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Sir,

own health and safety.

SCARE operative.
Sincerely,

Jamal Norwood
SCARE operative

As | learned when we were both contestants on America Hero, Ana Cortez is a deceptively powerful, intelligent, and quietly
determined individual whose value should not be overlooked because of her naturally self-effacing personality.

She is loyal to her friends and fierce in their defense. She follows orders but is not rigidly robotic in their performance. She
understands the necessities of teamwork and will put the goals of an assignment over her personal desires and even her

She was, and continues to be, a very strong member of the Committee. She would make a fine SCARE agent if someone
were able to recruit her. She should not be approached on solely patriotic grounds or by telling her that working for SCARE
would benefit her economically, but rather by relating to her how much she could accomplish for the general good as a

HISTORY

Ana is somewhat stocky, round-faced, and has long dark hair.
Before her appearance on American Hero she lived in a mobile
home in the small town of Aztec, New Mexico, with her father
and seventeen-year-old brother, Roberto. She worked for an
excavation company; a perfect job, since her wild card power
is the ability to dig holes with her mind.

Her brother encourages her to try out for American Hero. She
agrees reluctantly. Ana initially feels her power doesn’t amount to
much of anything, and also feels uncomfortable and out of place
in the glitzy Hero setting. She meets Kate Brandt (Curveball)
early on and they became inseparable friends. Kate encourages
her as much as her brother did earlier. Cortez eventually comes
to believe in herself and figures out how to use her powers in
imaginative and useful ways; for example, using earth to build
defenses rather than just excavating holes in the ground.

Cortez is one of the group of American Hero discards who
joins John Fortune, Bugsy, and Lohengrin in Egypt. Although
she used her powers to good effect earlier, she’s wounded by
gunfire during the second stage of the Battle of Aswan and is
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unable to participate in the climactic fight with the Righteous
Djinn and the Army of the Caliphate.

Earth Witch signs on with the Committee after the Egyptian
campaign and is sent to various hotspots where she’s partic-
ularly adept at ameliorating natural disasters. She eventually
finds herself in New Orleans, building and reinforcing levees
when its hit by multiple hurricanes, and is part of the
Committee team facing the Radical when he tries to destroy
the city with a nuclear device.

She remains a member of the Committee after the New
Orleans affair. She and Kate Brandt share a small apartment
on the Lower East Side of New York City that they rarely
have the opportunity to enjoy. She has deep-rooted feelings
for Drummer Boy that she scarcely recognizes. He, though,
has no interest in one of the less sexy of the female American
Hero/Committee members.

PERSONALITY

Ana is shy, self-conscious, and self-deprecating, believing
herself to be unattractive and her ace to be insignificant. As



EARTHAWITCHA(LAYBRUIAYDEUARTIERRA)

EARTH WITCH
ROWERSLEVE(SY

STRENGTH STAMINA AGILITY DEXTERITY FIGHTING INTELLECT AWARENESS PRESENCE
1 3 0 1 2 1 2 0

Earth-Moving: Perception Range Damaging Move Object 9
(12 tons), Subtle, Limited Material: Earth « 28 points

Expertise: Construction 6 (+7), Insight 2 (+4), Perception 2
(+4), Ranged Combat: Throwing 4 (+5), Vehicles 2 (+3)

ADVANTAGES
Extraordinary Effort, Great Endurance, Languages (Spanish)

time goes on, her impressions of her-

self are evolving, but she is still quiet

and retiring under most circum-
stances.

POWERS & ABILITIES

Earth Witch can telekinetically
control dirt, moving it
anywhere she wills.

OFFENSE

Earth-Moving — Perception Range, Damaging Move

Object 9

Unarmed +2 Close, Damage 1

DEFENSE

COMPLICATIONS

Motivation—Doing Good: Ana was always raised to do good,
but suffers from low self-esteem, believing she doesn’t have the
power to accomplish anything truly significant.

Power Loss: Earth Witch always wears a medallion of Santa
Barbara, patron saint of geologists, miners, and ditch diggers,
around her neck. Her mother (a wild card latent who died
giving birth to Ana’s brother Roberto) had given it to her. To
use her power, Ana must take the medallion in her hand and
pray, while kneeling and touching the ground.

Abilities 20 + Powers 28 + Advantages 3 + Skills 8 + Defenses
16 =75

NAME: ANA CORTEZ ‘WC NAME: EARTH WITCH

BASE: MOBILE HOME IN AZTEC,
NM; APARTMENT ON THE LOWER
EAsT SIDE OF NEW YORK CITY

OccuPATION: CONSTRUCTION
EXCAVATOR (PRE-AMERICAN
HER0); COMMITTEE MEMBER

WC STATUS: ACE ETHNICITY: LATINA

Even if the ground she’s on is covered with concrete or asphalt
she can manipulate the earth underneath. The amount of
earth she can move is enormous, but continual use of her
power quickly fatigues her.

ALLIES

Many members of the Committee are Earth Witch’s friends
and allies, especially Curveball.

ENEMIES

Ana has made no enemies yet in her career.
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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 copyrighted material
including derivative works and translations (including into
other computer languages), potation, modification, correc-
tion, 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, proce-
dures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over
the prior art and any additional content clearly identified as
Open Game Content by the Contributor, and means any work
covered by this License, including translations and derivative
works under copyright law, but specifically excludes Product
Identity. (e) “Product Identity” means product and prod-
uct line names, logos and identifying marks including trade
dress; artifacts; creatures characters; stories, storylines, plots,
thematic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats, poses, con-
cepts, themes and graphic, photographic and other visual or
audio representations; names and descriptions of characters,
spells, enchantments, personalities, teams, personas, likenesses
and special abilities; places, locations, environments, crea-
tures, 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 asso-
ciated products contributed to the Open Game License by
the Contributor (g) “Use’, “Used” or “Using” means to use,
Distribute, copy, edit, format, modify, translate and otherwise
create Derivative Material of Open Game Content. (h) “You” or
“Your” means the licensee in terms of this agreement.

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

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

4. Grant and Consideration: In consideration for agreeing
to use this License, the Contributors grant You a perpetual,
worldwide, 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 rep-
resent that Your Contributions are Your original creation and/
or You have sufficient rights to grant the rights conveyed by this
License.

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

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

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

9. Updating the License: Wizards or its designated Agents
may publish updated versions of this License. You may use any
authorized version of this License to copy, modify and distrib-
ute 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 com-
ply with any of the terms of this License with respect to some
or all of the Open Game Content due to statute, judicial order,
or governmental regulation then You may not Use any Open
Game Material so affected.

13. Termination: This License will terminate automatically
if You fail to comply with all terms herein and fail to cure such
breach within 30 days of becoming aware of the breach. All sub-
licenses 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 Redman, 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 Heros Handbook, Copyright 2010, Green
Ronin Publishing, LLC; Author Steve Kenson.

Mutants & Masterminds Heros Handbook, Copyright 2011,
Green Ronin Publishing, LLC; Author Steve Kenson.
Wild Cards Campaign Setting, Copyright 2008, Green Ronin

Publishing; Authors John Jos. Miller and Steve Kenson.

Wildcards SCARE Sheet #8: Earth Witch, Copyright 2013,
Green Ronin Publishing; Authors John Jos. Miller and
Steve Kenson.



