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Villains

Every good hero needs a great vilain. When you look at the superhero genre, the
archenemies and nemeses of the heroes are typically as memorable, if not moreso,
than the heroes who fight them.

In this book you will find ten villains, ranging from PL6 to PL 20, for use in your M&M
campaign. We hope you have as much fun playing with them as we had creating them.

We hope you enjoy this .pdf! Please check out our other gaming materials, films and
comics at http://www.aegisstudios.com

Thank you for picking up VICIOUS VILLAINS!
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ApoP THE DESTROYER (PP ToTAL 300)
Gender M Height o Identity Apop
Age 4,000 | Weight | 400 Ibs | Base of Operations | Pyramid of Doom
PL 20 Eyes Yellow | Group Affiliation Self
Abilities (208 PP)
STR 10 AGI 15 FIG 15 AWE 15
STA 16 DEX 15 INT 10 PRE 10
Offense (O PP)
Unarmed 15 | Initiative | 15
Defense (1 PP)
Toughness (STA) 21 Dodge (AGL) 14
Fortitude (STA) 16 Parry (FGT) 14
Will (AWE) 16
Skills (9 PP)
Expertise (Science) 6(16)
Technology 6(106)
Treatment 6 (106)
Advantages (6 PP)
Eidetic Memory, Equipment x2, Fearless, Inventor, Jack-Of-All-Trades
Powers & Devices (8& PP)
Growth (Innate, Permanent) 1
Immortality 1
Crystal of Divine Grace: Variable (Increased Duration: Continuous, 12
imi i nd self,)
Complications (-12 PP)
Removable ((Crystal of Divine Grace can be removed from Apop’s chest, with some
difficulty) -12), -1 to Stealth Checks Motivation: Responsibility. Obsession:
Culling the weak from Humanity.
Equipment, Vehicles & Headquarters
Armor Suit: Protection 5 (Impervious 5)

APoP THE DESTROYER

Born centuries ago in Ancient Egypt, Apop the Destroyer fancies
himself a God who is tasked with bringing humanity to the ultimate
pinnacle of evolution before causing the apocalypse. To this end,
Apop spends decades researching and refining his methods of
genetic manipulation before unleashing them upon the world.
In each age when he surfaces, Apop finds himself at odds with
heroes and do-gooders who seek to stand between him and
his ultimate goal of culling the weak from humanity.
Animmortal in the truest sense of the word, Apop
cannot be killed, merely rendered inert. Regardless of the
damage he suffers, he invariably recovers, returning to his mad quest.
Historically, a solid defeat would send Apop into decades of
hiding, but in recent years he has become more active, as
if he fears that he is finally running out of time to
achieve his agenda.
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BARON VoN HADES (PP ToTAL 210)

Gender M Height 6’2 ldentity Public
Age 40 | Weight 215 Ibs. Base of Operations Castle Cerberus
PL 14 | Eyes Brown Group Affiliation Hadistanian Crown
Abilities (148 PP)

STR 10 AGI 7 FIG 14 AWE [>)
STA 10 DEX 7 INT 10 PRE )

Offense (O PP)
Unarmed 14 Initiative 7
Blast 9 Ranged 7

Defense (O PP)
Toughness (STA) 10 Dodge (AGL) 7
Fortitude (STA) 10 Parry (FGT) 14
Will (AWE)

Skills (38 PP)
Acrobatics 5(12)
Athletics 5(15)
Deception 6(16)
Expertise (Politics) 6(16)
Expertise (Science) 6(16)
Insight 6(14)
Intimidation 5(16)
Perception 6(14)
Persuasion 4(10)
Ranged Combat (Blast) 2(9)
Stealth 6(13)
Technology &(15)
Treatment 6(106)
Vehicles 2(9)

Advantages (4 PP)

Benefit (Diplomatic Immunity), Benefit (Wealth) x2, Inventor

Powers & Devices (10 PP)

Blast (Atomic Energy)

Complications (O PP)

Motivation: Patriotism, Responsibilities: Diplomatic Duties

Equipment, Vehicles & Headquarters

As needed and determined by the Crown.

