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A Galactic Tour of the Marvel Universe

How to get to Space

While for some of the heroes getting into space wont be a problem most of them might find this one of the greater problems of

Galactic-Adventures. Of course the Judge can easily arrange some means of transportation, some of the more conventional means are covered below. To be able to get into space one needs a spaceship which is capable of at least CL1000 flight, this speed does limit the

spacecraft to our solar-system. With a spacecraft capable of CL3000 flight one can travel at nearly the speed of light and thus

go beyond our system (keep in mind that other stars are still a few years travel). Finally at CL5000 speed the limits of space

are gone and one can travel through hyperspace to nearly any place in our universe. The main problem connected to this mode

of travel is the required navigation knowledge to travel hyperspace safely and arrive at the desired location.

Few of these kind of spaceships exist on earth. Lunar-shuttles are limited to CL1000 speed (space-shuttles can reach ShZ

speed and aren't designed for interplanetary travel). But a few persons have access to space-capable ships. A number of these

persons are listed below:

Fantastic Four:

The FF has at least 2 ships capable of spacetravel. They own a flying saucer capable of CL3000 speed and a rocket capable

of CL1000 speed which can easily be adjusted by Mr.Fantastic to reach CL5000 speed.

Avengers:

The Avengers are capable of adjusting their Quinjets to reach CL1000 speed.

Dr.Doom:

Dr.Doom has access to ships capable of CL1000 to CL5000 speeds.

Other persons with enough resources or contacts (preferably outerplanar) can possibly also gain access to spaceships but that's

up to the Judge.

Finally the heroes can always try to find someone with the power to transport them to where they want to go, possibilities are

Doctor Strange, Lila Cheney and many many others.

Surviving in Space

To survive in the vacuum of space most characters will need a spacesuit. Although these are not readily available most people

that can provide space-ships can also provide space-suits. A general space-suit will have the following stats:

F: -1CS

A: -1CS

S:

E:

Health: no decrease in health.

Powers:

- Oxygen supply for approx. 4 hours

- Environmental seal: immune to gas attacks, Mn resistance to normal cold.

- Body armor: Ex strength, when breached character will be in vacuum in 1-10 rounds.

- propulsion units: Ex speed in zero gravity.

The following rules are in effect in space (see Judge's book page 10,13)

Combat in space or zero gravity:

-Missile attacks have line of sight range.

- without a suit a character must withstand Mn cold and total lack of air.

Vacuum and holding your breath:

- To try to survive in vacuum a character can try to hold his breath, he must make an End. feat each round he tries to hold his

breath. Failure means he must breath or pass out.

- The number of round a character is holding his breath is the rank of the End. Feat.

- An intensity more than three ranks below his end.rank is considered an automatic feat as in the normal rules. More than one

rank above end. is an impossible feat.

-When you cann't hold your breath anymore and cannot breath either the character is dying. The character will be unconcious

and will lose 1 rank of end.each round. In space the character will also be confronted with Mn cold.

The planets:

The exact conditions on a planet are of course determined by the judge himself, it could be a lot of thing, from a toxic

athmosphere to an ultra high gravity. Mostly (but this is also decided by the judge) characters will need some kind of survival

equipment to survive on hostile planet sites. What the judge should keep in mind is that changes in planet type will also correspond to changes in the species inhabiting it. A higher gravity usually means most species are a lot tougher and so probably have body armor and increased strength and endurance.

The Solar-System

Although far away from the center of the Galaxy our Solar-system is still a very important system and not only because our

large portion of super-human population. The main reason for this importance is the location of a star-gate near our sun. This

gate allows ships with the right equipment but without hyperdrives to travel to between the stars. As a result of this the

solar-system is often a sort of in-between stop for space travellers, it's also very sought after by races that want the control the

gate. A side effect of this star-gate is that each use uses a portion of our suns powers. Frequent use has a chance of disrupting

the sun and thereby our entire system. In game terms the judge should count the number of uses of the gate in a month and use

this as power rank. He must then make a FEAT and when it comes up red the sun will explode within 1d100 hours unless

someone goes to great lenght to restore the sun to normal. 

The Moon

Nearest to our planet earth and yet still an entirely different world our own moon has become the base of the Inhumans after

they left earth. Their city is located at the previously abandoned Blue City built eons earlier by the Kree. This blue city is still

surrounded by a pure atmosphere and artificial gravity.

Also located on the moon is the housing of Uatu the Watcher who observes the earth from this moon-base.

Finally the moon is also the place where Apocalypse build one of his first bases, this base was later used by Stryfe when he

captured Cyclops&Phoenix.

To survive on the moon outside the Blue City a character needs the powers to do it or he needs a space-suit.

Saturn

Although Saturn itself doesn't harbor any known life at least one of his moons Titan does. It is this moon that the Eternal named

Alars found the ruins of a lost civilization. He found one survivor, the woman Sui-San, together they founded a technically far

advanced civilization of Eternals of which the most reknown are Starfox and Thanos. In a battle with Thanos a very large

portion of this civilizaion was destroyed but few still live there under the guidance of a moonsized computer named ISAAC.

other planets:

Not much is known about the other planets in our Solar-System but there is good chance that at least on some of them life is or

has been possible.

Cosmic Threats

In this chapter I will highlight some of Marvels cosmic orientated heroes/villains and in-betweens.

Of course this section would not be complete without:

Galactus

Galan

F      A      S      E      R      I      P

Mn     Mn     CL1000 CL3000 Cl1000 Cl1000 Cl1000

75     75     1000   3000   1000   1000   1000

Health:4150   Karma:3000

Resources:CL3000 Pop:-1000

Known Powers:

Body Armor: Galactus' armor provides Sh-X protection from 

     physical and energy attacks.

Invulnerabilities: Heat, Cold, Corrosives, Toxins, Disease, Radiation.

Energy Manipulation: CL3000 ability to manipulate all forms

     of energy. He can duplicate any superhuman power or endow

     similar powers to others.

     Use of this power above Sh-Y level drain his cosmic energies.

Telepathy: Un ability to read mind not being read by another.

Technology: Galactus carries an array of technological devices.

Hunger: In order to survive Galactus must consume the bio-energies

     of planets that support or can support life.

     After 30 days of feeding CL3000 abilities will slip to CL1000,

     after 60 days CL1000 abilities slip to Sh-Z and so on.

     Use of his powers at full strength lessen these periods by 1 day.

     Galactus may feed with his equipment or by directly absorbing

     the planets energies (the latter leaves him immobile for 1-10 days).

     The process takes 24 hours to complete.

Talents: None

Contacts: Galactus has some kind of relationship with Death and Eternity.

Short History:

 Galactus is the sole survivor of the universe that existed prior to the 

Big Bang. Originally a humoid being called Galan, Galactus originated

from the planet Taa.

After this Big Bang Galactus drifted in a self-made spaceship through

our universe while he used the eons as life began to appear to learn

harness his full powers.

Galactus created his armor and then recreated his spaceship into

somekind of incubation chamber where he spend centuries evolving

to his current form. Finally he drifted into orbit around a planet called

Archeopia. They themselves did not disturb the ship but years later a

marauding fleet did. Galactus awakened, distroyed the fleet and still

hungering for energy consumed the biospheric enrgy of Archeopia. Only

a small fleet of Archeopians escaped. (See entry of Archeopians in the Alien

races section). Galactus built an immense starbase powered by the

energies Archeopian Solar System. Then he began his voyage through the

universe.

 Galactus now uses heralds to find usefull world since an inhabitant of

the planet Zenn-La, Norrin Radd now known as Silver Surfer, convinced

him to spare Zenn-La. In return Silver Surfer should find worlds to 'eat'.

