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Hello, and thank you for downloading the Legacy of the Masque RPG! 

In this book you will find a brief overview of the world of Legacy 
of the Masque as well as history, background and game statistic 
information for some of the main characters in the Legacy of the 
Masque webseries. 

Legacy of the Masque RPG runs on the Mutants & Masterminds 3rd 
Edition system and requires the use of their core rulebook to 
utilize the game mechanics presented herein. The Mutants and 
Masterminds 3rd Edition book, as well as several resources 
available for download can be found online at http://www.
mutantsandmasterminds.com 

We relied heavily on the d20 Hero SRD website to create this book, 
and would like to offer a special thanks to the brave, tireless 
souls who created and maintain the site. We encourage you to visit 
them at http://www.d20herosrd.com/home

We hope you have as much fun playing the Legacy of the Masque RPG 
as we had creating it! We encourage you to check out the first 
story arc of the Legacy of the Masque webseries, starring Sierra 
Holmes as Diana Bowman/The Masque, Tim Stotz as Andy Bryant/
Captain Future, Alex Rodriguez as Spectro and Elise Schultz as 
Smoke.  A full list of the incredible cast and crew involved in 
creating the Legacy of the Masque webseries (including upcoming 
episodes) can be found at http://www.imdb.com/title/tt2186881/  
Legacy of the Masque Arc 1 is available for download or streaming 
at Amazon http://www.amazon.com/Legacy-Masque-Arc-1/dp/B008WGHDBS
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Please visit the Legacy of the Masque fan page on Facebook to keep 
up with news and updates about the game and webseries! http://www.
facebook.com/whoistheMasque

Thanks again for grabbing this book! Please rate and review this 
and any other RPG product you pick up from Aegis Studios! We would 
love to hear your feedback!

Now grab your d20s and get ready to be a HERO!

(...or, y’know, a villain if it suits you. We don’t judge)

Thanks,
Travis Legge

http://twitter.com/travislegge
http://www.facebook.com/travislegge
http://www.aegisstudios.com
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History

 Throughout human history, in times of darkness and pain, 
heroes have risen from the masses to fight for justice and defend 
those who could not defend themselves. Past generations referred 
to these heroes as Gods and Demi-Gods. Poems were written about 
their brave acts and their names and deeds became legend.  
 The latest group of exceptional individuals to come to 
humanity’s aid called themselves superheroes. In the 1930’s 
several of these superheroes, gaining powers through science, 
mysticism and simple grit, fought to preserve good in the darkest 
era of human history. 
 Of course, heroes possessing powers beyond the realm of 
mortal man often attract enemies who are similarly gifted. Whether 
fighting criminal organizations or fiends loyal to the Axis, the 
superheroes of the Golden Age often found themselves squaring off 
against villains who labored in the service of evil. 
 Eventually Hitler, Hirohito, and Mussolini were defeated. The 
superheroes turned their full attention to organized crime after 
WWII, knocking a major dent in the growth of organizations like 
the Mafia. Times were good.
 As supervillains fell and cartels crumbled, 

superheroes began to see that evil on the scale 
they were used to dealing with had been defeated. 
Supervillains and mad scientists had all been 

captured or killed. There were no evil empires 
among the world’s governments; at least none 

that humanity couldn’t handle on its 
own. 
 The premiere group of 
superheroes of the era gathered 

and came to a decision: it was time to 
retire. Heroes like the Fighting Yank 
and the Green Llama had strong concerns that 
having super-powered beings running amok 
with no threats worthy of their attention 
would lead down dark paths and stunt 
humanity’s growth. The heroes of the time 
had also seen enough darkness in the 
horrors of WWII to last a lifetime and 
many were eager to retire.

 A few heroes were reluctant about 
abandoning humanity to its own 
devices, but eventually they were 
persuaded to see the wisdom of the 
plan. The vast majority of devices, 
trinkets and mystical objects that 
provided these heroes with power 
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were donated to the WWII museum n New Orleans, LA. The rest were 
hidden in secret, either in the hideouts or with the families of 
the heroes.   
 For decades things were relatively quiet and the few 
superbeings that still retained power remained out of the public 
eye. Occasionally a superhero would act to prevent a tragedy or 
save lives, but it was always swiftly, in secret, and with great 
stealth. 
 In the early 21st century, a horrible hurricane hit New 
Orleans. In the devastation, the WWII museum was badly damaged 
and ransacked. Many of the artifacts from the Golden Age of heroes 
were stolen and placed on the black market. Others were kept by 
the looters who used their newfound powers for survival in the 
no-mans land that New Orleans became. Many of these newly crowned 
supervillains turned to organized crime when the dust settled and 
the authorities retook the city. 
 Slowly a new age of supers began to rise, but most of 
the people possessing powers were less than ethical. However, 
wherever evil rises, good is not often far behind. A small group 
of superheroes, still operating in secret, has 
risen up to try and once again fight on the side 
of good. Among them is the heir to the Bowman 
fortune, a debutante by the name of Diana Bowman.
 Diana was something of a spoiled party girl. 
She grew up rich, spent a good portion of her 
youth at boarding schools and was never close 
with her parents. Of her entire family, only 
her grandmother maintained a true connection 
with her. 
 Diana’s grandmother passed away 
recently. Her death was the natural 
result of old age and she died peacefully 
in her bed. Heartbroken by the loss of her 
grandmother, Diana returned to her home in 
Rockford, Illinois to settle her grandmother’s 
final affairs.
 During this process, she discovered an 
old scrapbook that contained references to 
a Golden Age Superhero called “The Masque.” 
Upon investigation, Diana came to discover 
that The Masque had actually been her 
grandmother! 
 Inspired by her grandmother’s 
useful actions, Diana decided to 
become a superhero herself. The city 
of Rockford, Illinois, her new home, 
was a cesspool of crime and lawlessness. For the 
first time in her life, Diana found something she 
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could care about.
 Through further investigation, Diana tracked down an old 
associate of her grandmother’s: a former superhero named Dr. Andy 
Bryant.
 Also living in Rockford, Andy was once known as the 
adventurer Captain Future. Diana was shocked to discover 
that apart from some graying hair, Andy had not aged much in 
the decades since he was an active crimefighter. After much 
persuasion, Diana convinced Andy to act as a mentor to her and 
teach her how to be an effective crimefighter. After several 
months of intensive training, The Masque took to the streets of 
Rockford, standing up for the innocent and fighting crime. 
 Details regarding The Masque’s abilities and game stats can 
be found in the Character Roster section of this book. 