BARON VvoON HADES

Emmisary for the crown of Hadistan, and it's shady ruler Lord Despair, Baron
von Hades is a diplomat in only the loosest sense of the word. He dwells in
America, making demands of the government, throwing temper tantrums
and issuing thinly veiled threats when he does not get his way. Diplomatic
immunity protects him from legal recourse, but heroes often find themselves

dismantling one of the Baron’s evil schemes.
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ELESTIA (PP T0oTAL 180

Gender F Height o4 Identity Publicly Known
Age 25 Weight 195 Ibs. Base of Operations Mobile

PL 12 Eyes Green Group Affiliation None

Abilities (108 PP)
STR 10 AGI 5 FIG 5 AWE 0]
STA 19 DEX 5 INT 0] PRE 10
Offense (O PP)
Unarmed 12 Initiative 5
Melee 12 Ranged 10
Defense (20 PP)

Toughness (STA) 19 Dodge (AGL) 5
Fortitude (STA) 19 Parry (FGT) 5

Will (AWE) 20

Skills (2 PP)
Deception 1(11)
Intimidation 1(11)
Persuasion 1(11)
Technology 1(2)
Advantages (14 PP)
Attractive x2, Close Combat x7, Ranged Combat x5
Powers & Devices (36 PP)
Blast (Laser Vision) 5
Flight 5
Immunity (Life Support) 10
Movement: Space Travel 3
Complications (O PP)
Motivation: Responsibility, Obsession: Finding a suitable breeding population for her
homeworld.
Equipment, Vehicles & Headquarters

None
CELESTIA

Celestiais a refugee from the planet Rangar-7 in the Andromeda galaxy. When
her homeworld suffered a terrible plague that wiped out the entire population
of men, Celestia embarked on a quest to comb the stars for suitable breeding
stock to help perpetuate her people’s existence.

Upon encountering the superheroes of Earth, Celestia felt that
her long search may have come to a close. Superheroes seem to have
desirable traits (such as power and longevity) that would be in step with
the refined gene pool of Rangar-7. Celestia hopes to be able to incarcerate
and transport enough male superheroes (or villains, she’s not picky with
regards to morality) to her homeworld in order to save her people and
receive a hero's welcome upon her return.

VICIOUS VILLAINS
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Cvyco (PP TotaL 135)

Cyco

deal a killing blow.

VICIOUS

Mike Mathers is incredibly insane. He has an unmatched love for killing and an
uncanny skill for doing it. Going by the handle Cyco, Mathers sells his skills as
a hired assassin, not because he loves the money, but because he lusts for
the kill. He is one of the most brutal villans that a hero could ever encounter
and is deadly with virtually any object. Many a hero has fallen becasue they
refused to kill Cyco when they had the chance. Believing mercy to be simple
stupidity, Cyco swears to hunt down anyone who defeats him but refuses to

Gender M Height 2} Identity Public: Mike Mathers
Age 35 Weight 2006 Ibs Base of Operations Mobile
PL 9 Eyes Brown Group Affiliation None
Abilities (45 PP
STR 3 AGI 3 FIG 3 AWE 3
STA 3 DEX 3 INT 3 PRE 3
Offense (O PP)
Unarmed 9 Initiative 3
Improvised 9 Thrown 10
Defense (30 PP)
Toughness (STA) 3(6) Dodge (AGL) 12
Fortitude (STA) 9 Parry (FGT) 12
Will (AWE) 9
Skills (35 PP)
Acrobatics &5(11)
Athletics &(11)
Close Combat (Unarmed) 4 (9)
Intimidation 14 (17)
Perception 14 (17)
Ranged Combat (Thrown) 2 (5)
Sleight of Hand 14 (17)
Stealth 14 (17)
Vehicles 6 (9)
Advantages (22 PP)
Equipment x4, Hide in Plain Sight, Improvised Weapon x5, Instant Up, Prone Fighting,
Ranged Combat x5, Throwing Mastery x5
Powers & Devices (O PP)
None
Complications (O PP)
Motivation: Greed, Quirk: Sociopath
Equipment, Vehicles & Headquarters
Brass Knuckles (Damage 1, Bludgeoning), Costume (Protection 3), Knife (Damage 1,
Piercing), Shuriken (Ranged Multiattack 1), Standard Motorcycle




DEcAYy (PP TotaL 150)