Herald of Galactus

Air Walker

Gabriel Lan

Citizen of Xandar (deceased)

2nd Herald of Galactus (3rd as automaton)

F      A      S      E      R      I      P

Am     Mn     Am     Un     Rm     Mn     Am

50     75     50     100    30     75     50

Health:275    Karma:155

Resources:N/A Pop:0

Known Powers:

Power Cosmic: the ability to gather, channel and manipulate vast

quantities of Cosmic Energies with Mn ability within a 2000 miles

range, Air-Walker has the following power stunts:

-Mn energy attacks

-Mn heat, magnetism, electricity generation

-Enhance any one personal ability to Un once per day for 1-10 rounds

-Manipulate matter at molecular level

 his powers would manifest as a set of crimson and gold wings from his back.

Flight: up to CL5000

Body Armor: Am protection from energy and physical attacks which

 he could boost to Mn for 1-10 rounds.

Invulnerability: CL1000 vs. heat and cold

Self-Sustenance

Horn of Galactus: able to summon Galactus.

After Air-Walker was killed Galactus created a replica robot to

be his 3rd herald but he found something missing, a passion

for the unknown space.

The robot had the same abilities as Air-Walker but was -1CS without

his cloak.

Talents: Leadership, Space-pilot

Story: Gabrial Lan was taken as the 2nd herald after Silver Surfer left.

 He was killed protecting his master from a powerfull race, the Ovoids,

and Galactus weak from hunger was not in time to rescue him. Instead

he later created the Air-Walker automaton. 

Destroyer

Asgardian Construct

5th Herald of Galactus

F      A      S      E      R      I      P

Un     Mn     Un*    CL3000 N/A    N/A    Un

100    75     100    3000                 100

Health:3275   Karma:100

Resources:N/A Pop:-100

Known Powers:

Dimension Travel: Am

Disintegration: once every 2 turns, living targets may try an Red End.FEAT

 or die, if succesfull suffer 1000 damage. 5 areas range from visor.

Disruption: CL1000 blast, can affect even Uru metal.

Elemental Conversion: CL1000

Fire Generation: CL1000

Heat: CL1000

Hyper-Strength: Normally Un or that of the occupying life-force whichever

 is greater. When several life-forces are animating the destroyer total

 the Strengths.

Kinetic Blast: Cl1000

Levitation:Am

Magnetic Generation: Sh-Y

Matter Control: Sh-Y

Mind Transferral: Mn

Molding: CL1000

Molecular Conversion: CL1000

Plasma Generation: Sh-Z

True Invulnerability: CL3000

Weakness: If animator's original body is killed the destroyer is rendered

 inanimate.

Story: This enchanted suit of armor was created by Odin to be Asgards

 ultimate weapon. It was designed to battle the Celestials. After Loki used

 it to attack Odin, Thor gave it to Galactus to replace Firelord. Galactus

 however found it useless and after some time Loki stole it. The Asgardian

 Gods used it to battle the Celestials but were utterly defeated. Since then

 the armor has been recreated and used several time by and against Thor.

Firelord

Pyreus Kril

Citizen of Xandar

4th herald of Galactus

F      A      S      E      R      I      P

Am     Mn     Am     Un     Rm     Mn     Am

50     75     50     100    30     75     50

Health:275       Karma:155

Resources:N/A    Pop:0    

Known Powers:

Power Cosmic: Firelord has he Power Cosmic at Un rank, typically

 using it for fiery effects. In deep space Firelord has CL1000 flame-

 generation and control which are restricted to Un in an atmosphere.

 As powerstunts he may use this power to control other types of

 energy, self-healing or matter-manipulation as does the Silver Surfer.

Body Armor: Am, ordinary weapons melt on contact.

Flight: CL1000, Un in atmosphere

Immortality: immune to aging, disease

Talents: starship captain, navigation

Story: Pyreus Kril followed his commander and friend Gabriel Lan when

 he was abducted by Galactus. Finally catching up he learned that

 Gabriel, now known as Air-Walker, had been killed and Pyreus became

 Galactus' new herald. Firelord was released from service when Thor

 offered the Destroyer to replace him. Since then he has found his

 homeworld Xandar destroyed by Nebula.

Nova

Frankie Raye

citizen of Earth

7th herald of Galactus

F      A      S      E      R      I      P

Am     Un     Am     Un     Gd     Am     Am

50     100    50     100    10     50     50

Health:300       Karma:110

Resources:N/A    Pop:0

Known Powers:

Fire Generation: Sh-X rank, by making an End Feat she can increase

 it to Sh-Z temporarily.  

Fire Control: Am

Energy Sheath: Un intesity flames suround her which give her

 Un body armor from physical and energy attacks and CL1000

 resistance vs. heat and cold. Materials of less than Am material

 melt upon contact.

True Flight: CL1000

Gateway: CL5000 spacewarps

Self Sustenance

Immortality

Talents: Astro-navigation

Story: Frankie Raye, a friend of the Human Torch, was so much attracted

 to 'cosmic grandeur' that she offered to become Galactus' herald. He 

 accepted and now she serves him faithfully. She is so devoted to him

 you can almost call it love. But she also seems to have had or has a

 relationship with Silver Surfer.

Silver Surfer

Norrin Radd

citizen of Zenn-La

1st herald of Galactus

F      A      S      E      R      I      P

Am     Mn     Un     Un     Ex     Mn     Am

50     75     100    100    20     75     50

Health:325       Karma:145

Resources: Rm     Pop:20

Known Powers:

Power Cosmic: the ability to channel and manipulate cosmic energy with

 Un ability. This includes the following power stunts:

-Power Blasts: Un

-Raise single ability score (his or anothers) to Un for 1-10 rounds.

 if the ability is Un already it may be raised to Sh-X on a yellow feat.

-Healing: up to Un damage

-Reconstruct existing elements

-Percieve any energy source.

Flight: CL5000, Sh-Z in atmosphere, Silver Surfer use a surfboard

 of Am material which he controls mentally.

Body Armor: Mn, he can increase it to Un for 1-10 rounds.

Invulnerability: CL1000 resistance to Heat and Cold

Talents: Space-pilot, Martial Arts D

Contacts: Fantastic Four, Mantis, Nova

Story: Norrin Radd offered himself as the 1st herald of Galactus to save

 his homeplanet Zenn-La. He however betrayed his master and as punishment

 has been confined to earth for some time. Now he's back in Space and at

 relatively good standing with Galactus.

Terrax

Tyrros of Lanlak

citizen of Birjian, 6th moon of Marman

6th herald of Galactus

F      A      S      E      R      I      P

Un     Am     Mn     Mn     Gd     Mn     Am

100    50     75     75     10     75     50

Health:300       Karma:135

Resources:N/A    Pop:-20

Known Powers:

Earth Animation: Un

-create Un tremors

-use eartyh as missiles with Un damage and range

-mold rocks

-levitate with Un ability any land mass measuring up to 100 cubic miles

True Invulnerabilty: Un vs. physical&energy, CL1000 vs. heat and cold.

Self-Sustenance

Floating Disc: CL1000 speed

Gateways: CL5000

Life detection: CL1000

Cosmic Axe: CL1000 material strength, Un damage

 -Force Field: Mn

 -Disintegration: Un

Talents: Military, Astronavigation

Story: already possesed of limited control over earth Tyros was the dictator

 of a small city-state Lanlak on Birj. When Galactus needed a new herald

 with no moral problems to lead him to new worlds he found Tyros. He became

 Terrax when the Fantastic Four brought him before Galactus. Tyros however

 rebelled against Galactus many times and was eventually stripped of his

 powers. 

