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Introduction

Welcome to Fortress, the home of Earth’s
mightiest superhero team, the Sentinels.

My name is Algernon, and | will be your guide. |
am a machine intelligence created and evolved by
Solomon Ulysses Steele, commonly known as Doc
Steel. My computer core resides deep within the center
of Fortress, but holographic projectors located
surreptitiously about the building allow you to see and
hear my iconic form.

On this tour, we shall visit the museum, and then
return to the lobby and gift shop. As we pass through
the various areas of the museum, | shall regale you
with tales of heroism and daring-do, and will entertain
guestions at the end of the tour.

Now, if you'll please follow me... we're walking...
we're walking...

How to Use This Book

Presented is a series of characters — heroes,
villains, and those in between — for use in your
M&M campaign.

The characters contained herein can be
dropped into most existing campaigns as
potential allies, possible obstacles, straight
out adversaries, or even just as background
color. There is a cross-section of character
types presented in order to accommodate a
spread of campaign models — but no collection, of
course, is perfect as is for every campaign. GMs
should feel free to tweak backgrounds, model from
write-ups, or simply cannibalize what they like for
their own insidious uses. After all, BlackWyrm /]
Games is much too busy to send the gaming police
looking for you. We promise.

) H\, [e—
T ——— W G & iy G ] i W = )p—




R — — . d
The Character Sheets T — -

The character sheets as presented have the picture and public
information in the outer column, the background story and notes in
the center column, and all of the hard numbers and statistics in the
inner column.

1. Name: The character’s “professional” name. Names are
alphabetized based on the most common shorthand name. The Lord
of Mirrors, for example, falls under L, since he’s most commonly
referred to as “Lord.” Kid Shiva, likewise, is best known by “Kid.”

2. Picture: The characters are all shown at the same scale (except
in the extreme cases of the Serpent Queen’s Divine Manifestation
and Golem), to make for easy size comparisons. 4 in = 6 ft (1:18
scale).

3. Quote: This is something that the character might say, as an
indication of his personality and outlook.

4. Visible Information: This indicates how the character appears,
not necessarily how he actually is. An immortal, for example, might
have a listed age of 30, if that's how he appears. If the real age is

very different, it is listed in parenthesis following the apparent age.

5. Public Knowledge: This is information that someone might
know about the character. Characters with an applicable skill, such
as Knowledge (Metahumans), or Knowledge (High Technology) for
high-tech characters, can make a skill check to see how much they
know about the character. Otherwise, default to a normal INT check
for information already known, or a Gather Information or
Investigate check for active research. The information gained is
cumulative (i.e. a result of 17 will reveal the information at DC 5, 10,
and 15). If the facts are contradictory, the higher DC fact is the
truth.

6. Notes: Some characters use the rules in uncommon ways, or
have powers or feats that need further discussion (sidekicks, sample
gadgets, etc.).

7. Description: The character’s origin, personality, powers, and
tactics.

8. PL: The character’s Power Level.
9. Concept: The shorthand idea behind the character.
10. Points: The number of points that the character is built on.

11. Stat Block: If a character’s size (or density) is other than
normal, and is permanent and innate, only the heightened/modified
stats will be given.

12. Saving Throws: If the Toughness Save is two numbers divided
by a slash, the first is the total with all normal modifiers included and
the number after the slash is without those special circumstances
(such as losing access to Dodge Bonus when the TGH SV is modified
by the Defensive Roll feat).

13. Reference Numbers: Lift (the number listed is the Maximum
Load for the character), Leap (Running long jump distance is listed),
Initiative Bonus, and Knockback Modifier.

14. Attack, Defense, Damage: The bonus from Attack Focus or
Specialization (if those Feats have been taken) is already added,
with the number after any slash representing the standard attack
bonus. The flat-footed Defense is given after the slash. If variable
size* modifies these values, the first values are for when the

* if a character's size (or density) is other than normal, and is permanent and
innate, only the heightened/modified stats will be given

[-1-1-1
ovon tedore the
and grandiather Wrgh
stalln s
e by "
<
&
)

ot Progect i on thise
kst 10 reficlons degroe
by i

tight. who scored shightly teghor onthe |

becoms th certorpce for the new

st sporneeed supetor toam. Th Anaral o

nemcceascy (kates shorteraed by the s bo jus
Ararol)

per thiat g
) goa. lersen. srd tougher shan bolore. He con
1 v o e pun o than an clymge: kel s
itatinn puries in & matter of mutes, s

-

quiee spocidl equpment 1 waller
. tht b e

[ od motaboinm
. o, Wnamvirng b porticulaly 1k
a1k 80 i Pl wmapors. 166 !
e 10 8 peme kbl dogree, bt pororm, epocaly
wigested and inhaled ponon, haw become hes Achilles
[

™ @wh: olizen
The proi s are here 2

nowe. You're dimissed.”

Thurs far. the pubiic hs o ondy besited axposine 1o
ko e

[ ey
30| Deachorsgt et ponoim.

[ aoa

° wEA EERROR FRLES T

T Gansts

character has changed to their largest or smallest size and the
number in parentheses is the normal bonus. Any extra reach from
Growth is shown in brackets. If the modifiers come from a Device or
Equipment (which could be lost) that total bonus is listed in brackets.

15. Skills: All modifiers have already been included. Any skill
bonuses that do not always apply (such as the Attractive feat) will be
listed with two values separated by a slash. If the skill is one that
has specializations, such as Knowledge or Language skills, the listed
specializations are italicized. A bracket around one of the languages
listed in a Language Skill list distinguishes that language as the
character’s native tongue. If a character’s native tongue is not
English, and he knows no other language, it will appear in brackets
at a Language cost of 0.

16. Feats: Feats that require specializations, such as Benefit and
Distract, have those specializations italicized. Any new feats are
listed in bold, along with the page number on which that feat’s
description can be found. Some Minions are listed only by PL and
Name, such as PL2 Criminals. These are built as the archetypes from
the M&M rulebook.

17. Powers: Powers are given simply as name and ranks, followed
by any modifiers and feats. Modifiers are listed as + or - and a
number. The abbreviations “PF” and “AP” stand for “Power Feat” and
“Alternate Power,” respectively.

Regeneration powers are simply listed with rank, not with time
increments.

18. Equipment: If the character has any equipment, it is listed
here.

19. Drawbacks: If the character has any drawbacks, they are listed
here.

20. Math: The cost of each section (Attributes, Combat, Saves,
Skills, Feats, Powers, and Drawbacks) is summarized here.
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The Originals
The current team known as the Sentinels is actually the third Thunderbird was Richard Daniels, a former army pilot and
team to carry that name. The weight of this legacy is a constant amateur anthropologist who had discovered an ancient medallion
influence and has repeatedly proven beneficial in terms of both while on a dig in Nevada. The medallion gave him control over
public recognition and goodwill. weather, an ability he had been putting to great use fighting
The first team was recruited by the US government in the fall racketeers and fifth columnists throughout the American southwest.
of 1940 specifically to act as a public counter to the propaganda Finally, Thomas Burkhalter was an FBI agent who had been
successes of the Nazi Einsatzegruppen Ubersoldaten. At the behest captured by the insane scientist and criminal mastermind Dr. Diablo
of FDR, a committee of high-ranking officers and politicians pooled and used as a test subject for a prototype “shrinking ray.” Instead
information and resources to locate a small number of American of death, which was the intended result of the ray, Burkhalter
“mystery men” that they felt were suitable for the part. Eventually, gained the ability to shrink himself to only six inches tall, gaining
they settled on six men that met the stringent background criteria. massive strength in the process from his incredible physical density
All had ties to either the government or law enforcement authorities,  at that size. Given the nickname Tom Thumb by the newspapers, he
none had publicly espoused any views that would make them had become a valuable weapon against his country’s enemies.
difficult to work with from a media perspective, and unfortunately, The last member, the wizard Cagliostro, came to the
given the nature of the men doing the choosing and the era, each committee after they thought they had made their final choices.
was male and white (or so the committee thought). How he even knew of the committee’s existence he never revealed,
Recruited first were the brothers, Ulysses and Alexander but his insistence on aiding his adopted country won over FDR and
Steele. The former, a scientific genius of some repute, had worked several members of the committee, who agreed to give him a
on a number of classified projects for the government, and due to a chance to prove his worth. He would repeatedly make the team very
recent lab accident, now possessed superhuman strength and grateful for this decision, as he showed himself indispensably useful
durability; he had recently started operating under the name Doc 0ONn NuMmMerous occasions.
Steel (page 8), and was immediately amenable to the idea behind The team was highly successful and outperformed the highest
the team. The latter, long a sort of high-powered spysmasher expectations of the recruiters. Time and again they were able to
working for the covert agency that would evolve later into the OSS frustrate the plans of not only the wartime menaces they were
and the CIA, was ordered into a patriotic costume and given the formed to combat, but also numerous other homegrown menaces
name Anthem to use while working with the team. that appeared on the scene. With the exception of Tom Thumb,
Next came a former policeman named Patrick O'Halloran, an who was killed during the war, the members stayed active and
army inductee whose routine inoculations had caused a strange together for the rest of the decade. During the early 1950s,
reaction, activating apparently latent mutations. Superhumanly fast, however, with the war long over, and Korea come and gone, many
O’Halloran took the name Jack B. Quick and jumped at the chance of the threats they had stayed together to face were gone. Few of
to serve his country in a way that didn’t involve KP duty. their many homegrown enemies had remained at large past the end
Recruit number four came directly from the recommendation of  of the previous decade, and many of the monsters and madmen
William “Wild Bill” Donovan, an influential player in the country’s that would later terrorize the world were years away from their
nascent intelligence community. The Silent Knight, whose identity initial appearances. As the decade progressed, the team’s members
was known only to Donovan and the president, was a legendary went weeks and sometimes even months without meeting or even
jack-of-all-trades, always seeming to have exactly the skills and seeing one another. They slowly settled into their own lives, only
abilities he needed for whatever mission the team was facing. gathering on rare occasions. The only member making any sort of
Hidden under the all-covering mask and costume was, in actuality, headlines was Cagliostro, who had made his way onto Senator
not one man, but an entire squad. Each was trained to carry on the McCarthy’s hit list, and finally had to go into hiding to avoid
charade of the Silent Knight identity, an agent who could be many prosecution. The team probably would have eventually dissolved
places at once and who seemed to survive even the most through lack of interest or need even if their disastrous involvement
unsurvivable situations (fatalities among the squad were not in the Carnifex affair had never come about. Carnifex was the
uncommon, and were quickly and efficiently covered up). Several of melding of former S.S. Colonel Reinhardt Steiner and an ancient
these agents would not openly have passed the prejudices of the entity that claimed to be the Spirit Of Murder. He was powerful —
selection committee, so the Knight's inclusion was also a personal much more so than anything the team had ever faced before.
and private swipe against them by Donovan. Stopping him from killing President Eisenhower and seizing control
of the country’s atomic arsenal was the most dangerous and costly
fight of team’s tenure, resulting in the deaths of both Thunderbird
and the last of the men to use the Silent Knight identity. Following
these losses, and after learning many of the unsavory truths behind
how Steiner had gotten as far as he had, and who in the
government had helped him, the team finally disbanded for good.
Take Two
A decade later, in 1964, as thousands of people watched
television coverage of a desperate battle where the mighty Horus,
Son of Ra (page 56) fought to keep his eternal enemy The Serpent
Queen (page 122) from destroying the UN building, a group of
young and untested heroes came to his aid. First was the physicist
Rick Thompson, who had been changed into energy by a terrible
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accident and doomed to live out his life contained in an exosuit, consume the Earth. Blackheart, Hardcore, and Speed Demon, were
without which his form would quickly dissipate, and fought under joined by the plant-controlling Wildflower, the versatile force field
the name Dynamo. He was joined by the siblings Mary and Michael projector Think Tank, and the energy-wielding marksman Sundance,
Martin, mutants with control over heat and cold, who were better and managed to stave off the Hierophant's best efforts.
known as Hotshot and Jack Frost. Then came the man who Staying together after the fight, the group originally used a
remained a mystery from his first appearance to his final rented brownstone in midtown for their meetings. This ended when
disappearance, the frenetic Killjoy, nimble in body and words as he Ulysses Steele, Hardcore’s father and an ally of both of the teams
rained down taunts on his enemies. And finally, her father’s that followed his own, donated the island and facility the team calls
daughter in every way, Patricia O’Halloran had inherited her father’s Fortress, and established the funding that provides for the facility
superhuman speed and followed in his footsteps as the lightning and its staff. Over the years since that first meeting, the team has
fast Blur. They joined forces with Horus the Sunhawk, who claimed amassed substantial resources and cultivated a robust network of
to be the incarnation of the Egyptian sun god given physical form. contacts and support, including positive, vital, and well-maintained
He had been sent to Earth to recapture Apophis the Nightbringer, relationships with local, state, and federal authorities.
and to put her back in the timeless prison pit from which she had From an organizational standpoint, the team'’s infrastructure
escaped in the form of the terrible Serpent Queen. Together, the functions just as designed. The staff sees to the maintenance and
team eventually managed to drive off the Queen’s monstrous upkeep of the island facility, the various patents, grants, and
“Serpent Manifest” form after a long and difficult fight, saving not licensing arrangements that financially support the team’s
only the UN, but most of downtown Manhattan in the process. operations, and all of the medical, legal, and security precautions
Following the end of that momentous fight, and deciding that that an entity of the team’s nature requires.
they were seeing fate in action, these stalwarts decided to band The team’s internal dynamics have changed over the years, for
together on a more formal basis. Given the circumstances and the better and worse, before settling into the thus far stable
lighthearted way in which they approached the situation, few of the arrangement they hold at the moment. The current line-up consists
founding six probably foresaw their union as lasting for very long — of Sebastian Arcane, Blackheart, Hardcore, Iron Angel, Onyx, Speed
certainly not for the next fifteen years and the many, many Demon, Technomancer, and Troll. There is also a reserve roster
adventures their tenure would encompass. Though they took the including Wildflower, Think Tank, Spoilsport, and Sundance.
Sentinels’ name at Blur’s suggestion, in many respects they were a Spoilsport’s abilities to temporarily steal the powers and skills of
very different team than either their predecessors or their eventual other metahumans recently caused a feedback incident from which
successors. The Sentinels of the 1960s and 1970s had few, if any, he barely survived, and resulted in extended medical leave while he
ties to the government, demonstrated an extremely varied and fluid decide what he wants his future to be regarding the team.
membership during its time as an extant group, survived dealing Past members include Kismet, a martial artist sent back from a
with often fractious dynamics and tensions between the members bleak future in which the Assembly (page 98) has taken over the
(many of whom would never get along), dealt with scandal Earth. She sacrificed her life to keep that future from coming to
practically from their first meeting, and endured an intense and pass. The shadow-caster Noir left the team to join the Aerie (page
constantly fluctuating love-hate relationship with both the media 31) with her fiancé, the hero Cyberhawk. She now uses the name
and the public. Blackbird. The cyborg Mean Machine (page 112) was dismissed from
After a number of broad membership changes, ranging from the team after his growing instability led to repeated breaches of
the uncanny marksman Troubleshooter to the Atlantean outcast Sea  the team’s protocols concerning unnecessary violence. He now sells
Devil and the fortune-blessed Johnny Karma, the team finally his services to the highest bidder, no longer caring what causes he
disbanded in the wake of a battle with the time-traveling despot fights for, so long has he has the opportunity to fight; he also
Praetorian (page 118) in 1979. Dynamo, not only the long time carries a violent grudge against several members of the team,
leader of the group but also its spiritual anchor, gave his life during especially Technomancer. And the illusionist Spellbinder, after
that battle to destroy one of the temporal terror's dreaded Time discovering her true interests lie outside the law, was dismissed
Tower weapons before it could be used to devastate Washington. following her betrayal of the team during a battle with mercenaries
Following his death, the remaining members drifted apart, with in the hire of the criminal organization the Magi. She now operates
Horus and Killjoy eventually formalizing the dissolution in a under the name Facade (page 62) as a member of the high-priced
statement to press. and very deadly mercenary team, the Black Knights (page 60).
Despite an ill-fated and quickly abandoned attempt by the Members of the team who suffered personally during her betrayal
headline-seeking Ace Argent, Man of Action, who long claimed put a high premium on her eventual capture and incarceration.
membership in the second team which he had never actually been Bigtime, whose control over space and time enables him to change
given, to form his own team and exploit the unused name, it his size and to summon temporal duplicates of himself from the
wouldn’t be until the mid-1990s that a new generation rose to claim future, continues to undergo psychiatric treatment for the nervous
the Sentinel’s title properly. breakdown he suffered after one of his duplicates was killed in a
battle in 2004. Brimstone, a mage whose personality caused
The Present multiple problems in terms of team dynamics was recently lost to
The third and current team formed much like the second, the Covenant. Doc managed to pull strings with the members of
following a fortuitous meeting in response to a great threat. In this that organization who owed him favors, procuring the services of
instance, the threat was yet another attempt by the Hierophant and ~ Sebastian Arcane, formerly of the Covenant's strike team, the
his minions to open a dimensional gate for their god, the cosmic Seraphim.
clockwork consciousness Ex Machina, so he could enter and
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— W G E i\ RIS ES




N P

b r 4

| Part I: The Sentinels I

| Chagter 2: Allies I

e

== N ] TN\ :
[ DESCRIPTION | PL [ Two-Eisted Hero| PTS
Solomon Ulysses Steele has had a long time to get 15| of Yesteryear 365
used to being known better as “Doc Steel” — over sixty
years, in fact. That's how long he’s been in the public eye, |STR| 35 |+12 || TGH LIFT
using his many gifts exactly as he was raised to do. +16 | 100 ton
He was born in early March of 1912, along with his DEX| 16 | +3 FORT| LEAP
brother, Gabriel Alexander Steele. Thanks +
to a brutal thunderstorm that was coN 30 10l +15| 550 ft
occurring at the time of their birth, the  [INT| 44 | +17 || REF INIT
nurses at the delivery lost track of wis| 18 | +4 +5 +7
exactly which of the brothers was WILL KB
actually born first. Due to this, the CHA 18 | +4|| +15| -13/18
brothers would later adopt the habit
of each calling the other “little ATTACK DEFENSE
brother,” a private joke that the +11 +10/+5
men still reflexively share in even | DAMAGE
today. Their parents, Jameson +12 (Unarmed)
and Penelope, raised them to GRAPPLE SIZE
appreciate how each was :
gifted and the debt they +28 Medium
owed to the world for those SKILLS

gifts, a debt both men have

spent almost a century

paying. But the truth of that

debt, and the reasons behind

their parents’ philosophy

stretch much further back and
afield than most will ever

know.

Jameson Steele and
Penelope Whittier came from very
special families. These families
had planned for their union long before either of the couple
was even born. These families were part of a secret. They
had ties to a once grand, albeit clandestine, organization
that dated back to the Middle Ages. Following the betrayal of
the Knights Templar by the pontiff and the French king,
many members of that once proud order went into hiding.
One small and select group of men took with them a plan
constructed by their then-martyred leader, a plan to build
both a better society than the crude and petty world these
men saw around them, and to help create a better man to
benefit from that world than the petty, superstitious, and
ignorant masses from whom these knights were forced to

QUOTE
“Seen worse. Beaten better. |
suggest you reconsider.”

RACE SEX HT EYES | nide. Using the vast wealth the men had taken into hiding
Human [Male [65”  |Grey with them, and using their leader’s dreams and ideals as a
GROuUP AGE  WT HAIR | blueprint, they formed a powerful and hidden society to
Sentinels | 30(91) |400# |Black achieve their goals. They hid and helped thinkers, scientists,

and revolutionists, whose ideas would advance the order’s
knowledge and scientific resources far beyond those of the
open world. They worked to weaken the power of the
church and the aristocracy, for in the order’s collective view,
these were the cruel masters that worked to keep man
small, shackled, and shortsighted. And they initiated a

20 | Brilliant and wealthy inventor breeding program, carried out over centuries, with the aim
25 | Heavy political connections of imprc_)ving the general condition and ability of future

30 generations.

PUBLIC KNOWLEDGE
5 | Famous adventurer
10 | Father of Hardcore and
Technomancer
15 | Backer of Sentinels team

Bluff 5 (+9), Climb 5 (+17), Computers
20 (+37), Concentration 8 (+12), Craft
(Electronic, Mechanical, Structural) 10
(+27), Diplomacy 10 (+14), Disable
Device 20 (+37), Gather Information 6
(+10), Investigate 2 (+19), Know
(Behavioral Science, Current Events,
History) 3 (+20), Know (Business,
Civics, Theology and Philosophy) 5
(+22), Know (£arth Sciences) 10
(+27), Know (Life Sciences, Physical
Sciences, Technology) 20 (+24),
Languages 9 (Arabic, Atlantean,
Classical Greek, French, German,
Japanese, Latin, Russian, Saeduun
Standard), Medicine 20 (+35), Notice
10 (+14), Pilot 3 (+6), Pro (Business) 9
(+13), Search 5 (+22), Sense Motive
12 (+16)

FEATS

All-Out Attack, Assessment, Benefit
(Security Clearance, Status, Wealth 4),
Connected, Eidetic Memory, Equipment
45, Fearless, Improved Block 2,
Improved Defense 2, Improved
Initiative, Improved Throw, Improvised
Tools, Inspire, Inventor, Leadership,
Master Plan, Power Attack, Renown 3,
Stunning Attack, Takedown Attack,
Ultimate Skill (Know (Physical Science))

POWERS

EQUIPMENT

Commlink, GPS Receiver, Multi-
tool, PDA; HQ (Fortress), HQ (Steele
Omnitech Facilities, Progression 6
[Number]), Vehicles (Kestrels,
Progression 3 [Number]; Destriers,

Immunity 11 (Age, Exhaustion, Life
Support), Impervious on TGH 10,
Protection 6, Regeneration 15
(Bruised 2, Staggered 2, Injured 2,
Disabled 2, Unconscious 2;
Resurrection 5), Quickness 6 (Mental
Only -1), Speed 2 (25 mph), Super
Senses 5 (Danger Sense [Visual],
Extended Hearing 1, Extended Sight 2,
Lowlight Vision), Super Strength 5
(PF: Shockwave, Thunderclap; AP:
Deflect 6 (All Ranged), Immovable 6
(Unstoppable +1, Sustained +0), Leap

4)

Progression 4 [Number])
AT |[CM| SV | SK | FT [PW | DB
101 | 42 | 18 | 67 | 75 | 62 | —

=

ERES ——
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Sadly, despite all of the successes the order  ["OMNIUM STEEL

| way back into a position where he could

garnered in the shadows, their ultimate aims
would meet with violent failure. Initially
embracing the revolution of the people
against the Bourbon crown, seeing in it the
potential culmination of one of the order’s
aims, thevarious members were horrified
with the bloody spiral of degeneration that
followed. So appalled were they that the
various factions and power players within the
organization split, after much frustrating debate, into many different
smaller groups, but predominantly into two camps. One held that the
great mission was still valid, that they had misjudged one instance
and mistaken the timing. The other camp, less optimistic in its
appraisal of the human condition, had decided that this carnage
simply showed that the plan was not working and could not work
from behind the scenes, that they must emerge from the shadows
and lead mankind firmly into their better tomorrow ...kicking and
screaming if that was what it would take. The divergent philosophies
proved irreconcilable. Unity was lost and the different parties began a
prolonged, bloody, and only mostly covert war for control of the
resources they had developed, guarded, and husbanded over the
centuries. Private agendas usurped the primacy of the plan and the
members of the various factions quickly learned an important lesson
about the fruits of their labor to improve the “breeding stock,” namely
that superior ability carries with it superior ambition and superior
determination. Extraordinary men and women fought each other
across the globe. The advanced technological finds of the order,
especially those many wished they could “undiscover” after the fact,
were brought into play as terrible weapons: flying machines and
submarines, thinking engines and clockwork men, drugs that stole
the will, and baleful amalgamations of men and beasts, all saw the
light of day. History records little of this epic struggle due in part to
the hidden nature of it, the participants long engrained as to the
virtue of covert action; but, mostly however, because of the
fantastical nature of the participants and their tools. Witnesses were
dismissed as fools and madmen, their stories ascribed to hysteria or
flights of fancy. As writers here and there seized upon these
fragmentary accounts as inspirations for works of fiction, people
became less and less prone to accept the truth of these events,
especially after seeing similar incidents in print and labeled as
fantasy. By the end of the 19" Century, little remained of the once
powerful organization, its resources, or its personnel; all had become
victims of this ultimately futile conflict.

Among the survivors were Jameson Steele, an asset of one of
the British secret services, and Penelope Whittier, a translator
working for the American state department. Though initially reserved
toward the idea of marrying people they had never met, they
changed their minds upon meeting each other. Falling in love
practically at first sight, the young couple withdrew from their public
lives following their marriage and moved to the Whittier family home
in Maine. Shortly thereafter, the twins were born. Alexander inherited
his father’s physical abilities. Long before the phrase “metahuman”
entered popular usage, Jameson Steele had demonstrated
remarkable strength, speed, and stamina. Alex shared these traits,
but to an even greater degree; by the time he reached the age of
ten, he was already as strong as any three grown men, and could
outrun the horses his family kept. Little Ulysses showed different, if
equally impressive gifts; by the age of five he had mastered calculus
and was consuming all the reading material his family could gather.
He had completed his formal education before he hit puberty and
was ready to move on to university. It was then, as the family was
preparing to relocate to help Ulysses continue his progress, that
tragedy struck.

The boys’ father had made many enemies during his infrequent
“favors” to his native government during the war. One of these men,
the Kaiser's handpicked special agent, had not only survived the
defeat of his country, but, after several years, had finally clawed his

Omnium Steel is an alloy of steel and
molecular composites. It is unbelievably strong
and practically indestructible. The peculiar : =APIE
molecular structure of the alloy seems to absorb ~€vidence left to implicate those who had
and even gain strength from exposure to many
forms of radiation. In game terms, it has a
Toughness of 23 and is immune to damage
from heat and radiation.

strike at those that had earned his wrath.
Jameson Steele was the victim of a crude
but well-placed explosive. There was no

planted the bomb, and it would be years
before the brothers would discover the
culprit. Following her husband’s death,
Penelope Whittier Steele suffered a
catastrophic breakdown from which she
would never recover. She would spend the rest of her life, a little
over a decade, in an institution.

Ulysses and Alexander went to live with their godfather in
London, an immensely large gentleman who had been a close friend
and mentor to their father during his years in the service, and who,
himself a perennial and childless bachelor, cared for them as if they
were his own. Upon becoming adults and leaving his care, each of
the young men followed a different path. Alexander used his
godfather’s connections to gain entry to his father’s profession,
where he began developing his own impressive record and
reputation. Ulysses, meanwhile, went into the sciences. He moved
from university to university, accruing degree after degree, including
an M.D. from Johns Hopkins and a Ph.D. in Physics from the
University of Chicago. Ulysses made many friends during this time
and wound up putting his talents to use having a number of small
but satisfying adventures and escapades with them, notably a little
exploring or inventing here and there. Eventually, his connections
and skills would lead to him working for the American government,
and on the highly classified project that would change his life forever.

Project 23089, or “Project Aladdin” as the people involved liked
to call it, centered on analyzing a set of artifacts that Russian
aristocrats had smuggled out of their country during the Bolshevik
revolution. The artifacts were obviously technological in nature and
had been recovered from what appeared to be a crash site in the
Siberian peninsula, a place called Tunguska. The popular
presumption among the researchers on staff was that the items
were non-terrestrial in origin, but in the almost twenty years the
government had been studying them before Ulysses joined the
project, little if anything had ever been determined of their
composition or function. In his first month on the project, the young
scientist was able to determine the function of over half of the
dozen or so items. One item he worked on caught his attention in
particular. He had managed to deduce that it was something
relating to medical treatment when the accident occurred. An item
being tested by another staff member apparently activated
something within the item being examined by Ulysses and his lab
partner. Both men were exposed to a strange silvery and viscous
fluid that induced immediate unconsciousness. The men were
determined to be in a form of coma while their bodies... changed.
Ulysses’ lab partner proved unable to withstand the rigors of the
change and died a week into the coma. Whether by dint of the
stamina his breeding had left him, or through sheer willpower,
Ulysses managed to make it through the change with body and
mind intact. When he awoke he found a very different vision in the
mirror than he expected. During the six months of his coma, the
young man had grown a foot in height and added over two hundred
pounds of mass. His new body possessed strength the likes of which
he had only ever read about in myth, and was seemingly
invulnerable. Ulysses would later determine that the fluid he had
been exposed to was actually just a medium for an uncountable
number of microscopic machines that had rebuilt him from the
cellular level up (in 1938, the term “nanotechnology” was far from
common parlance).

