


Many primitive human cultures believed the gods came 
from the sky. The people of the Aerie knew the gods came 
from beyond the sky, after all, they dwelled in the sky and 
never saw the star-gods. Still, they knew they had the 
gods’ favor because they could fly.

Long ago, the legends say, the star-gods came. They went 
among the people who walked upon the Earth and found 
those worthy, with the fierceness and pride of raptors in 
their hearts, and granted them the gift of wings. But the 
ground-bound were fearful and jealous of the winged-
ones. They hurled curses and stones alike at them, driving 
them out, driving them away.

So the avians took to the sky and flew far and 
wide, searching for a place away from the 

ground-bound, a place they could call their 
own. They founded in Aerie high in the 
mountains of a distant land, warmed by 
volcanic springs, and there they built a 

civilization, where those who hated and 
feared them would never find them, or 

so they thought.

Ta-Lo-Nah was marked by the sky-
gods from birth. She was gifted with 
powerful claws and the keen in-

stincts of a hunter, but also with 
swiftness and the ability to speak 

with and command feathered crea-
tures of the skies. She grew up tall 
and strong, a fierce and powerful 
hunter and warrior, but with a ter-

rible temper when her ire was roused.

Not long after Ta-Lo-Nah reached 
adulthood, a sickness came to the 
Aerie and the healers could not find a 
cure. Many believed it was a curse from 
the sky-gods, a sign of their displeasure, 
but Ta-Lo-Nah believed otherwise. She 

discovered it was the work of ground-
lings, who fouled the air with their great 

chimneys. When she told them to stop, 
they refused, so she destroyed their foul 

machines and warned this “Grant Con-
glomerates” clan for the last time.

Naturally, Grant Conglomerates wasn’t going 
to stop their international refining operations 

because of some freak. When “Talona” returned 
as she said she would, they laid a trap and captured 

the bird-woman, shipping her off to the head offices 
in Freedom City for interrogation and examination by 

the bio-medics division. 

TALONA
REAL NAME: Ta-Lo-Nah
OCCUPATION:   Warrior and Revolutionary
BASE: The Aerie (Greenland)
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TALONA PL12
STR STA AGL DEX FGT INT AWE PRE

4 4 7 7 9 0 2 3

POWERS

Atavistic Rage: Enhanced Defenses 0 (Fortitude 2, Will 2, 
Dodge -2, Parry -2), Enhanced Strength 4, Unreliable (One 
use of 5 turns in a row) • 4 points

Bird Call: Array (32 points)
•	 Summon Birds: Perception Area Summon Birds 2 (Thirty-

two 30-point minions), Feature (Sensory  Link), Horde, 
Mental Link, Multiple Minions 5, Variable Type: Birds  
• 32 points

•	 Flock of Raptors: Perception Range Affliction 12 (Resisted 
by Fortitude; Vulnerable, Defenseless),  Limited Degree, 
Limited—Outdoors only • 1 point

Birdspeak: Comprehend 2, Limited—Birds only • 2 points 

Claws: Strength-based Damage 5, Penetrating 5 • 10 points

Vision: Senses 6 (Danger Sense, Direction Sense, Distance 
Sense, Extended Vision 2, Low-light Vision) • 6 points

Wings: Flight 6 (120 MPH; Wings) • 6 points

SKILLS

Acrobatics 8 (+15), Expertise: Animal Handling 9 (+9), 
Expertise: Survival 10 (+10), Expertise: Tactics 4 (+4), Insight 8 
(+10), Intimidation 6 (+9), Perception 10 (+12), Stealth 7 (+14)

ADVANTAGES

Agile Feint, All-out Attack, Animal Empathy, Benefit (Ruler of 
the Aerie), Close Attack 2, Daze (Intimidate), Defensive Roll 
4, Evasion, Favored Environment (Aerial), Fearless, Improved 
Critical (Claws), Improved Initiative, Languages (Avian), 
Leadership, Move-by Action, Power Attack, Tracking, Uncanny 
Dodge