 Recently he resurfaced, in full control of his powers once again.   

The Elders of the Universe

                 Imagine life without end: Your children's grandchildren died 12 billion years ago. Four billion

                 years ago, your home star grew cold and dark. Your galaxy collapsed on itself two billion years

                 ago; all that remains now is a dark singularity. Of all the trillions of lifeforms in your galaxy,

                 you alone fled and escaped the death of your race. Of all the trillions of lifeforms, you alone

                 understood that to live one needs a passion. Of all the trillions, you alone. Alone. This is what it

                 means to be an Elder of the Universe. The Elders are the only survivors of the first galaxies

                 that formed in the wake of the Big Bang. Each comes from a different race and a different

                 galaxy. Each has achieved immortality and moves freely through space. And each wields the

                 power of a god, though the forms of this power are as varied as the Elders themselves. Long

                 ago, every Elder realized the key to eternal life lay in an all- encompassing task that prevented

                 its pursuer from losing interest in life. To this end, every Elder has spent the eons of his life

                 pursuing highly individualized pastimes. The tasks can be esoteric or amazingly direct; some

                 elders have chosen to perfect their mental or physical potentials, and others have dedicated

                 their lives to Herculean errands that can never be finished. Whatever the pursuit, it is

                 immense, perhaps even impossible--for with fulfillment comes oblivion. How can mortal minds

compre- hend the purpose and methods of such beings? We cannot. We can only observe and hope they intend us

no harm--though of late, the Elders have provided reason to doubt their benevolence. No mortal knows the true

number of Elders, The following 11 recently united in an attempt to destroy Galactus, the only living being older

than they. 

Collector

Taneleer Tivan

Place of Birth: Cygnus X-1

F      A      S      E      R      I      P

Ty     Ty     Ex     Rm     Am     Rm     Am

6      6      20     30     50     30     50

Health:62        Karma:130

Resources:Un     Pop:-5

Known Powers:

Cosmic Energy Control: Un

-raise any of his abilities to Un

-Un electrical, light, gravitational, magnetical energy manipulation

-Un force bolts

-Un Growth

True Invulnerabilty: Gd, Sh-Z life-support

Invulnerabilities: CL1000 vs. heat, cold, electricity, radiation

 toxins and diseases

Immortality

Regeneration: CL5000

Precognition: CL1000, but the collector must meditate for a long time.

Equipment:

The Collector has access to an almost unlimited supply of equipment

and will have 1-4 devices of Un rank available all the time.

Temporal Assimilator: Am short-time travel so when not surprised

 the Collector will always win initiative.

Body Armor Suit: Un

Inhibitor or Confinement devices: Sh-Z

Starship: CL5000 warp-drive

Talents: Scientist

Story: The Collector will try to collect samples of every species and

 devices he encounters.

Grandmaster

En Dwi Gast

F      A      S      E      R      I      P

Gd     Ex     Ex     Rm     Un     In     Am

10     20     20     30     100    40     50

Health:80        Karma:190

Resources:Un     Pop:0

Known Powers:

Immortality

Invulnerabilities: CL1000 vs. heat, etc (same as Collector)

Power Primordial: Sh-X

-Sh-X Energy or Force Blast

-Forcefields

-Death-Power: victim must make a Sh-X End.Feat or begin

 losing End.

-Transform molecular structure of matter

-Teleport

-Bestow permanent powers up to Un

-Resurrect dead up to 29.5 hour after death,

 this does not work on immortals

-Bestow Death or Resurrection power on mortals for 5 minutes.

-Levitation

-Cosmic Awareness

Life Support: Sh-Z

Talents: Games, Mathematics

Story: The Grandmasters spends his time devising games and tournaments

 for various reasons, usually the stakes are life or death. He once played

a game against Death to resurrect the Collector. He won but according to

Death it had to be at the cost of his own life. The Grandmaster agreed 

and in Deaths realm played another game in which he convinced Death

that the penalty if he lost would be that he and his fellow Elders would

be barred from Death's realm forever. It was the only game he ever lost.

Ego

 The Living Planet

F      A      S      E      R      I      P

CL1000 Fe     Sh-Z   CL5000 Sh-X   Sh-X   Sh-Z

1000   2      500    5000   150    150    500

Health:6502      Karma:800

Resources:N/A     Pop:0

Known Powers:

Immortality

Invulnerabilies: Same as other Elders

Life Support

Sidereal Propulsion Unit: CL1000 speed

Absorbtion power: CL1000

Shape Change:

-create attackin tendrils on his surface up to Un damage

-create humanoids

F   A   S   E   Health

Rm  Rm  Un  Mn  215

Clairvoyance: Sh-Z

Gravity Control: CL1000 attacks gainst other worlds the size of

 a moon or greater.

Kinetic Blast: CL1000

Mind Blast:CL1000

Regeneration: CL1000

Telepathy: Sh-Y

Talents: Astronavigation

Story: Not really an Elder Ego is of course (he is a planet after all) an

 enemy of Galactus.  

Champion

Tryco Slatterus

F      A      S      E      R      I      P

Un     Mn     Un     Un     Gd     Ex     Ex

100    75     100    100    10     20     20

Health:375       Karma:50

Resources:Un      Pop:0

Known Powers:

Immortality

Invulnerabilities: as others

Body Armor: In vs. blunt attacks

Power Primordial: Un

-teleport himself and others

-create forceshields

-Life Support

-he can perform power stunts as the other elders at a red feat.

Spacecraft: CL3000 speed, Am Control, Body and Protection

Talents: Martial Arts B,C,E, Wrestling and Astro-navigation

Story: the Champions purpose is to hold honorable fighting

 contests with the universe's greatest fighters.

Runner

F      A      S      E      R      I      P

Am     Mn     Un     Un     Ex     Mn     Am

50     75     100    100    20     75     50

Health:325       Karma:145

Resources:Fe      Pop:0

Known Powers:

Immortality

Invulnerabilities: CL5000 vs the same as the others

Power Primordial: Sh-X

-Energy Generation

-Emotion Control: anyone in his area likes him because he is

 attractive and joyfull.

-Raise single score to Sh-X for 1-10 turns

-Tracking

Flight:CL5000

Life Support: Sh-Z

Talents: Martial Arts E, Acrobatics, Astronavigation

Story: the Runner enjoys total freedom and cannot commit himself

 to anything or anyone for a long time or he would die.

Gardener

Ord Zyonyz

F      A      S      E      R      I      P

Ty     Ex     In     Un     Am     In     Am

6      20     40     100    50     40     50

Health:166        Karma:140

Resources:Gd      Pop:0

Known Powers:

Immortality

Invulnerability: CL1000, same as others

Power Primordial: Sh-Z

-Life Support

-Plant Control

-Grow Plants

-Matter transformation: form environmental conditions for

 plant life.

Talents: Botany, Biology, Geology, Chemistry, Physics, Astronavigation

Story: Ord Zyonyz has devoted his life to the creation of natural

 beauty. He detests violence but did ally himself with the elders to

 attack Galactus. He used to wear the Soul Gem Adam Warlock now wears.

Contemplator

Tath Ki

F      A      S      E      R      I      P

Ty     Un     Ty     Am     Un     Sh-Z   Sh-X

6      100    6      50     100    500    150

Health:162       Karma:750

Resources:Fe      Pop:0

Known Powers:

Immortality

Invulnerability: same as other elders

Power Primordial:Sh-X

-Psionic Manipulation including all psionic powers.