Current Events

 Since the raiding of the WWII museum, rumors have circulated 
about the return of super powered beings. As of yet there 
have been no major public incidents involving superheroes or 
supervillains, but in today’s world of camera phones and instant 
uploads, it is only a matter of time before the world knows for 
certain that gods once again walk among men. 
 Certain cities are hotbeds of superhuman activity. New 
Orleans is certainly the densest population, where the existence 
of superheroes and villains is essentially an open secret. 
 In Rockford, Illinois, the home base of the Masque, most of 
the heroic and villainous activity has, to date, been unaltered 



7

LegAcy of The MAsque

humans using state of the art technologies or intensive training 
to augment themselves. Rumors spread through the underworld about 
this vigilante called the Masque and it is only a matter of time 
before those rumors bring the attention of other superhumans to 
Rockford. 
 Surprisingly, most of the major population centers in the 
United States seem to be nearly devoid of superhuman activity. 
Towns like Mauston, Wisconsin and Tama, Iowa are more likely 
to have a superhuman presence than cities like New York or Los 
Angeles. 
 Outside the U.S. superhuman activity is practically non-
existent. The majority of international superhumans are survivors 
form the Golden Age (or their successors) who have lived in hiding 
for nearly a century. 

Character Section

 Now that you have seen a brief overview of the world of 
Legacy of the Masque you will need to determine what kind of 
character you would like to play. The M&M system provides a 
virtually unlimited number of character concepts. Having said 
that, certain templates/concepts fit very well within the world of 
Legacy of the Masque while others do not. 
 Legacy of the Masque is a gritty, street-level setting. While 
some characters possess incredible power, they are exceedingly 
rare. There are no cosmic immortals with infinite ability running 
around the world of Legacy of the Masque. Ultimately it is up to 
the Gamemaster to decide what powers are and are not acceptable in 
a Legacy of the Masque campaign. We recommend campaigns begin in 
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the PL8-PL10 range.
 When creating characters for Legacy of the Masque utilize 
the standard character creation rules as listed in the M&M 
Third Edition book, in accordance with the PL determined by the 
Gamemaster. In the following section we will examine each phase 
of character creation, with recommendations to help you create a 
character that fits in with the flavor of the setting. 

1. Secret Origins

 Each of the character template types listed in the M&M Core 
Book are possible within the setting of Legacy of the Masque 
though Constructs and Paragons are EXCEEDINGLY rare. 

2. Abilities

 Ability scores in Legacy of the Masque function normally. 
The vast majority of characters will have Ability scores of 7 
or lower (as an Ability score of 7 represents the peak of human 
achievement) though characters with superpowers, incredibly 
intensive training, or enhanced abilities due to outside forces 
such as science or magic may have higher scores, subject to the 
normal limitations for the campaign’s PL.

3. Skills

 Skills function exactly as indicated in the M&M core rules. 
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Knowledge regarding the Golden Age of Superheroes falls under 
Expertise (Superheroes), though particularly public events can 
also be covered by Expertise (History).

4. Advantages

 Advantages have no changes or recommended restrictions in 
Legacy of the Masque.

5. Powers

 As noted above, there are no cosmic entities wandering the 

earth in Legacy of the Masque. Gamemasters and players should work 
together to ensure that the scope of a character’s powers fit 
within the setting and the story that each troupe wants to tell. 
It is highly recommended that powers are thoroughly defined (and 
limited) by modifiers and descriptors. Many of the superheroes and 
supervillains in Legacy of the Masque rely upon technology for 
their powers, bringing those superhuman abilities into the realm 
of gadgets & devices.  
 Descriptors are also VERY important in Legacy of the Masque. 
Ensure all powers have a descriptor that explains the origin of 
the power. This will help cement the backstory of the player’s 
characters and help keep character concepts in line with the 
setting. 



LegAcy of The MAsque

10

6. Gadgets and Gear

 As indicated above, gadgets and gear play a very large role 
in Legacy of the Masque. Technology and magical artifacts are the 
source of virtually all superpowers, be it through a removable 
device, a super-soldier experiment, or a trinket imbued with 
mystical power, most superheroes (and supervillains) rely on some 
sort of external source to become more than human.  
 With regards to personal gadgets and devices: go wild. 
Utility belts, lightning gloves, grappling guns, superpower 
serums, magical cloaks and powered armor are all well within the 
bounds of the setting. 
 Headquarters can be elaborate, tricked out fortresses full 
of state of the art technology and magical enchantments. They do, 
however, tend to be well-hidden, very secretive and subtle from 
the exterior. Flying fortresses and enormous skull-shaped towers 
are unheard of in the world of Legacy of the Masque.
 The same is true for vehicles. Most super-vehicles in Legacy 
of the Masque appear perfectly normal upon cursory exterior 
inspection. Cars don’t fly as a general rule. Weapon systems tend 
toward the retractable and concealable. 
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Gamemaster Section

 If you are reading this section, we assume that you intend 
to act as gamemaster for a Legacy of the Masque campaign. If you 
don’t wish to do so, feel free to skip this section. 

The history of the setting in Legacy of the Masque is a rich 
and full story drawn largely from the public domain superheroes 
of the 1930’s and 1940’s. There are a few twists and surprises 
planned for future supplements involving the heroes of the past, 
but suffice it to say that plenty of ‘historical” data can be 
drawn from old comics featuring Captain Future, the Fighting 
Yank, Miss Masque, the Black Terror, the Silver Streak and many 
others. We recommend the Public Domain Super Heroes wiki (http://
pdsh.wikia.com/wiki/Public_Domain_Super_Heroes) as a resource for 
finding information and inspiration from the Golden Age.

This game is set at the beginning of the Legacy of the 
Masque webseries, in the first moments of what promises to be a 
new Golden Age of heroes and villains. Superpowers are out of the 
public eye, but this will not last long. Perhaps the characters in 
your game will be among the first to go public to the press. There 
are definitely plans in the works for how the dawning of the new, 
grittier, Golden Age will play out in the Legacy of the Masque 
webseries, but as a gamemaster, you don’t need to feel beholden to 
the canon of the webseries. The stories you tell with the Legacy 
of the Masque RPG are YOURS and YOURS ALONE. This book (and future 
supplements in the line) is just here to provide a bit of flavor 
and a few ideas for running your games. 

For system concerns, we HIGHLY recommend the M&M 3rd Edition 
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core book and the d20Hero SRD (http://www.d20herosrd.com/home) 
Both resources are put together EXTREMELY well and are FULL 
of guidance on how to craft your story using superheroes and 
supervillains.

Lastly, tell the stories that you and your troupe want to 
tell. If your troupe prefers PL 12 to PL8, go for it. Enjoy! If 
they would rather play villains than heroes, by all means, let 
them! Have fun with it! That’s the point, after all. 