OFFENSE

INITIATIVE +11

Unarmed +11 Close, Damage 9, Penetrating 5, Crit. 19-20

DEFENSE

DODGE 12 FORTITUDE 8

PARRY 12 TOUGHNESS 8/4*

WILL 7 *Without Defensive Roll

POWER POINTS

ABILITIES 72 SKILLS 31

POWERS 61 DEFENSES 17

ADVANTAGES 22 TOTAL 203

COMPLICATIONS

Enemy: Talona has a long-standing history of clashes with 
Grant Conglomerates. She has also had numerous run-ins 
with Lady Liberty and the Freedom League, though their 
relationship is somewhat like a pendulum in that it swings 
back and forth between being enemies and being grudging 
allies.
Motivation - Responsibility: Talona is the chosen leader of 
her people, part of her birthright from the sky-gods (or so she 
believes).
Temper: Talona is subject to stress atavism, which causes her 
to fly into bestial rages when pressed.

Talona escaped confinement in Freedom City and found 
herself in a strange and terrible place, filled with more 
groundlings than she had ever seen, the air thick with their 
stench, the sky walled off by their towers. In her rage, she 
called to the fliers among the towers and in the scattered 
trees, and they answered her. Lady Liberty fought Talona 
and was finally able to calm the avian warrior enough to 
learn her tale. She promised to investigate Grant Con-
glomerates’ involvement, and helped Talona return to her 
home, having earned the avian’s grudging respect.

What Talona found when she returned to the Aerie was 
devastation: her people were gone, and new cairns 
dotted the burial grounds. She realized the plague had 
destroyed them while she was in captivity and she went 
mad with rage. Talona returned to Freedom City with 
an army of raptors to declare war on the groundlings. 
Again, Lady Liberty confronted and overcame her. Learn-
ing of her terrible tale, she and her allies discovered the 
avians were not wiped out, they had merely moved to 
hidden caves to try and escape the plague. The Freedom 
League negotiated pollution controls for the region near 
the Aerie and formulated medical treatment to assist 
the avians. A somewhat mollified Talona returned to her 
people.

Since her return, Talona has received word of Black 
Vulture, who is apparently an avian from a “lost” tribe in 
the Atlas Mountains. If she can confirm his origins, she 
plans to bring him and his followers back to the Aerie to 
ensure the survival of her people. Talona is disgusted by 
the rumors of Black Vulture’s cannibalism, but she’s certain 
those tales are just lies spread by the ground-bound who 
fear and mistrust the avians.

PERSONALITY

Talona is fierce and direct in everything she does. She is 
proud of her people and her homeland and will stop at 
nothing to protect them. She gives in to anger readily, 
which has gotten her into trouble in the past, but it also 
gives her strength. Her unpredictability makes her both a 
staunch ally and a dangerous foe.

POWERS & ABILITIES

Talona is something of a mutant throwback among avians: 
she can fly much faster than most of her kind and her 
claws are superhumanly sharp and powerful. Moreover, 
she has the ability to psychically communicate with and 
control birds of all kinds, particularly raptors. The down-
side of her birthright is a tendency towards stress atavism: 
an almost bestial temper and bloodlust, reverting Talona 
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to a savage stage where it is difficult to reason with or 
control her. Even her own people tread carefully where 
the proud warrior-woman is concerned, regarding Talona 
as their champion, but also uncertain about her abilities 
as a spokesperson, much less a diplomat.

ALLIES

Talona has been a sometime ally, and occasional enemy, 
of heroes like Lady Liberty and the Freedom League.

ENEMIES

Grant Conglomerates has not forgotten Talona’s attacks 
on them, nor has she forgotten her captivity and hu-
miliation at their hands. Likewise, while the international 
community generally agrees on safeguarding the unique 
avian culture, debate over issues like climate change and 
pollution controls is protracted and far too slow for the 
patience of firebrands like Talona and other avians who 
agree with her. 