-Increase up to 2 abilities to Sh-X for 1-10 rounds

-Become intangible and partial invisible by phasing into

 another dimension. Spotting the Contemplator requires

 a green Reason FEAT

-Healing

-Life Support

-Regeneration

-Density Manipulation

-Suspend Animation

Talents: Trance, Resist Domination

Story: The Contemplator has devoted his life to meditation and developing

 the powers of his mind and psyche.

Possesor

Kano Tharnn

 F      A      S      E      R      I      P

Am     Ex     Un     Un     Sh-Z   Mn     Un

50     20     100    100    500    75     100

Health:270       Karma:675

Resources:Un      Pop:0

Known Powers:

Immortality

Invulnerabilities: same as other elders

Power Primordial: Un

-Teleport

-Store knowledge

-Cosmic Awareness (data about subject required)

-Psionic computer link

Life Support: Sh-Z

Runestaff: Un artifact with the following powers:

-Emotion Control

-Dimensional Travel Others

-Healing

-Regeration

-Pocket Dimension: The Runestaff contains a pocket

 dimension to which others can be transported/captured

 with Un ability.

Talents: Martial Arts D, Engineering, Psychiatry, Occult Lore

 Artist, Linguistics, Trivia, All Sciences and Scholar

Story: Kamo Tharnn has dedicated his immortal life to the pursuit

 of all knowledge in the universe. He has founded an university

 on the planet Rus.

Obliterator

Maht Pacle

F      A      S      E      R      I      P

In     Un     In     Am     Rm     Ex     Gd

40     100    40     50     30     20     10

Health:230       Karma:60

Resources:Am     Pop:0

Known Powers:

Immortality

Invulnerablities: CL1000 vs. all physical damage, toxins, 

     aging and disease

Regeneration: Un

Power Primordial: Sh-X

this is the power source for his battle-armor

-Sh-X distance attacks: fire,force,energy,concussion,sound

     laser-heat,radiation

-Gas attacks

-Life Support

-Flight

Story: Oblitorator simply wants to hunt and kill.

Astronomer

F      A      S      E      R      I      P

Rm     Ex     In     Am     Sh-Y   Un     Un

30     20     40     50     200    100    100

Health:140       Karma:400

Resources:Am      Pop:0

Known Powers:

Immortality

Invulnerabilities: same as Obliterator

Power Primordial: Un

-Electromagnetic Radiation detection/manipulation/generation

-Solar Regeneration

-Teleportation

-Cosmic Awareness

Life Support: Sh-Z

Talents: Astronomy, physics, mathematics

Story: The Astronomer studies the very nature of the universe,

 he was the architect of the plan to kill Galactus.

Trader

F      A      S      E      R      I      P

Gd     Rm     Ex     Am     Mn     Un     Mn

10     30     20     50     75     100    75

Health:110       Karma:250

Resources:CL1000 Pop:0

Known Powers:

Immortality

Invulnerabilities: same as Obliterator.

Power Primordial: Un

-Empathy

-Emotion Control

-Imitation

-Life Support

Talents: Business, Finance and Psychology

Story: He has dedicated his long life to trading.

The Celestials

The origin of the armor-clad Celestials is unknown, nor has anyone seen what they look like beneath their

distinctive 2000-foot-high armor. They are a star-faring race that locates nascent sentient races and manipulates

their genetic make-up, then returns in the future to judge whether they are a threat. If judged a threat to the

universe, then that race is destroyed. On Earth, the Celestials created the alternate human races of Eternals and

Deviants, and placed the potential for benign mutation in mainline humanity. In other visits, they sank Lemuria to

prevent the succsss of the Deviant line, and threatened to seal the dimensional nexus to prevent the interference of

extra-dimensional beings. The Celestials are enigmatic, and except for their master plan take no notice of the life

they tower over. 

Celestial

F      A      S      E      R      I      P

Mn     Un     CL3000 CL3000 CL1000 CL1000 CL1000

75     100    3000   3000   1000   1000   1000

Health:6175      Karma:3000

Resources:CL3000 Pop:N/A

Known Powers:

The normal Celestial has the following array of powers:

Biophysical Control: alter genetics at CL1000 rank

Clairvoyance: CL1000

Energy Control/Emission (all forms): CL1000

Immortality

Internal Limbo: it's interior looks greater than the exterior shell.

Invisibility:CL1000 telepathic invisibility

Invulnerability: CL3000 vs. physical/energy

Self-Duplication

Telepathy: CL3000

True Flight: CL5000

Internal Defenses:

-Fliers: F GD  A GD  S RM  E RM: Rm plasma, Ex Flight

-Acid Swarm: F Mn  A Gd  S Un  E Gd: Ex acid

-Replicoids: F Rm  A Ex  S Ex  E Ex: Rm Imitation, Ex Invulnerability. 

Shi'ar

                                  The Shi'ar are an alien race descended from avian ancestors. Although

                                  mammalian in appearance they still retain some avian vestiges. The Shi'ar

                                  empire encompasses an enormous amount of worlds which are ruled from

                                  an artificial planet called Chandilar, the Imperial Throneworld. The Shi'ar

                                  race themselves originate from a planet called Aerie. Deeply rooted in

                                  Shi'ar society is their religion, their belief in the gods Sharra & K'ythri the

                                  'mothers' of the Shi'ar.

                                  The current ruler of the Shi'ar empire is The Princess Majestrix Lilandra

                                  of the royal family Nerami. Although she was the youngest of the three,

                                  one brother and sister, the eldest sister, Deathbird, was ednied her

                                  birthright to be heir to the throne because of crimes commited against the

                                  state. Then Lilandra's older brother, D'Ken became emperor of the Shi'ar

                                  and Lilandra served him as Grand Admiral of the Imperial Guard. But

                                  when she learned of D'Ken's plans to use an immense powerfull crystal,

                                  called the M'Kraan crystal, to increase his powers, thereby ignoring the

                                  danger the crystal posed to our entire galaxy, she tried to stop him. In

                                  return the mad emperor D'Ken ordered his sister executed. But Lilandra

                                  escaped and when she somehow formed a mental link with Prof. Charles

                                  Xavier she turned to him and the X-Men for help. They succeded in

                                  defeating D'Ken and Lilandra resumed the throne with Xavier as her

                                  consort.

Although an ally of the X-Men she was forced to act against the threat an insane Phoenix posed for the galaxy and

she ordered her to be killed. The X-Men agreed on a battle for the life of Phoenix on the moon vs. the Imperial

Guard. In the end of that battle Phoenix sacrificed herself when she recognized the threat she posed.

Still later Lilandra was froced to surrender the throne when Deathbird allied herself with the alien Brood and

staged a succesfull attack on the throne. Lilandra fled again and allied herself with the Starjammers, a group of

fugitives from the Shi'ar empire led by Cyclops's father Christopher Summers. Deathbirds reign lasted for several

years until with the help of the Starjammers and Prof. Xavier Lilandra was able to resume the throne. But when

Deathbird kidnapped the X-Men to kill Xavier a plot of the Skrull was revealed. They had impersonated Xavier

and some other forces in the Shi'ar empire and used Xaviers mental powers to influence Lilandra and thus claim

the Shi'ar empire for themselves. The captives of the Skrull were released and Lilandra still resumed control of the

Shi'ar empire.

But still such a large empire is hard to control by yourself and machinations by the Supreme Intelligence of the

Kree and a group of Skrulls caused a major Kree- Shi'ar war. Subtly influenced by the Supreme intelligence

through shapechanged Skrull advisors Lilandra ordered the retrieval of some Kree artifacts from which Shi'ar

scientist created a Nega-Bomb. Although intervention from the Avengers changed her mind about the bomb she

was to late and a crew of Skrulls captured the bomb and detonated it in the Kree empire. Without guidance from

Hala and with the destruction of about 90% of the Kree empire the Shi'ar empire assumed control of the Kree

empire. Lilandra appointed Deathbird vice-roy of the fallen Kree empire.