The good doctor was examined at length, and the device
responsible for his condition taken apart for closer scrutiny (even
though the fluid substance reservoirs now seemed exhausted). It
would be over a year of testing, testing, and more testing before
Ulysses’ superiors in the project even considered allowing him to
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leave the base where he had been [ WAR IN THE HEAVENS | steele retired from public life almost
sequestered, and even that allowance was Where did the artifacts come from? Why completely, and buried himself in running
due in larger part to the young man’s was Steele changed? Long ago, there was a war his company and raising his children.
connections than the altruism of scientific between the immensely powerful and godlike Though occasionally drawn into adventure
and military authorities frustrated in their star-spanning race known as the Acathii and the unintentionally over the years, Doc has
desire to duplicate the physical abilities extradimensional terrors the Rha’Zha’Keth. The ~ maintained his retirement. Even today, he
Steele was exhibiting. Finally, a compromise Acathii eventually won, in no small part due to operates only as a patron and influential
was reached. So long as he submitted to the strength of their bioengineered warrior ally to various active heroes, but never,
regular examinations, adhered to the secrecy caste. The device responsible for Steele’s never, as an active participant in what his
of the project and stayed far away so as to changes was part of the process the Acathii brother refers to as “the game.”
bring absolutely no further attention to used, and the crashsite in Siberia the impact Ulysses Steele is brilliant beyond
23089, Steele would be allowed his freedom.  point of one of their ships. Doc didn't discover measure, and one of the most intelligent
An elaborate cover story was concocted the truth until an adventure in space in the men on a world where superhuman
involving an incident in a private laboratory early sixties, and he has only shared the achievement has become accepted by
well outside government purview. This was information with his brother. society. He strongly believes that he and
immediately prior to the Second World War, his family have been blessed by their
during a time when men and women with superhuman abilities were  abilities and accomplishments, and that they should help mankind
beginning to appear with alarming frequency; one more didn’'t make wherever and whenever possible to make up for that debt. Though
much of a splash in the media, which was, of course, the entire idea.  he has adapted over the years to changes in culture and beliefs, he
He was stuck with the nickname “Doc Steel,” made a few headlines, still frequently demonstrates the old-fashioned sense of manners and
and then faded into the background of a very colorful crowd. morals that one might expect from a man raised in the first half of
Steele’s history over the following decades is a matter of public the 20™ Century. He loves his family, and though he had been initially
record, his membership in the original Sentinels for the duration of opposed to both of his sons’ ambitions to follow in his footsteps, their
their existence, his founding of Steele Omnitech as an outlet for his subsequent actions and exploits have made him inordinately proud.
many inventions and technological advancements, and, of course, his  To the majority of the current Sentinels, he is considered a valuable
long and sometimes very personal conflict with the criminal ally, his advice and support appreciated and respected. To the world
mastermind known as Dr. Prometheus (page 78). at large, he has the gravitas of decades worth of celebrity and no
In the mid-1960s, Ulysses met Samantha Reilly, who, operating small amount of hero worship. His contacts throughout government
under the name Troubleshooter, was a member of the second group  and industry, built up over half a century, are as extensive as they
of adventurers calling themselves the Sentinels. Doc only are intimidating. Despite diverting most of his wealth and income
encountered this group infrequently, but it was time enough that his from Omnitech’s staggering success through charitable foundations
and Reilly’s respect for one another became affection, and then love.  and the non-profit fund that provides for much of the Sentinels’
They were married in 1966, and the following year she gave birth to operating resources, Ulysses is still quite well off. He seldom uses any
a son, Jacob Hannibal Steele. These were the happiest years of of this influence, however, since most of his time is spent running
Steele’s life. He worked to be a good father and husband, devoting Omnitech, advising his numerous charities, or isolating himself in his
more time to Omnitech than his “hobby” (as his wife jokingly called lab for extended experiments.
his heroing activities). Unfortunately, it wasn't to last. When his old Doc Steel is immensely strong and resilient. He heals wounds
enemy Dr. Prometheus decided to take his own genetically with such speed that most disappear so fast witnesses can't tell that
engineered “children” (the Prometheans, page 77) and leave the he was hurt in the first place. His senses are preternaturally acute,
Earth, he also decided to make one last strike against the Steele and he’s proven immune to any environmental dangers he’s ever
family. Knowing that Samantha Steele was about to give birth to the encountered. Unlike his brother, who appears to be aging slowly
couple’s second child, Prometheus arranged for Doc to be called enough that he looks about half his actual age, Doc doesn’t appear to
away from the hospital to deal with a carefully planned emergency. age at all, looking today exactly the same as he did when Roosevelt
In his absence, several of the Prometheans entered the hospital was president. On those few occasions in recent years when he’s
intending to induce labor and steal the baby, been forced into some semblance of
to take with them to their father for him to | STEELE OMNITECH | action, he’s demonstrated that the fighting
raise. Much to Prometheus’ dismay, the Better known simply as Omnitech, Steele  skills honed over decades of experience
child’s uncle was there to watch over his Omnitech was founded in 1958 as a think tank  have diminished only a little during his
family in their father's absence. Alexander for government consultation work and also as a  |ong years of inactivity.
Steele, long since having dropped his Anthem commercial outlet for many of Ulysses Steele’s When he was active as an
identity from his time with the original ideas and inventions. Today, it is a sprawling adventuring type, Ulysses always wore the
Sentinels, was able to defeat the multinational corporation, involved in every leather aviators' style jacket he received as
Prometheans at the hospital, driving them manner of conceivable scientific expertise — a gift from Cagliostro, a friend from the
away. During the battle, however, ranging from experimental farming techniques  original Sentinels. The jacket was
considerable damage was done to the in Southeast Asian markets to longstanding enchanted to mend and repair itself from
hospital, and the doctors, working in what defense contracts with Uncle Sam. all the battle damage Doc's clothing always
amounted to a war zone, were unable to The Steele family owns a controlling 64%  suffered. Today, he either dresses casually
keep complications from setting in. Samantha Of existing shares, with Ulysses Steele acting as  when in his lab, or in fashionable suits
Steele died giving birth to her second son, CEO and Chairman of the Board of Directors. when he must make public appearances.
Isaac Augustus Steele. Ulysses blamed Steele Omnitech’s World headquarters is The jacket he gave to his older son when
himself for not being at his wife's side to help located amidst the multidiscipline laboratories of  jake started his career.
her. After hunting for Prometheus, only to Omnitech’s primary North American facility, a
find that the diminutive genius had left the gargantuan spread of structures in Long Island,
Earth and seemed forever outside his grasp, ~ NY.
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PL| Holographic | PTS
12| Supercomputer| 280
sTR| — TGH | LIFT
+15 —
N — FORT| LEAP
CON| — 2l i,
INT| 30 |+10||_REF INIT
— +26
WIS +10
30 WILL| KB
CHA| 16 | +3|| _ -23
ATTACK | DEFENSE | DAMAGE
-8 -8 +0
GRAPPLE SIZE
+0 Colossal
SKILLS

Bluff 5 (+8), Computers 17 (+27),
Craft (Electronic, Mechanical,
Structural) 10 (+20), Diplomacy 8
(+11), Disable Device 15 (+25),
Gather Information 17 (+20),
Medicine 10 (+20), Notice 10
(+20), Search 8 (+18), Sense
Motive 8 (+18)

FEATS

Eidetic Memory, Improved Initiative
4, Knowbots [Contacts, Ultimate
Skill (Gather Information), Well-
Informed], Second Chance
(Opposed Computer Skill Rolls),
Speed of Thought, Ultimate Scholar
(INT rolls for Knowledge Skills)

POWERS

Communication 10 (Radio; Area
+1; PF: Selective, Subtle),
Comprehend 6 (Languages 4,
Machine 2), Datalink 10 (Radio-
based; PF: Machine Control — Only
Communications Gear, AV Systems
and the like), ESP 10 (Hearing, All
Vision; Medium: Appropriate
Sensor Systems -1), Growth 16
(Continuous +1, Permanent -1;
PF: Innate), Immunity 40 (FORT
Effects, Mental Effects), Nullify
12 (All tech-based powers at
once; Nullifying Field +0, Range:
Perception +2, Selective +1; Only
in Fortress or select Omnitech
facilities -1), Protection 7,
Regeneration 1 (Resurrection)

DRAWBACKS

Must obey Doc Steel and other
authorized personnel (C, M, -2);
Power Loss: Comprehend requires
time (GM'’s discretion) to process
and assimilate entirely new
languages into Translation Matrix
(Unc, Minor, -1

AT |[CM|SV | SK | FT [PW|DB

16 | 0 | 0 [ 32|11 |224] -3

—1

| DESCRIPTION

The Steele Omnitech Series 5-A15 ALGorithmic
ElectRonic Neural Operations Network is a sophisticated
artificial intelligence with a central processing core the
relative size of a nuclear submarine. It prefers to be called
Algernon and absolutely hates being called “it.” The fifth
and most successful of a series of experimental computer
constructs developed by Dr. Ulysses Steele, Algernon
subsumed the operation processing of all of its
predecessors. He (his favored pronoun) has an official
inception date of 1972, and in the intervening years has
grown to the point where he is used to control all of the
primary computer and related systems for Steele
Omnitech, and similarly keeps watch over the systems in
the Sentinels’ base, Fortress.

Algernon’s personality matrix has developed over the
course of decades, and includes not only his original
parameters, but also an incalculable amount of cultural and
informational resources gleaned through his obsessive
observation and cataloguing of human behavior and
societies. Based on what he sees as his primary function,
Algernon predominantly presents himself as a crusty butler
or major domo in the grand Edwardian tradition. He views
the Steeles as his family, a feeling they reciprocate, and is
very protective of the brothers Isaac and Jacob, whom he
helped raise. He has also grown quite fond of various
members of the Sentinels, several of Fortress’ operating
staff, and an executive or two working for Steele Omnitech.
Were harm to come to any of these individuals, the
perpetrators would quickly discover the limits of Algernon’s
safety and restraint programming, and that he has become
very inventive in circumventing some of these protocols.

The true extent of Algernon’s capabilities is known to
only a few. The ease with which he could penetrate and
seize control of most computer systems anywhere in the

world, including those of the U.S. government, is not QUOTE

something that his inventor and patrons want to advertise. “How may | help you?”

This is the most important of many reasons that neither Doc

Steel nor Omnitech has ever pushed too hard in various RACE SEX HT EYES
legal cases seeking to gain Algernon recognition as a Computer | “Male” | Varies | Varies
sentient being and worthy of U.S. citizenship — fear of what GROUP AGE WT HAIR
a full-blown investigation would expose. Algernon Sentinels | 50(31) | N/A | Varies

understands and accepts this, albeit grudgingly at times.

PUBLIC KNOWLEDGE

[ NOTES | 5
Algernon’s primary (enormous) processing core is in a 10 | Sentinels’ major domo
classified location, believed to be underneath one of Steele 15| A.l. (Artificial Intelligence)

Omnitech’s facilities (possibly even the Long Island site). As

. . : 20 | Primary systems located at
he is actually part of Omnitech’s network, Algernon “exists” Y s

OmniTech HQ

wherever the network does. He can broadcast his default

holo-image at any location with the necessary projectors; 25

barring that, he can send his image to any video equipment, 30
or even override radio and satellite communications if necessary for audio projection. Destroying the
network, disrupting his images, or smashing the receiving equipment is insufficient to “kill” Algernon —
that would take destroying his central processor core. Even then, he has program caches hidden in
reserve where his program and “memories” are stored and updated regularly and from which he could
easily be recompiled.

Algernon’s knowbots are incredibly sophisticated semi-autonomous programs that are constantly
scouring the internet and open networks for information.
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The Fortress Staff Rosalyn Berkowitz (Director of _Perspnnel)

As Director of Operations, Caldwell is the highest ranking staff boist;rcljisf%lg/tv?sgffza/if;sith:I:rre‘zari]nI:hae I;ri?j?jlzn:f the
member. Immediately beneath him, and answering only to him, are Bronx, Rosalyn grew up learning how to throw her
the other Directors (Facilities, Personnel, Security, and Technical weigh't around and be hear d o Sa .
Services). Director of Facilities Stan Kirby is responsible for all feared as Kirby's tirades but. her “everybody needs
maintenance and upkeep, including custodial work. Director of w : s

o ) a mother” personality keeps her people loyal and
Personnel Rosalyn Berkowitz is in charge of all staffing concerns, and conscientious. The Harvard MBA gave her the skills
both Public Relations head Emily DeCosta and Chief Legal Counsel to keep everybody else happy, t00. When not in her
Darren Long report to her office (though they are most often simply office barreling through paper\,Nork. = el Eek
rubberstamped on up to Caldwell). Matthew Trasker is Director of speed, she can often be found in the commissary sharing recipes
Security and sees to anything that might even remotely fall under and hélping the head cook Cesar “Romeo” Perez cook and gossip
keeping a tight security zone around the island. The Director of both done very loudly and with much gusto ’
Technical Services is Nobel Prize winning Physicist Dr. Rammohan ’
Shakar, who, though normally sequestered in a lab somewhere in an Rosalyn Berkowitz: PL 3; Str 10, Dex 10, Con 12, Int 14, Wis 18,
Omnitech facility, remains in an on-call status to investigate scientific ~ Cha 15, Skills: Bluff (4) +6, Diplomacy (4) +6, Gather Information 6
and technical problems that may fall outside the expertise of the (+8), Know (Art, Business, Civics) (8) +10, Pro (Cook) (2) +6, Pro
team members. His immediate staff, including staff psychologist Dr. (Management) (6) +10, Sense Motive (6) +10, Feats: Connected,
Ellen Li, have a considerable degree of freedom and latitude in his Equipment 1, Fascinate (Diplomacy), Taunt, Equjpment: Commlink,
absence. However, Caldwell and Algernon are never very far away, Compbat: Attack +4, Damage +0 melee, Defense 15/12, Initiative
so most of these lab-coated iconoclasts know where the lines are +0, Saving Throws: Tgh +gl, Fort +3, Ref +1, Will +6, Abilities 19 +
drawn. Skills 13 (52 ranks) + Feats 4 + Combat 18 + Saves 5 = 59
Jasper Caldwell (Director of Operations) Emily DeCosta (Public Relations)
Jasper Caldwell most likely came from a stellar DeCosta came over to the Sentinels Foundation
career, full of potential and opportunities. Judging (the funding and administrative body that technically
from his frighteningly efficient and intimidatingly runs Fortress and for whom all of the staff work)
competent performance of his duties as Operations from Steele Omnitech's North American HQ in Long
Director for the current Sentinels, there could be no Island. While working for Omnitech she acted as
other conclusion. Of course, this would be the only liaison to both the corporation’s military ar)d
thing people would have to base their conclusion on, ] congressional interests. She has a reputation for
as no other record exists of him. Anywhere. Jasper being relentlessly upbeat and persuasive, and it's rumored by her co-
Caldwell did not exist before 1995. That is where any workers that she doesn’t need sleep — since she’s always on the job.
paper trail for him stops. Whoever he was before that left few clues A perky and petite blonde, hearts beat a little faster_and unfinished
when he became who he is today. It is known that he came into the paperwork gets hidden the moment she’s seen coming.
employ of Ulysses Steele via a recommendation from his brother, Emily DeCosta: PL 3 Str 8, Dex 13, Con 11, Int 14, Wis 14, Cha
Alexander Steele, who has had almost seventy years of working with 16, Skills: Bluff (4) +7/+11, Diplomacy (4) +7/+11, Know (Current
the government meeting any number of “intere;'stir}g" people. Given Events, Popular Culture) (8) +10, Pro (Public Relations) (8) +10,
bckarounds, s sssumed he came from samewhiere m the U, o1 Motive (8) +10, Feats: Attractve, Erc A U
intelligence community. Of course, even what is assumed about him +azs’cI|:;1:n$aée u_l, m:eﬁezrquce)%nsgqgﬂilf I.nit(iJaTti\Te"ll,, ;/thlThr;;/s:
'osff;‘;:f;i anéigtclilr;a':?vl fvgszﬁeﬁﬂsﬁf;’si‘;ﬁrﬁ’ggt any of it. Which, - tqp +0, Fort +2, Reflex +2, Will +3, Abilities 16 + Skills 10 (40

Caldwell has the uncanny ability to see through practically any ranks) + Feats 5 + Combat 10 +iSaiE
deception or subterfuge. He's proven almost impossible to lie to, Stan Kirby (Director of Facilities)
even by Brimstone. He always seems to know exactly what is A legendary grouch and opinionated
actually going on, who's been involved, and why they did it. He has loudmouth, Kirby is also a genius with pretty much
yet to see fit to share with the team how he does this. He is always anything that has moving or electronic parts, large
in control, never loses his temper or even his composure, and his or small. A long time fixture at Omnitech
clothes are always immaculate, no matter the situation. He is utterly, Aeronautics Division, Kirby followed his precious
and sometimes disturbingly, professional. Caldwell appears to be Kestrels to Fortress. During his tenure, he’s also
middle aged, with thinning blonde hair. He dresses professionally managed to work the bugs out of a dozen other
and expensively, and has never been seen without a tie. complex systems on site. His staff pretty much
Jasper Caldwell: PL 7; Str 13, Dex 16, Con 14, Int 16, Wis 16, Cha manages themselves, as he's almost always buried in an engine or
16; Skills: BIUff (6) +9, Demolitions (2) +5, Diplomacy (6) +9, ventilation shaft, or maintenance panell some\_/vhere. Given his
Gather Info (6) +9, Know (Civics, Current Events) (8) +11, Notice temper and vqcal ranges they k_eep a tight ship _rather than have L
(4) +7, Pro (Administrator) (10) +13, Pro (Spy) (6) +9, Sense actually see him coming with his ever-present cigar (never lit, but
Motive (12) +15; Feats. Attack Focus (Ranged), Connected, well-chewed).

Contacts, Defensive Roll 4, Judo (M&M page 65), Leadership, Stan Kirby: PL 3; Str 13, Dex 13, Con 11, Int 16, Wis 11, Cha 13,
Equipment 1, Improved Initiative, Master Pla_n, Sneak Attack, Well- Skills: Computer (8) +11, Craft (Electronic, Mechanical) 8 (+11),
::f:)fr?]rr:‘l‘i?:kl /;ios,i/slr's..c iump;artsirt]tsai:sk1+53D?izcge:fg3)e;dfqgfnfwr;zneﬂr1 Disable Device (8) +11, Know (Physical Sciences, Technology) (8)

’ ’ E , +11, Pro (Technician/Mechanic) +4 (4), Feats.: Equipment 1,
melee (+3 pistol), Defense 18/14, Initiative +7, Saving Throws: Tgh Improvise(d Tools, Inventor, qull,'omén)t: Commlinqk, ‘Z‘ombat: Attack
+6 (+2), Fort +5, Ref +6, Will +8, Abilities 31 + Skills 17 (68 ranks) +2, Damage +1 melee, Defense 13/11, Initiative +1, Saving
+ Feats 20 + Powers 1 + Combat 32 + Saves 11 = 112. Throws: Tgh +0, Fort +3, Ref +1, Will +5, Abilities 17 + Skills 13

(52 ranks) + Feats 3 + Combat 10 + Saves 8 = 51.
=
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Dr. Ellen Li (Staff Psychologist)

The daughter of hardworking Chinese
immigrants, Dr. Li was driven to achieve from an
early age. She only managed to finally get away
from her childhood piano lessons, for example, by
redoubling the amount of time she “needed” to
spend studying — she plays well, but grew to hate
it because of the intensity of the lessons; only
recently has she started to learn how to enjoy her
playing again. During medical school, Dr. Li met Ulysses Steele while
he was giving a lecture. She was fascinated by his discourse on the
effect superhuman abilities sometimes had on very human minds.
Years later, after specializing in treating metahumans and even
publishing the famous Masks and Marvels: Inside the Metahuman
Mind, she was approached by Caldwell when the need for a staff
psychologist was stressed by the team’s insurance carrier. She
accepted immediately and hasn't regretted it.

Dr. Ellen Li: PL 3; Str 10, Dex 13, Con 11, Int 16, Wis 16, Cha 14,
Skills: Diplomacy (4) +7/+11, Know (Behavioral Science) (8) +11,
Know (Life Sciences) (3) +5, Language 1 (Chinese), Medicine (4)
+6, Perform (Keyboards) (6) +8, Pro (Psychologist) (8) +11, Sense
Motive (6) +9, Feats. Attractive, Connected, Fascinate (Diplomacy),
Combat: Attack +2, Damage +0, Defense 13/11, Initiative +1,
Saving Throws: Tgh +0, Fort +1, Ref +3, Will +6, Abilities 20 +
Skills 10 (40 ranks) + Feats 3 + Combat 10 + Saves 6 = 49

Darren Long (Chief Legal Counsel)
The wunderkind of New York’s bar before he
was lured to work for the Sentinels Foundation,
Long finished college at 19 and Law School at 21.
He was racking up a stellar reputation working for
the District Attorney’s office when approached by
Caldwell. One of the foremost legal minds on the
planet, Long still does a bit of pro bono
representation when his schedule allows, but is
normally kept quite busy by all of the legal
complications arising from the Sentinels’ work.

Darren Long: PL 5; Str 13, Dex 11, Con 13, Int 18, Wis 16, Cha 13,
Skifls: Bluff (10) +11, Diplomacy (8) +9, Gather Info (8) +9, Know
(Civics) (10) +14, Pro (Lawyer) (10) +13, Sense Motive (10) +13,
Feats.: Connected, Contacts, Fascinate (Bluff, Diplomacy), Taunt,
Combat: Attack +3, Damage +1 melee, Defense 14/12, Initiative
+0, Saving Throws: Toughness +1, Fortitude +3, Reflex +2, Will +6,
Abilities 24 + Skills 14 (56 ranks) + Feats 5 + Combat 14 + Saves 7
= 64.

Visitor Center Personnel: Use Bystander archetype from M&M
page 226. Make Profession skill either “Smiley, Happy Greeter” or
“Smiley, Happy Vendor” depending on job.

—1

Dr. Rammohan Shakar

(Director of Technical Services)

As the former Director of Special Projects
based out of the Chicago office of Steel
Omnitech, Shakar has been involved with a
number of groundbreaking discoveries. His work
on the thermodynamic absorption properties of
Omnium Steel and its implications for Quantum
Theory won him the Nobel Prize five years ago.
When he was given the opportunity to work with
all of the interesting discoveries made by the Sentinels (non-
terrestrial technology, walking dimensional wormholes, the list goes
on), he jumped at it. He's happiest when focused in a lab on any of
his projects, assigned or just matters of interests. He's been known
to leave a lab not being quite sure how long he’s even spent there
(the record: six and a half days with catnaps and food ordered in —
his co-workers finally forced him to go home for hygiene reasons).

Medtechs: Use Bystander archetype from M&M page 226 —
make Profession (Medtech) and add +1 rank, add Medicine 5 ranks,
add Know (Life Sciences) 5 ranks, and add 1 rank to their Know
(Current Events). This makes their final cost 5 pts instead of 2.

Dr. Rammohan Shakar: PL 4; Str 10, Dex 10, Con 10, Int 24, Wis
14, Cha 12, Skifls; Computer (9) +16, Know (Life Sciences, Physical
Sciences, Technology) (9) +15, Medicine (8) +10, Feats: Eidetic
Memory, Endurance, Equipment 1, Inventor, Equipment: Commlink,
Combat: Attack +1, Damage +0, Defense 11/10, Initiative +0,
Saving Throws. Tgh +0, Fort +4, Reflex +0, Will +4, Abilities 20 +
Skills 11 (44 ranks) + Feats 4 + Combat 4 + Saves 6 = 45

Matthew Trasker (Director of Security)

Trasker came with Caldwell’s
recommendation and very little other paperwork.
Given his bearing, it's assumed he’s ex-military,
and was probably very good at it. But he never
talks about it. Ever. No one familiar with Caldwell
is surprised by this trait. He takes his job very
seriously, living on the island and treating his
security personnel on a daily basis as if they were
marines holding the line at Inchon against the
Chinese beachhead. He takes no guff from
anybody, and has held his own in arguments against Hardcore and
Troll at the same time. The only person that seems to be able to
intimidate him is Caldwell, which makes Troll both curious and a little
jealous.

Security Personnel: Use SWAT Officer archetype from M&M
page 229. Switch Profession specialty to Security and add 4 ranks to
it. Trade out equipment to match Trasker’s.

Matthew Trasker: PL 7; Str 15, Dex 15, Con 15, Int 13, Wis 15,
Cha 16, Skills: Bluff (5) +8, Climb (5) +7, Concentration (6) +8,
Disable Device (6) +7, Intimidate (12) +15, Investigate (6) +7,
Know (Tactics, Streetwise) (8) +9, Notice (8) +10, Pro (Security)
(12) +14, Search (6) +7, Sense Motive (6) +8, Stealth (6) +8,
Survival (5) +7, Swim (5) +7, Feats: All-Out Attack, Assessment,
Connected, Defensive Attack, Equipment 4, Endurance, Evasion,
Improved Defense, Improved Initiative, Improved Throw, Inspire,
Leadership, Move-By Action, Power Attack, Precise Shot, Startle,
Teamwork, Equipment: Billy Club (Strike +2; PF: Mighty), Body
Armor (Protection 4; PF: Subtle), Commlink, Pistol (Blast +4),
Combat: Attack +10, Damage +4 melee / +4 pistol, Defense 18/14,
Initiative +6, Saving Throws: Toughness +6 (+2), Fortitude +8,
Reflex +6, Will +10, Abilities 29 + Skills 26 (104 ranks) + Feats 20 +
Combat 36 + Saves 18 = 129.
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QUOTE

“It's called a computer. We
may have started in the dark
ages, but we don’t have to

stay there.”
RACE SEX HT EYES
Human M 5'9” Blue

GROUP AGE WT HAIR

Covenant 27 160# | Blonde

PUBLIC KNOWLEDGE

5

10 | Member of Sentinels

15

20

25 | Sorceror from famous family

30 | Associated with the Covenant

—
_\—'l }—

[ DESCRIPTION | [P Offbeat PTS

Sebastian Arcane is the grandson of the man who 11 Spellcaster 201
would eventually become the occult world-beater known as
Sepulchre (page 120). His grandfather was once the favorite
son of the Covenant, and a longtime Seraphim member STR| 10| +0 TcH LIFT
before he chose to walk the lightless path. Arcane took his DEX| 13|+1 +10/+0| 200#
own duties to the Covenant very seriously, using his natural FORT LEAP
and highly developed sorcerous gifts to prove again and CON 11|+0 +3 10 ft
again that his grandfather was the exception, not the rule. INT| 16|+3 REF INIT
Given that his associates in the Order of Simon had never +3 +1
been comfortable with either his background or his modern ~ [WIS| 18 |+4 WILL KB
proclivities, Arcane was less surprised than he could have CHA| 15| +2
been when he was ordered to join the Sentinels to replace +14 |-10/-0
Brimstone (see the Covenant, page 43).

Sebastian is a highly accomplished sorcerer with a ATTACK DEFENSE
lifetime of training, first from his family, and then from the +10/+4 +6/+3
best teachers the Order of Simon had to offer. Though a few | DAMAGE
of his personal eccentricities raised eyebrows among his +11 Blast
teachers, such as keeping all of his grimoires on enchanted GRAPPLE SIZE
PDAs, or summoning spirits through his computer (complete :
with binding circles showing on the monitor screen), they +d Medium
dismissed them as the price of modernity in the arts. His SKILLS

familiar, a young dragon named Nicodemus that prefers to

appear about the size of a cat, is less forgiving of his

master’'s newfangled gizmos.

In combat, Sebastian is relearning his role, now that he
is part of a new team. Initially disconcerted with his
diminished part (the Sentinels possess much more firepower
than the Seraphim), he is adapting to magical support
quickly. His acclimation to the press is proving more difficult

— Nicodemus is enjoying the coverage, however (and the
little rascal is milking the benefits of Fortress for all their
worth as well, especially the cafeteria). Arcane looks quite

young, no more than his early twenties, but carries himself

as if much older. He wears a voluminous coat containing

many PDA grimoires, various spell foci, materials, useful little
magic items, and the butterscotch candies he’s always

feeding his familiar.

Nicodemus normally looks like a black dragon about the
size of a small cat. Nicodemus usually stays parked on
Arcane’s shoulder, occasionally hitting hostile targets with a

well-aimed bit of fire breathing. Should anyone get close
enough to actually harm his master, Nicodemus lunges to
Arcane’s defense, quickly showing that his adorable little

frame isn't a size he’s locked into; when the situation
warrants it, he can grow up to his true size, which is slightly
larger than the average van. Nicodemus normally looks like
a black dragon about the size of a small cat; when the
situation warrants it, he can grow up to his true size, which

is slightly larger than the average van.