HOOKS

Let My People Go: A hunting party of avians wandered 
far afield from the mountains of the Aerie and ran into a 
group of humans, resulting in the injury and capture of 
the avians in a case of misunderstanding. Talona is, un-
surprisingly, enraged by this slight and demands the 
release of her people or she and her followers will take 
action against the groundlings. The matter is complicated 
by the fact that the humans holding the avians work for 
a Grant Conglomerates subsidiary. They claim they were 
doing survey work when the avians attacked them for no 
reason, but the truth is Grant Conglomerates set a trap 
for the avians, hoping to provoke a violent response from 
Talona. They want negotiations with the Aerie to break 
down, providing an excuse for Grant Conglomerates’ allies 
in the military-industrial complex to take action against 
the “violent and dangerous” avians, wiping them out once 

and for all. The heroes have to deal with an impatient and 
angry Talona while hopefully arranging for the release of 
the avians unharmed and exposing Grant Conglomerates’ 
involvement in the affair.

The Birds: An enraged Talona leads a band of avians and 
a flock of raptors in an attack on Emerald City, with no ap-
parent explanation. It turns out a new experimental trans-
mitter broadcasts on a frequency that triggers Talona’s 
stress atavism and produces a state of heightened anxiety 
even in ordinary avians. The heroes have to contain the 
avian horde while learning about “the noise” maddening 
them, finding its source, and shutting it down. For added 
complication, the transmission signal might not be an in-
nocent mistake. It could be MarsTech engineers working 
with a new piece of technology, unaware that it would 
cause problems for anyone. The heroes are called in when 
the MarsTech team is threatened or captured.

Willing Flock: When Black Vulture is introduced to the 
avians of the Aerie, he gains a fanatical following that 
threatens Talona’s leadership. Talona’s “caution and pa-
tience” when it comes to dealing with the ground-bound 
proves no match for Black Vulture’s desire to cease ne-
gotiations and instead “prove to the world the rightful 
dominance of the chosen people of the skies over the 
ground-bound!” Talona finds herself in the unusual posi-
tion of calmer head and “experienced ambassador” to the 
outside world. It’s not that she shies away from the war-
rior’s call to battle, but for the right reasons. She believes 
Black Vulture is motivated by a desire to spread his ritual-
istic and cannibalistic beliefs—and unfortunately many in 
the Aerie are frustrated enough with their lot that they’re 
willing to listen. Her efforts to oppose Black Vulture and 
raise support among her own people proves fruitless 
and she reluctantly turns to outsiders for help. If they can 
help her to bring down Black Vulture, thereby proving 
she’s strong enough to lead, she’s sure she can regain her 
rightful place as leader of her people. Eventually she may 
even be able to convince the handsome Black Vulture to 
give up his cannibalistic ways and become her right-hand 
man....      
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CREDITS & LICENSE

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the 
Coast, Inc. and is Copyright 2000 Wizards of the Coast, 
Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright 
and/or trademark owners who have contributed Open 
Game Content; (b)”Derivative Material” means copyright-
ed material including derivative works and translations 
(including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, 
improvement, compilation, abridgment or other form 
in which an existing work may be recast, transformed 
or adapted; (c) “Distribute” means to reproduce, license, 
rent, lease, sell, broadcast, publicly display, transmit or 
otherwise distribute; (d)”Open Game Content” means the 
game mechanic and includes the methods, procedures, 
processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement 
over the prior art and any additional content clearly iden-
tified as Open Game Content by the Contributor, and 
means any work covered by this License, including trans-
lations and derivative works under copyright law, but spe-
cifically excludes Product Identity. (e) “Product Identity” 
means product and product line names, logos and iden-
tifying marks including trade dress; artifacts; creatures 
characters; stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, themes 
and graphic, photographic and other visual or audio rep-
resentations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses 
and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or 
effects, logos, symbols, or graphic designs; and any other 
trademark or registered trademark clearly identified as 
Product identity by the owner of the Product Identity, and 
which specifically excludes the Open Game Content; (f ) 
“Trademark” means the logos, names, mark, sign, motto, 
designs that are used by a Contributor to identify itself or 
its products or the associated products contributed to the 
Open Game License by the Contributor (g) “Use”, “Used” 
or “Using” means to use, Distribute, copy, edit, format, 
modify, translate and otherwise create Derivative Mate-
rial of Open Game Content. (h) “You” or “Your” means the 
licensee in terms of this agreement.

2. The License: This License applies to any Open Game 
Content that contains a notice indicating that the Open 
Game Content may only be Used under and in terms of 
this License. You must affix such a notice to any Open 
Game Content that you Use. No terms may be added to 
or subtracted from this License except as described by 
the License itself. No other terms or conditions may be 
applied to any Open Game Content distributed using 
this License.