Gender M Height 511 Identity Unknown
Age 22 Weight 200 lbs. Base of Operations Mobile
PL 10 Eyes Black Group Affiliation None
Abilities (76 PP
STR 4 AGI 6 FIG [5) AWE 2
STA 10 DEX 2 INT 2 PRE 4
Offense (O PP)
Unarmed E | Initiative 18
Defense (O PP)
Toughness (STA) 10 Dodge (AGL) 6
Fortitude (STA) 10 Parry (FGT) )
Will (AWE) 2
Skills (& PP)
Intimidation 10 (14)
Stealth 6(12)
Advantages (6 PP)
Fast Grab, Improved Grab, Improved Hold, Improved Initiative x3
Powers & Devices (60 PP)
Affliction (Grab-Based, Progressive, hindered/immobile/paralyzed) 12
Damage (Incurable, Penetrating 8, Contagious) {5}
Suffocation (Grab-Based, Reduced Range) 12
Complications (O PP)
Motivation: Anguish, Temper ' R
Equipment, Vehicles & Headquarters \., &
None \W

DECAY

Little is known about the villain that calls himself Decay. It
is believed that he was the victim of a horrible laboratory
accident or perhaps some kind of biological attack. Whatever
made him the monster he is today is a mystery, as are the
circumstances of his life prior to him gaining powers.

What is known is that his touch is incredibly toxic and
the toxins it delivers are contagious. Decay is a threat not only to his
victims and to the heroes who fight him, but to the entire community
wherever he appears.

Some scientists have pledged to find a cure for Decay’s condition
if only he would turn himself over to the authorities. Given his recent
killing sprees, this seems unlikely.

DMz
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THE HENCHMAN (PP ToTAL 90)

Gender M Height 6’ ldentity Miles Moore
Age 35 Weight 200 lbs. Base of Operations Mobile
PL o Eyes Blue Group Affiliation For Hire
Abilities (32 PP

STR 2 AGI 2 FIG 2 AWE 2
STA 2 DEX 2 INT 2 PRE 2

Offense (O PP)
Unarmed 4 Initiative 2
Blunt 4 Firearms 4

Defense (3 PP)
Toughness (STA) 3 Dodge (AGL) 2
Fortitude (STA) 3 Parry (FGT) 2
Will (AWE) 3

Skills (16 PP)
Acrobatics 2 (4)
Athletics 2 (4)
Close Combat (unarmed) 2 (4)
Close Combat (blunt) 2 (4)
Deception 2 (4)
Insight 2 (4)
Intimidation 2(4)
Investigation 2 (4)
Perception 2 (4)
Persuasion 2 (4)
Ranged Combat (guns) 2(4)
Sleight of Hand 2(4)
Stealth 2 (4)
Technology 2 (4)
Treatment 2 (4)
Vehicles 2 (4)

Advantages (O PP)
None
Powers & Devices (39 PP)
Duplication (Active, Heroic, Horde, Multiple Minions x3 (& Minions)) |
Complications (O PP)
Motivation: Greed, Accident: Minions are accident-prone.
Equipment, Vehicles & Headquarters

Duplicate TRAITS: All Abilities at 2, Same skills as Miles
EXCEPT Perception: O, Treatment: O, Technology O

THE HENCHMAN

Miles Moore discovered a very unique talent during high school: the ability
to make duplicates of himself. Unfortunately, Miles lacked the vision to put this
ability to any remarkable use, and wound up working a string of terrible jobs, often
several at a time.

Eventually he was discovered by a supervillain who offered him a new job as
ahenchman. Miles took to being a mook very well, and though his original patron
is now in prison, Miles continues hiring himself out to the criminal underworld.
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LANCE LEXINGTON (PP ToTaL 165)