[ sIDEKICK

Nicodemus: PL 11; Str 10, Dex 16, Con 20, Int 15,

Wis 20, Cha 16, Skills: Diplomacy 6 (+9/+13), Know (Arcane
Lore) 4 (+6), Notice 6 (+11), Profession (Familiar) 6 (+11),

Sense Motive 6 (+11), Feats: Attractive (“cute”), Improved

Defense 2, Improved Initiative 2, Interpose, Ritualist,
Powers: Blast 8 [Fire Breath], Immunity 6 (Breath
Underwater, Fire Damage), Shapeshift 8* (Continuous +1),
Strike 3 (PF: Mighty), Super Senses 3 (Darkvision,

Communications Link [w/Arcane, Mental]), Combat: Attack

+7, Damage +3 Melee / +8 Blast, Defense +7/+3, Initiative

+11, Saving Throws: Tgh +10*/+5, Fort +7, Ref +8, Will

+8, Abilities 37 + Skills 7 (28 ranks) + Feats 7 + Powers 101

+ Combat 28 + Saves 10 = 190

/1 -

Computer 3 (+6), Concentrate 9
(+13), Diplomacy 9 (+11), Know
(Arcane Lore) 16 (+19), Know
(Technology) 6 (+9), Notice 5 (+9),
Sense Motive 8 (+12)

FEATS

Attack Specialization (Spells) 3,
Equipment 3 (HQ, as Sanctum),
Ritualist, Sidekick (Nicodemus) 38,
Trance

POWERS

Gadgets 4 (Mystic Trinkets, Easy
to Lose; Example Gadgets: Magic
Spritz Bottle [Cold Control 8]; AP:
Pixie Dust [Fatigue 5 (Area: Cone
+1)], Seven League Stride Tennis
Shoes [Teleport 5 (Accurate +1;
PF: Change Direction, Change
Velocity, Easy, Turnabout]), Force
Field 10 (Impervious +1), Magic
11 (Base: Telekinesis; PF: Base
and all AP are Dynamic, AP:
Animate Object 7, Blast, Create
Object, Deflect 7 (All), ESP (Visual
and Hearing) 7, lllusion (All) 5,
Invisibility (All Visual), Morph
(Humanoids), Mystic Passage
(Portal +2) 5, Nullify (Magic),
Paralyze, Super Movement 3
(Dimensional Travel [Any; Portal
+2])

AT |CM | SV | SK | FT |[PW | DB
23120 [ 15| 14 | 46 | 83 | —

[*Normally, Nicodemus’ Shapeshift
points are distributed as: Shrinking
4 (Normal STR +1), Flight 3,
Protection 5 (Impervious +1);
frequently used for Growth 8,
Protection 4 (Impervious +1)
instead]
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PL Engineered PTS
12| Supersoldier |236
STR| 20 |+5 TGH LIFT
+10 | 800#
DEX| 26 |+8| —ForT [ LeAP
CON| 23 |+6 +8 75 ft
INT| 10 | +0 REF INIT
+14 +16
WIS 18 |+4 WILL KB
CHA| 16 |+3 +10 -5
ATTACK DEFENSE
+16 +14
DAMAGE
+8 (Weapons)
GRAPPLE SIZE
+24 Medium
SKILLS

Acrobatics 12 (+20), Bluff 3 (+6),
Climb 5 (+10), Computers 6 (+6),
Disable Device 12 (+12), Disguise 3
(+6), Drive 4 (+12), Escape Artist 12
(+20), Gather Information 10 (+13),
Intimidate 15 (+18), Investigate 13
(+13), Knowledge (Behavioral
Science, Current Events) 9 (+9),
Knowledge (Streetwise) 14 (+14),
Notice 12 (+16), Search 10 (+10),
Sense Motive 10 (+14), Stealth 16
(+24), Survival 6 (+10), Swim 3 (+8)

FEATS

Acrobatic Bluff, All-Out Attack,
Assessment, Attractive, Benefit
(Security Clearance), Blind fight,
Connected, Distract (/ntimidate),
Elusive Target, Equipment 2, Evasion,
Grappling Finesse, Hide in Plain Sight,
Improved Defense, Improved Disarm,
Improved Initiative 2, Improved
Throw, Improved Trip, Instant Up,
Luck 2, Move-by Action, Power
Attack, Takedown Attack 2, Track,
Uncanny Dodge 2 (Visual, Hearing)

POWERS

Device 4 (Easy to Lose, Arsenal
[Power Staves 1 (Blast 8); AP:
Omnium Steel Sais (Strike 3
[Penetrating +1; PF: Mighty,
Improved Block 4]), Nunchaku (Strike
3 [Autofire +1; PF: Mighty]), Omnium
Steel Shurikens (Blast 4 [Autofire +1,
Penetrating +1]), Power Staves 2
(Deflect 8 [All Ranged])), Immunity
2 (Age, Disease), Leap 2,
Regeneration 11 (Disabled 3,
Injured 3, Staggered 3, Unconscious
2), Speed 2 (25 mph), Super
Senses 4 (Accurate [Hearing],
Extended Hearing 1, Extended Vision

1, Lowlight Vision)

—1

| DESCRIPTION

In the '60s, the criminal genius Dr. Prometheus
(page 78) used his godlike knowledge of genetic
engineering to create a family for himself, which he
named the Prometheans (page 77). The Prometheans
were each designed to be physically superior to normal
humans and, as Prometheus used genetic material stolen
from various metahumans, most possessed some exotic
abilities as well. Unfortunately, being born in a lab and
artificially aged to adulthood in less than a year of real
time didn’t do wonders for their emotional development or
their social skills. None of this bothered Prometheus, as
he viewed his “children” as just another experiment, and,
since they didn't know any better, it really didn't bother
most of the Prometheans. However, the one female of the
group, named Kallisto, did take exception to her
upbringing, or lack thereof. Eventually she left the group,
which her brethren and her creator all viewed as an
unforgivable betrayal. In the intervening years, Kallisto, or
Blackheart as she renamed herself, took great pains to
socially acclimate to the world around her, with mixed
results. As part of this effort, for most of the past three
decades she has channeled her energies and natural
violent tendencies in ways she found society would
accept, first as a bounty hunter targeting other
metahumans, and then as a solo hero-type before
eventually joining the Sentinels.

Blackheart has learned how to fit in to society at
large. Emphasis on “learned.” Most of the behavior people
accept as normal after growing up, she had to learn
through observation and embarrassing trial and error as
an adult. Small things still confuse her, from how to
properly display grief at a funeral to how she should
interpret well-played flirting. The intensity with which she
works to learn what most people just view as natural or
even reflexive can sometimes make people
uncomfortable. This is all the more confusing to those
watching her when she displays startling insight into
human behavior and character, such as being exceedingly
difficult to lie to or to con. It should be remembered that
this comes from an intellectual understanding of behavior
more than a visceral or emotional one. She knows what
people will do even if she doesn’t completely grasp why
they would do it.

Blackheart is several times stronger than a person of
her build should be, and possesses extraordinary agility. She
has a heightened healing factor that also renders her
immune to most diseases and slows her aging to a crawl,
and her combat prowess and various stealth and detective-
oriented skills are among the finest on the planet. She is
generally the flanker or guerilla of the group, going off on
her own in a fight to isolate and take down viable targets.
Her tactics are simple and brutally direct. Identify target,
analyze target’s tactical threat, neutralize target. No showing
off, and an economy of time and effort.

An athletically built woman standing just under six feet
tall, Blackheart has short black hair and piercing blue eyes
(which she hides behind omnipresent shades that she
understands are considered “cool,” with “cool” apparently

QUOTE

“Option One: You give up,
you go to jail. Option two:
You fight, | make you cry like
a baby, you go to jail. Which
is it going to be?”

RACE SEX HT EYES
Human Female | 5'11" Blue

GROUP AGE WT HAIR
Sentinels 25(35) [150# |Black

PUBLIC KNOWLEDGE

5 | Member of Sentinels

10 | Superhuman combat savant

15 | Violent reputation

20 | Former bounty hunter

25 | Engineered, not born

30 | Created by Prometheus

being a good thing). She wears a gray and black, tight-fitting

EQUIPMENT
Body Armor (Protection 4),

Commlink, Swingline [Super
Movement 1 (Swinging)]
AT |[CM| SV | SK | FT
53 | 60 | 14 | 46 | 30

PW | DB
33 | —

and armored bodysuit. She has an even more heavily armored
utilitarian vest, bracers and high boots which are covered in
pouches and hidden compartments where she stores the
veritable arsenal she a/ways carries with her.
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QUOTE

“Introductions are in order —
fist... bad guy, bad guy...

fist.”

RACE SEX HT EYES
Human | Male | 6'6” | Blue
GROUP AGE WT HAIR
Sentinels | 35 | 360# | Brown

PUBLIC KNOWLEDGE

5 | Member of Sentinels

10 | Son of Doc Steel, brother of
Technomancer

15 | Been heroing since his teens

20

25 | Standoffish around “normals”

30 | Adrenaline junkie

N r 4
— L Chapter 2: Allies |
_\—'l —
[ DESCRIPTION | PL Legacy PTS
Some heroes are made and some heroes are born.
Jacob (“Jake”) Hannibal Steele benefits from both 15 Sl [ 252
approaches. The son of long-time adventurer Dr. Ulysses
Steele, better known to the world as Doc Steel, Jacob STR| 40| +15 TGH LIFT
grew up surrounded by men and women with DEX| 15| +2 +20 | 800 ton
extraordinary abilities who lived extraordinary lives. From FORT| LEAP
the time he was a child, his father instilled in him an CON| 40 |+15|| +20| 625 ft
unyielding sense of duty, the idea that the entire Steele INT| 14| +2 REF INIT
family had been blessed beyond measure and that it was +4 +6
only right and proper that they repay the universe for wis| 14| +2 WILL KB
those blessings by helping mankind whenever and CHA| 18| +4
however they could. Following his mother’s death, Jake +12| -15/-22
was raised by the combined efforts of his father, his uncle
Alex (Alexander Steele, the former WWII era hero ATTACK DEFENSE
Anthem), and Algernon, an Al of his father’s design. +10/+15 +10/+5
Hardcore has never had anything even remotely DAMAGE
resembling a normal life. Fundamentally, he does what he +15 (Unarmed, Crit 18-20)
does because it's the only thing he’s ever really known. He's  FGRApPP|E SIZE
brave to a fault, and very serious when dealing with his +37 Medium
responsibilities. However, when he doesn’t have to concern
himself with the welfare of teammates or bystanders, or SKILLS

worry about collateral damage, he's known for cutting loose
with his abilities. Off-duty, he’s an adrenaline junkie (which
is difficult to experience when you're practically invulnerable)
and loves driving fast cars and even faster planes. He's
notoriously uncomfortable in social situations where he has
to deal almost exclusively with normal people, far preferring
the company of those who understand “his world.” Thanks
to his rather unique upbringing, he has no problem relating
to or dealing with the most outré individuals or situations,
and remains blasé under circumstances ranging from
fending off alien invasions to fighting insane gods. This can
be disconcerting to those falling apart around him.

Hardcore’s physical structure resembles closely that of his
father. The performance of both his muscular and skeletal
structures is enhanced beyond human capabilities by orders
of magnitude. He possesses vast superhuman strength and
resilience, has demonstrated a tolerance for environmental
conditions that would kill a human being, and has no real
physical need for food or sleep. He simply doesn'’t tire
appreciably, ever. Further, his metabolism has thus far
shown no susceptibility to any toxin or pathogen he’s ever
encountered. Thanks to long years of training, Jake has
even learned how to resist many forms of psionic intrusion
and compulsion.

When entering combat, Jake normally takes point,
trusting in his natural resilience to give him a greater
measure of safety than his comrades. The recipient of
almost two decades of intense training under many experts,
Hardcore is an exceptionally capable hand-to-hand
combatant, demonstrating a level of skill and versatility
matched by few of the lumbering juggernauts that normally
target him in a fight. He will generally identify the most
dangerous opponents on the field and then draw their
attention to himself, away from his teammates or whatever
bystanders remain in the area. Jake is an imaginative

fighter, but has to carefully temper a tendency to showoff. He also trusts the other Sentinels to know
their jobs and seldom resorts to overt direction unless circumstances demand it.

Hardcore is a large and massively built man. He has brown hair (worn longer than his father likes),
and brown eyes. When on duty, he wears a utilitarian bodysuit, toughly constructed boots, and a
brown, leather jacket that looks very much like a WWII-era aviator’s coat (a self-mending jacket given

to him by his father).

CHE—""AL G0N FRLES ——

Climb 1 (+16), Computers 3 (+5),
Diplomacy 6 (+10), Drive 16 (+18),
Intimidate 6 (+10), Know (Current
Events, Theology and Philosophy) 6
(+8), Know (7actics) 8 (+10),
Language 2 (Classical Greek, Latin),
Medicine 2 (+4), Notice 8 (+10),
Pilot 16 (+18), Sense Motive 8 (+10)

FEATS

All-Out Attack, Assessment, Attack
Focus (Melee) 5, Benefit 2 (Security
Clearance, Wealth), Blind-Fight,
Connected, Crushing Pin, Equipment
1, Fearless, Follow-Up Strike,
Grappling Block, Improved Critical
(Unarmead) 2, Improved Grab,
Improved Initiative, Improved
Throw, Improved Trip, Inspire 2,
Leadership, Luck 2, Master Plan,
Power Attack, Renown, Sweeping
Strike, Takedown Attack 2,
Teamwork 2, Ultimate Save
(Toughness)

POWERS

Immunity 11 (Age, Exhaustion, Life
Support), Impervious on
Toughness 5, Protection 5
(Impervious +1), Regeneration 5
(Bruised 1, Staggered 1, Injured 1,
Disabled 1, Unconscious 1), Speed 3
(50 mph), Super Senses 3
(Extended Hearing 1, Extended Sight
1, Lowlight Vision), Super Strength
7 (PF: Groundstrike, Shockwave,
Thunderclap; AP: Immovable
(Sustained +0, Unstoppable +1),
Leap 4)

EQUIPMENT

Commlink, Flashlight, GPS
Receiver, Multi-tool

AT |[CM| SV | SK | FT |PW | DB

81 |40 | 17 | 22 | 36 | 56 | —
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+19 (Mental)

PL Half-Alien PTS
10 Psychic 240
STR| 10|+0| |LTGH | LIFT
+12 | 200#
DEX| 14 |+2| 'E5rT [ LEAP
CON| 14 |+2 +5 10 ft
INT| 16 |+3 REF INIT
+5 +2
WiS| 20| +5 WILL KB
CHA[ 16| +3 +15 11
ATTACK DEFENSE
+6 +8
DAMAGE
+10 (Blast), +8 (Mental)
GRAPPLE SIZE
+6/+16 (TK)/ | Medium

SKILLS

Bluff 5 (+8/12), Concentration 15
(+20), Diplomacy 5 (+8/12), Know
(Behavioral Sciences) 8 (+11),
Notice 5 (+10), Pro (Psychologist) 6
(+11), Sense Motive 8 (+13)

FEATS

Attractive, Benefit (Security
Clearance), Equipment 1, Improved
Mental Grapple 2, Inspire, Teamwork
2

POWERS

Comprehend 1 (Languages, Only
for Projected Thoughts -1), Flight
5, Force Field 10 (Impervious
+1), Immunity 2 (Age, Disease),
Super Senses 6 (Danger Sense,
Mental Awareness [Acute, Accurate,
Extended]), Telekinesis 10 (Area:
Shapeable +1 [Selective +1],
Damaging +1, Perception +1; PF:
Subtle, Precise; AP: Deflection (All
Ranged Attacks; Free Action +2,
Ranged +1, PF: Improved Block 5,
Dynamic)), Telepathy 10 (Area
[Communication] +1; PF: All AP are
Dynamic, Selective, Subtle; AP:
lllusion 7 (All Senses; Phantasm -1;
PF: Progression 9, Selective),
Mental Blast 8, Mind Shield 10
(Affects Others +0, Range:
Perception +2; PF: Progression
[Number] 6), Mind Control 7 (Area:
Shapeable +1 [Selective +1]; PF:
Mental Link))

EQUIPMENT

Commlink, GPS Receiver

AT |[CM| SV | SK | FT [PW | DB

30 | 28 | 16 | 13 | 8 |145] —

| DESCRIPTION |
Sarah Anne Thompson always knew that her family
was different, and that somehow she was different too.
Following her mother’s funeral when she was 10
years old, her father told her the truth. He wasn't human.
He was a member of a starfaring species called the
Saeduun [say-DJOO-uhn], and he had been on Earth 774
observing our cultures for decades. He had fallen in love
with Sarah’s mother, married her, and discovered, much
to his surprise, that humans and Saeduun could have
children together. The Saeduun were naturally psionic,
and Sarah was starting to develop her own abilities —
abilities that were markedly more powerful than normal
for her father’s race. She kept these things secret until
one fateful day while she was at university. Forced to
intervene in a hostage situation on campus, she was
“outed’ as having superhuman abilities. Rather than
divulge the truth of the matter, she has been operating
for several years now under the “cover” of being a
metahuman. Doc, Caldwell, and a couple of her
teammates are the only people who know her
secret. An intensely private person, while Rachel
has never regretted exposing her abilities as the
cost of saving lives that day, she bitterly missed
the privacy she lost without the option of a secret
identity. This situation changed recently after an
encounter with Godhead, an immensely powerful
psi with considerable control of reality. In an
effort to demonstrate his (deranged) affection for
Rachel, he probed her mind for a suitable desire
he could exploit as a “gift.” Finding her feelings
about her privacy, he erased knowledge of her true
identity -- from memories and from records --
everywhere outside of the pocket dimension in which he
was holding her and her teammates at the time. It is now
as if her identity had never been exposed at all — the
public knows of Iron Angel, but has no idea of who
operates behind the mask Rachel now wears.

A very practical woman, Sarah approaches heroing

QUOTE

“For future reference, trying
to sneak up on a telepath...
remarkably bad idea.”

as a job, and a necessary facet of the ongoing deception RACE SEX HT EYES
her father started. She rigorously lobbies for the team’s Human/Alien | Female [ 56" | Green
intense training regimen, and will always be the one at GROUP AGE WT HAIR
the briefing table pushing for comprehensive planning Sentinels |28 [121# [Blonde

before entering any potential combat situation.
Iron Angel is a powerful psionic possessing an arsenal

PUBLIC KNOWLEDGE

of both telepathic and telekinetic abilities. Her half-Saeduun 5 [ Member of Sentinels
heritage grants her a heightened immune system and 10 | Telepath of great power
exceptional longevity. In addition to her using her psionic 15

attacks to support her teammates, she also can
telepathically link their minds as a sort of mind-to-mind
“switchboard,” allowing almost instantaneous and practically
unjammable communication. Under most circumstances, she
is the primary communications link for the team, with
everyone falling back to their radios only if she is taken out
of the fight, or if they must communicate with people
outside of her link.

Sarah has shoulder length, strawberry blonde hair and
green eyes, all of which she now hides behind an
encompassing golden mask. While using her powers her
eyes glow a silvery blue, making her look as if she possesses
no irises.

20 | Professional and reserved to a
fault

25
30 | Watched by Majestic 20
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[ DESCRIPTION | PL| Human/Alien | PTS
Gina Morrissey never sought excitement or adventure. 11 Symbiotic Entity 230
What she wanted was a quiet life of study and reflection —
alone, just her and the stars. Fate made a different choice
for her. Working late one evening in her secluded STR| 30 | +10 TGH LIFT
observatory while testing an experimental telescope, she DEX| 13 | +1 +14 |48 ton
witnessed an incredible burst of light just outside Earth’s FORT | LEAP
atmosphere. The telescope, working with an exotic gravity ~ [CON| 25 | +7|| +7 20 ft
lens instead of a set of physical ones, and guided by INT| 14 | +2 REF INIT
sophisticated software that allowed it to adjust its view +5 +5
almost instantly, was able to follow the rapid descent to the WIS 16 | +3 WILL KB
Earth of a small object that was evading all attempts by the cHAl 16 | +3
telescope’s secondary sensor arrays to analyze its structure. +8 -7
She was even further astonished when the object adjusted
its descent — toward the telescope, almost as if it had ATTACK DEFENSE
sensed the viewer’s sensing attempts and was following the | +8/+6 +8/+4
scans back to their source. Slowing the closer it came, the DAMAGE
object came to a stop once it entered the observatory, and +14 (Blast)
}hen ho(;/eLed in fronthodet; Morrllslsgly. Eurll05|_ty ovet:came GRAPPLE SIZE
ear and she approached the small black glowing orb. -
Suddenly her mind was overwhelmed with images of a +16 Medium
terrible battle, indecipherable shapes and words, an
. . SKILLS
unexpected burst of light, and then an almost serene view of Computers 6 (2 8)CaIEERIHENES
the Earth floating in her mind’s eye. Her senses returned to (+8)pCraft (E/ectrbm'cs) 8 (+10)
her the instant before her hand made physical contact with Di Io,mac 5 (+8), Disable Devic:a 6
the orb. She watched, shocked, as it literally melted over her (+%) Kng/wled i ’(Ph sical Seience)
arm, and then flowed across her entire body; a wet, ticklish 10 (_"_12) Med?cine 4y(+7) Nofhek
sensation was the only warning she had that it was also (+9) Sen’se Motive 6 (+9)’
flowing through her skin and into her body as well. :
Dr. Morrissey'’s early experiences with her “companion,” FEATS ——
which she has come to realize is a semi-sentient symbiotic Attack Specialization (Powers),
entity, were very trial and error. She discovered that the Benefit (Security Clearance),
union of the symbiote with her form grants her great Equipment 1, Improved Initiative,
strength, resilience, and a broad array of energy Leadership, Luck 2, Move-by Action,

QUOTE manipulating abilities. It also protects her from most Teamwork 2

“I'd rather resolve this environmental hazards — even the vacuum of space. In POWERS

without resorting to violence, addition, the symbiote has greatly enhanced her sensory Cosmic Ener_g)_/ Co_ntrol 14 (PF: Al

but if vou insist on bein range, expanding it up and down the electromagnetic AP are Dynaml_c, AP_. Concealment

y ) g spectrum; Morrissey can now “hear” gamma rays, “feel” the | (Hearing, All Visual); Affects Others

beaten up that's your touch of X-Rays or Radar emissions, and so on. She also has | *1 [PF: Selective]), Create Object 8

decision.” limited access to memories of a noble purpose and terrible (Duration +1; PF: Progression 3,
enemies. Unfortunately, these memories, as well as any Tether), Dazzle (All Visual), |

RACE SEX HT _ EYES actual thought or communication the symbiote offers, are Deflection 7 (All Ranged; Reflection
Human/Alien | Female | 5'8” | Yellow | sporadic, and difficult to understand — almost as if the +1, Redirection +1), Environmental
GROUP AGE WT HAIR symbiote had been damaged in some crucial way that Control (Light; 2 ranks, 20 mile
Sentinels |31 [150# [ White interfered with its interface. Regardless, the good doctor radlus),_Nulllfy.(AII_ EM energy-based
acted on those vague memories, combined with her own aDt ?“Cft?_- DUfla)t'%“- Corllge?slr:anon +1,
natural, albeit reluctant, altruism. She uses her abilities to Istracting -1), snaré :
PLSJBIM_(L?ane’\:%Y\gZigriIIEs help others, and has quickly adapted to her new role as a Reversible, Tether)), Enhanced
- — hero. Constitution 10, Enhanced

10 | Wide array of energy abilities Onyx’s role in combat is that of air support. She prefers | Strength 20, Flight 14 (AP: Space

15 to fly above the battlefield and engage the opposition at Travel), Immunity 9 (Life Support),

20 | Former astronomer__ range. When forced into close quarter fighting, she Protection 7, Supersenses 34

25 | Possesses alien symbiote reluctantly resorts to brute strength. (Cosmic Awareness [Mental,

30 | Watched by Majestic 20 As Onyx, Dr. Morrissey resembles a hollow crystalline Extended 5], Blindsight [Radar,
statue of a woman, filled with a constantly changing star Extended 3, Radius], Darkvision,
field. Her hair looks like a solid sculpting of hair that glows Direction Sense, Detect Radiation
from within much as a negative image of the same star field. | Signature [As sense, Acute, Radius,

DRAWBACKS Ranged, Tracking], Extended Vision
Normal 1D, Full round: -4 2, Extended Hearing 2, Infravision,
Ultra Hearing, Ultravision, X-Ray
AT lcmTsv sk T ET lPwlDB \S/ision (Nk(‘)t5vs Lead)), Super
trengt
24 28| 9 | 14| 10 |152] 4 EQUIPMENT
Commlink, GPS Receiver
o
o
) a
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PL Legacy PTS

12 Speedster 221

sTR| 10 [+o] [LT6H | L1FT
+7/3 | 200#

DEX| 20 |+5| ForT | LeAP

CON 16 |+3 +5 10 ft

INT| 12 |+1 REF INIT
+15 +53

W1S| 10 |*0| Wi T s

CHA|l 14 |+2 +8 -3/1

ATTACK DEFENSE

+8 +17/+5

DAMAGE

+8 (Strike)

GRAPPLE SIZE

+13 Medium

SKILLS

Bluff 3 (+5/+9), Computers 3 (+4),
Craft (Chemical) 6 (+7), Diplomacy
3 (+5/9), Know (L/fe Science) 4
(+5), Disable Device 3 (+4),
Medicine 6 (+6), Notice 6 (+6),
Search 6 (+7), Sense Motive 4 (+4)

FEATS

All-Out Attack, Attractive, Benefit
(Security Clearance), Defensive Roll
4, Dodge Focus 7, Endurance 2,
Equipment 1, Evasion 2, Fast
Overrun, Grappling Finesse,
Improved Defense 2, Improved
Disarm 3, Improved Overrun, Instant
Up, Lightning Speed (page 143),
Move-by Action, Renown, Takedown
Attack 2, Taunt, Teamwork 2,
Ultimate Power Check (Superspeed)

POWERS

Regeneration 7 (Bruised 1,
Disabled 2, Injured 2, Staggered 1,
Unconscious 1), Speed Tricks
[Flurry of Fists — Strike 8 (Aura +1,
Autofire +1; AP: Tornado Wake —
Air Control 8 (Area burst +1, Linked
to Suffocate +0, Range: Touch -2)
plus Suffocate 8 (Area burst +1,
Linked to Air Control +0, Action:
Full round -1)), Superspeed 12
(Rapid Attack is base PF; Other PF:
Wall Run, Water Run; AP: Spinning)

EQUIPMENT

Commlink, GPS Receiver

DRAWBACKS

Accelerated Metabolism — Must
consume 2-3 times as much food as
normal for mass and build
(Uncommon, Minor): -1

AT |[CM| SV | SK | FT |PW| DB

22 136 (20 )11 (38 )95 -1

Part I: The Sentinels |

| DESCRIPTION |

Rachel Ramirez is the daughter of the sixties-era
heroine the Blur and the granddaughter of the WWII era
hero Jack B. Quick. She grew up with her abilities, which,
like her mother, she inherited. Rachel tried for something
like a normal life, even to the point of going through
medical school — but the metahuman world kept
intruding. She found herself being called upon to use her
metahuman abilities far more often than her mundane
skills. Finally, she gave up having a normal life and
devoted herself to the same calling as the prior two
generations of her family. She tried several different
names early in her career, ranging from taking her
mother’s old moniker to such forgettable titles as
GoGoGirl and Rapier, before finally settling on
Speed Demon. She was also known during that
period for going through up to a costume a
week before finally settling (although
“accepting under pressure” might be more a
more accurate description) on the only slightly
modified team uniform she now wears.

Though Rachel sometimes likes to act the
airhead, this routine drops immediately when
situations get serious. An outrageous flirt, she gets
along well with the rest of her teammates — a little
too well, according to the various tabloid covers that
never fail to send her temperature soaring. Despite
Blackheart's more violent proclivities, Speed Demon’s
“unrestrained” personality has resulted in her being
deemed the “bad girl” of the team by the popular
media. This doesn't sit well with Rachel, and she has
a tense relationship with the press. Only the Sentinels’
powerful legal representation has prevented ugly incidents
with certain paparazzi.

Speed Demon possesses incredible superhuman
speed and reflexes. She can cross cities with the same ease
that most people cross the street. Thanks to growing up
with her abilities, and receiving instruction from her mother,
who herself has decades of experience with speed powers,
Rachel is quite comfortable with her capabilities, and quite
versatile. About the only application she really hasn't
mastered is vibrating her molecules through solid objects,
and this is because she steadfastly refuses to even try it for
fear of doing it fatally wrong.

Speed Demon is all over the map in combat. She can
cross a battlefield in less time than most people can even
think about beginning to react, and uses that edge to great
effect. She likes hit-and-run assaults, moving in and out of
range faster than her targets can respond. She also likes
disarming opponents before they can even realize they've
been disarmed.

But, her favorite combat pastime is provided by the
normal support personnel some criminals use in their
activities — tearing through dozens of gunmen in the blink of
an eye never fails to bring a smile to her lips.

An attractive Hispanic woman, Speed Demon has light
brown skin, luminous black eyes, and long black hair she
keeps tied back so as not to be a hazard at high speed. The
modifications to her team uniform are obvious
reinforcements to the boots and striking surfaces, and an
aerodynamic visor.

QUOTE

“Oh, look. Rent-a-thugs.
Crunch all you want, they’'ll
just make more. Heh.”