3. Offer and Acceptance: By Using the Open Game 
Content You indicate Your acceptance of the terms of 
this License.

4. Grant and Consideration: In consideration for agree-
ing to use this License, the Contributors grant You a per-
petual, worldwide, royalty-free, non-exclusive license 
with the exact terms of this License to Use, the Open 
Game Content.

5. Representation of Authority to Contribute: If 
You are contributing original material as Open Game 
Content, You represent that Your Contributions are Your 
original creation and/or You have sufficient rights to 
grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include 
the exact text of the COPYRIGHT NOTICE of any Open 
Game Content You are copying, modifying or distribut-
ing, and You must add the title, the copyright date, and 
the copyright holder’s name to the COPYRIGHT NOTICE 
of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any 
Product Identity, including as an indication as to com-
patibility, except as expressly licensed in another, inde-
pendent Agreement with the owner of each element of 
that Product Identity. You agree not to indicate compat-
ibility or co-adaptability with any Trademark or Regis-
tered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in 
another, independent Agreement with the owner of 
such Trademark or Registered Trademark. The use of 
any Product Identity in Open Game Content does not 
constitute a challenge to the ownership of that Product 
Identity. The owner of any Product Identity used in Open 
Game Content shall retain all rights, title and interest in 
and to that Product Identity.

8. Identification: If you distribute Open Game Content 
You must clearly indicate which portions of the work 
that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated 
Agents may publish updated versions of this License. You 
may use any authorized version of this License to copy, 
modify and distribute any Open Game Content originally 
distributed under any version of this License.

10. Copy of this License: You MUST include a copy of 
this License with every copy of the Open Game Content 
You Distribute.

11. Use of Contributor Credits: You may not market 
or advertise the Open Game Content using the name 
of any Contributor unless You have written permission 
from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to 
comply with any of the terms of this License with respect 
to some or all of the Open Game Content due to statute, 
judicial order, or governmental regulation then You may 
not Use any Open Game Material so affected.

13. Termination: This License will terminate automati-
cally if You fail to comply with all terms herein and fail to 
cure such breach within 30 days of becoming aware of 
the breach. All sublicenses shall survive the termination 
of this License.

14. Reformation: If any provision of this License is held 
to be unenforceable, such provision shall be reformed 
only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE 

Open Game License v 1.0 Copyright 2000, Wizards of the 
Coast, Inc. 

System Reference Document, Copyright 2000, Wizards of 
the Coast, Inc., Authors Jonathan Tweet, Monte Cook, 
Skip Williams, based on original material by E. Gary 
Gygax and Dave Arneson. 

Modern System Reference Document, Copyright 2002-
2004, Wizards of the Coast, Inc.; Authors Bill Slavicsek, 
Jeff Grubb, Rich Red-man, Charles Ryan, Eric Cagle, 
David Noonan, Stan!, Christopher Perkins, Rodney 
Thompson, and JD Wiker, based on material by Jonathan 
Tweet, Monte Cook, Skip Williams, Richard Baker, Peter 
Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and 
JD Wiker. 

Mutants & Masterminds, Copyright 2002, Green Ronin 
Publishing; Author Steve Kenson. 

Advanced Player’s Manual, Copyright 2005, Green Ronin 
Publishing, LLC; Author Skip Williams. 

Silver Age Sentinels d20, Copyright 2002, Guardians 
of Order, Inc.; Authors Stephen Kenson, Mark C. 
Mackinnon, Jeff Mackintosh, Jesse Scoble. 

Mutants & Masterminds, Second Edition, Copyright 2005, 
Green Ronin Publishing, LLC; Author Steve Kenson. 

DC Adventures Hero’s Handbook, Copyright 2010, Green 
Ronin Publishing, LLC; Author Steve Kenson. 

Mutants & Masterminds Hero’s Handbook, Copyright 
2011, Green Ronin Publishing, LLC; Author Steve Kenson.
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Copyright 2011, Green Ronin Publishing, LLC; Author 
Glenn Hall and Steve Kenson.
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