SUPPORTING CHARACTERS
In the following section is a collection of supporting 

characters for use in all games. The characters range from the 
average man-on-the-street (bystander) to highly trained soldiers 
and criminals. Many of these characters fit into support roles, 
scientists, reporters, and street informants the heroes may go to 
in order to get questions answered, while others are combatants. 
None of these characters will be a threat to the average player 
character, but they’re often encountered in groups, which makes 
them more of a threat.

These characters are intended to be used when the GM needs 
a fairly common type of character that’s either around to help or 
harm the character in some way depending on your series. They’re 
also meant to represent a wide range of characters of that type. 
So, you can use the Police Officer to represent an actual police 
officer, but it could also be used as the basis for a detective, 
highly-trained security professional, or bodyguard. If you don’t 
see exactly the archetype you need, find something close and make 
a few changes. 
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CIVILIANS

BYSTANDER PL0
STR 0, STA 0, AGL 0, DEX 0, FGT 0, 
INT 0, AWE 0, PRE 0. Equipment: 
cell phone. Advantages: Equipment 
1. Skills: Expertise: Choose One 
4 (+4), Expertise: Current Events 
2 (+2), Expertise: Pop Culture 2 
(+2). Offense: Init +0, Unarmed 
+0 (Damage 0). Defense: Dodge 0, 
Parry 0, Fort 0, Tou 0, Will 0. 
Totals: Abilities 0 + Powers 0 + 
Advantages 1 + Skills 4 + Defenses 
0 = 5

The bystander represents 
the everyday people that populate 
the world. The sort of character 
a supervillain or other criminal 
might take hostage or otherwise 
endanger. Customize the bystander 
by choosing an expertise such as a 
profession or trade skill.

REPORTER PL1
STR 0, STA 0, AGL 0, DEX 0, FGT 
0, INT 2, AWE 2, PRE 1 Equipment: 
Camera, computer, digital 
recorder, smart-phone. Advantages: 
Contacts, Equipment 1. Skills: 
Deception 4 (+5), Expertise: 
Current Events 4 (+6), Expertise: 
Pop Culture 2 (+4), Expertise: 
Streetwise 2 (+4), Expertise: 
Writing 4 (+6), Investigation 
2 (+4), Perception 4 (+6), 
Persuasion 4 (+5), Stealth 4 (+4), 
Vehicles 2 (+2). Offense: Init +0, 
Unarmed +0 (Damage 0). Defense: 
Dodge 0, Parry 0, Fort 0, Tou 0, 
Will 2. Totals: Abilities 10 + 
Powers 0 + Advantages 2 + Skills 
16 + Defenses 0 = 28

In a world filled with 
superheroes and supervillains, 
there are always reporters around 
to get the latest story—or just 
get in the way. The reporter archetype can also be used for 
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any other type of professional by swapping out the Expertise 
specialties for others.

SCIENTIST PL1
STR 0, STA 0, AGL 0, DEX 1, 
FGT 0, INT 4, AWE 1, PRE 0 
Equipment: Camera, smart-
phone. Advantages: Equipment 
1. Skills: Expertise: Current 
Events 2 (+6), Expertise: Pop 
Culture 2 (+6), Expertise: 
Science 6 (+10), Technology 
6 (+10), Vehicles 2 (+3). 
Offense: Init +0, Unarmed +0 
(Damage 0). Defense: Dodge 
0, Parry 0, Fort 0, Tou 0, 
Will 2. Totals: Abilities 12 
+ Powers 0 + Advantages 1 + 
Skills 9 + Defenses 1 = 23

Scientists are 
specialists in their chosen 
field. This archetype can 
be used as anything from an 
archaeologist to zoologist, 
or for anything with a lot of 
knowledge about a particular 
subject, such as a professor.

PUBLIC SERVANTS

GOVERNMENT AGENT PL4
STR 1, STA 2, AGL 1, DEX 1, 
FGT 3, INT 2, AWE 2, PRE 2 
Equipment: Light pistol, 
camera, cell phone, computer, 
handcuffs. Advantages: 
Defensive Roll, Equipment 
2. Skills: Athletics 4 (+5), 
Deception 2 (+4),Expertise: 
Behavioral Sciences 3 
(+5), Expertise: Civics 2 
(+4), Expertise: Current 
Events 2 (+4), Expertise: 
Government Agent 3 (+5), 
Expertise: Streetwise 2 
(+4), Intimidation 4 (+6), 
Investigation 6 (+8), 
Perception 3 (+5), Persuasion 
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3 (+5), Ranged Combat: Chosen Weapon 4 (+5), Technology 2 (+4), 
Vehicles 4 (+5). Offense: Init +1, Unarmed +3 (Damage 1), Pistol 
+5 (Ranged Damage 3). Defense: 
Dodge 5, Parry 5, Fort 3, Tou 
3/2, Will 3. Totals: Abilities 
28 + Powers 0 + Advantages 3 + 
Skills 22 + Defenses 8 = 61

Government agents include 
members of organizations like 
the FBI, CIA, DEA, ATF, and 
even the DEO. Government agents 
are well-rounded with a good 
selection of skills and combat 
abilities.

POLICE CHIEF PL3
STR 0, STA 0, AGL 0, DEX 1, 
FGT 1, INT 2, AWE 2, PRE 3 
Equipment: Light pistol, cell 
phone, handcuffs. Advantages: 
Connected, Equipment 2. 
Skills: Athletics 2 (+2), 
Expertise: Streetwise 6 (+8), 
Expertise: Current Events 
4 (+6), Expertise: Police 
Officer 6 (+8), Insight 
8 (+10), Intimidation 4 
(+7), Investigation 6 (+8), 
Perception 6 (+8), Ranged 
Combat: Pistol 2 (+3), 
Treatment 2 (+4), Vehicles 
4 (+5). Offense: Init +0, 
Unarmed +1 (Damage 0), Pistol 
+3 (Ranged Damage 3). Defense: 
Dodge 3, Parry 3, Fort 2, Tou 
0, Will 4. Totals: Abilities 
18 + Powers 0 + Advantages 3 + 
Skills 25 + Defenses 9 = 55

The police chief can be a 
hero’s greatest ally or worst 
enemy. Police chiefs may be 
dedicated public servants or 
corrupt politicians on the 
take, depending on the location 
and the style of your series.