RACE SEX HEIGHT EYES
Human | Female | 5'6” | Brown
GROUP AGE WEIGHT HAIR
Sentinels | 28 [123%#  [Black

PUBLIC KNOWLEDGE

5

Member of Sentinels

10

Speedster

15

Tabloid favorite

20

Daughter of Blur

25

Granddaughter of Jack B. Quick

30
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[ DESCRIPTION | PL Ultimate PTS
Dr. Isaac Augustus Steele is the younger son of Dr. 10 r k 225
Solomon Ulysses Steele, himself better known as Doc Steel. Cybe gee
A Iongtlm_e aFIvenfcure_r and hero dating back to the WWI1 sTR| 10 | +o TGH LIFT
era, Doc instilled in his son from an early age strong values /21 200
and a sense of duty to mankind. DEX| 10 | +0 +14 #
) e - Though many children fantasize about growing up to FORT | LEAP
o / be “superheroes,” Isaac never actually grew out of his CON 14 | +2 +5 10 ft
dream — he grew /nto living it. He made his choice about INT| 30 |+10 REF INIT
the direction of his life when he was five. At the age of +4 +0
ten, he had chosen the name “Technomancer” and wis| 14 | +2
: . ) WILL KB
began working on the first design of what would be cHAl 10 | +o0
X . . +8 -7
many costumes. At fifteen, he began pestering his
father to let him start his “career.” It took years of
L constant effort, but he finally received his father’s ATTACK DEFENSE
% +10/+6 +6/+3
@ bk;ssing Wht?tr‘] hfe tu;r_le% tV\t/ﬁnty-ogi.hHe tihmmtédiatt_elyI DAMAGE
egan petitioning his brother and the other Sentinels
for a place on their team; after a month, they finally +10 (BlaSt)
acquiesced. That was several years ago, and he’s gone GRAPPLE SIZE'
a long way in that time toward making a name in his own 16/+6 Medium
right.
A genius with few peers, Isaac is more comfortable SKILLS

QUOTE

“Nice toy. Mind if | take it?”

RACE SEX HT EYES
Human [Male [510” [Blue

GROUP AGE  WT HAIR
Sentinels | 30 | 180# | Sandy

PUBLIC KNOWLEDGE

5 [ Member of Sentinels
10 | Cyberpath and cybermorph
15 | Son of Doc Steel, brother of
Hardcore
20 | Brilliant scientist
25
30 | Romantically linked to ARACHNE

around machines than people; brave to a fault, much like his
brother, he’s nonetheless a little shy, especially around
women, and his fascination with (some would say fixation
on) technology has resulted in social skills that are
sometimes a little... problematic. In short, Isaac pretty much
epitomizes the concepts of “nerd” and “cybergeek.”

Technomancer is a cyberkinetic and cybermorph. He
not only can communicate mentally with computers, he also
can mentally seize control of any machine’s functions, and
even alter its shape and general composition. This
“transmutation” is limited to processed materials comprising
mechanical structures such as glass and plastic. Robots and
computers become extensions of his own mind, and
anything from air conditioners to Humvees are fodder for his
sculpting efforts. His programming and electronics skills are
almost supernatural, and in some ways reflect his intuitive
rapport with machines.

Despite his best efforts when designing the skin-tight
battlesuit he wears, Isaac simply has never grasped the
whole combat thing very well. After a couple of painful
object lessons, he now avoids closing with the opposition if
at all possible. Staying at range and attacking the opposition
with a never-ending variety of quickly designed and scratch
built weaponry is his forte. He also enjoys and excels at
seizing control of and cannibalizing enemy tech (much to the
horror of any number of battlesuit wearers, androids, and
exotic weapon users).

A slimly athletic young man, Isaac has sandy blonde
hair, blue eyes, and a mischievous half-smile that never
completely leaves his face. He wears a tight-fitting battlesuit
with many storage compartments for spare parts and
materials he uses as fodder for his powers.

N

Computers 15 (+25), Craft
(Electronics, Mechanics) 15 (+25),
Disable Device 15 (+25), Knowledge
(Physical Science) 8 (+18),
Knowledge (7echnology) 15 (+25),
Notice 5 (+9), Search 4 (+14)

FEATS

Benefit 2 (Security Clearance,
Wealth), Eidetic Memory, Equipment
1, Inventor, Luck 2, Renown,
Teamwork 2, Ultimate Skill 2
(Computer, Know (Technology))

POWERS

Device 13 (Hard to Lose,
Powersuit [Blast 10 (AP: Dazzle (All
Visual), Fatigue, Telekinesis; PF:
Accurate 2), Flight 8, Force Field 8,
Protection 4, Supersenses 11
(Blindsight [Radar; Extended,
Radius], Direction Sense, Distance
Sense, Infravision, Lowlight Vision,
Time Sense, Ultravision)]), Datalink
8 (Mental; PF: Machine Control),
Immunity 2 (Age, Disease),
Transform 10 (tech to tech;
Duration: Continuous +1, Range:
Perception +1; AP: Transform 10
[Duration: Continuous, Range:
Perception, Area: Shapeable +1,
Action: Full round -1], AP: Transform
10 [Duration: Continuous, Range:
Perception, Area: Shapeable,
Selective Attack +1, Action: Full
round, Distracting -1], AP: Animate
Objects [Horde +1, Limit: Machines
only -1; PF: Progression 5], AP:
Nullify [all tech powers at once;
Duration: Sustained +2, Nullifying
Field +0, Selective +11]))

EQUIPMENT

Commlink, GPS Receiver

AT |CM| SV | SK | FT |[PW| DB

28 | 24 |1 13|23 | 12 |125| —
=
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Bluff 5 (+11), Diplomacy 3 (+9),
Gambling 8 (+9), Gather
Information 3 (+9), Intimidate 8
(+14), Know (Popular Culture) 10
(+10), Language (£English, Chinese,
French, [Russian]), Notice 8 (+9),
Pro (Black Marketeer) 4 (+5), Sense
Motive 8 (+9)

FEATS

All-Out Attack, Attack Focus (Melee)
5, Benefit (Security Clearance),
Chokehold, Distract (/ntimidate),
Environmental Adaptation
(Underwater), Equipment 1,
Fearsome Presence 3, Improved
Grab, Improved Grapple, Improved
Pin, Improved Trip, Luck 2, Power
Attack, Renown, Startle, Takedown
Attack, Taunt, Teamwork 2

POWERS

Growth 4 (Continuous +1,
Permanent -1), Immunity 14
(Breathe Underwater, Cold,
Disease, High Pressure, lllusions),
Protection 4, Regeneration 34
(Ability Damage 8, Bruised 3,
Disabled 8, Injured 6, Staggered 6,
Unconscious 3; PF: Persistent,
Regrowth), Supersenses 7
(Darkvision, Detect Magic [as Sense

6), Swimming 4

i 1 . o RACE SEX HT EYES
— Smell], Scent, Tracking [Smell], them. His senses are animal-keen, and he is just as Human TMale [83" Trown
Ultra-Hearing), Super Strength 9 comfortable below the water as he is above it. Most abilities
(PF: Shockwave, Thunderclap, AP: i ; ; : . GROUP AGE WT HAIR
ol P, AP that rely on illusions fail against Arkady, since he can literally -
Immovable (Sustained +0), Leaping |  smell magic. Sentinels [ (43) [1120# [Black

EQUIPMENT

| Chapter 2: Allies =| p— | Part I: The Sentinels |
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PL| Cursed Magical | PTS | [ DESCRIPTION |
14 Strongman 232 Arkady Gennadyevitch Sukinov had always heard and
dismissed the legend passed down in his family, that long
ago a heroic Sukinov knight, one of the Bogatyr, had
STR| 45 | +17 TGH LIFT thwarted the great witch Baba Yaga and had been cursed.
DEX| 10 | +0 +14 16400 ton Supposedly, she had said that should any of his family ever
FORT LEAP show his courage or heroism again, that they would suffer a
CON| 30 [+10|| +14 | 2700 ft horrible fate, and become the monsters that his great
INT| 10 | +o|[_REF INIT ancestor had fought.
+3 +0 Arkady always thought this was just a way to justify the
wis| 13 | +1 WILL B uncounted generations of thieves, pirates, and swindlers
CHA| 23 | +6 +10 | -11/-20 that he knew his family had always been. He might have
i - gone onto a career Russian military man (with all
that implied after the collapse of the Soviet Union)
ATTACK DEFENSE if he hadn't selflessly endangered himself to drag
+10/+5* +3/+1* his comrades out of a burning tank in Chechnya.
DAMAGE Collapsing, he later woke up to find himself
+17 (Unarmed) changed — enormous, vastly strong and resilient,
GRAPPLE SIZE and uglier than a Politburo member’s backside.
+40 Large Resigned to his fate as only a Russian could
g be, Arkady attempted to be a hero in his
SKILLS native land, only to find out there wasn't

much room for a hero in a land where
corruption was king. Leaving the Rodina
and his family (who now considered him
an outcast), Arkady moved to America.
Starting his career over here as a
part-time hero, part-time celebrity,

Troll found himself in the right place at
the right time when the opportunity came
by to join the Sentinels. He's never had
cause to regret taking that opportunity.

Troll is a party animal, whose extrovert
tendencies and endearing personality more
than compensate for his looks. When
off-duty, he can always be found club
hopping or attending premieres of movies or
Broadway shows. And he’s seldom alone
when he goes to these places — he usually
has two to three pretty young women on
each arm. An inveterate joker and
tease, he gets along well with
Technomancer (often helping the
younger Steele in the commission of
various pranks), and since he always shares the frontline
with Hardcore, they have a very good relationship. Despite
constant tabloid reporting to the contrary, Troll and Speed
Demon have never been an item.

Arkady is larger than human and immensely strong,
stronger even than Hardcore. Though not quite as resilient
as the older Steele brother, he more than makes up for this
with a healing factor that has many wounds closing and
disappearing before the very eyes of the person inflicting

QUOTE

“Perhaps you are needing
your mommy to help you?
No? Okey-doke, beating will
now continue.”

Troll shares the frontline with Hardcore, closing to

engage most opponents hand-to-hand. He is a canny fighter, PUBLIC KNOWLEDGE

Commlink, GPS Receiver, iPod though not a terribly honorable one. He loves humiliating his | 5 | Cosmetically challenged Member
AT |CM | SV [ SK | FT |PW| DB | opponents as much as beating them, and his vitriolic jibes of Sentinels
59 | 20 | 16 | 15 | 27 | 95 | — | are as feared as his almost inescapable grip. 10 | Russian, very strong
Towering above most other people, Troll is striking in 15 | Tabloid favorite
his appearance. That's a polite way of saying “ugly as sin.” A prognathic jaw, tusks, grayish-green 20 | Party animal reputation
skin, enormous pointy ears, and over-long arms aren’t terribly common fashion markers, and Arkady 25 | Former member of Crimson Cadre
routinely shaves his head because he hates his coarse, black, and stringy hair. None of this apparently | 30 | Victim of curse

has much impact on his incredible presence, however, or his drawing power to the opposite sex. When
off duty, he also seldom wears a shirt over his massive chest and shoulders, unless he’'s going somewhere that actually requires one.
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Background Exterior

The facility popularly known as “Fortress” is located
approximately a mile off the coast. It was built on an island
artificially raised by the Promethean Antaeus. Antaeus, rendered
comatose in a battle against the '70s era Sentinels, awoke from his
coma with his geokinetic abilities grown to almost godlike capacity.
He raised the island on a whim, as an offhand demonstration of his
abilities. Following Antaeus’ later death, brought on by the stress of
his new abilities, the island fell into the possession of the federal
government. Policy squabbling kept the island from being put to any
good use for years. Eventually, Steele Omnitech, looking for a
potential test bed for experimental technologies, leased the island
from the government; a few years later, Omnitech managed to
outright purchase the land, and then immediately began

The island’s first line of defense is a series of highly
sophisticated sensor nets that make approaching undetected
practically impossible. The outer ring of buoys also represent the
placement of a series of interlocking force fields, each designed to
reinforce those around it. The island could withstand a sustained
and powerful bombardment for days if necessary. There is only one
surface craft normally allowed access (the ferry operated from the
security center) and air traffic is limited to a single approach vector.

The enormous tree on the north face of the island was a “gift”
from the one-time member Wildflower. It stands almost ten stories
tall from roots to highest point, and is nicknamed “Yggdrasil.”

There are five small structures, or bungalows, gracing the
beach on the northern side. These are for those members of the

construction of a permanent set of buildings.

Before the foundation was in place,
construction was halted as the property was instead
given to the newly founded third-incarnation of the
Sentinels team to be used for their headquarters. It
then took almost another year to complete the
redesigned structures and equip them properly. Five
years later, very little has been added or changed,
aside from the occasional upgrade to facilities, or the
major repairs following Praetorian’s failed invasion,
and a year after that, the Black Knights’ failed
attempt to enter and steal whatever it was they
were hired to steal from the vault.

Fortress
TGH: 20, SZ: A, Cost 107/22; Features:
Combat Simulator, Communications,
Defense Systems, Dock, Fire Prevention
System, Gym, Hangar, Infirmary, Lab,
Library, Living Space, Power System,
Security System (DC 40), Workshop;
Powers: Emergency Defense [Force
Field 20 (Impervious +1)], Scrambling
Field [Nullify 15 (Versus Dimensional
Travel, Teleportation, and Time Travel;
Nullifying Field +0, Power Resistance
+1, Selective +1)]

team that don’t want to take
advantage of the living quarters
provided inside. Troll and
Hardcore occupy two of them,
with Director of Security Matthew
Trasker gracing a third.
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Level One Docs NE Security & [?]

Upon entering the main atrium, Office B Salfet\{r
visitors are given name badges that also Monitoring
function as sentry monitors, providing

that person’s constant location and Reception )
condition. As with most systems onsite, To BUnGaIOWe | Ofice EX?CU“VQ
this and other security measures are all 9 Sentinel Offices Meeting Room

under watch by Algernon in addition to
site security personnel. B
The press area is used for press \ ’
Welcome
Center

Office

\UJ

Caldwell's

Wit

conferences. Video transceiver hook-ups
provide access to most network
receiving stations.

One of the many tasks performed
by the security monitoring station is to
track the signals constantly transmitted
from each team member's PCM Retail Court Plaza
(Personal Condition Monitor). This is the
collar/pectoral accessory each Sentinel
wears integrated into the costume or
uniform. It acts as a Commlink, a
medical condition monitor, and a
location transponder. The PCM uses a
highly-encrypted transmission protocol
that is very resistant to jamming (not
impossible, unfortunately, just difficult).
In order not to set off electronic security
measures that might be looking for
Sentinels members when on a mission,
the system transmits in tight-beam
coded packets at irregular intervals and
at frequencies designed to blend in with
ambient electromagnetic traffic in an
area. (Still, Blackheart is known for
turning her PCM off when she’s in the
field, much to the chagrin of Security
Director Trasker.) The transmissions
themselves piggyback through the
signal payloads of a number of
Omnitech-sponsored communications
satellites, giving the devices a global

range. cl
(LT

PCM: Detect (Medical Conditions), Loft |
Detect (Location), Equipment Cost: 2.
Note that since the team members
° Sun &
themselves do not actively use the ©
o . Deck o)
system, they do not pay for it in their <

Y Va4

Press Area

Utilities

\ Main
N/

U

Docks

Warehouses
Warehouses

Level 2
L
!\

commlinks).

individual write-ups (as opposed to their D

Living Room

!Kitchen B C’

Storage ‘!

Level 1

- N\ —
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Maintenance Level Two
Aréa The museum boasts many
interactive displays, in addition to the

traditional exhibits. Computer tracking
] f the visitor tags allows for the
Destrier Bays 0 . S
J T Y holographic and audio displays to
1 change based on the perspective of the

lu individual visitor.

& M1 Cafeteria E One of the main draws for tourism
| to the island is undoubtedly the
’> Sentinels Museum. From the holo-

N
\ : A display of the original Sentinel's
IJ

Kitchen

T T Rocketplane that is the centerpiece of
Guest Room the third floor — complete with a
computerized perspective change that
has the hologram shift into a section by
section breakdown of the vehicle as a
viewer circles the display — to scale

) Museum reproductions of FENRIS' mountain HQ
Archives Museum Control before it was destroyed in the '60s and

& Orientation Room a life-size plaster replica of Magog, the

displays are imaginative and
entertaining. There are almost 100 wax
replicas of adversaries spanning 65
years and all three teams, as well as
mock arsenals showcasing exotic

In weapons ranging from 1.V.A.N. The

Guest Room

Library &
Research Center

Exit Ramp
!
Supply
f
Exit Ramp

Terrible’s Gravity Howitzer to The
Winter Knight's Iceblade. There are
smaller interactive holo-displays, such as

J E B compotarCore | B E the tutorial illustrating how

Swarmtrooper’s cohesion field works, or

. 8 | a pictorial of the evolution of Animech’s

u = 3 robot designs.

E o Main Medical 25 A perennial favorite, on one wall a

| =3 Assembly 53 bank of video monitors runs through a
> Room series of footage incorporating newsreel
’ — o pictures (such as the battlefield footage
— — from Berlin where Parzifal fought his last

battle against Doc Steel), decades of
Museum:

broadcast TV news stories (including the
chaotic sideline camera shots from
Times Square when the '60s-era team
first came together to face the Serpent
Queen), newspaper pictures (Troll and
Killjoy mugging for the cameras seem to
Pool outnumber all of the other members’
pictures of any of the teams), and
enhanced vid-fiche productions from
civilian cameras (the only place to find
such pictures of Starbane outside of
classified documents).

Algernon has even been known to
surprise some curious audiences by
projecting an image into the museum
area and giving impromptu lectures or
presentations.

For those who just can't get their
fill of the team’s history and
memorabilia, the gift shop carries
affordable reproductions of many of the
displays. However, the traditional top
seller has always been and remains the
18” plushy Troll doll with a sound chip
that says, “Is party... Da?” when
squeezed.

Original Sentinels
(Golden Age)

| ] =

AV 4 —| .

Museum:
1960s Sentinels
(Silver Age)
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Level Three
All of the labs onsite are internally
modular for utmost flexibility in support.

Level Four

Memorial Hall is the access room to
the external display of the six statues
representing the six members of the
various incarnations of the Sentinels
who have been lost in action. The
statues stand several stories tall, and
the emblazoned “NEVER FORGET”
engraved into the base has letters over

Museum:
Current Sentinels

five meters tall each.

Level Five UI
This level of the museum is the

highest section that allows public

visitors. The city skyline looks beautiful
through the skydome.

. =
Level Six 'J - N
Li
The separating floor between the u
maintenance bays and the living
quarters beneath is heavily reinforced |
and sound baffled. A person could put :
his ear to the ceiling in the living ’ Maintenance Bay
quarters below and never know there
was anything happening in the levels
above, regardless of the activity
occurring. J
|
rl
E Magnetic E
Lift ]
N

Kestrel Hangar

B Y Vs t—

Primary Sensor Array

1L
»
>
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Control

N
lu Lounge

\ Locker
> | Room
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Gymnasium

Danger Exercise Room
(5 stories)

Research
Lab

m
Underground Warehouse
Storage Area

|l

Maintenance
8 & Utilities

Research
Lab

Submarine

bay

Underground Warehouse
Storage Area

Storage

\l
2

’
lu Geothermal Tap &

J
0

)
|

Engineering Section
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Sublevel One

The Danger Exercise Room extends
down five stories into the island. The
room is capable of constructing floors to
change its size, and the combination of
force fields and holography can
completely alter the inhabitant’s
perceptions of the interior’'s actual size.

The submarine bay, which opens
underwater to allow access to the ocean
outside, is no longer in use, as the new
Mk VI Kestrel is submersible, rendering
the Moray sub now obsolete.

Sublevel Two

The geothermal tap the facility
uses for power is the most advanced
and sophisticated of its kind known to
exist. It more than adequately provides
for all the power needs the site has thus
far required.

Sublevel Three

The vaults represent the highest
degree of security present on the island.
Containing valuable and/or dangerous
items gathered over decades by the
various teams, the walls are solid
Omnium steel over a meter thick
[Hardness 25, Immune to Heat and
Radiation damage]. Their construction
took a year and the cost, while carefully
concealed as an industrial secret by
Omnitech, was enormous. In addition to
the their sheer physical strength, the
walls are reinforced by force fields
whose frequency harmonics constantly
and randomly change, preventing
passage by all known phasing,
teleportation, temporal, and dimensional
travel effects.
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The Mk VI Kestrel is the cutting
edge in Steele Omnitech’s aerospace
designs. It is true VTOL, using a gravitic
displacement array for lift-off and tight
maneuvering, and supplementing the
array with jets for normal flight. The jets
themselves are prototype MHD
(magnetohydrodynamic) thrusters
capable of channeling dense fluids like
water just as easily as air — allowing for
the Kestrel to function as a submersible
as well as an aircraft. Its top recorded
speed is Mach 5.8 airborne, and 110
knots submerged.

Though unarmed, the Kestrel is
radar-invisible, and can scramble most
targeting signals, making it very difficult
to hit with conventional weaponry.

Omnitech, Aerodyne Division

—

XR — 22 Omnitech Kestrel, MK VI
Omnitech Aerodyne Special Designs Group
Bascomb Testing Grounds, Utah

Kessler and Kirby, Lead Designers

Wing Span

Length

Height

Normal Takeoff
Weight

Max Level Speed
@ Sea Level

Max Rate of Climb

Service Ceiling

Range with Max
Fuel + Reserve
Accommodations

Operational
Equipment

Power Plant

| S—

[l e |

™

=1 Mt

Kestrel

STR 55, SPD 9 (Flight), TGH 15, SZ
G, Cost 75/15; Features. Alarm (DC
30), Hidden Compartments,
Navigation System (+20); Powers:
Alternate Power to Flight:

ggg Swimming 5, Cloaking Device
6'10" [Concealment 6 (All Visual,
34.200 Ibs Hearing, Radar)], Life Support
[Immunity 9 (Life Support)],
Mach 5.8 Sensors [Super Senses 12

(Blindsight [Radar, Extended 5,
Radius] Infravision, Lowlight
Vision)], Targeting Scrambler
[Shield 10 (Only vs. Electronic
Targeting Systems -1)]

9,200 ft/min (Rated +14/-6 G)
150,000 ft (220,000 ft w/
Afterburner)

19,500 miles

Necessary Flight Crew of one, with avionics configurable for additional
one crew. Safety seat and harness for additional 6 passengers.

Fully pressurized and atmosphere regulated, tested in hard vacuum
and at depths of 20,000 ft. EM Cloak and omni-directional active
targeting radar scrambler. Secure commlink and satellite interface
with integrated navcomp. Holographic HUD. Omnium Steel skeleton
with metalloceramic composite sheath paneling for airframe.
Computer configured wing station adjustment.

Kessler & Kirby MJ-4850 Plasma Induction, Variable-Fluid RCRAM
Multi-stage Turbine. Four Synchronized Release Ports with 38,500 Ibs
static thrust maintainable at each. Supplemented by OASDG
Configurable Gravitic Displacement Array allowing perfect VTOL and
Zero Stall Speed.

4
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The Destrier is a one-person
vehicle resembling a flying motorcycle.
It uses a smaller and more efficient
version of the same gravitic
displacement array as the Kestrels. As
the cycle approaches its higher speeds,
the front section extends down to allow
a more streamlined and aerodynamic
profile than the more comfortable
default mode. The Destrier generates a
relatively weak force field to help the
rider stay on the vehicle during turns
and at higher speeds. The field provides
no protection for the rider versus
attacks.

Destrier

Omnitech, Aerodyne Division

XJ-6 Omnitech Destrier Gravcycles
Omnitech Aerodyne Special Designs Group
Bascomb Testing Grounds, Utah

Kessler and Kirby, Lead Designers

Curb Weight

Overall Length

Overall Width

Max Level Speed @
Sea Level

Max Rate of Climb
Service Ceiling
Range with Max

Fuel + Reserve
Maximum Cargo
Engine

Standard
Equipment

Destrier
STR 25, SPD 5
(Flight), TGH 9, SZ
M, Cost 30/6;
Features. Alarm (DC
ggo Ibs 25), Navigation
357 System (+10);
350 mph (Max safe speed for field emitter Po!/vers_: SO
- LS h (Blindsight [Radar,
to hold seating positions; breathing masks .
. Extended 3, Radius]
required above 110 mph)
3200 ft/min
14,580 ft
1,520 miles
600 Ibs

Secondary shell OASDG Configurable Gravitic Displacement Array
allowing perfect VTOL and Zero Stall Speed. Supplemented by
Kessler & Kirby MJ-290 (Third Scale) Plasma Induction Turbine
Full avionics display with holographic HUD. Force screen emitter
slaved to gravitic power coupler — aids in maintaining structural
integrity while holding pilot/passengers in seating positions; NOT
rated for defensive countermeasure.
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Think Tank

George Barron’s family was poor and barely had enough to make ends meet. His parents
worked hard to keep him in school though, as they saw this as his only chance to escape the life that
they had led. George performed well both in the classroom and on the athletic field. After college,
George went to work back in his old neighborhood, where he worked as a teacher at the local public
school and as a mentor at the after-school programs.

On a walk home from school, a chemical tanker spun out of control, covering him in
strange compounds. The accident had awakened latent metahuman abilities, granting :
him the ability to generate a force field around himself. This field could boost his
strength and toughness as well as reshape itself into objects at his command. George %
shortly thereafter used his powers to help stop the rampage of the Hierophant which
had led to great devastation throughout the city. After this fight, George, taking the
name Think Tank, joined Wildflower and others in reforming the Sentinels.

Think Tank finally left active service for reserve status after a battle with Lord Erebus. He was
disillusioned by all the fights with world-conquerors and megalomaniacs, and by the fact that his
neighborhood was st/ recovering from one of his first battles. He has returned to his old
neighborhood and started up a community center, where he works to improve conditions for the
people in his area.

Think Tank: PL 12 (227 pts); Init+7; Defense +8/+4; Attack +10/+8 (Damage +12); Tgh +14
(+4), Fort +7 (+6), Ref +6, Will +9; Str 30 (14), Dex 16, Con 19 (16), Int 13, Wis 16, Cha 15;

Skiflls and Feats: Bluff 6 (+12/+8), Computers 3 (+4), Concentration 7 (+10), Craft (Mechanical)
6 (+7), Diplomacy 6 (+12/+8), Know (Streetwise) 6 (+7), Notice 6 (+9), Search 4 (+5), Sense
Motive 6 (+9), Stealth 2 (+5); All-Out Attack, Attack Spec 1 (Force Field Powers), Attractive,
Connected, Equipment 1, Improved Initiative, Improved Grapple, Interpose, Power Attack;

Powers: Force “Suit” [Deflect 12 (All Ranged, Free Action +2, AP: Create Object (Range:
Touch -1; PF: Precise, Tether), Blast 11 (Area: Shapeable +1, Selective +1)), Elongation 5
(Linked to Force Field +0), Enhanced Strength 10 (Linked to Force Field +0), Force Field 10
(Impervious +1; PF: Selective), Growth 3 (Linked to Force Field +0), Immoveable 8 (Duration:
Sustained +0, Linked to Force Field +0), Immunity 9 (Life Support, Duration: Sustained +0,
Linked to Force Field +0), Strike 2 (PF: Mighty), Super Strength 4]

Equipment: Commlink

Spoil Sport

Marcus Tolliver had the world by the tail. He had landed an internship at the prestigious New
York Times, eager to Make a Difference. However, the newsroom was targeted by the Cold Front, a
superpowered terrorist group. The super terrorists held the entire staff hostage for a period of
several hours before beginning to murder some of the “less valuable” personnel. Marcus watched the
bloody execution of five of his coworkers before it was his turn. As he was made to kneel in front of
the terrorist leader, a strange sense of power overcame Marcus. To everyone’s surprise, he emerged
unscathed from the leader’s blast of frigid air. While the terrorists stood stunned, Marcus leaped to
the attack, displaying the same powers as several of the terrorists. No one was more surprised than
he.

Marcus is a mutant with the ability to mimic the powers and skills of anyone he sees, and for as )
long as he wishes. Unfortunately, he also takes on their weaknesses as well. Marcus took the name
Spoilsport, and would still Make a Difference, just not in the way he had originally planned.
Eventually he joined the Sentinels, where he proved instrumental in a terrible battle against Lord
Erebus. Sadly, the stress of mimicking such an incredible power took its toll — Spoilsport briefly went
into a coma and was hospitalized. Upon his release, he took a leave of absence from the Sentinels to
deal with his new-found fear of using his powers to their fullest extent, and his new inability to “drop”
a power unless he can switch to a new power. Whether he will return to his old level of control has
yet to be seen.