Now the Shi'ar empire encompasses easily over a million worlds and the empire is even harder to control. Lilandra

has to deal with Kree-underground movements, a web of anarchist worlds called the Clench, the Phalanx, a race of

techno-organic creatures and now most recently the Uncreated.

Notes on the Shi'ar empire:

The Shi'ar empire consists of an enormous amounts of worlds of all sizes and sorts. The empire therefore also

consists of a large amount of different alien races who have joined the Shi'ar empire out of their own free will or

who were forced by millitary actions. The later was mostly done by D'Ken.

Because the Shi'ar empire has so many different races and worlds in their ranks they have access to extremely

advanced technology. High ranked Shi'ar or other with access to the most advanced technology can use up to Sh-X

Weapons or other devices. They also have access to a large number of super-powered beings (alien or Shi'ar

mutants) of whom a great deal are in service of the empire in the Imperial Guard.

Typical Shi'ar soldier:

F      A      S      E      R      I      P

Gd     Gd     Rm     Gd     Gd     Gd     Gd

10     10     30     10     10     10     10

Health:60        Karma:30

Resources: Ty    Pop:0

Known Powers:

Laser Pistol: Ex damage

Swords: Shi'ar often posses ceremonial sword that do

     Rm damage.

Body Armor: Shi'ar soldiers wear armor which provides

     Gd protection.

Shi'ar Imperial Battlecruiser

Control: In

Speed: CL3000

Body: Mn

Protection: Mn

Shields: Un

Weaponry: 2x Un faser cannons.

Imperial Shi'ar Battlecruisers are a few miles in length, they are

 equipped with state of the art weaponry and have a crew of

 50 imperial soldiers, any number of passengers and about 10

 officers and one captain.

Important Shi'ar:

Lilandra

Majestrix Lilandra of the House Nerami

F      A      S      E      R      I      P

Ex     Ex     Rm     In     Rm     Ex     Rm

20     20     30     40     30     20     30

Health:110     Karma:80

Resources:CL1000 Pop:100

Known Powers:

Limited Telepathy: Sh-Z telepathic link with Xavier

Battle Armor: In vs. physical and energy

Weapons:

-In strength blaster

-Laser sword: In edged

-Pulse Cannon: Sh-X damage

     this cannon is located in her quarters.

Talents: Martial Arts C, Weapon Specialist: Laser Sword, Shi'ar technology

Deathbird

Vice-Roy of the Kree empire

F      A      S      E      R      I      P

In     Rm     Rm     In     Ex     Gd     Ex

40     30     30     40     20     10     20

Health:140     Karma:50

Resources:CL1000 Pop:-20

Known Powers:

Flight: Deathbird recently regained the use of her wings, they give

 her Gd flight with Mn agility.

Pinions: The tips of her wings are sharp enough to do Gd edged 

 damage.

Talons: nails that do Rm damage and have Rm material strength.

Berserker Frenzy: +1CS Fighting and Endurance for up to 10 rounds.

Battle Armor: She currently wears a battle armor that gives her

 Rm body armor vs. physical and energy attacks.

Spear: She uses a spear that does In edged damage.

Javelins: She used to use the following javelins:

-normal: Rm edged.

-Gas: -1CS to all not protected in 1 area.

-Electrical: 2 javelins that produce In energy bolts.

Talents: Weapon Specialist: Javelins & Spear, Martial Arts E

Imperial Guard:

Gladiator

F      A      S      E      R      I      P

Mn     Am     Un     Sh-Z   Un     Mn     Sh-Z

75     50     100    500    100    75     500

Health:725     Karma:675

Resources:Mn    Pop:100

Known Powers:

Invulnerability: Un vs. Physical and energy,

 Sh-Z vs. Radiation, heat, cold, gas, disease.

Self-Sustenance: Un

Flight: CL5000 in space, Sh-Z in atmosphere.

Psychic Reflection: reflection of any psionic attack at -1CS when 

 psyche FEAT succesfull, a yellow Psyche is needed for the attacker

 to break of the attack.

Heat Vision: Mn at 10 areas.

Telescopic Vision: Sh-Z range

Hyper-Speed: Un, up to 3 times the normal actions.

Weakness: Loss of self-faith drops all powers -2CS and abilities -3CS.

Talents: Law, Martial Arts: All, Astronavigation, Leadership

All Imperial Guard: Resources: MN and Pop: 100 with Shi'ar loyalists.

All have talents: Shi'ar technology, astronavigation, Law, Martial Arts B

All have for equipment a anti-grav belt that allows Ty flight at mental control.

Astra

F      A      S      E      R      I      P

Gd     Rm     Gd     Ex     Ex     Gd     In

10     30     10     20     20     10     40

Health:70     Karma:70

Known Powers:

Phasing: In

EarthQuake

F      A      S      E      R      I      P

Ex     Rm     Ex     Ex     Ex     Gd     Rm

20     30     20     20     20     10     30

Health:90     Karma:60

Known Powers:

Earth Animation: Am, also Am damage earth missiles.

Electron

F      A      S      E      R      I      P

Ex     Ex     Ex     Rm     Rm     Ex     Rm

20     20     20     30     30     20     30

Health:90     Karma:80

Known Powers:

Electrical Generation: In

Glom

F      A      S      E      R      I      P

Ty     Gd     Ex     Rm     Pr     Ty     Gd

6      10     20     30     4      6      10

Health:66     Karma:20

Known Powers:

Energy Eating: Glom eats or absorbs energy with Mn ability.

 He use it to increase his health.

Hardball

F      A      S      E      R      I      P

Ty     In     Ex     Rm     Gd     Gd     Gd

6      40     20     30     10     10     10

Health:96     Karma:30

Known Powers:

Bouncing: Harball can charge for In damage while bouncing around,

 this also allows him to dodge at Am ability and gives him Am jumping.

Body Armor: Gd

Hobgoblin

F      A      S      E      R      I      P

Ty     Ty     Gd     Ex     Rm     Gd     Mn

6      6      10     20     30     10     75

Health:42     Karma:115

Known Powers:

Shapechange: Mn, he can increase his abilities up to Mn rank.

Talents: Mn knowledge of alien animals.

Hussar

F      A      S      E      R      I      P

Rm     In     Ex     Ex     Ex     Ex     Ex

30     40     20     20     20     20     20

Health:110     Karma:60

Known Powers:

Neuro-Whip: Hussar fights with Am agility, victim must make an End. FEAT

 or lose conciousness for 1-10 turns.

Impulse

F      A      S      E      R      I      P

Ex     Ex     Ex     Rm     Gd     Gd     Rm

20     20     20     30     10     10     30

Health:90     Karma:50

Known Powers:

Energy Body: In energy maintained in a Am material Strength costume. If the

 costume is ruptured by more than Am damage Impulse revert to a harmless

 energy fields.

Optic Blasts: In

Magic

F      A      S      E      R      I      P

Ty     Ex     Ty     Ex     Ex     Ex     Mn

6      20     6      20     20     20     75

Health:52     Karma:115

Known Powers:

Magic Powers: At In ability: Force Fields, Molding, Matter Animation, Weather

 Control, Kinetic Bolt, Teleportation.