LegAcy of The MAsque

16
POLICE OFFICER PL4
STR 2, STA 2, AGL 1, DEX 1, FGT 
3, INT 0, AWE 1, PRE 1 Equipment: 
Bulletproof vest (+4 Toughness vs. 
Ballistic), light pistol, tonfa, 
cell phone, handcuffs. Advantages: 
Equipment 3. Skills: Athletics 3 
(+5), Expertise: Current Events 
2 (+2), Expertise: Streetwise 3 
(+3), Expertise: Police Officer 4 
(+4), Insight 4 (+5), Intimidation 
2 (+3), Investigation 2 (+2), 
Perception 4 (+5), Ranged Combat: 
Pistols 4 (+5), Treatment 2 (+2), 
Vehicles 4 (+5). Offense: Init 
+1, Unarmed +3 (Damage 2), Tonfa 
+3 (Damage 3), Pistol +5 (Ranged 
Damage 3). Defense: Dodge 2, 
Parry 4, Fort 4, Tou 6/2, Will 
2. Totals: Abilities 22 + Powers 
0 + Advantages 3 + Skills 17 + 
Defenses 5 = 47

This archetype focuses 
primarily on uniformed beat 
cops. Detectives, undercover. 
and plainclothes officers have 
more ranks in Investigate and 
often in other social skills like 
Persuasion and Intimidation.

SWAT OFFICER PL5
STR 2, STA 2, AGL 2, DEX 2, FGT 
4, INT 0, AWE 1, PRE 1 Equipment: 
Submachine gun, riot gear (+4 
Toughness), tonfa, cell phone, 
handcuffs. Advantages: Close 
Attack 2, Equipment 4. Skills: 
Athletics 3 (+5), Expertise: 
Current Events 2 (+2), Expertise: 
Streetwise 4 (+4), Expertise: 
Police Officer 5 (+5), Expertise: 
Tactics 5 (+5), Intimidation 4 
(+5), Perception 2 (+3), Ranged 
Combat: Submachine Gun 4 (+6), 
Stealth 4 (+6), Treatment 3 
(+3). Offense: Init +2, Unarmed 
+6 (Damage 2), Tonfa +6 (Damage 
3), SMG +6 (Ranged Damage 4, 
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Multiattack). Defense: Dodge 4, Parry 4, Fort 6, Tou 6/2, Will 3. 
Totals: Abilities 28 + Powers 
0 + Advantages 6 + Skills 18 + 
Defenses 8 = 60

SWAT (Special Weapons And 
Tactics) squads are made up of 
police officers with special 
training in squad-level tactics 
and weapon-use. They deal with 
serious criminal threats, 
including mutant criminals.

TRAINED COMBATANTS

MILITANT PL4
STR 1, STA 1, AGL 1, DEX 1, 
FGT 1, INT 1, AWE 1, PRE 1 
Equipment: Light pistol, 9 
points of equipment as needed. 
Advantages: Equipment 3. Skills: 
Close Combat: Unarmed 4 (+5), 
Deception 4 (+5), Expertise: 
Choose One 3 (+4), Expertise: 
Demolitions 6 (+7), Intimidation 
3 (+4), Ranged Combat: Pistol 
4 (+5), Technology 4 (+5), 
Vehicles 4 (+5). Offense: 
Init +1, Unarmed +5 (Damage 
1), Pistol +5 (Ranged Damage 
3). Defense: Dodge 4, Parry 
4, Fort 4, Tou 1, Will 2. 
Totals: Abilities 16 + Powers 
0 + Advantages 3 + Skills 16 + 
Defenses 10 = 45

This archetype represents 
any sort of militant from 
militia members to terrorists—
anyone who’s trained and ready 
to kill or die for their cause. 
More capable militant leaders 
are supervillains in their own 
right, often possessing advanced 
equipment or powers.

SOLDIER PL5
STR 1, STA 2, AGL 1, DEX 1, 
FGT 5, INT 0, AWE 0, PRE 0 
Equipment: Assault rifle, body armor (+3 Toughness), 17 points of 



LegAcy of The MAsque

18
other equipment. Advantages: Equipment 7, Ranged Attack 4. Skills: 
Athletics 4 (+5), Expertise: Soldier 4 (+4), Expertise: Tactics 
4 (+4), Intimidation 2 (+2), Perception 2 (+2), Vehicles 2 (+3). 
Offense: Init +1, Unarmed +5 (Damage 1), Assault Rifle +5 (Ranged 
Damage 5, Multiattack). Defense: Dodge 5, Parry 5, Fort 5, Tou 
5/2, Will 1. Totals: Abilities 20 + Powers 0 + Advantages 11 + 
Skills 9 + Defenses 8 = 48

This archetype covers the typical infantryman or enlisted 
soldier. Specialists and officers have appropriate additional 
training (and skills).

UNDERWORLD ARCHETYPES

CRIME LORD PL4
STR 0, STA 1, AGL 1, DEX 0, FGT 2, INT 3, AWE 2, PRE 4 Equipment: 
Bulletproof vest (+4 Toughness vs. Ballistic), heavy pistol, cell 
phone. Advantages: Benefit 5 (Millionaire, Status: Crime Lord), 
Connected, Equipment 3, Well-informed. Skills: Expertise: Criminal 
8 (+11), Expertise: Streetwise 6 (+9), Expertise: Current Events 
2 (+5), Intimidation 6 (+10), Perception 2 (+4), Persuasion 4 
(+8), Ranged Combat: Pistols 4 (+4). Offense: Init +1, Unarmed +2 
(Damage 0), heavy pistol +4 (Ranged Damage 4). Defense: Dodge 3, 
Parry 3, Fort 3, Tou 5/1, Will 5. Totals: Abilities 26 + Powers 0 
+ Advantages 10 + Skills 16 + Defenses 8 = 60

Sitting on top of the criminal underworld are the crime 
lords. These are men and women who’ve come up through the ranks 
and now run the show. Physically a crime lord is no match for 
a hero, but their connections, resources, and knowledge of the 
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underworld can be problematic. The crime lord presented here is a 
fairly small fish; Gamemasters should make any changes needed to 
increase the crime lord’s power and influence for the series.

CRIMINAL PL2
STR 1, STA 0, AGL 2, DEX 1, FGT 1, INT 1, AWE 0, PRE 1 Equipment: 
Leather jacket (+1 Toughness), light pistol, knife, cell phone. 
Advantages: Equipment 2. Skills: Athletics 4 (+5), Expertise: 
Choose One 4 (+5), Expertise: Streetwise 4 (+5), Expertise: 
Current Events 2 (+3), Perception 4 (+4), Stealth 6 (+8), 

Technology 4 (+5), Vehicles 4 (+5). Offense: Init +2, Unarmed +1 
(Damage 1), Knife +1 (Damage 2, Crit. 19-20), Pistol +1 (Ranged 
Damage 3). Defense: Dodge 3, Parry 3, Fort 2, Tou 1/0, Will 0. 
Totals: Abilities 14 + Powers 0 + Advantages 2 + Skills 16 + 
Defenses 5 = 37

This archetype represents run-of-the-mill career criminals. 
Gamemasters should shuffle the criminal’s skill ranks around to 
specialize as needed.