Spoilsport: PL 10 (145 pts); Init +1; Defense +5/+2 [base]; Attack +6 [base] (Damage +2 [base]);
Tgh +2 [Base], Fort+4, Ref +3, Will +5; Str 14, Dex 13, Con 14, Int 15, Wis 10, Cha 13;

Skiflls and Feats: Bluff 3 (+4), Computers 5 (+6), Concentration 8 (+8), Gather Information 7
(+8), Know (Popular Culture) 5 (+6), Notice 6 (+6), Profession (Journalist) 8 (+8), Sense Motive 6
(+6); Contacts, Equipment 1, Luck, Taunt, Well-Informed;

Powers: Mimic 10 (All traits of a particular descriptor at once; Continuous +1, Extra Subject +2
[5 subjects], Perception +2, Stacking +1; Tainted -1);

Equipment: Commlink;

Drawback: Can't simply “dismiss” a power — must replace an old power with a new one in order
to get rid of it (Uncommon, Minor, 1 pt).
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Sundance

The things that most defined Jim Santos’ early life were the smell of well-oiled leather, a
flashing white smile behind a big, booming laugh, and a sense of complete safety and security. All of
these came to him from his father. The Texas Ranger was a larger than life hero to his son, and
taught him early on about such concepts as duty, honor, and loyalty, as well as instilling within him a
love of all things Texan, including such legendary Rangers as John B. Armstrong, Manuel “Lonewolf”
Gonzaullas, and William “Big Foot” Wallace. Jimmy's course in life was set — he wanted to be the
hero, to fight the bad guy, and to protect the innocent. This decision was only strengthened when his
father was severely wounded rescuing a kidnapped child and retired from activity duty.

It was also about this time that Jimmy discovered he had the ability, though imperfectly, to both
absorb and release energy. He secretly trained with his father’s help, and took the name Sundance.
Sundance quickly came to the attention of Steele Omnitech, who helped him develop a vest that
offered him more control over his powers. Sundance served with distinction as one of the founders of
the third Sentinels team following an epic battle against the Hierophant, only to take a leave of
absence after a sudden, uncontrolled power flare up proved dangerous to those around him. It was
during this time that his personal tragedies compounded — James Santos Sr. was killed attempting to
aid a woman being robbed at gunpoint. Though his problems with his abilities have been wrestled
back under control, Sundance still stays mainly in Texas to “help out around the old homestead.”

Sundance: PL 13 (198 pts); Init +11; Defense +16/+5; Attack +13/+8 (Damage +8 Blast [base]);
Tgh +10 (+3), Fort +8, Ref +8, Will +8; Str 16, Dex 16, Con 16, Int 12, Wis 13, Cha 18;

Skills and Feats: Acrobatics 8 (+11), Bluff 6 (+10), Climb 6 (+9), Drive +12 (+15), Intimidate 9
(+13), Languagel (Spanish), Notice 6 (+7), Search 5 (+6), Sense Motive 7 (+8), Stealth 8 (+11),
Survival 4 (+5); Accurate Attack, Attack Focus (Ranged) 5, Defensive Attack, Defensive Roll 2, Dodge
Focus 6, Equipment 7, Improved Aim, Improved Critical, Improved Initiative 2, Instant-Up, Move-By
Action, Power Attack, Precise Shot 2, Teamwork 2, Ultimate Aim;

Powers: Blast 8 (Penetrating +1; PF: Precise, Ricochet 2, Split Attack; AP: Blast [Area: Cone +1],
AP: Blast [Autofire +1], AP: Deflect [All Ranged; Ranged +1]), Device 8 (Hard to Lose, Energy Damper
Harness [Absorption 5 (Energy, Goes to Boost; Energy Storage +1; PF: Progression 4, Slow Fade),
Protection 5 (Impervious +1)];

Equipment: Commlink, Customized Destrier.

Wildflower

Lillian Alton had always been a smart girl. It was through hard work and natural intelligence that
she was awarded a scholarship to UCLA in the early ‘60s. She excelled in biology, especially botany,
and her time in the greenhouse was to be the turning point in her life. During her junior year, she
was tending the hybrid vegetable beds when Evergreen attacked to free the “enslaved” plants in the
greenhouse. Evergreen impaled poor Lillian on the Erl King's Staff, only to feel a shard break off and
empower Lillian to resist the continuing assault. In that moment, a new Ambassador of Arcadia was
born. Her plant powers grew over the course of the struggle as they were transferred from
Evergreen, who withered and died as Arcadia was finally able to reject her.

After that day, Lillian began work on two levels. She worked towards a better understanding of
environmental balance, and fought those criminals that would despoil it. In addition to her ability to
control plant life, Wildflower became much stronger and resilient as time went on.

The constant battles with power-hungry megalomaniacs were leaving a horrible wound in the
environment, however. It was her need to heal this wound that led Wildflower to eventually go to
reserve status. She now feels her time would be better spent with Greenpeace than fighting just
another costumed crazy — though she remains ready to aid her friends if needed.

Wildflower: PL 12 (223 pts); Init +5; Defense +11/+5; Attack +9 (Damage +7 [base]); Tgh +12,
Fort +9, Ref +11, Will +11; Str 23, Dex 20, Con 25, Int 15, Wis 23, Cha 18;

Skills and Feats: Acrobatics 3 (+8), Climb 6 (+12), Concentration 7 (+13), Craft (Artistic) 6 (+8),
Diplomacy 6 (+18/+10), Know (Arcane Lore) 3 (+5), Know (Life Science) 8 (+10), Notice 9 (+15),
Perform (Sing) 3 (+7), Search 5 (+7), Stealth 4 (+9), Survival 4 (+10); Attractive 2, Diehard,
Equipment 1, Fascinate (Diplomacy), Favored Environment (Woodlands) 2, Fearless, Luck 5, Teamwork
2, Trance;

Powers: Burrowing 2, Communication 5 (Mental; Area +1, Only Where There Are Plants -1; PF:
Selective), Comprehend 1 (Plants), Concealment 5 (All Sight, Hearing; Blending -1, Limited: Only in
Forests/Wooded Areas -1, Passive -1) ESP 5 (Sight, Hearing; Medium: Plants -1), Immunity 3 (Age,
Critical Hits), Plant Control 12 (PF: Photosynthesis, AP: Animate Objects 7 [Horde +1, Limited: Plants
Only -1; PF: Progression 3] , AP: Create Objects 7 [Duration: Continuous +1; PF: Innate, Progression
2, Subtle], AP: Summon 5 (Plant Creatures/Constructs) [General Type +1, Fanatical +1; PF: Mental
Link, Progression 3] ), Protection 5, Regeneration 22 (Bruised 2, Unconsciousness 2, Injured 3,
Staggered 5, Disabled 5, Ability Scores 5; Only when in contact with the Earth/plants -1), Super
Movement 1 (Dimensional Travel — Arcadia), Super Strength 2;

Equijpment: Commlink
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Background

Technically, the Aerie is the name of the physical headquarters
used by the man called Cyberhawk and his associates Blackbird,
Raptor, and Roc. However, due to some confusion on the part of a
few local media pundits, the name has been attached the group in
the minds of the public. After a few unsuccessful attempts to correct
the mistake, Cyberhawk has given up; he and his friends now just
grudgingly accept that they're stuck with the name.

Originally a loner, the armored hero Cyberhawk worked on and
off with a number of other metahumans in the city. His path most
often crossed the Sentinels, with whom in those early days he
developed a good if sometimes tense working relationship. His
personality simply grated on a number of them, with the notable
exception of the shadowcaster called Noir. Though not exactly love at
first sight, the two found themselves coming up with excuses to
encounter each other more and more frequently. Eventually, each
confessed the feelings that had been building, first to themselves,
and then to each other. They were in love. Shortly thereafter, she left
the Sentinels, partnering up with Cyberhawk, changing her costume
and renaming herself Blackbird. The two were happily engaged for a
time while they waited for “the right time” to present itself for the
actual wedding.

Somewhat later, while dealing with Boneyard and his Orchard
bioweapons’ consortium at one of their hidden labs in the American
southwest, Cyberhawk and Blackbird freed a number of captives the
Orchard had kidnapped from local reservations. The Orchard had
assumed that these people wouldn’t be readily missed, and they had
needed “materials” for testing a series of mutagens the consortium
had liberated from the government’s on-again, off-again
supersoldier program. Many of the poor people exposed to the
mutagens died horribly, but one, James Tenfeathers, had expressed
what probably otherwise would have remained latent mutations —
avian characteristics, including a psionic ability to fly at great speed.
Talbot managed to get the young man medical help for the
complications of his transformation. The young man told Talbot he
had a debt to his benefactor, and with nowhere else to go, he also
would work with Talbot, taking the name Raptor.

The three worked well as a team, but after a few cases where
a fight or two didn’t go quite as planned, Cyberhawk knew
something was missing. Watching a major league football game on
television, Talbot (and a few million other people) saw lineman
Hanson Greer sidelined after a broken leg. He also saw (with that
same large audience), less than twenty minutes later, that Greer
was back up and telling his coach he was ready to go back on the
field, his leg mended; strangely, Greer hadn’t noticed the extra mass
he was adding until his pads and helmet simply broke from his
increasing size. The trauma had awakened abilities he had never
known he possessed until that day, resetting and healing his injury
in the process. As a newly “outed” metahuman, unable to continue
his football career that was the only thing he had ever wanted to
do, Greer was lost and aimless. Talbot approached him with an offer
that Greer eventually accepted. And with Roc, the team was four.
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The Aerie work well as a team, due more to their friendship
and mutual respect than any degree of intensive training. While
they do train together, the intensity and sophistication of the
regimen is considerably less than what Blackbird was accustomed to
as a member of the Sentinels. Roc is their frontline fighter, with
Raptor and Cyberhawk providing support. Blackbird stays back and
watches for openings that she can exploit with her abilities. She is
generally the linchpin to many of their tactical plans, acting as the
connector between the individual efforts of her teammates. As this
gives her far more “screen time” than she had as s Sentinel, she
seems happy with the role.

Cyberhawk sets aside a certain amount of profits from the
businesses he runs in order to fund the Aerie. In addition, while
they often act for free in the interests of the common good, the
Aerie is not above taking payment for their “philanthropy.” This
normally happens with people or corporations who can well afford
to pay for their services. In the past they've helped protect
corporate interests from industrial espionage, assisted the
government in hunting down federal metahuman fugitives, and even
provided security for a particularly wealthy client or two with
problems no conventional agency had been able to handle. This
commercial aspect to their endeavors has made some of their
relations with other teams and heroes awkward. The Arsenal of
Democracy has offered membership to all four (with the
understanding that a motif or two would need to change), but the
Sentinels avoid contact unless necessary — on those occasions when
they need to talk to the Sentinels, Blackbird has to make the
contact, as many of the Sentinels flatly refuse to speak with
Cyberhawk at all. This rift stems from an offhand comment of
Cyberhawk’s quoted by an enterprising reporter that the Sentinels
were snobs who could afford to be smiling altruists since they never
had to worry about their own bills.

Until recently, Cyberhawk had been sheltering the freakish
half-man, half-bat Dr. Chiropterus. In exchange for sanctuary,
Chiropterus offered medical and other scientific assistance. He even
helped the team on a case or two with his abilities. Chiropterus
knew this relationship was temporary at best and that altruism
played little part in it. However, he didn’t expect Cyberhawk to
deflect media criticism of a recent failure on the team’s part by
turning the good doctor over to the authorities. Chiropterus is
currently in the hands of the authorities, waiting trial for the murder
charges dating back to the incident that resulted in his
transformation. The rest of the Aerie is currently NOT happy with
Cyberhawk, despite the media boost he gained them. Though none
of the others have yet threatened to leave the team, Natasha
(Blackbird) has loudly broken off her engagement with Talbot
(Cyberhawk).
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QUOTE

“From the left, boys — your
other left!”

RACE SEX HT EYES
Human F 5'5” Blue

GROUP AGE WT HAIR
Aerie 29 120# | Black

PUBLIC KNOWLEDGE

5 | Member of Aerie

10 | Controls shadows

15 | Former Sentinel

20

25

30 | Somehow connected to
Shadowlord

the Chicago office of the medical division.

During that time she learned many things.

She learned how to control her abilities, to

mentally control shadows, create them,

shape them, and even make them solid

temporarily. She learned that her abilities
defied scientific definition, as they were proven
not to be psionic in origin, and none of the
people who worked with her were comfortable
even admitting the existence of magic. Finally,
with a little assistance from the archivists at the
Department for Metahuman Studies that Steele Omnitech
helped fund at MIT, she was able to trace her family back to
a line of powerful eastern European nobles reputed to be in
league with terrible demons of living darkness. How much
trust she puts into that research she still isn’t sure of, as it
also ties her to the European criminal Nachtkonig, known to
the American press as Shadowlord, who claims descent from
those same men. She still keeps tabs on reports of the self-
proclaimed mastermind, just in case.

When the Sentinels originally formed, the idea of being
a costumed hero excited Natalie and she used her existing
connections with Steele Omnitech to bring herself to the
team’s attention. She served well on the team, and adapted
well to the lifestyle. She probably would have stayed with
them indefinitely if she hadn’t met and fell in love with
Jefferson Talbot. Noir then left the Sentinels, and Cyberhawk
gained a partner named Blackbird.

Blackbird is a thorough thinker. Levelheaded, she
seldom acts just on impulse, and works well in the role of
peacemaker. Preferring the planning and preparation she
learned from her hardworking parents and which was

Acrobatics 3 (+6), Diplomacy 8
(+15/11), Concentration 5 (+8),
Craft (Artistic) 4 (+4), Gather
Information 6 (+13/+9), Notice 6
(+9), Stealth 4 (+7)

FEATS

Attack Specialization (Powers) 1,
Attractive, Blind-Fight, Defensive
Roll 3, Dodge Focus 3, Equipment 1,
Favored Environment (Airborne) 2,
Improved Block, Inspire,
Leadership, Set-Up, Sneak Attack

[ Part 11: The Aerie | — Chapter 2: Allies |
ooo] . 3
[ DESCRIPTION | [P Mystical PTS
Natalia “Natalie” Milosz is the daughter of immigrants 12| Shadowcaster |165
who barely escaped the Russian response to the Czech
uprising. They prospered after they came to America, and
were quite happy when Natalia was born. Their elation STR| 10| +0 TGH LIFT
turned to apprehension when she hit puberty and her DEX| 16 |+3 +10/ | 200#
abilities began to manifest. Fearful for their +7/+1
daughter's well-being and her soul, they went  [CON| 12 |+1 FORT | LEAP
to their priest and asked for his advice. INT| 10/|+0 +5 10 ft
Luckily, Father Pietro was an intelligent and REF INIT
educated man who recognized the child as  [WIS| 16 |+3
= probably being a nascent metahuman. CHA 16|+3 +8 +3
Through his own contacts, he eventually got in WILL KB
touch with a sympathetic worker at Steele +9 -5
Omnitech’s Medical Sciences Division, who in turn
brought Natalie to the attention of the worker’s ATTACK DEFENSE
own superiors. Due to the policies put into place | +8/+10 +11/+4
by the founder of Steele Omnitech, the director DAMAGE
of the d|V|s_|0n |mmedlately br_ought Natallg and +10 Blast
her parents into their home office and promised all
the help they could give the girl. GRAPPLE SIZE.
Over the next decade, Natalie spent a great | +8 Medium
deal of time with the doctors and scientists at
SKILLS

POWERS

Blast 10 (AP: Drain Darkness
Powers, Strike, Snare, Suffocate,
Telekinesis), Create Object 8 (PF:
Tether), Darkness Control 8,
Flight 5, Force Field 6

EQUIPMENT

Commlink

DRAWBACKS

Power Loss: Flight, if Wings are
Immobilized (U, M, -2)

AT |[CM| SV | SK | FT |PW| DB

20132 [15) 9 (17|74 | -2

honed during her training with The Sentinels, she is always suggesting new tactics and practice exercises to the rest of her teammates.
Despite Cyberhawk’s technical gifts, Natalie is a much better tactical thinker and overall planner, with a sense of organization he simply can't
match. In combat, she stays back and lets her teammates do the heavy fighting while she looks for weakness and patterns to exploit in their
enemies’ actions. She is very versatile with her shadow powers, and an expert flier. She can harden shadows to use as attacks and obstacles,
and the shadow wings she “grows” from her back move subconsciously like real wings (if restrained, she drops form the air just as if they
were real). She also can project a very diffuse and practically unnoticeable shadow field around her almost like a sonar projection (DC 25 to

spot the field).

Natalie is a petite woman whose body shows the results of an intensely active lifestyle involving frequent and intense exercise. Her black
hair is kept in a practical pageboy cut, and she seldom wears much if any make-up. She still maintains steady friendships with several

Sentinels, as well as with Algernon.
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PL| Avian Themed | PTS
12| Armored Hero [192
STR| 24 |+7 TGH LIFT
+11/+1|11 ton
DEX| 14|+2| —ForT [ ieap
CON| 12 |+1 +6 | 17 ft
INT| 26 |+8 REF INIT
+7 +1
s 10 +o WILL KB
CHA[ 16| +3 +7 -5
ATTACK DEFENSE
+8/+10 +8/+4
DAMAGE
+10 Blast/+7 Unarmed
GRAPPLE SIZE
+19 Medium
SKILLS

Bluff 3 (+6), Computers 9 (+17),
Craft (Electronic, Mechanical) 12
(+20), Diplomacy 3 (+6), Disable
Device 9 (+17), Know (Current
Events) 8 (+16), Know (Physical
Sciences, Technology) 10 (+18),
Notice 8 (+8), Search 4 (+12),
Sense Motive 8 (+8)

FEATS

Attack Specialization (Armor
Weapons) 1, Benefit (Wealth) 3,
Connected, Equipment 4, Favored
Environment (Airborne) 2, Inspire,
Inventor, Luck 2, Precise Shot,
Sneak Attack

POWERS

Device 19 (Powered Armor, Hard
to Lose [Blast 10 (AP: Dazzle, Stun),
Datalink 5, Enhanced Strength 12,
Flight 6, Immunity 9 (Life Support),
Protection 10, Sensory Shield 5,
Super Senses 11 (Blindsight [Radar,
Extended, Radius], Direction Sense,
Distance Sense, Lowlight Vision,
Radio, Time Sense), Super Strength
4)

EQUIPMENT

Commlink, HQ (as Skyscraper w/o
Hangar)

DRAWBACKS

Normal ID (full round, -4)

AT [CM| SV [ SK | FT [PW| DB

30 [ 32 |17 |24 |17 | 76 | -4

—1

| DESCRIPTION

Cyberhawk is Jefferson Talbot, founder and CEO of
Talbot Innovative Concepts, an electronics and computer
design corporation. After most of his family fortunes were
wiped out by a corrupt board of directors running what
was once Talbot Industries, Jefferson went around the

world on a soul-searching trip. During this time, he continued

pursuing his two true loves, electronics and ornithology —
their study being two of the very few things which enabled
him to keep his perspective while trying to _
rebuild his self-esteem and sense of
identity following his disastrous failures
to keep his family business viable.
Eventually he learned that
the men who had driven into
the ground the dream his father
had built were one and all in the
pocket of a criminal named Mr. Big, a
man who had had known and hated
Jefferson’s father as well as envied Talbot
Industries’ assets. Jefferson knew he had
found a purpose.

Jefferson Talbot disappeared while in Europe. After
a few months of searching, Mr. Big's men, who had been
keeping tabs on the young Talbot, finally gave up. Shortly
thereafter, a strange armored figure began a one-man
war against Mr. Big’s various front organizations,
eventually forcing the giant metahuman into the open to
deal with him. Revealing himself as Talbot, Cyberhawk
battled Mr. Big, humbling him after a brutal combat. His
family name and honor avenged, Talbot proceeded to
slowly rebuild, taking back what had once been his and
adding to it. However, nothing he experienced in the
boardroom or lab matched the excitement he had
encountered under the helmet of Cyberhawk. He often
found himself working out his frustrations on the criminal
element as the armored avian, and loving every minute of
it. His dual identity spilled to the press by one of Mr. Big's
former lieutenants, Talbot saw no reason he couldn't keep
active as both. He has never looked back since that day.

Jefferson Talbot is an athletically built black man in
his early thirties. He keeps his hair trimmed short and
maintains a beard small enough not to interfere with the
operations of his helmet. The Cyberhawk suit is cobalt
blue with black trim and silver highlights. Its artificial
wings provide a gravimetric displacement effect which
enables him to fly. In addition, its multi-polymer and
advanced alloy construction provide protections against
most weapons and attacks. His weapon systems are
varied and powerful, and he is constantly upgrading and
redesigning them. Finally, there is a cybernetic
endoskeleton that enhances his strength far above human
limits. Despite the suit's many features, it is incredibly
lightweight, massing less than 100 pounds total.

A genius in every sense of the word, Talbot is an
engineer and designer with few peers. Unfortunately, his
lifestyle screams “Type A” personality and his competitive
streak sometimes overwhelms his better judgment. He
has a temper that he works to keep under control and a
chip the size of Montana on his shoulder which he has far
less success keeping in check.

QUOTE

“No, it won't be easy. Where
would the fun in that be?”

RACE SEX HT EYES
Human M 510" Brown
GROUP AGE WT HAIR
Aerie 33 175# | Black

PUBLIC KNOWLEDGE

5 | Leader/Face of the Aerie

10 [ Armored gadgeteer

15 | Really Jefferson Talbot

20 | Engaged to Blackbird

25 | Abrasive personality

30 | Not on good terms with many
other heroes

Y BlackWyrm Games

=R GERRON FILES ——




I Part 11: The Aerie l — __

Chapter 2: Allies |

[ = =

_\_'l

| DESCRIPTION |
James Tenfeathers had always been a good hunter, even
as a child. He was happy on the reservation, with his
family, in a life where he was left alone to live the way he
wanted and answered to no one but himself and the older
men that he grudgingly respected. That all changed when
the Orchard decided the residents of his area were
remote enough not to be missed. The terrorist
weaponeers kidnapped James and two dozen
others and used them for experimental subjects
to test a group of mutagens the criminal
consortium had recently acquired.
James remembers vividly the mind-
‘? shattering pain as his skeleton and
A musculature warped and restructured itself,
é{’ﬁ‘\n as well as the tearing pressure as the wings
erupted from his back. He remembers the
agonizing months it took for the doctors to
help him to relearn how to use his body. He
remembers the frustration of the months it
took for him to learn to use his wings, and the
ability to fly that the doctors told him came
from his mind not the wings themselves. And
then... he remembers the absolute freedom that
came with his first flight. Watching Blackbird and
Cyberhawk, who he felt he owed his life to, he came up
with an idea how he could repay them, and use his glorious
wings to their fullest.
Beyond the friendship which has grown between them
over the years, Tenfeathers feels he owes his teammates a
blood debt, not only for his own life but for those of his
friends and family that they helped rescue. He doesn’t know
how long it's going to take for him to feel that he’s off
worked that debt— he may never feel that he’s done enough.
As Raptor, Tenfeathers feels truly free, moreso than at any
other point in his life. He loves to fly, and when not working
with the team can be found at parks and canyons just

RAPTOR

?éJOTE - ) - soaring and doing aerial maneuvers over and over again. He

orrecyon, you're going to also tends to lose himself in the impulses he feels when

try to hit me.” flying, impulses which have earned him a reputation as a
dangerous hothead.

RACE SEX HT EYES Unlike his teammates, Raptor’s wings actually are real

Human M 5'8” Brown | wings. However, his flight comes from a focused form of

GROUP AGE WT HAIR telekinesis, with the wings themselves only providing

Aerie 25 165# | Black maneuver control. He can reach incredibly high rates of

speed and is practically unmatched in his aerobatic ability,
literally flying circles around many of his opponents. His
senses are enhanced, and both his agility and recuperative
abilities are now superhuman. Raptor wears a set of bracers
which generate a force construct around his wrists and
hands in the shape of enormous talons. These constructs
contain an intense plasma which discharges on contact with
physical objects. With effort, Tenfeathers can strike with
them in ways that limit this damage to a concussive blow,
but he often uses their full effect to shred equipment and
surrounding terrain for great dramatic impact.

PUBLIC KNOWLEDGE

5 [ Member of Aerie
10 | Fast, agile flyer with mutant
wings
15 | Violent reputation
20 | Vendetta versus the Orchard
25
30

—
PL| Hothead with | PTS
12| Energy Talons |166
STR| 16| +3 TGH LIFT
+7/+3| 200#
DEX| 30|+10| EoRT [ LEAP
CON 16| +3|| +4 | 13ft
INT| 11| +0||_REF_| INIT
+15 | +18
wis| 10| +o WILL | KB
CHA 9 | -1|| 44 5
ATTACK DEFENSE
+11/+8 +10/+4
DAMAGE
+10 Melee
GRAPPLE SIZE
+14 Medium
SKILLS

Acrobatics 5 (+15), Notice 11
(+11), Search 8 (+8), Stealth 4
(+14), Survival 8 (+8)

FEATS

Acrobatic Bluff, All-Out Attack,
Ambidexterity, Attack Focus (Melee)
3, Defensive Roll 4, Diehard, Dodge
Focus 2, Elusive Target, Equipment
1, Evasion, Favored Environment
(Airborne) 7, Improved Critical
(Claws) 2, Improved Initiative 2,
Move-By Action, Power Attack,
Sneak Attack, Track, Uncanny
Dodge (Visual)

POWERS

Device 6 (Energy Claws, Hard to
Lose [Strike 10 (Penetrating +1,
Autofire +1)], Flight 8,
Regeneration 10 (Bruised 2,
Unconscious 2, Injured 2, Staggered
2, Disabled 2), Super Senses 3
(Danger Sense [visual], Extended
Vision 2)

EQUIPMENT

Commlink

DRAWBACKS

Power Loss: Flight, if Wings are
Immobilized (C, M, -2)

AT |[CM| SV |SK | FT |PW| DB

32 {32 10| 9 | 32|53 | -2
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PL| BigManina PTS
11| Flight Harness |124

STR| 35| +12 TGH LIFT

DEX| 12| +1 +14 | 400 ton

FORT | LEAP

coN| 35(+12|| +14 | 22 ft

INT| 8| -1||_REF | INIT

R +1

wis| 8 | -1
WILL | KB

CHA| 10| +0 +3 -23

ATTACK DEFENSE
+10/+8 +6/+3
DAMAGE

+12 Melee

GRAPPLE SIZE
+29 Medium
SKILLS

Climb 5 (+17), Profession (American
Football Player) 6 (+5), Swim 5
(+17)

FEATS

All-Out Attack, Attack Focus (Melee)
2, Chokehold, Equipment 1,
Improved Grapple, Improved Pin,
Power Attack, Stunning Attack,
Takedown Attack

POWERS

Device 2 (Flight Harness, Hard to
Lose [Flight 4]), Growth 3
(Permanent -1, PF: Innate),
Immovable 4 (Unstoppable +1),
Protection 2, Super Strength 7
(PF: Thunderclap)

EQUIPMENT

Commlink

AT |[CM| SV [SK | FT [PW| DB

39 128 | 8 | 4 |10 35| —
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| DESCRIPTION

Hanson Greer grew up in a small farming town in lowa.
Like all his friends, Hanson wanted nothing more than to
grow up and be the best sports star ever. Unlike the rest of
his friends, however, Hanson had the natural talent to at

least attempt his dream, winning first a football scholarship
to college, and then a place in professional football before
he even graduated. He was well on his way towards his
dream when that fateful game happened. In the middle of
the third quarter, he was pincered between two equally
large linemen and he heard a sickening snap. His left leg
had been broken. He came to his senses on the sidelines
with the team doctor working on him. Despite his rough
activities, Hanson had never been hurt quite as bad before
that day, and the level of pain was a new experience for
him. So, when the pain began to subside, he was a
much happier man. He was happier still when the pain
went away entirely. Testing his leg, he found that not
only did it not hurt at all any more, but he could
actually stand up, much to the shock of those around
him, especially the doctor. Hanson just thought the
doctor had made a mistake, and he went to his
coach to ask for more playtime. That's when he began
to notice what those around him were already talking
about — his uniform was shrinking, and then his helmet, and
then everybody around him. No, they weren't shrinking, he
was growing larger.

His career was over. Metahumans weren't allowed in
professional sports, no matter how much they wished they
were still normal. At least his height finally stopped changing
— he stabilized at a hair over seven feet. And he was strong,
strong enough to use his daddy’s best tractor as a shot-put
when he let his temper take hold. Replacing that tractor bit
into his savings quite a bit. He hadn't really gotten into
saving a lot of his money at that point, thinking his career
would last a good long while. When he was at his wit's end
as to what he would now do with his life, a man named
Talbot showed up on Hanson’s parent’'s farm and made him
a well-timed offer: a chance to “play” for a new team. Sure,
it wasn't football, but at least it was physical, it used his
skills to some extent, and he still got paid well for knocking
people around. Best of all, he still had fans. All things
considered, not a bad life at all as far as he was concerned.