Manta

F      A      S      E      R      I      P

Gd     Ex     Gd     Ex     Ex     Gd     Ex

10     20     10     20     20     10     20

Health:60     Karma:50

Known Powers:

Enhanced Vision: Rm infrared and Uv sight.

Light Generation: Am

Mentor

F      A      S      E      R      I      P

Gd     Gd     Gd     Rm     Un     Am     Rm

10     10     10     30     100    50     30

Health:60     Karma:180

Known Powers:

Hyper-Invetion: Sh-Y

Total Memory: Sh-X recall.

Midget

F      A      S      E      R      I      P

Ex     Rm     Ex     Ex     Ex     Gd     Rm

20     30     20     20     20     10     30

Health:90     Karma:60

Known Powers:

Shrinking: Rm

Shrinking others: (with special device to channel her powers) Rm

Moondancer

F      A      S      E      R      I      P

Ex     Rm     Ex     Rm     Ex     Am     Rm

20     30     20     30     20     50     30

Health:100     Karma:100

Known Powers:

Detection: Un ability to detect super-powered beings.

Sense dulling: opponent is -4CS on intuition.

Flight: Un

Nightside

F      A      S      E      R      I      P

Gd     Ex     Ex     Ex     Gd     Ex     Mn

10     20     20     20     10     20     75

Health:70     Karma:105

Known Powers:

Shadowcasting: Mn, -4CS on attacks, -6CS on ranged attacks.

Shadowshaping: Rm

Onslaught !!! (This one was here first)

F      A      S      E      R      I      P

Am     Rm     Mn     Am     Ex     Rm     Rm

50     30     75     50     20     30     30

Health:205     Karma:80

Known Powers:

Body Armor: Rm

Talents: All Martial Arts.

Oracle

F      A      S      E      R      I      P

Ex     Ex     Gd     Gd     Ex     Ex     Am

20     20     10     10     20     20     50

Health:60     Karma:90

Known Powers:

Precognition: Am

Telepathy: Am

Mind Blast: Am

Quasar

F      A      S      E      R      I      P

Gd     Gd     Un     Am     Gd     Gd     Gd     

10     10     100    50     10     10     10

Health:170     Karma:30

Known Powers:

Invulnerability: Am

Smasher

F      A      S      E      R      I      P

Rm     Rm     Mn     Ex     Ex     Ex     Ex

30     30     75     20     20     20     20

Health:155     Karma:60

Known Powers:

Invulnerabilty: In

Solar Wind

F      A      S      E      R      I      P

Ex     Rm     Ex     In     Ex     Rm     Rm

20     30     20     40     20     30     30

Health:110     Karma:80

Known Powers:

Force Blast: Mn

Flight: Mn

Starbolt

F      A      S      E      R      I      P

Gd     Ex     Gd     Ex     Ex     Gd     Ex

10     20     10     20     20     10     20

Health:70     Karma:50

Known Powers:

Fire Generation: Am

Energy Sheath (fire): Am

Fire Control: Am

Resistance: Mn vs. flame and heat.

Flight: Rm

Tempest

F      A      S      E      R      I      P

Ex     Ex     Ex     Rm     Ex     Gd     In

20     20     20     30     20     10     40

Health:90     Karma:60

Known Powers:

Energy Absorbtion: In

Electrical Generation: In

Titan

F      A      S      E      R      I      P

Ex     Ex     Rm     Rm     Gd     Gd     Ex

20     20     30     30     10     10     20

Health:100     Karma:40

Known Powers:

Growth: Rm, strength increases to Mn

Voyager

F      A      S      E      R      I      P

Rm     Rm     Ex     Ex     Ex     Ex     Ex

30     30     20     20     20     20     20

Health:100     Karma:60

Known Powers:

Space Warps: Voyager can create space warps of about

 2 areas in size, range is CL5000.

Warstar

B'Nee and C'Cil

F      A      S      E      R      I      P

Ty/In  In/Ty  Am/Am  Ty/In  Gd/Gd  Gd/Gd  Gd/Gd

6/40   40/6   50/50  6/40   10/10  10/10  10/10

Health:102/136     Karma:22/22

Known Powers:

B'Nee: In electrical touch

C'Cil: Am body armor.

Weakness: If one is taken out the other also stops functioning.

KREE

The Kree race originated on the planet Hala, Pama system, Greater Magellanic

Cloud. Outwardly humanoid in appearance (save for the dominant race's blue skin),

the Kree are adapted to the harsh environment of their home planet. Hala's

atmosphere has a higher nitrogen content than that of Earth; consequently, Kree

visiting Earth must wear a special breathing apparatus. Hala also has a much stronger

gravitational force; therefore, the Kree have dense bodies that give them about twice

a human being's strength and endurance. There are two races of Kree, the

socially-dominant blue- skinned and the socialiy-inferior pink- skinned. Although the

only difference between the two races is their skin color, Kree society suffers a fair

amount of racial prejudice. About 10 million years ago, the then-benevolent Skrulls

landed on the planet Hala. They intended to help the natives advance socially and

technologically, so the Halans could join the vast network of free- trading civilizations

the Skrull called an empire. However, Hala boasted two equally intelligent lifeforms,

the Kree and a race of sentient plants known as the Cotati. In order to determine which race would represent Hala

in the empire, the Skrulls proposed a contest. They took an equal number of Cotati and Kree to a distant planetoid

(Earth's moon). After creating an artificial atmosphere, the Skrulls bid the two groups to use their resources to

create something of worth on the barren world. The Kree constructed a magnificent industrial city, while the Cotati

grew an equally magnificent garden. When the Skrulls returned a year later, they judged the Cotati achieve- ment

worthier. The enraged Kree leader incited his fellows to slay all Skrulls and Cotati on the planetoid, then seized the

Skrullian starship. Within two generations, they mas- tered interstellar technology and launched an attack on the

Skrullian empire. Thus began the empire- building war that has raged for mil- lions of years between the two races.

The Kree empire is a militaristic dictatorship led by an organic computer construct called Supremor (for Supreme

Intelligence). It is aided by the preserved brains of the Kree's greatest intelligences, and a number of imperial

administrators. Kree worlds are ruled by imperial governors and watched by powerful automatons called Sentries.

The Kree have long known of Earth's genetic potential and strategic location. This has led to several contacts

between Earthmen and Kree agents. The most notable was the prehistoric attempt by Kree scientists to breed a

race of super- warriors (resulting in the lnhuman race). After the super-warrior plan was abandoned, Supremor

decided to use the human genetic potential to revitalize the Kree genetic pool. (The Kree had long ago reached the

endpoint of their natural evolution.) He bonded a human to a Kree, but the result proved less than satisfactory.

Over the years, Supremor has faced several challenges to his position. Although he has survived each attempt to

depose him, his own experiments may have brought an end to his rule. In an attempt to revitalize his own mental

potential, for the first time, Supremor recently absorbed the minds of some of the pink-skinned Kree. However, the

racial hatred between the blue- skinned minds and the new pink- skinned minds was so great that he needed a

Soul-Gem to force a peaceful coexistence. Through a complicated series of events, Supremor recently tried to

absorb the Silver Surfer. During his escape, the Silver Surfer stole the Soul-Gem. Supremor quickly went insane,

and the Kree Empire fell into anarchy.

In this turbulent period a woman named Nenora became supreme ruler of the Kree. It was not until Silver Surfer

and S'Byll, current empress of the Skrulls, exposed her that the Kree found out that Nenora was a Skrull working

on her own. They offered S'Byll a truce that would allow the two races to regain their strength. In the meantime a

pink and a blue-skinned Kree, Dar-Benn and Ael-Dan, assumed the positions of supreme rulers of the Kree. What

they didn't know was that the Supreme Intelligence had regained his senses and was contemplating a grand plan.