GANG LEADER PL2
STR 1, STA 0, AGL 2, DEX 1, FGT 1, INT 1, AWE 0, PRE 1 Equipment: 
Leather jacket (+1 Toughness), light pistol, knife, cell phone. 
Advantages: Equipment 2. Skills: Athletics 4 (+5), Deception 4 
(+5), Expertise: Choose One 4 (+5), Expertise: Streetwise 4 (+5), 
Expertise: Current Events 2 (+3), Perception 4 (+4), Stealth 
6 (+8), Technology 4 (+5), Vehicles 4 (+5). Offense: Init +2, 
Unarmed +1 (Damage 1), Knife +1 (Damage 2, Crit. 19-20), Pistol 
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+1 (Ranged Damage 3). Defense: Dodge 3, Parry 3, Fort 2, Tou 1/0, 
Will 0. Totals: Abilities 14 + Powers 0 + Advantages 2 + Skills 18 
+ Defenses 5 = 39

Useful as the leader of a small gang of criminals or thugs. 
Give the gang leader more ranks in Deception, Expertise, and 
Persuasion if he leads a larger gang. For an even more influential 
gang leader, use the crime lord archetype.

STREET INFORMANT PL2
STR 0, STA 0, AGL 1, DEX 1, FGT 1, INT 1, AWE 1, PRE 1 Equipment: 
Leather jacket (+1 Toughness), knife, light pistol, cell phone. 
Advantages: Contacts, Equipment 2. Skills: Athletics 4 (+4), 
Expertise: Criminal 4 (+5), Expertise: Streetwise 6 (+7), 
Expertise: Current Events 4 (+5), Perception 4 (+5), Stealth 
2 (+3), Vehicles 4 (+5). Offense: Init +1, Unarmed +1 (Damage 
0), Knife +1 (Damage +1, Crit. 19-20), Pistol +1 (Ranged Damage 
3). Defense: Dodge 3, Parry 3, Fort 2, Tou 1/0, Will 1. Totals: 
Abilities 12 + Powers 0 + Advantages 3 + Skills 14 + Defenses 6 = 
35

Street informants are the eyes and ears of the underworld. 
They aren’t necessarily involved in anything illegal, but they 
know what’s going on. They’re not the most physically capable 
or violent members of the criminal element, but they’re useful 
contacts and can fill the role of street toughs and gang members.

THUG PL3
STR 2, STA 2, AGL 1, DEX 1, FGT 2, INT 0, AWE 0, PRE -1 Equipment: 
Leather jacket (+1 Toughness), light pistol, cell phone. 
Advantages: Equipment 2. Skills: Athletics 4 (+6), Expertise: 
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Choose One 4 (+4), Expertise: Criminal 2 (+2), Expertise: 
Streetwise 4 (+4), Expertise: Current Events 2 (+2), Intimidation 
4 (+3), Stealth 2 (+3), Vehicles 4 (+5). Offense: Init +1, Unarmed 
+2 (Damage 2), Pistol +1 (Ranged Damage 3). Defense: Dodge 2, 
Parry 2, Fort 4, Tou 3/2, Will 0. Totals: Abilities 14 + Powers 0 
+ Advantages 2 + Skills 13 + Defenses 3 = 32

Thugs can be used as muggers, gangsters, gang members, and 
henchmen for supervillains. They can also be used as any type of 
hired muscle from a bodyguard to security guards.

Templates

 The following pregenrated characters are recommended for use 
as NPCs in your Legacy of the Masque campaign (though some troupes 
may wish to run a series in which players adopt the identities of 
these characters.) These characters all appear in Arc 1 & Arc 2 of 
the Legacy of the Masque webseries (Arc 1 is currently available 
through amazon streaming at http://www.amazon.com/Legacy-Masque-
Arc-1/dp/B008WGHDBS) and the statistics listed here reflect these 
characters as they are presented in those episodes. 
 Each character template includes a brief write up on the 
character’s history, motivations and game statistics. We have 
attempted to keep these write-ups fairly spoiler free for those 
who have not yet watched the webseries, while adding in some 
additional flavor for fans of the show who would like extra 
backstory on the characters involved. 
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The Masque (PP Total: 150)

gender f height 5’5” identity (secret) diana Bowman
age 25 Weight 130 lbs. Base of operations rockford, iL
PL 10 eyes Brown group affiliation None

abilities (90 PP)
str 4 agi 5 fig 10 aWe 5
sta 5 deX 5 iNt 6 Pre 5

offense (0 PP)
unarmed 15 Initiative 5
melee 13 thrown 7

defense (20 PP)
toughness (sta) 5 dodge (agL) 12
fortitude  (sta) 8 Parry (fgt) 15
Will (aWe) 10

skills (32 PP)
acrobatics 6 (11)
athletics 4 (8)
close combat 2 (12)
deception 4 (9)
expertise (science) 4 (10)
insight 4 (9)
intimidation 6 (11)
investigation 2 (8)
Perception 4 (9)
Persuasion 2 (7)
ranged combat (thrown) 2 (7)
sleight of hand 8 (13)
stealth 8 (13)
technology 4 (10)
treatment 4 (10)

advantages (8 PP)
Benefit (Wealth, 3 ranks), close attack 3, equipment 2

Powers & devices (0 PP)
None

complications (0 PP)
motivation: doing good, identity: secret

equipment, Vehicles & headquarters
audio recorder, cell Phone, computer, costume (Protection rank 3), 
collapsible club (damage 2, Bludgeoning critical: 20), concealable microphone,
sap gloves (damage 1, Bludgeoning critical: 20), Parabolic microphone, Binoculars