Hanson Greer is a large and powerfully built man,
standing over seven feet tall and massing over a third of a
ton. He is immensely strong and can absorb vast amounts of

QUOTE
“You're between me and the
goal, hoss. World o’ hurt
comin’ your way.”

punishment. Cyberhawk even outfitted him with a flight

harness modeled after the equipment in the Cyberhawk suit RACE SEX HT EYES

— though it looks strangely small on his frame. As Roc, he is ~ |-Human M 71 Green

the team’s heavy hitter, and he still thinks in terms of GR_OUP AGE |WT HAIR

football plays, using blocks, body slams, and tackles Aerie 26 740# | Blonde

extensively. Though he thought of Cyberhawk as the coach
at first, he’s gradually changed that view. Cyberhawk is the PUBLIC KNOWLEDGE
quarterback, Blackbird is the coach (and a pretty good one, 5 | Member of Aerie

though he’d never admit that to her). 10 | Big and strong

15 | Former NFL player

20 | Fights like a football player
25
30
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The Aerie

The Aerie (the actual Aerie that is, which is to
say the headquarters used by the team) occupies
the top four floors of the Waterston building, a 20
story high-rise situated downtown just inside the
business district. Jefferson Talbot owns the entire
building through Talbot Innovative Concepts, Inc.

He leases the other 16 floors to various enterprises.
Surprisingly, not only does the proximity of a site
that could be frequently targeted by metahuman
criminals and madmen not deter potential lessees,
proximity to the celebrity residents on the top
floors actually draws lessees in even greater
numbers. There are no empty commercial spaces in
the building, and as soon as one lessee leaves
another immediately moves in.

The 15™ floor is comprised of structural
reinforcements, backup electronics, and maintenance
subsystems. The stairways all end at the 14" floor.
Aside from roof access, the only way to reach the top
floors is to possess a special key card for the central
elevator, or to have an appointment. People who
make appointments are instructed to use the intercom
in the central elevator to notify the computer of their
arrival. Upon reaching the reception area, either a
member of the team is present to greet them, or they
are greeted by a pleasant computerized voice asking
them to take a seat.

The top floors are lit externally by the
enormous glass “A” structures that ring the
building on those levels. The strength of this
lighting is sufficient to be seen at night from any
point in the city where the building itself can be
seen.

At an earlier point in the team’s history,
there existed a special subway tunnel to take
them to a hangar outside of the city. This
was where the Steelwing, an advanced air
transport was housed. However, their vehicle
was rarely used, as the team concentrates its
activities predominantly in the city. After an
ambush by Chiller and Subzero of the
criminal group known as the Coldfront q
resulted in the destruction of both the second
Steelwing and its hangar (the first having
been destroyed the year before), Cyberhawk
decided a third vehicle was an unnecessary
expense. The special subway access from the
central elevator has long since been closed
over.
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Background

The United States government has spent decades trying to
perfect a means of building supersoldiers. Their efforts have met
with mixed success. Despite advancing some peripheral
technologies, such as cybernetics and powered armor, until recently
the successive projects designed for human biological enhancement
have been more “problematic.” They've ranged from simple failures,
costing considerable time and money, to active dangers, producing
menaces which put their abilities to use against their creators. The
most infamous of these have been Project Four in the early '60s,
and Project Nine in the early '90s. Project Four, also known as
Project Revenant, attempted to replicate nazi experiments to
animate dead tissue in a semblance of life — taking dead soldiers
and turning them into obedient and untiring weapons that couldn’t
feel pain. The project leader turned out to be the criminal scientist
Dr. Diablo in disguise, who took over the project’s creations as his
own private army. He was successfully stopped by Horus and
Dynamo of that era’s Sentinels. Project Nine, on the other hand,
while remaining under government control, produced three
“successes” that themselves chose to turn against their onetime
patrons, and are now better known as Prodigal of the Black Knights
and the mercenaries Heartbreaker and the Ghoul. Following the
Project Nine debacle, Uncle Sam instituted tighter controls on a
number of levels. First, instead of depending on simply creating
superhumans, efforts to recruit the right ones were intensified.
Second, the enhancement projects took much greater care in the
psych profiling used to help weed out unsuitable candidates,
regardless of their biological compatibility.

At a much hyped and very public ceremony, the government
finally unveiled a group called the Arsenal Of Democracy.
Ostensibly, the rationale for the team was a “new instrument for
justice demanded by new times,” but pundits quickly pointed out
that President had few friends in the upper echelons of the Federal
Directorate for Security and Intelligence, particularly after he had
excoriated them for failures in intel regarding links between
metahuman terrorists and various acts perpetrated against and on
US soil — links the FDSI has repeatedly and vehemently denied ever
existed.

Named by a congressional committee, recruited clandestinely by
different representatives of different agencies, and supported by
special operations groups provided by the military, the Arsenal and
their handlers have carefully built a reputation as a highly effective
instrument of policy. Thanks to some complicated legislative
wrangling, the Arsenal answers directly to the Secretary of Defense
and the Attorney-General, completely bypassing the FDSI. While this
frees them from some levels of bureaucracy, it engenders a rivalry
that the Directorate has brutally exploited at every opportunity. The
FDSI has made it very clear that they feel the Arsenal to be
unnecessary given the FDSI’s existence (and the effectiveness of the
Directorate’s own Sentries and Shining Knights ops groups). Political
enemies of the Directorate have managed to keep the funding intact
that said enemies fought tooth and nail to acquire in the first place,
but even with the justification of military applications, its slowly
beginning to show that ultimately this is a losing battle — the FDSI's
clout and connections will eventually prevail. For better or worse, the
political fortunes of the Arsenal are tied to the administration that saw
their creation and the FDSI hasn't survived and grown these past few
decades by being soft or naive. This campaign has gained steam
recently following the death of Arsenal member American Dream
during a confrontation with the terrorists-for-hire the Black Knights.

As might be expected, even without the bad press spread by
Directorate the very nature of the Arsenal has resulted in some

—1
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tenuous relationships with the metahuman community. The members
of the Arsenal tend to view other hero-types as either well-meaning
amateurs just as dangerous to themselves as others, or unreliable
vigilantes and loose cannons every bit as bad as the menaces they
claim to fight. In turn, the Arsenal tends to be viewed as arrogant,
self-important, and hiding behind their shiny federal badges — that it's
easy being brave when you're surrounded by a small army that jumps
every time you tell it to jump. It's a common feeling in the
metahuman community (on the side of the angels, anyway) that the
Directorate’s agents have “paid their dues” with their time in the field
over the years, showing courage and at times a cooperative attitude
that now reaps the dividend of a certain degree of trust. This is a
level of respect not granted the Arsenal, who haven’t done the same,
apparently aren’t willing to, and are unlikely to have the opportunity
to regret it for very long.

Support

The Arsenal of Democracy is nominally an extension of the
Federal Marshal’s office, though they can be seconded to direct
military service at the drop of a hat. Thanks to a special act of
congress creating an exception to 7he Posse Comitatus Act of 1878,
defining their legal powers and circumventing those pesky divisions
between military and civilian law enforcement authorities, the Arsenal
has a hand-picked Air Cavalry unit at their beck and call even when
fulfilling their civilian function. When in pursuit of a federal fugitive,
these soldiers can follow the Arsenal’s members into the field. In
other situations, however, the presence of the Arsenal must
specifically be requested by local authorities. Various mayors and
governors around the country have been receiving not-so-subtle
pressure more and more frequently from the White House and high-
ranking congressional members to call in the team as soon as
possible when dealing with problems of a metahuman nature.
Responses have varied so far, much as might be expected with the
mixed and sometimes volatile opinions floating around about the
government's new “superpolice” — with descriptions ranging from
“godsends” to “jackboots” — as well as the ready assistance of the
FDSI, who are never slow to invoke their jurisdiction when warranted.

The Arsenal uses standard military vehicles and equipment as
required, with transport normally being provided by a number of
Chinook helicopters seconded to them. They can and have called on
combat arms support up to and including Apache assault helicopters,
Abrams MBTSs, and any number of other armed vehicles. Their
primary staging HQ is a section of Fort Bragg in North Carolina,
though they have access to any number of other military and federal
facilities throughout the country and the world.

For the
soldiers supporting
the Arsenal, use
the Soldier
archetype from the
M&M rulebook.

For tanks and
helicopters, see
the equipment
chapter from the
M&M rulebook.
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QUOTE

now. You're dismissed.”

“Thanks for your help, citizen.
The professionals are here

RACE SEX HT EYES
Human M 6'4” Blue

GROUP AGE WT HAIR
Arsenal 34 240# | White

PUBLIC KNOWLEDGE

5 | Leader of the Arsenal

10 | A true American hero

15 | Faster, stronger; the ideal man

20 | Arrogant and smug

civilian superheroes

25 | Doesn't get along well with most

30 | Deadweight against poisons

—
_\—-l }—
[ DESCRIPTION | [P Patriotic PTS
Major William Oliver Wright was a “super soldier” 12 Supersoldier 162
even before the experimental procedures. Like his father
g&?lgrrigg;?;her, Wright was a career military man with a STR| 26]+8 TGH LIFT
He had all the qualifications necessary for the new DEX| 26 |+8 +10 |3680#

supersoldier program, Project Twelve, along with almost 700 FORT | LEAP
other candidates. The government absolutely did not want ~ [CON| 26 | +8 +10 | 36 ft
another Project Nine on their hands, and tested all their INT| 14 |+2 REF INIT
candidates to a ridiculous degree. After almost three years +10 +8
of psychological screening by every relevant governmental WIS| 14 |+2 WILL KB
agency, Wright and eleven others proved stable enough for CHA 26 |+8
the project leaders to clear them for the procedures. Of the +5 -5
volunteer patients, only Majors Wright and Baron developed
substantive abilities to any degree. Major Baron went on to ATTACK DEFENSE
serve in the field as strike force leader on many covert black | +11/+12 +10/+5
ops, while Major Wright, who scored slightly higher on the DAMAGE
“people skills” side, become the centerpiece for the new +12 Melee
government-sponsored superhero team, the Arsenal Of GRAPPLE SIZE
Democracy (later shortened by the press to just the -

, Arsenal). +20 Medium

Anthem (the second SKILLS

person to use that superhero
identity) is stronger, faster, and tougher than before. He can
lift over two tons, run faster than an olympic-level sprinter,
heal from debilitating injuries in a matter of minutes, and
can withstand inhospitable environmental conditions that
normal soldiers would require special equipment to weather.
The only downside is that his enhanced metabolism
processes toxins faster than before, leaving him particularly
at risk to biochemical weapons. His immune system resists
diseases to a remarkable degree, but poisons, especially
ingested and inhaled poisons, have become his Achilles’
heel.

Thus far, the public has had only limited exposure to
Wright's carefully-molded and presented persona — every
instance being carefully orchestrated by the team’s
handler. As a public relations gimmick, Wright has been
trained to fight with a special steel staff. The committee’s
idea was that by not using a sidearm, he shows that
America is moral enough that she doesn’t have to resort
to lethal violence when a government-trained operative
can handle the problem with just a stick. This hasn’t quite
worked as planned as the image of Anthem and “his big
club” gets frequent play on comedy circuits and late-night
TV. To his credit, Wright has yet to show the strain that
stress and public friction inflict on him, but his temper
with his people and their opponents has been getting
noticeably shorter, especially after American Dream’s
death, and his handlers have started limited the team’s
direct media contact more and more to compensate.

CHE—""AL G0N FRLES ——

Acrobatics 5 (+13), Bluff 3 (+11),
Climb 6 (+14), Diplomacy 2 (+10),
Intimidate 2 (+10), Know (Civics) 4
(+6), Know (Current Events) 4
(+6), Notice 6 (+8), Pro (Soldier) 8
(+10), Sense Motive 6 (+8), Stealth
3 (+11), Survival 3 (+5)

FEATS

Ambidextrous, Attack Focus (Melee)
1, Benefit (Security Clearance),
Connected, Equipment 4, Evasion,
Improved Block, Instant Stand,
Leadership, Power Attack,
Takedown Attack, Weapon Bind

POWERS

Immunity 4 (Age, Disease,
Exhaustion, Starvation), Leap 1,
Protection 2, Regeneration 4
(Bruised 1, Staggered 1, Injured 1,
Disabled 1), Speed 2 (25 mph),
Super Strength 1

EQUIPMENT

Body Armor (Protection 4
[Impervious +1]), Commlink,
Staff (Strike 4 [PF: Mighty]), Visor
(Sensory Shield 4 [Visual])

DRAWBACKS

Vulnerability: Toxins (x1.5, Unc,
Mod, -2)
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All-Out Attack, Attack Focus (Melee)
2, Benefit (Security Clearance),
Equipment 2, Evasion, Improved
Defense 2, Instant Stand, Move-By
Attack, Uncanny Dodge 2 (Visual,
Hearing)

POWERS

Deflect 8 (All Ranged; Action:
Free +2; Linked to Time Control
+0; AP: Corrosion 8 [Area:
Shapeable +1, Selective +1],
Healing 10 [Total +1; Side Effect:
Recipient must also resist Fatigue
power at same rank as Healing
power used -2], Strike 8 [Autofire
+3]), Enhanced DEX 20,
Regeneration 3 (Recovery
Bonus +3; Linked to Time Control
+0), Time Control 8 (PF:
Defensive Roll 4, Dodge Focus 4,
Wall Run, Water Run)

EQUIPMENT

Body Armor (Protection 4
[Impervious +1]), Commlink,
Visor (Sensory Shield 4 [Visual])

DRAWBACKS

Accelerated Aging (U, M),
Power Loss: Deflect — when
attempting to use against energy
attacks (U, M, -2), Power Loss:
Enhanced DEX — when attempting
to use for anything other than
Reflex Save bonus or reflex-
influenced skill bonuses (U, M, -1),
Vulnerability: Phase Attacks
(x1.5, Unc, Mod)
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10 Speedster 174 Judson Roberts has always felt the need for speed —
that's why he became a NASCAR driver. When his brother
sTrR| 10[+0 TGH LIFT Wade, the eccentric genius mechanical engineer, needed
+10/+6| 200# a test driver for his prototype engine accelerator, he
DEX| 14 |+2 naturally called on his younger sibling. The accelerator
FORT | LEAP was intended to boost engine performance tenfold, and
CON| 14 |+2 +3 10 ft had worked well enough at low speeds, but it was
INT| 10/ +0 REF INIT discovered that engine efficiency had also been boosted,
+12 +34 giving the engine the capability of traveling at speeds far
wis| 12| +1 WILL KB in excess of other land vehicles.
CHA[ 10 |+0 +3 3 The accelerator, however, did more than boost the
engine — it actually warped time to do so. Where Wade
ATTACK DEFENSE acquired the parts or technology to push the envelope
even farther than his past eccentricities had gone is a
+8/+6 +10/+3 secret he’s didn't share (and now, never can). Once the
DAMAGE stripped-down racecar with the temporal engine hit and
+6 Disintegrate passed the speed of sound, the fields it generated infused '
GRAPPLE SIZE Judson with indefinable temporal energies. The engine
+6 Medium destroyed itself in the process, and its creator Wade
paradoxically ceased to exist. No one, not even Judson,
SKILLS remembers him, or how Judson got his powers.
. n Now, Judson Roberts can manipulate time around
f_ﬁfg /&A/é%&)‘han/ca/) By ) Prive 8 himself. It appears to others that he has speed-based
FEATS powers, and can run very fast, but actually Roberts alters

the timestream so that he can move a great distance in a
short time. What appears to be super-fast punches are
actually Roberts accelerating the aging process and
disintegrating the target with a touch. What seem to be
supernaturally fast reflexes are actually Roberts speeding
up time for himself subconsciously so that the world
seems to be traveling in slow motion around him.

Since he is manipulating time, instead of speed, his
enhanced reflexes also work to his favor when he’s driving
or using other skills that rely on coordination. After all, to
him, even though he might be driving at 150 MPH, it feels
like 15 MPH, so maneuverability is not a problem. It's a
pity that it's taken most of the fun out of sport racing.

As a result of this temporal manipulation, Roberts is
harshly affected by attacks that are out of phase with the
normal space-time continuum. His timestream excursions
seem to be aging him prematurely, as well, since he appears
to be in his late 40s, despite his actual age of 27.

He joined the Arsenal under the name of Minuteman.
The team needed a “speedster,” and Minuteman
appeared to fit the bill. He’s a bit worried about the
consequences if certain villains, Praetorian in particular,
find out that he controls time, so he hides the fact that
he’s warping time by pretending to be a normal
speedster.

QUOTE

“C’'mon, get a move on. | ain't
got all day!”

RACE SEX HT EYES
Human M 5'10” Brown
GROUP AGE WT HAIR
Arsenal 48(27) | 130# | Brown

PUBLIC KNOWLEDGE

5 | Member of the Arsenal

10 [ Very fast

15 [ Can punch through a brick wall

20 | Very hard to hit

25 | He heals rapidly

30 | He can even heal others

35 | Phase-based powers work well
against him

40 | Leaves a temporal energy
signature
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QUOTE

“Bring your tired, your poor,
your huddled masses... and
then pity anyone that tries to

hurt them.”

RACE SEX HT EYES
Human F 61'1" Brown
GROUP AGE |WT HAIR
Arsenal 27 8 tons | Black

PUBLIC KNOWLEDGE

5 | Member of the Arsenal

10 | Extremely tall

15 | Very strong

20 | Hard to hit, what with that tablet
and all

25 | Protective of bystanders

30 | Bossy, maybe a little bit man-
hating

L_
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| DESCRIPTION |

Blair Carter grew up the only daughter of a career
Army officer. She learned of her mutant powers as a
teenager and was — miraculously — able to keep them
hidden. Determined to use her abilities to help people,
and spurred on by the sense of duty she learned from
her father, she took on the identity of Miss Liberty.

She was already working through the government at
the start of her costumed career (secretly changing
identities while working her job as an archivist under
General Rector and his appropriations committee), when
she heard of the new government-sponsored superhero
team forming. She talked to the committee, and they
agreed that she'd be a perfect choice — a dream
combination of training, power, and demographics.

As Miss Liberty, Carter wears a modified Statue of
Liberty costume. When she’s fully grown, she’s over 50 feet
tall — with the strength and durability that go with it. Her
gear, including tablet, torch, and clothing, all grow with her,
somehow subconsciously being included in whatever
morphogenic field alters Blair's own size. Her crown spikes
make her seem even taller than that. Her maximum height
had been increasing by about a foot per year, but the
constant and stressful usage of her powers since the Arsenal
was formed have pushed her abilities again and again, with
her top limits constantly being redefined.

In addition to her innate abilities, Liberty can throw the
eight spikes from her “crown” for serious damage when
propelled by her incredible strength. Her most common
opening action is to use her armored tablet to protect
bystanders, first, or teammates, second. She’ll often dive
into the open to draw fire away from her teammates, and
attempt to deflect it all. It doesn't always work, but it gives
her a chance, anyway.

Carter is Puerto Rican (her father anglicized the family
name many years ago), with shoulder-length wavy black
hair. She’s 5'7” tall (normally), with an athletic build. As a
civilian or in costume as Miss Liberty, Carter is direct, often
to the point of being brash or pushy. She has a military
mindset, and is used to having her orders followed. She was
quite close to American Dream. Blaming herself for not being
able to protect her friend, Liberty has grown more brusque
and closed off, much to the chagrin of the handlers who
were used to using her as their centerpiece in PR
opportunities.

CH—""ALCRRON FLES —— & sevcans )

PL Patriotic PTS
11 Grower 158

STR| 36 |+13 TGH LIFT

DEX| 14| +2 +12/+2|116 tn

FORT | LEAP

CON 26| +8||+12/+6| 23 ft

INT| 10| +0 REF INIT

+4 +2
WIS 15| *2| Wi | &e

CHA| 16| +3 +6 -18

ATTACK DEFENSE

+12/+8 +6/+3

(+8/+4) (+2/+1)

DAMAGE

+13 Unarmed

GRAPPLE SIZE

+13/+33 Medium
(Gargantuan)

SKILLS

Diplomacy 5 (+8), Intimidate 4
(+7/+13), Know (Civics) 5 (+5),
Pilot 4 (+6), Pro (Soldier) 5 (+7),
Sense Motive 5 (+7)

FEATS

Attack Focus (Melee) 4 (Limited:
Only 1 rank per 3 levels of Growth
-1), Attractive, Equipment 1,
Fearsome Presence 4 (Limited: Only
1 rank per 3 levels of Growth -1),
Improved Grapple (Limited: Needs
at least 6 levels of Growth active -
1), Interpose, Luck 2, Power Attack,
Startle

POWERS

Device 14 (All Easy to Lose,
Crown Spikes [Strike 2 (PF:
Mighty, Thrown)], Tablet [Deflect
10: All Ranged (Action: Free +1),
PF: Improved Block 4], Torch
[Nullify 10 (All Darkness; Area
Effect: Cone +1); AP: Dazzle
(visual)]), Growth 12 [12 STR and
14 CON at Normal Size],
Protection 4 (Limited: Only 1 level
per 3 levels of Growth -1), Super
Strength 2 (Limited: 1 Level per 6
ranks of Growth -1)

EQUIPMENT

Commlink
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PL| Kinder, Gentler | PTS

10 Battlesuit 141
STR| 20| +5 TGH LIFT
+12/+2|12 ton
DEX| 14|+2| —ForT [ Leap
CON| 14|+2 +3 | 10ft
INT| 12 |+1 REF INIT
+3 +2
WiS| 14| +2 WILL | KB
CHAl 12 |+1 +5 -8
ATTACK DEFENSE
+3/+9 +3/+1
DAMAGE
+10 Melee
GRAPPLE SIZE
+13 Medium
SKILLS

Computers 8 (+9), Diplomacy 5
(+6), Handle Animal 5 (+6),
Medicine 8 (+10), Pro (Doctor) 6
(+8), Sense Motive 4 (+6)

FEATS

Environmental Adaptation
(Underwater, Zero-G), Benefit
(Security Clearance)

POWERS

Device 24 (FRED, Hard to Lose
[Datalink 4 (PF: Eidetic Memory,
Attack Focus (Suit Systems) 6),

mph), lllusion 1 (Visual; Obvious -
1), Immunity 9 (Life Support),
Protection 10 (Impervious 5), Snare
10 (Area: Burst +1; AP: Dazzle
[Area: Cone +1], Nullify [All Fire at
once; Area: Cone +1], Paralyze 7
[Range: Standard +1, Area: Cloud
+1], Stun 7 [Range: Standard +1,
Area: Cloud +1], Trip 6 [Area: Burst
+1, Duration: Continuous +3]),
Strike 5 (PF: Mighty), Super Senses
11 (Blindsight [Radar, Radius,
Extended], Infravision, Lowlight
Vision, Radio, Radius w/ Normal
Sight, Ultrasonic Hearing), Super
Strength 5)

Enhanced Strength 10, Flight 5 (250

DRAWBACKS

Normal 1D (Full Round, -4)

AT |[CM| SV | SK | FT [PW | DB

16 [12 | 5 9 3 [100] -4

| Part 111: The Arsenal I

oono

—

| DESCRIPTION |

George Dunn was meant to save lives. His mother
was a cop, his father was a fireman, and his brother
was a nurse. It's practically a family legacy.

So, when he joined the Air Force right out of
medical school, it came as something of a shock to his
family, at first. But when he explained that he wanted
to save the lives of people who were putting their lives
on the line every day in order to protect their nation, it
made sense.

With a stellar service record, and a background in
most types of rescue operations, George was chosen
to test out a new device. The battlesuit was a non-
lethal source of rescue, emergency, and crowd control
technology. In a joint venture between the National
Firefighters’ Association, the Department of Defense,
and Homeland Security, built by private contractors
as a prototype for a possible nationwide rollout,
the Fire, Rescue, and Emergency Device (FRED)
was ready for testing. And the Arsenal is the
perfect testmarket opportunity. Under the
name Peacekeeper, George acts as the
conscience of the group, as well as the
triage corpsman.

FRED comes equipped with the
latest technology, including heatproof
armor, boot jets, a complete sensor
array, a battle computer, and a full
complement of non-lethal weaponry. Even
the power suit itself is sheathed in a hard rubber
that renders its hydraulic punches non-lethal.

Quick-dry glue, tear gas, smoke bombs, a
firehose, oil slicks, immobilizing agents, and sleep
gas are all on board FRED. FRED somewhat blurs
the line between large battlesuit and small
“mech,” making it somewhat difficult to operate
in small or confined quarters. Despite the zero
body-count thus far during the test period,
there has been a substantial property
damage tab.

When not wearing/operating FRED,
George himself is a slight figure, 510"
and 140 pounds. He has brown hair, brown
eyes, and from a physical perspective is pretty
forgettable — which contributes mightily to his handlers
never letting him be seen outside of FRED when PR is
involved.

QUOTE
“Come along peacefully. We
don't want to hurt you.”

RACE SEX |HT EYES
Human M 76" Green
GROUP AGE |WT HAIR
Arsenal 31 4 tons | Sandy

PUBLIC KNOWLEDGE
5 [ Member of the Arsenal
10 | Big metal suit
15 | Used to be a fireman or whatever
20 | He calls his armor FRED, heh
25 | Never hurts anyone
30 | Has a medical degree
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US STEEL

QUOTE

“Things are about to get
heavy.”

RACE SEX |HT EYES
Human M 6'1" Silver
GROUP |AGE |WT HAIR
Arsenal 32 1¥4 tons | None

PUBLIC KNOWLEDGE

5 | Member of the Arsenal

10 [ Made of solid steel

15 [ He must weigh tons!

20 | He reflects light

25 | He doesn’'t show up on IR

30 | He knows about explosives
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Todd Coleman was an ordinary guy that loved
explosives. That could describe any guy, right? Well,
Coleman made it his profession (or obsession, depending
on who you talked to).

As a young recruit in the city’'s bomb squad, Coleman
was on a training exercise when a real emergency came
up just a block away. The supervillain Surefire (page 129)
was making off with an experimental weapon from an
Omnitech facility. His own abilities augmented by whoever
his employer was at the time (presumably either the
Orchard or the Magi), he was using the high-tech facility’s
own weapons against its staff by mentally remolding the
gun turrets and sidearms to explode upon firing, and had
left a number of explosive devices to cover his escape. As
a member of the bomb squad, Coleman felt that he could
“defuse” the situation, and ran to assist, beating his
supervisor there by a good margin. He had the misfortune
of running into Surefire, still in the process of escaping
the facility, who took the opportunity to warp Coleman’s
sidearm which was in the midst of being fired at the
experimental weapon Surefire was carrying. This resulted
in some unexplained backlash of Surefire’s abilities, or
perhaps some exotic side effect of the weapon, or maybe
even something else entirely — the truth of the matter has
never been verified to anyone’s satisfaction.

The resulting accident bonded Coleman’s body with a
sort of malleable metal sheath as he absorbed his sidearm
and Surefire’s stolen weapon into himself. When he awoke,
he found that he could move, speak, and perceive as before,
but that his mass had been immensely multiplied, as had his
strength. He no longer has many of the normal human
biological functions, such as eating and sleeping, and he can
now sense magnets and radio waves. His metallic body
reflects light-based attacks such as lasers and dazzles, but
does not protect him from the effects of those attacks. His
mass and metallic form are extremely unsuited to stealth,
however, and Coleman has little appreciation of the concept
of subtlety regardless.

Coleman went on to have a successful career as the
solo superhero Gunmetal before he was recruited into the
Arsenal. Changing his name to US Steel was recommended
by the Congressional Subcommittee that approved the
team’s formation (and funding); enjoying the jump in
prestige, as well as the sizeable paycheck involved, Coleman
didn’t balk at such a minor request.

11 Metal Man 145

STR| 36 |+13 TGH LIFT

DEX| 12| +1 +14| 118 ton

FORT| LEAP

CON| 18| +4|| +15 13 ft

INT| 10| +0 REF INIT

+1 +1
N 14| +2 WILL KB

CHA 16| +3|| +4 -22

ATTACK DEFENSE
+9/+8 +6/+3
DAMAGE

+13 Unarmed

GRAPPLE SIZE
+27 Medium
SKILLS

Demolitions 6 (+6), Disable Device
6 (+6), Intimidate 6 (+9), Pro
(Bomb Squad) 6 (+8)

FEATS

All-Out Attack, Attack Focus
(Unarmed) 1, Benefit (Security
Clearance), Endurance 3,
Equipment 1, Improved Grapple,
Improved Pin, Power Attack,
Takedown Attack

POWERS

Body of Steel (Alternate Form —
Solid 10 [Continuous +1,
Permanent -1] [Density 10 (+20
Strength/ Impervious Protection
5/Immovable 3/Super Strength
3), Immunity 9 (Life Support),
Protection 5 (Impervious +1)]),
Immunity 2 (Critical Hits), IR
Neutral (Concealment 2 (Infra-
Red) [Continuous +1, Permanent
-1]), Super Senses 3 (Detect
Magnetic Fields [Ranged, as
Sense], Direction Sense), Super
Strength 2

DRAWBACKS

Vulnerability: Magnetics (x 1.5,
Unc, Mod, -2)
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The Covenant

During the height of the Middle Ages, a dark and loathsome
power rose amidst the chaos of the Baltic states. Vadshada the
Bloodking was originally a magus, delving deeply into secrets beyond
his ability to control. Transformed first into a vampire, and then
possessed by a nameless demon he had attempted to bind,
Vadshada quickly amassed a large following among the bloodthirsty
and power-hungry pagan tribes of the region. His strength proved
too much for what little resistance temporal and church authorities
could raise as a counter. Finally, it was a hastily convened alliance of
wizards, witches, and adventurers who put an end to reign of the
Bloodking. Heady with success, and recognizing the continued threat
that Vadshada'’s ilk presented to the relatively unprotected masses of
“God’s kingdom,” that small band of adepts made a pact that they
would stand together to protect mankind from what it could not even
acknowledge, let alone combat effectively. The Covenant has existed
since that day, a powerful and clandestine body of capable men and
women working in the shadows to keep those shadows in check. In
the intervening centuries, these men and women have not only
managed to keep the Covenant hidden from the interference of
mundane authorities, but have also amassed significant resources and
contacts in the process.