Gender M Height 511” Identity Public
Age 35 Weight 210 Lbs. Base of Operations Lexington Tower
PL 11 Eyes Brown Group Affiliation Lancecorp
Abilities (72 PP
STR 2 AGI 2 FIG 4 AWE %)
STA 2 DEX 2 INT 11 PRE 7
Offense (O PP)
Unarmed (%) Initiative 2
Melee 4 Ranged 2
Defense (19 PP)
Toughness (STA) 7 Dodge (AGL) 2
Fortitude (STA) 2 Parry (FGT) 4
Will (AWE) 20
Skills (52 PP)
Close Combat (unarmed) " 2 (6)
Deception 10(17)
Expertise (Business) 10(21)
Expertise (Politics) 10 (21)
Expertise (Science) 10 (21)
Expertise (Streetwise) 10(21)
Expertise (Law) 10(21)
Insight 6(12)
Intimidation 10(17)
Investigation 5(16)
Perception 6(12)
Persuasion 5(12)
Technology 10 (21)
Advantages (22 PP)
Assessment, Benefit (Status: Respected Businessman), Benefit (Wealth - Multi-
Billionaire) x6, Connected, Contacts, Daze x2, Eidetic Memory, Fearless, Inventor,
Jack-Of-All-Trades, Languages x3, Skill Mastery x2 (Expertise: Business,
Technology), Taunt
Powers & Devices (O PP)
None/As Needed
Complications (O PP)
Motivation: Greed, Obsession: Acquire temporal power.
Equipment, Vehicles & Headquarters
As needed. Lance is wealthy beyond reason and can purchase virtually
anything he desires.

LANCE LEXINGTON

Heir to the Lexington Aircraft fortune, Lance Lexington is a multi-billionaire inventor,

philanthropist and criminal mastermind. Using his vast fortune, Lance works dilligently
to become the master of all he surveys. With his vast power and resources, only the most
Super of Heroes can hope to stand against his plans.

VICIOUS VILLAINS




10

SYLVIA SAVAGE

(PP ToTtaL 150)

Gender F | Height 57/15’ Identity Publicly Known
Age 29 | Weight 1151bs/&00 Ibs. | Base of Operations Mobile
PL 10 | Eyes Green Group Affiliation None
Abilities (64 PP

STR 2/6 AGI 6 FIG 4 AWE 3
STA 2/6 DEX %) INT 6 PRE 3

Offense (O PP)
Unarmed \ 4 \ Initiative \ o

Defense (5 PP)
Toughness (STA) 2/16 Dodge (AGL) 6/4
Fortitude (STA) 2/6 Parry (FGT) 4/2
Will (AWE) 5

Skills (12 PP)
Deception 10(13)
Expertise (Criminal) 2(8)
Insight 4(7)
Intimidation 2(5)/4(7)
Perception 4(7)
Stealth 2(8)/-4(4)

Advantages (4 PP)
All-Out Attack, Equipment, Improved Critical (Punch) x2
Powers & Devices (65 PP)
Alternate Form (Triggered when angry, Standard action to assume) -2
-Damage (Adds to Strength) 10
-Growth (Increased Duration: Continuous) 4
-Leaping 9
-Protection (Impervious 6) 10
-Regeneration (Persistent) 5
-Power-Lifting 10
Complications (O PP)
Motivation: Greed, Temper: Sylvia is a very angry person. Her condition has only made
this worse. 5
Equipment, Vehicles & Headquarters

Costume: While Sylvia’s costume affords her no protection it does grow with her,
allowing her to keep from ripping out of her clothes when she changes.

SYLVIA SAVAGE

Sylvia was a con artist. She had made her living sneaking into companies with false
identification, commiting corporate espionage, and living off of buried expense
accounts for multinational corporations. Life was good until her job took her into
aR&D facility that was experimenting with an unstable particle accelerator.
Something went horribly wrong and the accelerator exploded, showering Sylvia in
bizarre radiation. Now, whenever she loses her temper (which is frequently. Sylvia
always had anger management issues) she grows to be a fifteen foot tall hulking
brute, capable of rending steel with her bare hands.

Sylviais desperate for a cure to her condition. Her old underworld
contacts like to promise to help, if only she will let them utilize the beast within.
So far, she has declined those offers.