 Diana Bowman is the great-granddaughter of the Golden Age 
costumed crimefighter known as The Masque. Being a child of 
priviledge (Diana’s family has been incredibly wealthy for gen-
erations), Diana spent the majority of her youth in boarding 
schools. Diana had never been close with her parents, who she 
felt treated her more like an inconvenience than a child. Her 
grandmother was the only member of her family that Diana felt a 
close bond with. While Diana’s parents were jet-setting across 
the globe, barely taking time to transport Diana back and forth 
between home and school during vacations, Diana’s grandmother 
took the time to play at the park, cook togehter, tell bedtime 
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stories and build a
relationship. When Diana’s 
grandmother passed away, she 
hurried home from her 
apartment in New York City to 
see to it that her 
grandmother’s final affairs 
were handled according to her 
wishes. 
 While mourning, Diana be-
gan going through her grand-
mother’s private things, 
finding olod scrapbooks, photo 
albums and film reels. As she 
started reading she soon 
discovered that her grandmother 
had led a double life in her 
youth. 
 Inspired by her 
grandmother’s heroic 
adventures, Diana decided to 
put her new fortune to good use 
and fund her own foray into 
costumed crimefighting. Using 
her grandmother’s scrapbooks as 
a guideline, 
Diana started searching for 
any heroes from the Golden Age 
who might still be alive. Her 
search led her to Dr. Andy 
Bryant, a.k.a. Captain Future.
 Now, with Andy acting as her mentor, Diana has taken up 
the calling of costumed crimefighting. Deciding to remain in her 
grandmother’s home city of Rockford, Illinois (once of the most 
dangerous cities in the USA, according to crime statistics) Diana 
spends her nights prowling the strests, porotecting the innocent 
and fighting against those who would break the law. 
 For the most part her encounters have dealt with street thugs 
and drug dealers. Diana is aware that superpowered people exist 
(in her mind Andy is practically god-like in his abilities) but 
she has yet to encounter any villain or lawbreaker with 
superpowers. 
 Combining intensive training under the tutelage of Captain 
Future and a near-limitless fortune with which to buy crimefight-
ing tools and supplies, Diana is prepared to handle virtually any 
mundane criminal threat. Unfortunately she will soon discover that 
there is a much bigger world awaiting her, filled with threats 
that are anything but mundane.
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Captain Future (PP Total: 442)

gender m height 5’8” identity dr. andy Bryant
age 112 Weight 160 lbs Base of operations rockford, iL
PL 20 eyes Brown group affiliation None currently

abilities (100 PP)
str 12 agi 3 fig 8 aWe 1
sta 12 deX 3 iNt 10 Pre 1

offense (0 PP)
unarmed 23 Initiative 27
Blast 18 melee 23

defense (35 PP)
toughness (sta) 20 dodge (agL) 3
fortitude  (sta) 20 Parry (fgt) 8
Will (aWe) 20

skills (92 PP)
deception 19 (20)
expertise (criminal) 10 (20)
expertise (history) 10 (20)
expertise (magic) 2 (12)
expertise (superheroes) 10 (20)
expertise (science) 20 (30)
insight 19 (20)
intimidation 10 (11)
investigation 19 (20)
Perception 19 (20)
sleight of hand 6 (9)
technology 20 (30)
treatment 10 (20)
Vehicles 10 (13)

advantages (52 PP)
accurate attack, all-out attack, Benefit (Wealth) x2, close attack x 15, connected, 
fearless, improved, critical (Blast) x 3, improved critical (unarmed) x3, inspire, 
inventor, Leadership, Power attack, ranged attack x 15, seize initiative, skill 
mastery (expertise: science), skill mastery (technology), uncanny dodge, Well-
informed

Powers & devices (143 PP)
Blast (gamma rays, mutant, Penetrating 20) 20
flight (mutant) 10
-space travel (flight alternate) 3
-swimming (flight alternate) 10
immunity (aging (Limited, Very slow), Life support, mutant) 11
impervious toughness (mutant) 20
Penetrating strength (mutant) 12
super-speed (mutant) 6

complications (0 PP)
motivation: greater good, miscellaneous (there is a serious complication coming
in the near future for the captain…but we don’t want to spoil anything for you!! you’ll
Just have to watch Legacy of the masque!) secret identity (captain future still 
maintains his secret identity. 

equipment, Vehicles & headquarters (20 PP)
Bryant manor (siZe Large, toughness: 20, features: communications, computer, 
concealed, fire Prevention system, garage, grounds, Laboratory, Living space,
Workshop, Power system, secret. cost: 19)
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 Andy was a hero in his youth. After the Golden Age, he 
spent decades in retirement, quietly watching the world go by and 
fighting his instincts to run out and solve humanity’s 
problems for them. He was never quite comfortable sitting on the 
sidelines. When Diana found him, he tried to tell himself that 
he wanted nothing to do with her “crazy quest to play superhero” 
but, in reality he was eager to get involved in the fight against 
evil, even if only from the sidelines.
 So far, Andy has been very “hands off” in Diana’s nightly 
crimefighting routine. He advises, teaches and prepares her, but 
he has yet to intervene on her behalf. He fears that a time is 
coming soon where he won’t have a choice but to put the costume 
back on and get involved. He also fears that once he starts he 
won’t want to stop. 
 GM NOTE: Captain Future is one of the few remaining heroes 
from the Golden Age. He is incredibly powerful and utterly 
inappropriate to be placed in player control. He is, however, a 
suitable mentor or plot device. 
 We have big plans for Captain Future in the Legacy of the 
Masque webseries, which we have not yet even begun to hint at. 
Needless to say, the Captain has a skeleton or two in his closet 
(Hence the MISCELLANEOUS complication) that will come to light as 
the series progresses. As with any god-like NPC it is best if his 
presence is barely felt, if at all. 
 However if you need an NPC to set the characters on the 
straight and narrow, provide some obscure intelligence or infor-
mation, or pull the characters from the brink of certain doom,  
Captain Future serves the purpose perfectly. 
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Silver Streak (PP Total: 150)

gender f height 5’7 identity mary grey
age 25 Weight 125 lbs. Base of operations New orleans
PL 10 eyes Blue group affiliation None

abilities (48 PP)
str 2 agi 4 fig 4 aWe 4
sta 2 deX 3 iNt 2 Pre 3

offense (0 PP)
unarmed 7 Initiative 64

defense (0 PP)
toughness (sta) 2 dodge (agL) 16
fortitude  (sta) 6 Parry (fgt) 16
Will (aWe) 8

skills (0 PP)
expertise (criminal) 6
expertise (streetwise) 6
investigation 6
Perception 6
stealth 6

advantages (3 PP)
close combat x3

Powers & devices (52 PP)
super-speed (multi-attack strength x4, mutant) 16

complications (0 PP)
motivation: responsibility of Power, enemy: the entire criminal underworld of New 
orleans sees the silver streak as an enemy.

equipment, Vehicles & headquarters
costume (immune to super-speed effects), eye goggles