Today, the organization exists in much the same form. Though
its scope no longer constrained to medieval thought, and its
membership no longer confined to Christians (or even humans, for
that matter), many names and trappings have never been changed.

The Covenant maintains facilities, or chapterhouses, in most
major cities around the world. The organization is divided into five
bodies, or orders, with ranking members representing their brethren
in a governing board known as the Cenacle.

The 21° Century has not been kind to the Covenant. Assailed
from within by elements that want to open the Covenant to more
open partnerships with various governments or corporations, and
from without by both a modern world increasingly more difficult to
hide from and enemies whose location and firepower have tested the
organization resources dreadfully, the Covenant has had to adapt as
best it can to the trying times. The Order of Simon has guilted
their old ally Dr. Rune into helping them deal with the reborn
threat of the Seven Sins. Moreso, as their seers saw in prophetic
dreams that the former Sentinel Brimstone would somehow be
instrumental to their success against the Sons of Shaitan, the
Covenant laid a mighty geas on the duplicitous mage, forcing him
into the fold.

To quote an expression used more and more often these
days by the rank-and-file of many orders, “Interesting times.”

Order Of Michael (Soldiers)

The Order of Michael are the soldiers, the sword and the flame
brought to bear against the Covenant’s enemies. They are drawn
from armed forces and law enforcement agencies from around the
world. The current Disciple for the Order of Michael is a former SAS
colonel named Dorian Killgrave, and he runs his people like an
efficient military machine from the order’s motherhouse in Madrid.

Order of Michael, Typical: Use SWAT Officer archetype from M&M
page 229, change profession to soldier, add 4 ranks in Know (Arcane
Lore), 1 rank in the Teamwork feat, and add a dagger (silvered,
blessed) to his equipment.

ogno
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Dorian Killgrave: PL: 8; Str 16, Dex 16, Con 16,
Int 13, Wis 18, Cha 16; Skills: Bluff 6 (+9), Climb
10 (+13), Diplomacy 4 (+7), Disable Device 4 (+5),
Drive 6 (+9), Intimidate 6 (+9), Notice 8 (+12),
Profession (Soldier) 12 (+16), Pilot 4 (+7), Stealth
8 (+11), Sense Motive 8 (+12), Survival 6 (+10),
Swim 6 (+9); Feats: Accurate Attack, All-Out
Attack, Benefit (Status — Cenacle), Defensive Roll 1,
Equipment 4, Evasion, Improved Aim, Improved Defense 2, Improved
Grab, Improved Initiative 2, Improved Trip, Inspire, Leadership,
Master Plan, Move-By Action, Power Attack, Precise Shot, Set-Up,
Startle, Takedown Attack, Teamwork, Track, Uncanny Dodge (Visual);
Powers: Super Senses 1 (Danger Sense); £quijpment: SMG +4, Body
Armor (Protection 4: PF: Subtle), Long Dagger +2 (silvered, blessed);
Combat: Attack +12, Damage +5 dagger / +4 SMG, Defense +8/+4,
Initiative +11; Saving Throws: Toughness +8 (+7/+3), Fortitude +7,
Reflex +8, Will +8; Abilities 35 + Skills 22 (88 ranks) + Feats 32 +
Combat 40 + Powers 1 +Saves 13 = 143

Order Of Solomon (Historians)

The Order of Solomon are the archivists and historians for the
Covenant’s hard-earned stores of lore and the many items of power
taken from the organization’s fallen enemies over the years. It is said
that, if the members of this order, nicknamed “the solemn men,” do
not know a piece of information, that it isn't worth knowing. Nkebo
Achebwe, an ancient looking Nigerian man who never speaks in
anything other than a soft and cultured voice, is the Disciple for this
order, and their motherhouse is in Paris.

Order of Solomon, Typical: PL 3; Str 8, Dex 10, Con 8, Int 20, Wis
15, Cha 13; Skills: Diplomacy 4 (+11), Know (Arcane Lore) 8 (+13),
Language 4 (*varies greatly*), Know (Current Events, History,
Theology and Philosophy) 4 (+9); Feats.: Connected, Contacts;
Combat: Attack +2, Damage -1 melee, Defense +1/+0, Initiative +0;
Saving Throws: Toughness +0, Fortitude +3, Reflex +1, Will +8;
Abilities 14 + Skills 9 (32 ranks) + Feats 2 + Combat 6 + Saves 11 = 42

Nkebo Achebwe: PL: 5; Str 8, Dex 10, Con 8, Int 30,
Wis 16, Cha 16; Skills: Diplomacy 8 (+11), Know (Arcane
Lore) 10 (+20), Language 8 (Arabic, Coptic Egyptian,
English, Enochian, German, Greek, Hebrew, Latin;
Nigerian is native), Know (Current Events, History,
Theology and Philosophy) 4 (+14), Sense Motive 10
(+13); Feats: Benefit (Status — Cenacle), Connected,
Contacts, Eidetic Memory; Combat: Attack +2, Damage —
1 melee, Defense +1/+0, Initiative +0; Saving Throws:
Toughness +0, Fortitude +3, Reflex +1, Will +10; Abilities 28+ Skills
12 (48 ranks) + Feats 4 + Combat 6 + Saves 12 = 62

Order Of Simon (Magicians)

When mundane solutions fail, the Covenant turns to the
members of the Order of Simon. Named after the biblical wizard, this
Order is comprised of spellcasters and sorcerers, alchemists and
workers of “the art,” from dozens of different traditions. As a rule,
they are at once both the most valued assets of the organization,
because of their rarity and power, and also the least trusted, as
personal ambitions have resulted in more members from this order
turning rogue over the years and betraying their brethren than from
all the other orders combined. The Lady Absinthe, an alchemist of
unrevealed age and origin, has represented this order in the Cenacle
since before the First World War. She resides in the order’s
motherhouse near Glastonbury Tor.
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Order of Simon, Typical: PL 7; Str 10, Dex 10, Con 10, Int 15, Wis  Penetrating +1; PF: Accurate 1, Subtle), Blast 6 (same as other blast,
18, Cha 16; Skills: Bluff 8 (+11), Diplomacy 8 (+11), Know (Arcane except also Linked to first Blast +1)]), Immunity 6 (Age, Interaction
Lore) 12 (+14), Language 5 (Abyssal, Atlantean, Enochian, Hebrew, Skill Effects), Martial Arts Mastery [Strike 5 (PF: Mighty)], Super
Latin), Sense Motive 11 (+15); Feats: Attack Specialization (Spells) 3, Senses 2 (Danger Sense, Lowlight Vision); Equjpment.: Body Armor
Ritualist; Powers: Device 3 (Easy to Lose — various Mystical Trinkets), (Protection 4; PF: Subtle), Commlink, Hidden Utility Pouches (as
Force Field 10, Magic 5 (Dynamic Array, all: Base Power: ESP; AP: Utility Belt form M&M core book); Combat: Attack +16, Damage +6
Blast, Healing, Mind Control, Obscure,), Super Senses 1 (Mystic melee/ranged, Defense +12/6, Initiative +15; Saving Throws:
Awareness); Combat: Attack +9/+3, Damage +5 Spell, Defense Toughness +10 (+5/+1), Fortitude +8, Reflex +13, Will +11; Abilities
+4/+2, Initiative +0; Saving Throws. Toughness +10 (+0), Fortitude 54 + Skills 38 (152 ranks) + Feats 50 + Powers 65 + Combat 56 +
+3, Reflex +1, Will +10; Abilities 19+ Skills 11 (44 ranks) + Feats 4 Saves 17 = 270
+ Powers 39 + Combat 14 + Saves 11 = 98
Order Of Joseph (Administration)
Lady Absinthe: PL 10; Str 10, Dex 14, Con 13, The fifth and final order is the Order of Joseph. The Josephites
Int 16, Wis 16, Cha 18; Skills: Bluff 6 (+18/+10),  are the backbone of the Covenant, the support personnel who
Craft (Artistic, Chemical) 8 (+11), Diplomacy 6 maintain and administer the organization as a whole. As a group, the
(+18/+10), Know (Arcane Lore) 15 (+18), Notice  josephites are sometimes called “the invisible men,” as their presence
8 (+11), Sense Motive 13 (+16), Stealth 4 (+6); s seldom noted when they are doing their jobs. It is only when they
Feats: Attractive 2, Benefit (Status — Cenacle, fail, and problems result, that they come to the attention of the rest
Wealth 2) 3, Connected, Contacts, Defensive Roll  of the organization. Umberto Corvaggio, a rotund and personable
1, Ritualist; Powers: Device 3 (Hard to Lose, Italian man, provides the leadership for the Order of Joseph from
Enchanted Clothing [Immunity 5 (Cold, Critical their motherhouse in San Francisco.
Hits, Heat, Pressure), Protection 10]), Immunity 3 (Age, Disease,
Poisons), Magic 12 (Dynamic Array; Wide +2; Base Power is ESP; AP: Order of Joseph, Typical: Use the Butler Archetype from M&M
Blast, Healing (Total +1), Mind Control, Paralyze 9 (Area: Burst +1, page 226, making the Profession skill “Support Personnel”
Range: Standard +1, Selective+1), Shapechange 6, Teleport (Portal
+2), Transform 9 [Living Creatures into Broad Group]); £quipment: Umberto Corvaggio: PL 3; Str 10, Dex 10, Con 10,
Pistol +3; Combat: Attack +6, Damage +12 Blast / +3 Pistol, Int 14, Wis 15, Cha 18; Skills: Bluff 8, Computer 6,
Defense +8/+4, Initiative +2; Saving Throws: Toughness +12 Craft (Artistic) 6, Diplomacy 8, Know (Business) 8,
(+11/+1), Fortitude +8, Reflex +5, Will +15; Abilities 27 + Skills 17 Language 1 (English, Italian is native), Profession
(68 ranks) + Feats 9 + Powers 78 + Combat 28 + Saves 21 = 180 (Administration) 8, Search 7, Sense Motive 8; Feats:
Benefit (Status — Cenacle, Wealth 5) 6, Connected,
Order Of Caleb (Counterintelligence) Contacts, Fascinate (Diplomacy); Combat: Attack +2,
The Order of Caleb are the eyes and ears of the Covenant, the Damage +0, Defense +2/+1, Initiative +0; Saving
spies and monitors that keep track of the Covenant’s enemies, both Throws: Toughness +0, Fortitude +0, Reflex +0, Will +8; Abilities 17
within and without. Among their other duties, internal security also + Skills 15 (60 ranks) + Feats 9 + Combat 8 + Saves 6 = 55
falls under the mandate of the Calebites. The members of this order
are called “Spooks” by the other orders, but never to their faces. The Seraphim (Paranormals)
Barnabas Frost is the Order of Caleb’s Disciple, and their There is one other important group within the Covenant, a group
motherhouse is believed to be in Fall's Church, Virginia, hidden  that exists outside the five orders proper, and who are only called
among so much of the Americans’ own intelligence community. This  ypon in the worst crises. This group is called the Seraphim, and they
presupposes that the Order would depend on any site known to all of  are the most powerful of the combatants that the Covenant can bring
the other orders. to bear. The Cenacle must be convened and vote as a body to
. authorize the involvement of the Seraphim in a situation, an act they
Order of Caleb, Typical: Use Reporter Archetype on M&M page never take lightly — for to call in the Seraphim is to admit that all
228; change Profession to Spy, trade Craft (Writing) for Know (Arcane gther recourse has failed.
Lore), add 3 ranks to Know (Streetwise), and add the feats The current members, numbering only five, are the reluctant
Connected, Contacts, and Well-Informed Magus Maximus Dr. Rune, dragged from his self-imposed exile in
order to deal with the legacies of past enemies; the warrior called
Barnaba§ Frost: PL: 11; Str 12, Dex 24, Con 12, Templar, the ritual recipient of the strengths and skills of all his
Int 20, Wis 24, Cha 22; Skills. Acrobatics12*(+19),  predecessors in that role; the mysterious Sabbath, living magical null
Bluff 16 (+22), Climb 8 (+9), Demolitions 4 (+9), and bane to infernal powers; the Grigori who calls himself Chronicle,
Diplomacy 12 (+18), Disable Device 5 (+10), Drive 5 now giving new credence to his duty as a “guardian angel;” and the
(+12), Escape Artist 6 (+13), Gather Information 12 gorcerer-thief Brimstone, whose mere presence grates on his
(+18), Intimidate 6 (+12), Investigate 6 (+11), Pilot  teammates’ nerves, makes the rest of the Covenant paranoid, and
4 (+11), Profession (Spy) 12 (+19), Notice12* galls he himself to no end as his participation is involuntary. Though
(+19), Search 10* (+15), Sleight of Hand 8 (+15),  pr. Rune quickly acclimated to the group, proving his value in combat
Stealth 10*(+17), Survival 2 (+9), Swim 2 (+3); Feats: Accurate repeatedly, Brimstone is proving to be every bit the converse of a
Attack, Acrobatic Bluff, All-Out Attack, Benefit (Alternate ID 3, Status  tggm player he was in the Sentinels. His relationship is especially
— Cenacle) 4, Connected , Contacts, Fearless, Fearsome Presence 4, tense with Rune, as the archmage had once possessed and eventually
Blind-fight, Defensive Roll 5, Elusive Target, Evasion 2, Equipment 6,  emancipated the Book of Shadows that Brimstone has since bound to
Hide in Plain Sight, Improved Critical (Blast) 4, Improved Grab, himself. Rune has promised Brimstone that once the Sevens Sins and
Improved Initiative 2, Improved Throw, Improved Trip, Luck 3, the Sons of Shaitan are dealt with, the two of them are going to have
Master Plan, Move-By Action, Power Attack, Precise Shot, Skill along “talk.”
Mastery *, Uncanny Dodge 2 (Visual, Hearing), Well-Informed;
Powers: Device 17 (Easy to Lose — Pair of Modified, Silenced, Gyro-
Rocket Pistols with enchanted “Endless Clips” [ Blast 6 (Autofire +3,
=
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PL |“Finders Keepers”| PTS
10 Magician 187
STR| 12 |+1 TGH LIFT
+10/+5| 260#
DEX| 14|+2| —ForT [ LeAP
CON| 14 |+2 +4 11 ft
INT| 18| +4 REF INIT
+3 +6
wis| 18|+ WILL KB
CHA| 24 | +7 +10 |[-10])/
-1/-0
ATTACK DEFENSE
+4/+10 +9/+3
DAMAGE
+10 (Spells)
GRAPPLE SIZE
+5 Medium
SKILLS

Bluff 13 (+20), Concentration 11
(+15), Knowledge (Arcane Lore) 11
(+15), Language 5 (Abyssal,
Atlantean, Enochian, Latin, Sanskrit),
Notice 4 (+8), Search 4 (+8), Sense
Motive 13 (+17), Stealth 3 (+5)

FEATS

Attack Specialization (Spellstaff
Spells) 3, Defensive Attack,
Defensive Roll 2, Distract (B/uff,
Dodge Focus 2, Equipment 3,
Fearsome Presence 4 (Linked to
Arcane Aura +0), Improved Critical
(Spellstaff Spells) 2, Improved
Initiative, Sidekick (Book of
Shadows) 29, Taunt, Trance

POWERS

Arcane Aura (Enhanced Charisma
+10), Device 10 (Easy to Lose,
Atlantean Spellstaff [Magic 10
(Base: Mystic Blast; AP: Create
Object, ESP (Visual), Obscure
(Visual), Telekinesis), Flight 5, Force
Field 8 (Impervious +1)]), Magic 5
(Base: Mind Control; AP: Immunity
(Cold, Disease, Heat, Poison,
Suffocation; Sustained +0),
Comprehend (Animals 2, Languages
2, Objects 1), Concealment (Auditory
plus All Visual), Healing, Mystic
Passage, Stun 5), Super Senses 4
(Magical Awareness, Acute,
Extended, Radius)

EQUIPMENT

Body Armor (Protection 3),
Commlink, HQ (as Sanctum
Sanctorum)

AT |[CM| SV | SK | FT [PW| DB

30 |22 | 9 |16 |50 | 60 | —

| DESCRIPTION |

Brimstone is the only name anyone has for this
contentious mage. He has purposely kept his past shrouded
in mystery, including things such as age or even where he’s
from. His former teammates in the Sentinels believed he did
this for dramatic effect, but the Covenant knows its one more
line of defense against his mystical enemies — of whom he
has many, including a number of members in the
organization he’s currently being forced to help.
Unfortunately for Brimstone, while the Sentinels knew next
to nothing about his history, trading their protection for his
help solely because of their need for his mystical expertise,
the Covenant has exact records concerning his predations
on the unwary throughout the occult community and a list of
the items he has stolen. As fractious and tense as his
relationship was with the Sentinels, his current situation is
ten times worse — not only does he need the protection of
the Covenant, he has no choice but to aid them on their
terms, not his, while under the influence of the powerful geas
placed on him. He is watched like a hawk whenever he is in
any chapterhouse, and strenuously avoided by Covenant
members that don’t have to spend time with him. What little
trust he had earned with the Sentinels is in the past — the
Covenant know his reputation thoroughly, several of its
members have suffered from his thieving ways, and if their
seers weren't certain he was a necessary evil, they would be
dealing with him through warded bars instead of across oak
tables.

Brimstone is very reserved. Whether this is a normal
part of his personality, or simply a survival trait picked up
over the years is anyone’s guess. His current teammates
know his cryptic demeanor is a front, the furthering of his
self-embraced image as an all-knowing man of mystery. He
speaks little, and though not overtly rude, is noticeably a
stranger to concepts of empathy, common courtesy, and
private property. He stays worried all the time about what will
happen after his usefulness is over. Very worried.

A sorcerer of no mean skill, Brimstone enhances his
mystical prowess with the use of an ancient spellstaff of
Atlantean origin. His knowledge of occult matters is
extensive, and complemented by his Book of Shadows, a
tome of seemingly infinite and useful information on all
manner of subjects (and apparently sentient, frequently

QUOTE
“There are far worse things
than prison — allow me to
demonstrate a few.”

commenting on its lack of appreciation for its “servitude” to RACE SEX HT EYES
“an ungrateful dilettante”). Brimstone is also one of the most | Hyman [Male [511” [Red

accomplished liars to be found anywhere. He has proven GROUP AGE WT HAIR
guileful enough to trick even powerful demons into believing Sentinels | 30(?) | 190# |White

his fabrications (earning even more enemies in the process).
In cor_’nbat, Brimstone sta_yg back from the frohtllne and PUBLIC KNOWLEDGE
supports his teammates by sniping at opponents with black 5 [ Former member of Sentinels
hellfire or filling their minds with pain, disrupting enemy -
. - . L 10 [ Magical powers
tactics by raising sorcerously created walls of glowing sigil-

covered moonsilver, or spreading inky fields of impenetrable 15

darkness. 20 — -
25 | Bad reputation in mystical

[ BOOK OF SHADOWS | community

30 | Ties to the Manus Gloriae

Book of Shadows: PL 10 (182 points); Init +0;
Defense +10/+1; Atk +0 (+0 Unarmed); SV Tgh +10, Fort
—, Ref +5, Will +15; Str —, Dex 10, Con —, Int 30, Wis 30,
Cha 14;

Skills and Feats: Bluff 15 (+17), Know (Arcane Lore)
15 (+25), Notice 15 (+25), Sense Motive 15 (+25); Eidetic
Memory, Improved Defense, Ritualist, Ultimate Skill (Know (Arcane
Lore));

Powers: Comprehend 4 (Languages 4), Flight 2, Immunity 30 (All
FORT Effects), lllusion 2 (Visual), Immunity (Mental Effects),
Regeneration 31 (Injured 3, Disabled 3, Recovery +10, Ability Scores
5, Resurrection 10), Shield 7;

Drawbacks. Limited mobility and no hands (Common, Major), -4
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QUOTE

“Yeah, I'm just likable that
way.”

RACE SEX HT EYES
Human M Varies | Varies
GROUP AGE WT HAIR
Covenant | Varies(?) | Varies | Varies

PUBLIC KNOWLEDGE

5

10

15

20

25

Reputed to be an angel

30

Associated with the Covenant

CHE——"AL G0N FRLES ——

—
_\_.l b
[ DESCRIPTION | [P Angelic PTS
According to ancient legend, when man was first put 14 Investigator 328
upon this earth, Heaven gave to the lowest order of
2;1r?eerlsa;he |t‘askhof watching over mankind. UnI|I_<e the STR| 25[+7 TGH LIFT
gelic choirs, these angels, known as Grigori,
would stay on Earth alongside man. At least, that's what DEX| 15|+2 +12 |1600#
the legends say. Those within the Covenant who recruited FORT | LEAP
the man who only calls himself Chronicle make no secret CON| 28| +9 +10 | 17 ft
of their belief that he is one of that ancient breed. He INT| 18| +4 REF INIT
himself has never corroborated nor denied the truth of +5 +2
that belief, and has only pointed out, after violent wis| 28 |+9 WILL KB
circumstance once forced him to manifest wings in front CHA| 28 |+9
of witnesses, that there are always many explanations for +15 -6
the different things the Covenant has dealt with in the
shadow world in which they move. He has mentioned in ATTACK DEFENSE
passing, however, that he has brethren, and that they +6 +6
were exiled among humanity — a statement many take as DAMAGE
supporting the Grigori legend -- though he hasn’t +7 Melee
mentioned why they were exiled. What is known to his GRAPPLE SIZE
associates is that Chronicle is old. Very, very old. Only one +13 Medium
mystery surrounding him has been answered as yet, the
reason behind his involvement with the Covenant, as they SKILLS

have never found another like him. Thanks to records
liberated from the Skein Sisters, secretive allies of the
Eightfold Web, the Covenant, and Sabbath, now know
that she is Chronicle’s daughter. He has since admitted
that, yes, he came seeking Sabbath after learning of her
existence and membership there. This has complicated
their relationship, but both are making efforts to work
through it.

Chronicle has proven capable of moving in any circle
or group, with people just seeming to accept his presence
as if he belonged among them. Different people seem to
see him differently. A black man may see him as a
distinguished black gentleman, while a Nordic
businessman would look and see a tall blond man with
striking blue eyes. People see what makes them
comfortable. Further, and seemingly the source of his odd
name, with no more than a look Chronicle also seems to
know everything about any person, from the name of
their 3" grade teacher to how much they cheated on last
year’s taxes; and he can force feed all that experience
back to a person, at least the negative aspects of it, in a
withering mental assault that normally leaves that person
curled into a crying, fetal ball, overcome with guilt over
their past actions.

Chronicle very seldom joins combat directly. He acts
more as the reconnaissance and infiltration specialist.
When forced, he can demonstrate greater than human
strength and a preternatural awareness of his
surroundings, but only moderate fighting skills. He doesn’t
like fighting, and much prefers using his “guilt-stare” to
disable opponents without doing lasting harm.

[ NOTES |
The Detect (Background Information) power takes
some careful adjudicating. A good rule of thumb is to make
a Notice check for Chronicle whenever he meets or sees
someone. A DC 10 check will net the basics, DC 20 hidden or
secret information, and DC 30 everything worth knowing —
including things the person themselves may not know.

Concentration 4 (+13), Diplomacy 6
(+15/+19), Gather Information 14
(+23), Know (Arcane Lore) 12
(+16), Notice 4 (+13), Sense
Motive 12 (+21)

FEATS

Attractive, Connected, Ritualist,
Well-Informed, Ultimate Skill
(Gather Information [Only for uses
of Well-Informed Feat])

POWERS

Communication 4 (Languages),
Flight 4, Immunity 22 (Age, Life
Support, Critical Hits, lllusion
Effects, Interactions Skill Effects),
Illusion 12 (All Senses, Linked to
Mind Control or Nauseate +1; PF:
Selective), Mind Control 12 (Area:
Burst +1, Continuous +1, No Range
-1, Limited: One Command Only
[“Accept Me/ | Belong Here] -1;
PF: Mental Link), Guilt Stare
[Nauseate 14 (Area: Shapeable
+1, Range: Standard +1, Limited:
Sense Dependent [Eye Contact]
-1)], Protection 3, Regeneration
23 (Bruised 3, Injured 3, Staggered
3, Unconscious 3, Disabled 3; Ability
Scores 3; Resurrection 5), Super
Senses 14 (Darkvision, Detect
Background Information (Ranged,
as Sense), Detect Evil (Ranged, as
Sense), Detect Lies (Ranged, as
Sense), Mystic Awareness,
Postcognition [Only to know the
past and secrets of a subject in view
-1], Psychic Awareness)

DRAWBACKS

Mystic Being — Can be summoned
and bound with proper rituals (Unc,

Mod, -2)

AT |CM | SV | SK | FT |PW | DB

82 |24 |10 |13 | 5 |196] -2
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PL Reluctant PTS | [ DESCRIPTION |
16 Archmage 273 At the moment that Geoffrey Crowley took possession
of the fragment from the Gates of Hell that would give him
his nom de guerre, “Shard,” somewhere in the world a child
STR| 12| +1 TGH LIFT was born. From an early age, that child lived and breathed
DEX| 12 |+1 +10 | 260# magic, able to accomplish feats reflexively and instinctively
FORT | LEAP that other practitioners spent years learning and striving to
CON 13|+1 +5 11 ft master. Spells and bindings came to him
INT| 18|+4 REF INIT unbidden, with the ease that others learned
+5 +1 new words. And as he grew, he found he could
wis| 28| +9 WILL B tap and channel energies on a scale that
CHA| 23| +6 14 5 disconcerted the few teachers he encountered and
- left them filled with awe.
When the stars finally aligned for the choosing of the
ATTACK DEFENSE first Magus Maximus to hold the title since the Renaissance,
+12/+6 +6 none of the powerful and learned remembered seeing that
DAMAGE particular young man enter the Tower of Testing — but all
+12 Blast remember his exit from the Jade Gate, having defeated
GRAPPLE SIZE willworkers and entities of legendary power. Some Magus
+7 Medium Maximi had chosen to become conquerors and tyrants,
others had isolated themselves and made great workings
SKILLS that cemented their place in the history of their craft. Dr.

Bluff 9 (+15), Concentration 15
(+24), Craft (Artistic) 6 (+10),
Diplomacy 6 (+12), Escape Artist 6
(+7), Handle Animal 6 (+12), Know
(Arcane Lore) 16 (+20), Language 6
(Abyssal, Arabic, Atlantean,
Enochian, Latin, Sanskrif), Notice 6
(+15), Search 6 (+10), Sense
Motive 10 (+19), Sleight of Hand 6
(+7), Stealth 6 (+7)

FEATS

Animal Empathy, Artificer, Attack
Specialization 3 (Spells), Benefit
(Status — Magus Maximus [whether
he wants it or notj), Connected,
Endurance 2, Fearless, Improved
Critical (Spells) 4, Power Attack,
Precise Shot, Ritualist, Trance

POWERS

Animal Control 4 (PF: Mental
Link), Device 10 (Staff, Easy to
Lose [Absorption 10 (Energy, goes
to Healing; Energy Storage +1,
Power Magnet +1, Magic Only —
1)]), Immunity 10 (Magic), Magic
20 (Wide Array +1, Base and all AP
are Dynamic; Base: Mystic Blast 12
[Penetrating +1; PF: Homing 4];
AP: Create Object 12 [Duration:
Continuous +1; PF: Precise,
Progression 1, Stationary, Tether],
Eldritch Fire [Blast 10 (Area:
Cone+1, Alternate Save: FORT
+1)], lllusion 10 [All Senses], Mystic
Binding 12 [Blocks Sight +1; PF:
Reversible, Indirect 3], Mystic
Passage 8 [Portal +2, Accurate +1],
Telekinesis 10 [Damaging +1,
Perception +1]), Protection 9,
Regeneration 18 (Recovery Bonus
+9, Resurrection 9; Unreliable -1),
Super Senses 8 (Detect Magic
[Ranged, as Sense, Accurate, Acute,

Extended 2, Radius])

Rune chose (or had been chosen for) the role of
defender, guarding Earth’s peoples from the many
threats the mystical world began birthing with
regularity. It was he who stalemated Sepulchre’s
ambitions during the fiend's most active period, he
who defeated and sealed Earth off from the Empire
of Thorns, he who defeated and imprisoned the
Eidolon, the Prophet of Tears, the Nightmonger, and so
many others. But, it was Shard and his compatriots, the self-
styled “Seven Sins,” that most often returned to torment
Rune.