VICIOUS




SILVER SERPENT (PP TotaL 150)

Gender M Height 511 Identity Hal Ryker
Age 35 Weight 210 Ibs. Base of Operations Mobile
PL 10 Eyes Brown Group Affiliation None
Abilities (386 PP
STR (o) AGI 1 FIG 4 AWE 3
STA 4 DEX 2 INT 2 PRE 3
Offense (O PP)
Unarmed 4 Initiative 1
Blast 2 Melee 4
Defense (11 PP)
Toughness (STA) 4 (16) Dodge (AGL) 4
Fortitude (STA) 4 Parry (FGT) 4
Will (AWE) 11
Skills (10 PP)
Investigation 2 (4)
Perception 6 (9)
Persuasion 6 (9)
Vehicles 6 (8)
Advantages (O PP)
None
Powers & Devices (113 PP)
Bands of the Serpent: Create (Energy constructs. Dynamic, Continuous, 12
Jm]tzamdaugMﬂable. Precise, Selective)
-Blast (Penetrating Dynamic Alternate Effect) 12
-Force Field (Impervious Dynamic Alternate Effect) 12
Flight 12
Immunity (Life Support) 10
Complications (-22 PP)
Bands of the Serpent are Removable (-22 pts), Motivation: Revenge, Reputation
Equipment, Vehicles & Headquarters
Bands of the Serpent

SILVER SERPENT

Test Pilot Hal Ryker’s life changed when a UFO slammed into his plane during
atest flight. The dying alien inside passed the Bands of the Serpent, a
powerful cosmic weapon, to Hal, making Hal promise to use them for good. Hal
did. For a while the Silver Serpent was one of Earth’s finest heroes.

Then a villain butchered his girlfriend and left her body in Hal’s dishwasher.
Hal snapped and killed the villain responsible. The rest of the city’s heroes tried to
stop him, but he managed to overpower them long enough to deliver the killing blow
and vanish. Now, hunted by the other heroes and wanted by the villains of the city for
his previous meddling, Hal has decided there is exactly one person in the world that he
still cares about: himself.

The hero community knows how powerful the Bands of the Serpent are.
Several heroes have nightmares about what will happen if Hal is confronted in a
populated area. Some heroes think he is redeemable, but almost all agree that he has
to be stopped soon.

VICIOUS
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SLYTHER (PP TotAL 120)
Gender M Height 5’6" Identity Rand Roberts
Age 30 Weight 180 Ibs Base of Operations Sewers
PL {5} Eyes Green Group Affiliation None
Abilities (656 PP

STR 4 AGI ) FIG 5) AWE (o)
STA ) DEX [} INT -2 PRE (o)

Offense (O PP)
Unarmed 5] Initiative 5]
Melee & Ranged {5}

Defense (& PP)
Toughness (STA) ) Dodge (AGL) [>)
Fortitude (STA) 5} Parry (FGT) &
Will (AWE) &

Skills (15 PP)
Acrobatics &(16)
Athletics &(12)
Perception 6 (8)
Stealth &(16)

Advantages (4 PP)
Hide In Plain Sight, Move-By Action, Prone Fighting, Uncanny Dodge
Powers & Devices (25 PP)
Immunity (Amphibious) 1
Leaping 4
Movement: Environmental Adaptation: Water, Safe Fall, Slithering, Wall- 5
| Crawling x2
Regeneration (Persistent) 5
Complications (O PP)
Motivation: Survival, Hatred: Humans
Equipment, Vehicles & Headquarters
None
SLYTHER

Dr. Rand Roberts was one of the leading biochemists in the U.S. until an
experiment went horribly awry. While Dr. Roberts was working on a powder
designed to mimic reptilian regenration for burn victims, a pair of super-
powered beings crashed into his lab, causing an explosion. The raw materials of
the experiment, far too potent for human use, splashed all over Dr. Roberts,
mutating him into a human/serpent hybrid.

Robbed of his intellect and operating on instinct, Dr. Roberts fought
his way to the sewer where he currently makes his lair. He does not remember
enough of his former life to hold an intelligent conversation, let alone work
toward a cure. He simply knows that he hates the humans that walk in the
city above. One day, he plans to make them pay for what they have done to
him.

VICIOUS VILLAINS
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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, 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

APPENDIX A

used by a Contributor to 1dentity itsell or 1ts 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, modity,
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 grantYou 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 ContentYou 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 y/.
owner of such Trademark or Registered Trademark. The

use of any Product Identity in Open Game Content does

OPEN GAME LICENSE




14

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 ContentYou

" 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.

2. 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
e extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of

e Coast, Inc.

ystem 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.
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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, Jeft 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.
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Copyright 2011, Green Ronin Publishing; Author
Steve Kenson.
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