 At age eighteen, Mary Grey was a party girl fresh out of high 
school. She and some friends had been on a road trip when tragedy 
struck. Mary’s sister, who had been drinking, hit a tree, killing 
everyone else in the car and mortally wounding Mary. 
 As Mary lay bleeding to death on the side of the road, she 
was happened upon by an elderly man named Lev Binder. In his 
youth, Lev had been the superhero known as the Silver Streak. 
Given his training in medicine, Binder quickly determined that 
Mary was going to die if she did not immediately receive a blood 
transfusion. Deeming it too dangerous to move Mary, Binder ran to 
a nearby hospital art super-speed, acquired the necessary equip-
ment, and transfused some of his own blood to the dying girl. 
 The blood transfusion not only saved Mary’s life, but granted 
her access to super-speed powers on par with Binder’s. Once Mary 
had recovered from her wounds, Binder made her promise to use her 
powers for good and began acting as her mentor. 
 Shortly into Mary’s training, Hurricane Katrina struck New 
Orleans. Binder and Mary ran down to the Big Easy to see what they 
could do to help. Upon arriving in the city they discovered that 
looters had invaded the WWII museum and weremaking off with 
various artifacts from the Golden Age. 
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 Fearing what would 
happen if these items fell 
into the wrong hands, Binder 
rushed into the museum and was 
killed by the newly empowered 
Erik Henry. 
 Seeing her mentor struck 
down before her, Mary vowed to  
contain the threat presented 
by the looting of the museum 
and protect the people of New 
Orleans. Adopting the identity 
of the Silver Streak, Mary has 
been the resident superhero of 
New Orleans ever since. 
 Of all the superheroes 
presently active, the Silver 
Streak has the most experience 
(with the obvious exception of 
Captain Future) despite 
several years of activity in 
New Orelans she has managed to 
stay out of the public eye, 
though she is well known to 
members of the criminal 
underworld in New Orleans. 
 The Silver Streak is 
painfully aware of Erik 
Herny’s role in Binder’s death 
and his rise to power among 
the criminal factions in New Orleans. She considers him the 
greatest danger among the current crop of supervillans and regards 
him as her arch-nemesis. Her desire to bring Erik in, while great, 
does not outweigh her regard for innocent life, a fact that Erik 
has used to his advantage on no less than three seperate 
occasions.
  The Silver Strak is brash, cynical, smart-mouthed and 
impatient. This is partially due to experiencing life at such 
incredible speeds that it makes everyone she observes seem 
painfully slow and incompetent, but also due to her own 
insecurities. In light of her self-appointed task to rein in all 
of the loose artifacts from the WWII museum (which she is not even 
sure what she would DO with if she were to be able to track them 
all down) it’s no surprise that she feels overwhelmed. 
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Spectro (PP Total: 175)

gender m height 5’7” identity max Braxton
age 30 Weight 180 lbs. Base of operations mobile
PL 10 eyes Brown group affiliation None

abilities (70 PP)
str 2 agi 4 fig 3 aWe 5
sta -1 deX 8 iNt 8 Pre 6

offense (0 PP)
unarmed 3 Initiative 4
melee 3 Wand 10

defense (15 PP)
toughness (sta) -1 dodge (agL) 4
fortitude  (sta) -1 Parry (fgt) 3
Will (aWe) 20

skills (30 PP)
deception 8 (14)
expertise (magic) 8 (16)
insight 14 (20)
intimidation 6 (11)
Persuasion 6 (12)
ranged combat (Wand) 2 (10)
sleight of hand 8 (16)
stealth 8 (12)

advantages (3 PP)
artificer, ritualist, ultimate effort: expertise magic

Powers & devices (57 PP)
Variable (affects others or self, check required x3, removable, slow, 
magic) 10

complications (0 PP)
motivation: megalomania (spectro believes he is eNtitLed to success and power)
secret: if his criminal activities came to light spectro’s entertainment career would 
suffer.

equipment, Vehicles & headquarters
stage costume, cape, spellbooks, stage magic props, candles, amulets

 Max Braxton has always been a huckster and a con artist. 
Plying his trade throughout the West Coast and working his way 
eastward, Max left a trail of angry marks and abandoned aliases 
scattered across the southwestern states. It was during these 
travels that Max met his current partner in crime, Tianna Kirby.  
 Tianna was very young when she and Max began working 
together, but she was a quick study at the con game and her 
incredible beauty made it easy for her to take advantage of most 
men. Working together, the duo perfected their craft, swindling, 
forging and stealing thousands of dollars in the span of a few 
months. 
 When Katrina struck and the artifacts from the WWII museum 
made their way to the black market, Max caught wind that a 
collection of books, allegedly containing knowledge of the mystic 
arts, was up for grabs. Making their way to New Orleans and using 
their particular skills to curry favors, Max and Tianna were able 
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to gain access to a secret 
auction in which New Orleans 
crime boss Lance Langtry was 
selling several Golden Age 
artifacts, including the 
spellbooks and journals of 
Spectro, the Mind-Reading
Magician.
 Max had always had a knack 
for performance and a flair for 
the theatrical, so the idea of 
posing as a stage magician to 
facilitate a mobile criminal 
enterprise came to him almost 
immediately. Expecting to find 
a few parlor tricks that could 
help him, Max began poring over 
Spectro’s books. 
 Though initially very 
skeptical, Max soon discovered 
the true power of magic. It 
was real! Max could work actual 
spells and read minds! Beyond 
that, he could craft 
enchantments that would give 
superpowers to others. He 
granted Tianna the ability to 
transform her body into smoke to help with their stage show as 
well as their burgeoning 
careers as burglars. 
 In the intervening years since that auction, Max has become 
an authority on magic. His perceptions have opened, allowing him 
to read minds and he is acutely aware that there is much more to 
the world than simple science can explain. Some of the entities 
and powers Max has read about in Spectro’s books genuinely 
frighten Max. As a result, Max has dedicated a significant amount 
of time to preparing contingency plans, mastering wards and 
ensuring that he is prepared for virtually any enemy to attack.
 To date, the only person in his life that Max has not openly 
screwed over is Tianna. He likes to think that this is because he 
has developed a bond with her over their years of partnership, but 
in reality, the simple fact is that he has not yet had a reason to  
betray her. Max is ultimately self serving, seeing people as tools 
to be used. The moment Tianna outlives her usefulness, Max will 
cast her aside without a second thought.  
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Smoke (PP Total: 151)

gender f height 5’8” identity tianna Kirby
age 24 Weight 115 lbs. Base of operations mobile
PL 10 eyes Brown group affiliation None

abilities (74 PP)
str 1 agi 7 fig 7 aWe 4
sta 3 deX 7 iNt 4 Pre 4

offense (0 PP)
unarmed 14 Initiative 15
melee 7 ranged 7

defense (6 PP)
toughness (sta) 7 dodge (agL) 7
fortitude  (sta) 3 Parry (fgt) 7
Will (aWe) 6

skills (43 PP)
acrobatics 9 (16)
athletics 9 (12)
close combat (unarmed) 7 (14)
deception 11 (15)
expertise (magic) 8 (12)
insight 8 (12)
Perception 8 (12)
Persuasion 8 (12)
sleight of hand 9 (16)
stealth 9 (16)

advantages (10 PP)
artificer, attractive x2, eidetic memory, grabbing finesse, improved grab, 
improved hold, improved initiative x2, ritualist

