for his own safety, and he knows that La Panthere
doesn't like the idea of getting himself killed. So he
reserves it for last-ditch efforts.

Campaign Use: Phosphene is an energetic, outspo-
ken team leader, one well-known to other hero team
leaders; he is a staunch friend to the more heroic of
his Blood relatives. As Matt Quarry, he is a successful
mystery novelist and a good amateur sleuth.

If you wish to use Phosphene as a villain, then
Richard would have returned to the mob, beaten his
former boss, and then taken the man’s place as the
cell leader of the Reapers in New York. His Complica-
tions concerning killing would be replaced by ones
such as Greed and Cynicism, and he'd be Hunted by
the New York police. Alternatively, he might never
have stopped being Phantasm, and now commits
crimes and robberies for the fun of it all. Give him
Psychological Complications such as “Chaotic and
Unpredictable”; he is Hunted by the New York police
and Reapers (or other criminal organizations).

Appearance: Phosphene stands 6'1” and weighs
a muscular 185 pounds. While he ages slower than
normal humans due to his Blood heritage, Phos-
phene’s physical age reflects his emotional state; for
example, he actually grew younger after recovering
from a near-nervous breakdown. His hair is black
and graying at the temples, while his eyes are brown.
As Phosphene he wears a matte black body stocking,
covering him head to foot (with mask slits for eyes
and mouth), and gloss black boots, gloves, and belt.

Oratory 13-

PS: Writer (Mystery) 13-
SS: Psychology 12-
Security Systems 15-
Sleight Of Hand 14-
Stealth 14-

Tactics 12-

wWwWwwowhw

Total Powers & Skill Cost: 319
Total Cost: 550

400 Matching Complications (75)

Total Complications Points: 75
Experience Points: 150

PHOSPHENE (END OF THE CAMPAIGN-CONTINUED)

30 Enraged: Death Of Innocents (Very Common), go 14-, recover 11-

25 Hunted: Blood Enemies (Frequently, Mo Pow; NCI; Harshly Punish)

20 Psychological Complication: Code Versus Killing (Very Common; Strong)

15 Psychological Complication: Fear of Losing Fights (Common; Strong)

20 Psychological Complication: Hatred Of Killing Attacks (Very Common; Strong)
20 Psychological Complication: Overconfidence (Very Common; Strong)

15 Social Complicati