Because the Kree were at an evolutionary dead-end the Supreme Intelligence formulated a plan to plunge the Kree

in a great war with the Shi'ar empire. He used the help of the Skrulls and manipulated the events so that the Shi'ar

would detonate a bomb that would kill most of the Kree population and allow them to evolve anew. His plan

succeeded and he even was able to manipulate a few Avengers to "kill" him only to be recued unknowingly to

everybody else by his helpers. The Shi'ar have now claimed the entire Kree empire and Lilandra's sister Deathbird

now rules Hala with the Kree Starforce as her imperial guard.

This Kree-Shi'ar war will described in more detail in the Shi'ar section. 

Notes on the Kree empire and their planets:

The Kree empire is located in the Large Magellanic Cloud which is one of two sattelite Galaxies of our Milky Way Galaxy. The

LMC is located at a distance of about 50 kpc.

Although the LMC is a good portion smaller than the Andromeda Galaxy from which the Skrulls originate, the Kree empire is

still composed of about 10.000 planets according to Kree sources. Of course this number may be a bit exaggerated.

The Kree's homeworld is the planet Hala which is the 4th planet of the Pama star system. Hala and a number of other Kree

planets have been totally stripped of vegetation and even the oceans have been covered by a plastic canopy so that every

available space could be used for cities and roads. Hala is comprised of a few hundreds city-states of which the largest,

Kree-Lar, is the capital. Another important city-state is the largest industrial state Harfax which is located about 1000 miles

from Kree-Lar.

In the Kree empire the 'police' consists of a great number of Accusers of which Ronan the Accuser is the most well-known and

the most powerfull. The fate of these Accusers is not known since the recent takeover by the Sh'ar empire.

Since most of the Kree planets have an atmosphere with a greater nitrogen content and a higher gravity then on Earth, Kree on

Earth (and vice versa) must wear a special breathing mask. The higher gravity accounts for the higher strength and endurance of

the ordinary Kree citizen.

Currently after the explosion of the Nega-Bomb most Kree planets have suffered greatly. Some have been totally stripped of

life while others still harbor some survivors. But the destruction was so great that without the Shi'ar teh Kree empire would have

fallen in ruins and each planet individually would have had to rebuild technology and society.

The Kree are technological far advanced with some of the greatest achievements being:

  Kree-Sentry robots guarding Kree outposts.

  The Supreme Intelligence.

  A Psyche-Magnetron which has the Un ability of artifact creation, it can be used to create every piece of equipment ever built

by the Kree up to Un rank. This device is located on Earth and was recently destroyed although there may be more of them.

  The Omni-Wave projector: An extra-galactic communicator with CL5000 range which could be used to create a Sh-Y death

ray only affecting Kree.

Typical Kree Warrior (Blue or Pink)

F      A      S      E      R      I      P

Gd     Ty     Ex     Ex     Gd     Gd     Ty

10     6      20     20     10     10     6

Health:56        Karma:26

Resources:Ty     Pop:0

KNOWN POWERS:

Equipment: 

 Most military Kree carry a laser-blaster that inflicts Good

 damage up to seven areas away.

BACKGROUND: The Kree race has reached its apex of evolution and

now lacks vitality and imagination. When faced with a problem, Kree

warriors are likely to pursue the most direct route to resolution. They are

generally efficient and direct in battle.

Important Kree

Supreme Intelligence

Supremor

F      A      S      E      R      I      P

Fe     Fe     Fe     Pr     Un     Mn     Un

2      2      2      4      100    75     100

Health:10        Karma:275

Resources:CL1000 Pop:0 (100 to Kree)

Note: After the Kree-Shi'ar war resources are down to Am

Known Powers:

Dimension Travel: Gd ability to transport others to the Negative Zone.

Hallucination: Mn at intergalactic range

Mental Duplication: The Supreme Intelligence consists of the combined

 minds of millions of independend but subservient Kree.

Mind Control: Ex control over Kree

Mind Probe: Un at intergalactic range

Mind Transferral: The Supreme Intelligence can simultaneously transfer

 its conciousness into up to 3 automatons at intergalactic range.

Resistance to Psionics: CL1000

Telepathy: CL5000 range

Teleport Others: CL5000 range

Body Armor: Its fluid filled tank gives Sh-Z body armor against physical

  atacks.

Talents: Leadership and all scientific and professional skills.

Ronan the Accuser

F      A      S      E      R      I      P

Am     Gd     In     Am     Gd     Gd     In

50     10     40     50     10     10     40

Health:150       Karma:60

Resources:Fe      Pop:-20 (85 to Kree)

Known Powers:

Cosmi-Rod: This weapon made of Un material can manipulate

 cosmic energy at Mn rank. Ronan can inflict Un damage with 

 it when using it as a rod. He has develloped the following power stunts:

-Power Blasts: Mn force or energy, 4 areas range

-Reconstruct existing matter within 2 areas

-Flight: Rm (CL5000 in space)

-Force Field: Mn

Anyone touching the rod without Ronan's protective armor suffers

 Mn damage each round.

Armor: 

-In prot.vs.heat, cold, energy and radiation.

-Am prot.vs.physical attacks

-Raises strength and end. to Mn and health to 210

-Invisibility: Ex

talents: Weapon master (Cosmi-Rod), navigation, law

Kree Sentry

F      A      S      E      R      I      P

Ex     Ex     Mn     Un     Ty     Pr     Pr

20     20     75     100    6      4      4

Health:215       Karma:14

Resources:N/A    Pop:0

Known Powers:

Body Armor: Am

Invulnerabilities: immune to psionics, mental attacks, poison

 and disease.

Growth: various models at different sizes

-Sentry 213: Ex

-Sentry 372: Gd

-Sentry 459: Pr

-Sentry 9168: human size

Communication: CL5000 range but restricted to lightspeed.

Energy Beam:

-Sentry 372: Am up to 5 areas

-Sentry 459: Am up to 10 areas

-Sentry 9168: Un up to 5 areas

Self-Healing: Sentry can repair themself if not below 0 health.

Other weapons: Sentry can have any number of extra weapons

-Sentry 372: this sentry can shoot forth from his eyes

 a beam of collodial atoms that form into a cube which require

 Mn strength to get free of. The victim can do nothing else.

 The ray has a range of 1 area.

SKRULLS

                                           The Skrull race originated on the planet Skrullos, Drox system,

                                           Andromeda Galaxy hundreds of millions of years ago. Although

                                           basically reptilian, Skrulls share certain characteristics with

                                           mammals. They have hair and, despite the fact that young

                                           Skrulls hatch from eggs, mothers nurse their children to provide

                                           nourishment. They live an average of 210 years and are often

                                           slightly smaller than humans. Skrulls are about as strong as

                                           humans of similar size. Early in the evolution of the Skrull race,

                                           the star-faring race of genetic engineers known as Celestials

                                           visited Skrullos. The Celestials experimented upon the race,

                                           creating three different types of Skrulls. They bestowed a series

                                           of longevity genes upon one group, creating a race of Skrullian

                                           Eternals (equivalent to Earth's Eternals). On the second group,

                                           they implanted a latent gene series that would promote rapid

                                           benevolent mutation when the race matured. Finally, with the

                                           third group, the Celestials created a race of Deviants

                                           (equivalent to Earth's Deviants). The Deviants developed

                                           shapechanging ability. Using its ability to change shapes, the

                                           Deviant race soon dominated the planet. It eventually

                                           eradicated the other two Skrull races. The Deviant Skrulls then

                                           turned their attention inward. It is unclear whether the

                                           Celestials created two types of Deviants, or whether the

                                           Deviant race evolved into two separate races. In any case, part

                                           of the Deviant race changed into a horrible, sorcerous offshoot

                                           called the Dire Wraiths. The "normal" Deviant majority soon

attempted to eradicate the Dire Wraiths, but the Wraiths used their sorcery to flee to the Dark Nebula. After

developing interstellar travel, the Skrulls used their shape-shifting powers to establish a galaxy-wide empire.