Powers & devices (18 PP)
alternate form (smoke, move action, magic descriptor)
- affliction (grab-Based, dazed, disabled, asleep) 4
- concealment (Partial, Visual) 2
- insubstantial (affects others, continuous) 2

complications (0 PP)
motivation: greed. secret: the public believes smoke to be simply an entertainer. if 
her actions as a criminal were to become exposed it would certainly end her
entertainment career.

equipment, Vehicles & headquarters
costume, stage magic props

 Tianna Kirby was a pickpocket and a thief when Max Braxton 
came into her life. As an orphan on the streets of Los Angeles, 
Tianna had learned to lie, swindle, steal and do whatever it took 
to survive. Max offered her a luxurious (if not necessarily 
stable) life if she would simply join him in his criminal 
exploits. Tianna happily agreed and began studying the art of the 
con from one of it’s masters.
 Now, several years later, Tianna serves as Max’s assistant 
in his travelling magic show. The show is simply a cover for the 
duo’s criminal activities (though Tianna is certain that part of 
Max’s motivation for doing the stage shows is to massage his 
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enormous ego.) 
 Tianna does have a strong 
fondness for Max and is 
incredibly grateful for him 
rescuing her from the streets 
of LA. She has also grown to 
love sorcery and the power it 
provides. tianna spends nearly 
as much time as Max poring over 
dusty tomes filled with 
mystical secrets. 
 Tianna is growing weary of 
her double life and the 
pursuit of crime. In her mind, 
they make plenty of money from 
the stage show. She also thinks 
that using the mystic arts for 
something as simple as burglary 
is a waste of power. Tianna has 
big dreams of shifting over to 
a business based entirely on 
entertainment, but she rarely 
brings it up to Max. In the 
past he has been less than 
receptive to such ideas.
 Tianna is fiercely loyal 
to Max and will fight viciously 
to defend him. She feels that 
she owes him her life. She 
suspects that if the chips were 
truly down, Max would feel the 
same way. She has no clue how 
wrong she is. 
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Erik Henry (PP Total: 150)

gender m height 6’1 identity erik henry
age 35 Weight 175 lbs. Base of operations New orleans
PL 10 eyes Brown group affiliation underworld

abilities (64 PP)
str 4 agi 4 fig 4 aWe 4
sta 4 deX 4 iNt 4 Pre 4

offense (0 PP)
unarmed 8 Initiative 16
melee 4 energy control 8
ranged 8 firearms 12

defense (12 PP)
toughness (sta) 4 (16) dodge (agL) 4
fortitude  (sta) 4 Parry (fgt) 4
Will (aWe) 16

skills (32 PP)
close combat (unarmed) 4 (8)
deception 8 (12)
expertise (criminal) 10 (14)
expertise (streetwise) 10 (14)
intimidation 14 (18)
Perception 2 (6)
Persuasion 2 (6)
ranged combat (firearms) 4 (8)
sleight of hand 2 (6)
stealth 6 (10)
Vehicles 2 (6)

advantages (10 PP)
al l-out attack, connected, improved initiative x3, ranged attack x4, startle

Powers & devices (32 PP)
energy control (Blast, dynamic array, electricity) 12
-flight (dynamic alternate) 12
-force field (dynamic alternate , impervious) 12
-Nullify (area, dynamic alternate, electronics) 12

complications (0 PP)
motivation: greed, Psychological instability: erik is a complete sociopath and plazes 
zero value on human life.

equipment, Vehicles & headquarters
None

 Erik Henry is a monster. Murder, torture and extortion are 
simply tools to him and human lives are worth pocket change at 
best to him. Erik is ruthless, fearless and known throughout the 
underworld as a brutal killer. However, this wasn’t always the 
case.
 Erik was a low-level hood who joined a street gang for 
protection, Running the streets of New Orleans was dangerous and 
Erik knew that if he was part of an established crew his chances 
of survival would increase considerably. Not especially brave nor 
cowardly, Erik spent most of his youth being an average member of 
the gang, as close to a wallflower as a gangbanger could be. 
 Then Hurricane Katrina changed everything. 
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 When the hurricane was coming, Erik’s friends abandoned him. 
Without any method of getting out of the city, Erik was trapped 
dealing with the living hell that hit the Big Easy when the levees 
broke. 
 Seeking shelter in the WWII museum, Erik was caught in the 
blast when Pyroman’s Electron Accelereator exploded. This 
showered Erik with radiation that granted him control over 
electricity. Shortly after the explosion, Lev Bender, the original 
Silver  Streak arrived on the scene. In his confusion and fear, 
Erik struck out with his newfound powers, killing Bender. 
Realizing the power at his fingertips, Erik decided he was done 
being a wallflower and clinging to others for survival. 
 After the hurricane, Erik made a name for himself in the 
criminal underworld as an assassin and thug for hire, eventually 
coming into the employ of crime boss Lance Langtry. Erik’s power 
and cunning have sped him up the ranks of Langrty’s organization 
and Erik is now Langrty’s right hand man. For a time Erik enjoyed 
the position, but lately his relationship with Langtry has been 
reminding him more and more of his time with the gang. Erik 
expects that Langtry would throw him under the bus and abandon him 
in a second if the need arose. As a result, Erik is looking into 
possible plans for removing Langrty and siezing control of his 
organization. 
 Erik has had numerous run-ins with superheroes, expecially 
the current Silver Streak. Erik finds the super-powered do-gooders 
little more than an annoyance. He prefers to kill them quickly 
when possible to prevent them from becoming a problem later. 



CAST:

Sierra Holmes as Diana Bowman/The Masque
Tim Stotz as Andy Bryant/Captain Future

Alejandro Rodriguez as Spectro
Elise Schultz as Smoke

Holland Zander as the Silver Streak
Lewis Harris III as Erik Henry

Quinn Levandowski as Tony
Randy Boucher as Joey

Written & directed by 
Travis Legge

Director of Photography
Travis Legge

Camera
Travis Legge
Deann Baker
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Appendix A open gAMe 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 copyrighted 
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 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 product 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, concepts, 
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, 
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 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 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 
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 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 distributing, 
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 
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 
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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 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 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 1.0a 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: 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; Author Steve 
Kenson.
DC Adventures Hero’s Handbook, Copyright 2010, 
Green Ronin Publishing; Author Steve Kenson.
Mutants & Masterminds Hero’s Handbook, 
Copyright 2011, Green Ronin Publishing; Author 
Steve Kenson.
Legacy of the Masque, Copyright 2012 Aegis 
Studios