Although extremely imperialistic, the Skrulls were not militaristic, and based their empire on trade. Their

shape-shifting powers allowed them to foster bonds of affection and trust with their trading partners. Where this

failed, their shape-shifting powers aided them in infiltrating and undermining opposition. About 10 million years

ago, the Skrulls ventured into the Greater Magellanic Cloud and encountered the Kree. The details of this meeting

are described in the Kree section. Here, let us just say that the Skrulls soon found themselves embroiled in a vast

interstellar war. In order to survive, the Skrulls quickly developed a ruthless, militaristic culture that lauded

deviousness and aggressiveness as much as their previous culture had praised business sense and hard bargaining.

This war has raged for millions of years now without any significant peace. Thousands of years ago, Skrull

scientists created the first Cosmic Cube, which could transform thoughts into reality. The powerhungry emperor

used it to expand his personal influence and holdings throughout the empire. Years later, the Cube developed a

consciousness of its own. Unfortunately, the Cube patterned its personality on that of the power-hungry emperor. It

destroyed two-thirds of the Skrull empire before realizing it had made a mistake. The Skrulls patiently rebuilt and

continued their long war with the Kree. Not so long ago, a would-be Skrull ruler set off a genetic bomb that

destroyed the shape-shifting powers of all Skrulls. Every Skrull became permanently trapped in the form he

occupied at the moment of detonation. Aside from leaving an untold number of Skrull spies trapped in alien body

configurations, the genetic bomb cast the Skrull empire into anarchy. A half-dozen rival planetary rulers have

claimed the lmperial throne. The empire has been forced to divert a sizeable portion of its war resources to settling

internal disputes. Only the fact that the Kree empire followed the Skrulls into anarchy shortly after learning of their

enemy's weakness has saved the Skrulls.

After some time the empire of the Skrulls was restored. Not long after this the latest herald of Galactus, Nova, led

her master to the Skrullian throneworld. The Skrulls tried to fight Galactus with all their might but naturally to no

avail. The Skrullian Throneworld was utterly destroyed. This plunged the Skrulls into chaos again. But the Skrulls

also overcame these problems under the guidance of their new empress S'Byll. Just after she had became empress

of the Skrulls they were attacked by the alien race known as the Badoon who were secretly aided by the Kree.

S'Byll tricked the Silver Surfer into joining them and the Kree retalliated by attacking the Surfer's homeworld

Zenn-La. Silver Surfer and S'Byll with her fleet followed the Kree to Zenn-La but they were soon overmatched.

Then S'Byll consort Kl'rt the Super Skrull convinced Silver Surfer to use his cosmic powers to restore S'Byll

shapeshifting powers and the allow her to do the same to the other Skrulls. Zenn-La forces joined the Skrull and

Silver Surfer but the battla wasn't ended before Silver Surfer forced an audience with Nenora, supreme leader of

the Kree, if he would leave Zenn-La forever the Kree would abandon their attack. The Surfer left and the Kree and

Skrullian forces returned home. The Skrull to the homeworld of S'Byll, the new throneworld Satriana. There S'Byll

has begon restoring the shapechanging powers to loyal followers.

After many internal struggles against rival claimants to the throne S'Byll once agian ran into the Kree. When

treachery cost them their military leader the Skrull were soon defeated. Only S'Byll survived by using her

shapechanging powers. Because Nenora had kidnapped Shalla Bal, empress of Zenn-La, because she had found

out that Nenora was actually a Skrullian spy who had wanted to build her own empire, the Silver Surfer and S'Byll

agreed to attack Hala, the Kree homeworld, themselves. The invaded the palace of Nenora who then was killed by

S'Byll. The Kree were gratefull for the uncovering of the treachery and agreed to a truce with S'Byll that would

allow her to rebuild her forces.

Even more recently Skrull agents, knowingly or unknowingly working for the Kree Supreme Intelligence, were

instrumental in starting the Kree-Shi'ar war. What exactly was their purpose in unknown although they could have

been paid or controlled by the Supreme Intelligence. 

Notes on the Skrull Empire and their planets:

The Skrull empire is located in the Andromeda Galaxy M31 which is located at a distance of approximately 650

kpc (kiloparsec). Their current throneworld is named Satriana.

There is a lot less known about the planets of which the Skrull empire consists but since it is located in a Galaxy

about the size of our own it's probably considerable, although it's not certain that at each of these planets S'Byll's

rulership is acknowledged.

Since it is known that the Skrulls are able to breath in Earth atmosphere but are a bit weaker then the Earthlings it

is probable that most planets of the Skrull empire have an atmosphere of about the same composition as Earth but

the gravity will be somewhat less. 

Typical Skrull Warrior

F      A      S      E      R      I      P

Gd     Ty     Ty     Ty     Gd     Ty     Ty

10     6      6      6      10     6      6

Health:28        Karma:22

Resources:Ty     Pop: -5

KNOWN POWERS:

Shape Changing: Ty (those whose powers have returned thanks

 to S'Byll)

Equipment: The typical Skrull warrior carries a laser-blaster that inflicts

Good concussive damage up to seven areas away.

Important Skrulls:

S'Byll

current empress of the Skrull empire

F      A      S      E      R      I      P

Rm     Am     Un     Un     Rm     Ex     Am

30     50     100    100    30     20     50

Health:280       Karma:100

Resources:Un      Pop:0 (75 or -30)

(S'Byll popularity is 75 with the Skrulls whose powers she has returned)

Known Powers:

Body Armor: In vs. physical, Am vs. energy

Energy Blasts: Am damage at 3 areas

Shape-Shifting: Sh-Y with her most powerfull form a vaguely humanoid

 amorphous blob with the following abilities:

-Flight: Un

-Envelope: Sh-X damage to starships up to 10 square miles by

   crushing them.

-Enhanced Body Armor: +3CS

-Enhance Energy Blast: +3CS 50 areas range

Power Transfer: She can restore another Skrulls powers by touching

 them, they then gain the Shape-Shifting power at their End. rank.

Talents: Skrull Technology

Super-Skrull

Kl'rt, consort to empress S'Byll

F      A      S      E      R      I      P

Rm     Ex     Am     Am     Ex     Gd     Ex

30     20     50     50     20      10      20

Health:150       Karma:50

Resources:Un      Pop:0

Known Powers:

Shape-Shifting: Un

Elongation: Un

Fire Generation: Mn

Fire Control: Mn

Rocket Flight: In

Armor Skin: Rm, by mimicking the Things hide he gains In

Invisibility: Ex

Power Selection: A maximum of 3 powers can be used during a turn.

Talents: Martial Arts C,E, Skrull or Kree weaponry, Espionage, 

 Astronavigation, Piloting and Survival.

Story: Originally created to destroy the Fantastic Four the Super-Skrull

 was destroyed a few times. I don't know if this most recent incarnation

 that is S'Bylls consort is the same as the first one but he seems

 to have matured quite a bit. He isn't still the ruthless fighting machine.

 I also don't know if he had all the powers listed above.

 He was killed in a duel against S'Byll starfleet captain but it is never

 known if this or an earlier incarnation will return.