When Shard finally attempted the ritual he had built
toward for years to swing open the Gates of Hell, Rune
defeated him once and for all, trapping him within the
structure of the gates the villain had tested. But the price of
victory was high. Rune had few friends and allies, all of
whom gathered with him to face his greatest challenge...
and all of whom died for their loyalty. Cradling the body of
his lover Thiera, Rune wandered off the battlefield,
disappearing for three decades. The majority of Earth’s
mystical community eventually wrote him off as dead.

Then Shard’s children grew into their own power, intent

QUOTE

“Don’t suppose it'd do any
good to give you an
opportunity to just give up?
Didn’t think so. Fine. Let's get
this over with, then.”

freeing their fath d might h to shake th RACE SEX_HT EYES
on freeing their father and mighty enough to shake the Human Male 1510" |Razel
courage and resources of what few willworkers stood against
. GROUP AGE |WT HAIR
them. Lady Absinthe of the Covenant, loathe to break her
Covenant ? 180# | Grey

word but seeing no other choice, sent the Seraphim to a
small tavern in a forgettable little town in New England,
where they found Rune. Forcing him out of the bottle that

PUBLIC KNOWLEDGE

had been his refuge all these years, the Seraphim have 5

made Rune once again accept the mantle of his destiny -- 10

grudgingly, angrily, and with much resistance. Someday, he 15

may even forgive them for it. 20 | Some kind of mystic hero from
Rune is a tremendously powerful sorcerer, despite the the 60’s and 70's

years he’s refused to use his gifts. Though his dissolute 25 | Magus Maximus

lifestyle has managed to wear away most of his defensive 30 | Forced out of retirement recently

enchantments, or make them unreliable, he’s still quite hard

to hurt, and capable of truly impressive displays. Still incredibly
DRAWB,ACKS - - versatile, his “rustiness” makes tapping reserves beyond a certain
A_ttemptmg to use Magic at r_ugher point unpredictable, however. His staff acts to draw in ambient
direct ranks than 12 results in the | magical energies to heal him, though he seldom uses it for
G_M s choice of _the Side Effec_t, defense against the arts as he is every bit as immune to external
T|r|n'g, or Unreliable flaws being magical effects today as he has ever been — instinctively
?AFi’rF])"eg)tO that power usage (UC, channeling even the greatest magical energies right back into the

—1

cosmos around him. He still refuses to use the appellation
AT |CM | SV [ SK | FT [PWI DB | «pocior himself, as he always has, though those around him
46 | 24 | 13 | 26 | 18 |148] -2 | continue to use it as a show of respect.
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SABBATH

Chapter 2: Allies |

QUOTE

“Please. | don't want to hurt
you, and | won't let you hurt
me.”

RACE SEX HT EYES
Human F 5'8” Brown
GROUP AGE WT HAIR
Covenant 25(104) [ 121# |Black

PUBLIC KNOWLEDGE

5

10

15

20

25 | Natural magical void

30 | Associated with the Covenant

—
_\_.l b

| DESCRIPTION | PL PTS

Among the many places behind which the Covenant 12 Demonbane 280
has hidden over the years are a number of charities. In
the early years of the 20" Ce_ntur_y, a foundling was _Ieft on sTR| 8 |1 TGH LIFT
the steps of an orphanage with ties to the organization.
The note attached to the infant’s basket made it clear that DEX| 11 |+0 +2 160#
whoever left the baby girl knew of the orphanages’ true FORT LEAP
patrons. She was named after the day she was found, the CON| 15|+2 +4 9 ft
Sabbath. INT| 14 |+2 REF INIT

As the girl grew into a woman, she displayed a +4 +0
remarkable serenity and a calming influence on all those wis| 28 [+9 WILL KB
around her. Eventually she demonstrated remarkable CHA| 28| +9 +15 1
mystical abilities as well, such as being able to heal with a =
touch, to turn blows and attacks with a word, and most
importantly, to effectively shut down all magic, spells or ATTACK DEFENSE
otherwise — with no more than a glance. Originally assigned +2 +3
to the Order of Solomon due to her tremendous (and DAMAGE
seemingly innate) knowledge of Demonology, an assault on -1 Melee
her chapterhouse by dark forces, during which she helped GRAPPLE SIZE
repulse the attackers when all others fell, showed her true +1 Medium
value to the Covenant. She has spent the last few decades
serving ably in the Seraphim, never sparing herself the time SKILLS

to worry about origins. The revelation that her long-time
teammate and confidante is her father, and has always
known this, has finally allowed her associates to see the
emotional turmoil hidden behind Sabbath’s normally serene
demeanor. She has grudgingly accepted his excuses, and
the insistence that he will tell her everything he can when he
can... but she isn't pleased with the situation and both are
having to struggle to regain the easy working relationship
they held before. The only pieces of information he has yet
shared are that he only discovered her mother had been
pregnant long after the birth, and that Sabbath is only the
second of her kind — neither item doing more than raising
new questions.

Sabbath hasn’t aged physically in quite some time, still
appearing as the attractive dark-haired beauty of her
twenties. She carries herself gracefully, showing respect to
everyone she meets. Her curly black hair is worn long, but is
sometimes covered in a hooded cloak she wears. Her
clothing is old fashioned, with many layers, all in dark and
somber colors.

Like Chronicle, Sabbath isn’t generally a direct
combatant. She’s more useful in support of her teammates.
Coordinating with Dr. Rune and Templar, she shuts down
enemy magicks, giving the two of them a serious tactical
edge in most fights. Defensively, most attacks against her or
whomever she wants to protect also fail. Spells veer off
course, bullets slow and drop from the air before they reach
her, and so on. Finally, her healing abilities, unsurprisingly,
go a long way in keeping her associates up and able to
continue their own parts.

CHE—"AL G0N FRLES ——

Concentration 6 (+15), Diplomacy 6
(+15/+19), Know (Arcane Lore) 12
(+14), Notice 4 (+13), Sense Motive
4 (+13)

FEATS

Assessment, Attractive, Luck 3,
Ritualist

POWERS

Deflect 10 (All Ranged plus
Mental; Action: Reaction +3,
Automatic +1, Ranged +1),
Healing 5 (Total +1, Empathic -1;
PF: Regrowth), Immunity 7 (Age,
Disease, lllusion Effects), Nullify
12 (All Magic at Once; Nullifying
Field +0, Range: Normal +1,
Selective +1, Action: Reaction +3,
Duration: Concentration +1), Super
Senses 6 (Detect Magic [Ranged,
as Sense], Detect Evil [Ranged, as
Sense])

AT |[CM| SV | SK | FT |PW | DB

44 110 |12 | 8 6 [200] —

=

BlackWyrm Games ¢




P

| Chapter 2: Allies

|
| 1—/_

PL Recurring PTS
12 Champion 237
STR| 20| +5 TGH LIFT
+11/+8| 800#
DEX| 20|+5| —ForT [ LEAP
CON| 20| +5 +10 | 30 ft
INT| 15|+2 REF INIT
+10 +9
WIS| 15 1+2] Wi | ke
CHA| 14|+2] | +10 | -5/-4
ATTACK DEFENSE
+13 +13
DAMAGE
Varies
GRAPPLE SIZE
+18 Medium
SKILLS

All STR/DEX Skills +15, All
INT/WIS/CHA Skills +12

FEATS

Accurate Attack, All-Out Attack,
Assessment, Blind-fight, Defensive
Attack, Defensive Roll 3, Elusive
Target, Evasion, Fearless, Improved
Aim 2, Improved Block, Improved
Defense, Improved Initiative,
Improved Throw, Jack-Of-All-
Trades, Leadership, Luck 2, Master
Plan, Move-By Action, Power Attack,
Takedown Attack 2, Teamwork 2,
Uncanny Dodge 2 (Visual, Hearing)

POWERS

Communication 4 (Languages),
Device 6 (Mithran Arsenal, Hard
to Lose [SMG w/ “Infinite Clip” of
Enchanted Bullets (Blast 5 [Autofire
+2, Penetrating +1; PF: Homing
3]), AP: “Vorpal” Blade [Strike 5
(Penetrating +1 plus Penetrating on
STR 20; PF: Mighty, Improved
Critical 5)], BFG w/ “Demonslayer”
rounds [Disintegrate 10 (Only vs
demonic targets -2)] ), Enhanced
STR/DEX/INT/WIS/CHA +20
(Only for Skill Bonuses -1),
Immunity 2 (Disease, Poison),
Leap 1, Protection 3,
Regeneration 5 (Recovery Bonus
+5), Speed 1 (10 mph)

DRAWBACKS

Power Loss: Communication, When
Encountering Languages Not
Spoken by Past Templars (U, M, -1)

AT [CM| SV [ SK | FT [PW| DB

44 [ 52 |18 | 0 |30 |94 | -1

Part 1V: The Covenant |

| DESCRIPTION

One of the many smaller groups absorbed into the
Covenant over the years was a splinter sect of the once
powerful Knights Templar. In gratitude for the sanctuary
granted them by the Covenant, that sect gave in return the
services of their champion. This champion is and has always
been the recipient of a ritual blessing that grants him the
skills and knowledge of every champion before him. Upon
the death of the current champion, a new one is
chosen and the ritual is performed on him. With all
of the memories, skills, and knowledges (and a
glimmer of the personalities) of all of his
predecessors, all of these champions, whom the
Covenant refers to simply as the Templar, seem
somewhat self-absorbed when not active. The
second trait shared by all Templars, which
sometimes makes his teammates uncomfortable,
is that none of them ever have any fear of death —
they know their replacement awaits and that they
will live on through him.

A frighteningly well-skilled combatant with
practically unmatched experience to draw on, any
Templar can, with effort, also draw on a mystical
storehouse of weapons called the Arsenal of Mithras,
which is maintained in the Paris motherhouse. Due to
the artistic temperament of the man who arranged the
magic that makes access to the Arsenal possible,
whenever calling on the Mithran weaponry, a stylized
“T” appears emblazoned on the face of the Templar.

Templar is the primary combatant in the group and
always takes point. He is implacable, relentless, and
without pity, viewing all of the battles he’s involved in as a
holy war. He simply wades in, trusting to his abilities, but
completely unafraid to die, regardless.

Appearance varies with Templar, as it's more of a
role, not just a person. The order always has the
successor candidates ready, at least three at any one
time, spread apart geographically. Once the current
Templar falls in battle, his successor is immediately
brought to the nearest chapterhouse where he is shortly
met by the ritual team and invested with the attributes of
his new role. Though as of yet there have been no female
Templars, this is due to the old-fashioned views of the
order, not any limitation of the magic involved.

During the current line-up of the group, Templar’s
associates have seen no less than eight different men fill
the position. They've learned the hard way not to get too
emotionally attached to him.

[ NOTE |
Though they are listed as any other mental/physical
skill, the GM should use his discretion. For example, no
Templar has ever been off Earth, so Knowledge (History)
applied to alien cultures should probably be disallowed.

TEMPLAR

&)

QUOTE

“I can recite a dozen
firsthand experiences of why
that won't work. How about
you just trust me?”

RACE SEX HT EYES

Human | Changes | Changes | Changes

GROUP | AGE WT HAIR

Covenant | Changes | Changes | Changes

PUBLIC KNOWLEDGE

5

10

15

20

25 | Mystic warrior

30 | Associated with the Covenant
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Background
As is the norm for facilities in use by the Covenant, this chapterhouse is quite old, and
has been in the possession of the Covenant for a very long time. Chapterhouses are long- Chapterhouse

term investments, and the Covenant’s financiers and moneymen are very careful, and very
choosy, when making their decisions. Again, as is the norm, this chapterhouse has space
and quarters for a broad number of associates from each of the orders.

Its library is matched only by other chapterhouses and a private collection or two in
terms of the breadth and quality of its materials on the occult, cryptozoology, demonology,
and the like. It has a frighteningly well-equipped and well-secured armory, and a fully
functional medical suite (that tends to see far more use than the occupants would like).
Power for the facility is provided by generators onsite. The ritual chamber is large and
stocked for an astounding number of different rituals and ceremonies.

The decoration of public areas is tasteful, elegant, and quite expensive looking — one
might even say old-world antiquated in appearance. This is intentional but misleading.
Communications and computer resources are up-to-date and top-notch, and the security
will be the best money can buy — with price no object.

The entire structure is warded against a variety of scrying and black magicks. These
wards are reset and recast well before any of them reach a point in their duration where
they would begin to weaken and dissipate.

Chapterhouse

This particular chapterhouse was built based on the designs left behind by the great
architect and eccentric Geomancer, Heinrich Von Strathan, and purchased by the Covenant
in 1910 after Von Strathan committed suicide. He had dedicated his life to discovering the
way that buildings could be used to benefit mankind, both as shelter and a boon to the
spirit — and he considered this building, also simply known as Strathan Manor, to be the
pinnacle of his work. It called for very specific construction materials. The construction was
also very ritualized in that certain rooms, such as the area the Covenant uses for its Ritual
Chamber, had to completed before any other room in the basement was began. The
overall effect was intended to somehow enhance the feelings of brotherhood and
dedication of those working and living in the building. It is unknown if the modern day
construction methods could be applied to the design without sacrificing the effects
garnered.

TGH: 15, SZ: L, Cost: 19/4; Features:
Communication, Computer, Concealed,
Defense System, Fire Prevention System,
Infirmary, Library, Living Space, Power
(Wards [Nullify 5 (All Magic, Action:
Reaction +3, Area: Shapeable +1, Selective
+1, Range: Touch -1, PF: Progression:
Area 5), Drain 5 (All Magic, Area:
Shapeable +1, Duration: Continuous +2,
Linked to Nullify +0, Selective +1; PF:
Progression: Area 5)]), Power System,
Security System 3, Workshop

*Every spellcaster and magic user
working inside the ranks of the Covenant is
required to take part in a ritual that
enables the elaborate interlinking magical
protections used by the Covenant to
recognize that person as a member. The
wards will react to any person attempting
to use a power with a mystical source
within their range who has not taken part
in this ritual. This is one of the many
reasons the Covenant watches out for
rogues within their ranks — who then
necessitate another time-consuming ritual
to remove them from the recognition
enchantments.
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Ritual Chamber

The Ritual Chamber was the first room to be completed in the construction of the manor. Strathan was quite particular in its construction
and required that materials be gathered from many mystical sites around the world. The corner stone actually is made from a small stone
taken from part of one of Stonehenge’s plinths. Each pillar in the chamber also has a sliver from the Blarney Stone in Ireland embedded
within to further enhance the mystical ambience of the room. Much like the dust taken from the foot of the Sphinx, which was mixed with the
concrete of the foundation, the actual/ mystical significance and effect is a matter of discussion and some times humor from the Covenant

members on site.
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Templar’s Reward

If one looks hard enough in the suites set aside for the Order of Michael, they would find a hidden door. This small door leads down a
rather large and beautifully decorated hallway. The hallway winds downwards for quite some time before opening into a large domed grotto.
The hall is sparsely lit and smells of lilies and incense. The walls themselves are made of rows and rows of compartments, very reminiscent of
the ancient mausoleums beneath Rome. Many are already sealed and have inscribed on them the name of the fallen Templar, when he died,
and who he truly was. This is the final resting place of past (and future) Templars. The name of the room is a sad reminder of Templar's

duties to the Covenant and his expected, eventual fate.
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Chapter 2: Allies

Acrobatics 2 (+10), Bluff 2 (+10),
Diplomacy 4 (+16/+20), Drive 2
(+10), Know (Current Events,
History) 3 (+5), Language 2
(French, Italian), Pro (Finance) 6
(+8)

FEATS

All-Out Attack, Attack Focus (Melee),
Attractive, Benefit (Wealth),
Connected, Equipment 3, Interpose,
Leadership, Luck 3, Stunning Attack,
Weapon Bind

POWERS

Protection 4, Speed 2 (25 mph)

EQUIPMENT

Cane [Strike 2 (PF: Mighty,
Improved Block 2)], Flash
Goggles, HQ [“The Flat” (Sz
Medium, TGH 10, Features —
Communications, Computer,
Library, Living Space, Security
System)], Police Radio

AT |[CM| SV | SK | FT [PW | DB

72 |38 | 3 6 |15| 6 | —

—1

pulled the last victim to safety, he was a little lightheaded.
Just as the fire department and news crews showed up, he
exited the building staggering, with a smoking body over his
shoulder.

“Who are you?” The news crews were intrigued by this
“masked” man in the tuxedo.

“I'm the best man,” came his answer.

After a few hours of observation in the hospital, he
regained his sensibilities. His friend, the groom, was there by
his side, and laughed, telling him that he’s been crowned the
city’s newest superhero, the Best Man.

And the name suited him, to a degree. Something in
the fumes had changed his body somehow, enhancing his
physical abilities. He was faster, stronger, and more resilient
than before. He felt that since he gained his newfound
powers while at a church, that they were a gift from God,
and that he should continue to devote his life to the ideals of

| |  Part V: Independent Heroes__]“
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PL| The Fashionably | PTS | [ DESCRIPTION |
11 Perfect Man 140 Davis Seth Jameson has it all, and he’s giving it away.
He was born into a respected wealthy family 29 years H
STR| 26 |+8 TGH LIFT ago. He was given both love and discipline growing up, and E
+12 |1840# inherited the ambition of his father, the financial wizard,
DEX| 26 |+8 FORT LEAP along with the compassion of his mother, the nurse.
coN| 26| +8 +8 18 f But all of these gifts and fortunate circumstances were
t just the start. Jameson was a natural athlete and leader. He
INT| 14 |+2 REF INIT excelled at physical tasks, and lettered in every sport he
+8 +8 ever played, normally as team captain. He is also a born
Wis| 14 |+2 WILL KB leader, and quite the eligible bachelor.
CHA| 26 |+8 +5 5 Speaking of bachelorhood, it was while he was at the
church, waiting to fulfill his role as best man at a friend’s
ATTACK DEFENSE wedding that he received his “gift from God.”
+10/+49 +10/+5 He heard a crash and some screams from outside. He
ran to see what was happening, and saw that there was
DAMAGE smoke rising from the building next door. Shouting back for
+10 Cane some other bystander to call the fire department, he ran into
GRAPPLE SIZE the burning building, and began to pull out injured people.
+18 Medium Some chemicals in the plant were filling the air with a foul
green smoke, and although Jameson kept his mouth covered
SKILLS by a handkerchief tied around his head, by the time he

heroism.

QUOTE

Since that time, Jameson has taken it upon himself to
act as role model and spokesman for the superhero
community. He does a lot of public appearances for charity
work; he visits kids in the hospital at least once a week; and

“Oh, no, don't actually think
of myself as the best...
merely satisfactory.”

he spends time on community service projects. He gives as

he sees need, but gives his time and his heart to causes

more often than he gives his money. Although he’s the best-

dressed hero on the block, he’s not at all afraid to roll up his

sleeves and get to work. He tries his best to look at the

RACE SEX HT EYES
Human M 6’ Blue

GROUP AGE WT HAIR
None 29 175# |Brown

long-term big picture, and determine what any given action

in the present will predicate in the future.

PUBLIC KNOWLEDGE

In combat, Jameson fights defensively as much as

5 [ Such a hunk

possible — not because he’s concerned for his own welfare,

10 | Millionaire

but because he’s genuinely concerned for his opponent’s

15 | Very polite and cultured

conscience, and prefers to give them the opportunity to
surrender with dignity. But, when the culprit's guilt and

20 | Sucker for a good cause

continued evil are clear, he has no problem apprehending
him swiftly.

25 | Actually does more behind the
scenes than you'd expect

He's quite the chivalrous swashbuckler as well, and

30 | Believes himself to be “chosen”

doesn’t see the point in doing mundanely what could
instead be done with panache.

L
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D [ DESCRIPTION | PL ] PTS
Dr. Nicholas Lewis was once a biologist specializing in 11 Batty Genetecist 155
chiroptology — the study of bats. Pound for pound, bats had
the strongest arms and heart in the mammal kingdom. His
long-term hope was that by studying bat genes, he could STR| 20 +5 TGH LIFT
find a way to help humans with heart conditions, having lost |pgx| 24 | +7 +10 |1600#
his own mother to a heart attack when he was just a boy. FORT | LEAP
Nearing the completion of his experiment to crossbreed [CON| 24 | +7 +9 15 ft
varieties of bats to find a new species of bats whose INT| 18| +4 REF INIT
cardiovascular system was compatible with humans, +7 +7
Nicholas himself fell victim to the hereditary heart ~ [WIS| 14 | +2 WILL KB
condition his mother had left him. Unable to CHA 18|+4
reach a phone for help, he had little choice but +5 -5
to inject himself with an extracted serum of
super-bat DNA in an attempt to save his own ATTACK DEFENSE
life. When he woke up, he was appalled to +7/+5 +9/+2
find that not only had he been transformed DAMAGE
into a bat-human hybrid, but his lab +8 Melee, +12 Blast
ES'SLSt?m' I(_\;vho r;ag betﬁn :Jut tc; I)u?chddur(ijng GRAPPLE SIZE
icholas’ life-and-death struggle) lay dea -
on the floor, torn to pieces. +11/+13 Medium
Desperately hoping that he himself was SKILLS

not to blame, the newly created Doctor
Chiropterus (kih-ROP-teh-russ) set out to
prove his own innocence, and to use his new
gift/curse to help others less fortunate than
himself.
He’s taken up residence in the bell tower of an
—. abandoned church in the seedy part of town, and
has set up a miniature genetics lab from equipment
and materials that he’s been able to scrounge
together over the last several months.
Doctor Chiropterus is somewhat lacking in the social
skills department, and somehow it seems that his good
intentions are always misconstrued.

QUOTE The most unusual aspect of his new personality is that
“Oh, dear God! I'm a he has the mind of a man, and the instinc_ts of a bzflt. He
1 constantly battles to retain control over his “dark side,” and
monster! g
fears to let any friend become too close, lest they put
themselves at risk.
RACE SEX HT EVES Hiding the hurt inside with a macabre sense of humor,
Human/Bat |Male |57 Yellow | poctor Chiropterus taunts his foes with wisecracks,
GROUP AGE WT FUR attempting to distract them and open themselves up to
None 46 90# Brown | attack.

He wants to regain his good name, and clear himself of
the murder charge brought against him, but the newspaper’s
slanderous attacks certainly don't help his reputation with
the public, or the Police.

His greatest hope is to find some cure for his
“condition,” and return to human form once again.

Doctor Chiropterus is a humanoid bat, complete with
wings and fangs. He can fly very aerobatically, and often
uses a swoop attack combining his flight and his talons.

His sensitive ears enable him to “see” via ultrasonic
pulses of sound. At his much-larger-than-normal-bat size, his
sonar shrieks can even be used offensively.

His body has a leathery feel to it, and is covered in a short dark brown fur. His ears are about six
inches wide and over a foot tall, poking up past the top of his head. His eyes are yellowish, pupilless, and
lidless. His nose is pugged up high, and two fangs protrude from his mouth. His arms have become large
wings, with about a ten-foot wingspan. He no longer has hands, and instead uses his clawed feet to take
their place. He normally wears a pair of specially-fitted blue jeans, and sometimes a white lab coat with
wingholes cut out.

Chiropterus has recently been given reason to regret his affiliation with the Aerie, as Cyberhawk
turned him over to the authorities. Contemplating his fate at the hands of an unsympathetic justice
system is giving the transformed scientist ample opportunity to revise his views of what constitutes
trustworthiness and what doesn't.

PUBLIC KNOWLEDGE

5 | Seriously ugly half-bat

10 | Wanted for murder

15 | Has deadly claws and powerful
shrieks

Formerly a scientist

Possibly innocent of murders
Hangs out in old church district

20
25
30

Computers 6 (+10), Disable Device
6 (+10), Handle Animal 4 (+8),
Intimidate 4 (+8), Know (L/ife
Sciences) 8 (+12), Sense Motive 4
(+6), Stealth 4 (+11)

FEATS

Attack Specialization (7alons),
Dodge Focus 4, Equipment 2,
Favored Environment (Air) 2,
Fearsome Presence 4, Move-By
Action, Precise Shot, Startle

POWERS

Flight 4, Protection 3, Sonic
Control 8 (Area: Cone +1; AP:
Blast 12), Strike 3 (PF: Mighty),
Super Senses 9 (Blindsight
[Sonar], Extended Hearing 2
[Accurate], Ultra-Hearing), Super
Strength 1

EQUIPMENT

HQ (“The Belfry” — SZ Medium, TGH
10, Features: Computer, Concealed,
Living Space; Cost: 6/2)

DRAWBACKS

Disabled: Must use prehensile feet
in place of hands (C, M, -2), Power
Loss: Flight, if wings are
immobilized (C, M, -2)

AT |[CM| SV |SK | FT |PW| DB

58 20| 5 | 9 |16 |51 | -4
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PL | Two-Dimensional| PTS
6 Detective 185
strl | —|[_TGH LIFT
+6/+3| 400#
DEX| 14| +2|—FoRT | Leap
CON —| —|| — |10ft
INT| 12| +1 REF INIT
+5 +2
S 16| +3 WILL KB
CHA| 18| +4 +5 -0
ATTACK DEFENSE
+7/+6 +5
DAMAGE
+5 Blast, +3 “Melee”
GRAPPLE SIZE
+9 Medium
SKILLS

Bluff 5 (+9), Diplomacy 5 (+9),
Disable Device 4 (+5), Gather
Information 8 (+12), Investigate 8
(+9), Know (Streetwise) 6 (+7),
Know (Behavioral Science) 4 (+5),
Pro (Private Detective) 6 (+9),
Search 6 (+7), Notice 6 (+9), Sense
Motive 10 (+13)

FEATS

Assessment, Attack Focus (Ranged),
Contacts, Precise Shot, Startle,
Well-Informed

POWERS

Animate Images 8 (Total +0),
Blast 5 (Affects Corporeal +1,
Alternate Save: Fortitude +1, AP:
Blast 5 (Affects Corporeal +1,
Penetrating +1, Only vs. Inanimate
Objects -1), Comprehend 2
(Objects; Limited: Pictures Only -1),
Immunity 30 (All FORT effects),
Insubstantial 4 (Continuous +1,
Permanent -1; PF: Innate), Nullify
10 (Electronics; Range: Touch -1),
Super Movement 4 (Air Walk 2,
Dimensional Travel 1 — Inside of
Pictures and Movies to Talk with
Inhabitants, Trackless Step),
Telekinesis 3 (Affects Corporeal
+1, Damaging +1, Range: Touch
-1; PF: Precise)

DRAWBACKS

Poor Grasp on Reality:
Automatically fails all Saves vs
lllusion Effects (Unc, Maj, -3)

AT |[CM| SV | SK | FT [PW | DB

20 |22 | 5 |17 | 6 [118] -3

| DESCRIPTION

Some detectives are hard-boiled, and some are far-
fetched. Film Noir is a black-and-white movie detective
come to life.

At a detective film festival, while some of the old
classics were being shown, the Assembly (page 98) merged
with the projection equipment during a battle against Horus,
Son of Ra (page 56). No one is sure why the image of Nat
Nails “peeled off” the screen and came to life then; it may
have been a divine event or an electronic one. But the
classic film detective has been in our reality since then, and
in fact, all of his old movies are missing their former star. His
memory hasn’t been erased from the public consciousness —
in fact, he’s still quite famous — but his image is no longer a
part of the old films, leaving hours of “dead air” in those
movies. The other characters are seen talking and reacting
to someone who isn't there.

Film Noir is two-dimensional. His telekinesis substitutes
for his Strength. He can’t be hurt by normal methods, but
that doesn’'t work against him — he can attack the real world
very effectively. In fact, he can ignore most defenses and
cause great damage with his “bullets.” Even though they
have no mass, and no apparent substance in the real world,
they still hurt like the dickens.

He can also scramble electronics on contact. Whether
that's because he’s semi-electronic himself, being a
projection of light, or because of his insubstantiality in our
reality is unknown.

As if all that wasn'’t strange enough, he can also talk to
photographs and movies as if they were alive. He can ask a
photograph hanging on the wall if anyone has walked by in
the last two minutes, and it will animate long enough to
audibly answer him. He can also “enter” a photograph or
movie. If he's searching an office and hears someone
coming, he can jump into a family portrait, and instead of a
husband, wife, and child, for a while it becomes a husband,
wife, child, and himself. He can still see and hear what's
going on in the room, and as long as he’s not spotted, he'll
be hidden in plain sight. As a result of his ability to interact
with other images, it is quite easy to trick or harm him with
illusions.

Film Noir tends to narrate his life, as if he’s expositing
for an audience. He'll say things like, “It was getting on in
the evening, so | poured myself another cuppa joe,” or
“Harvey hadn't been seen for two days, so | staked out his
apartment,” or “I shoulda known better than to trust a
dame, but there she was, large as life.” Oddly enough, these
comments are always made in the past tense, but when he
speaks to a person, he speaks in the present tense like
anyone else, although he does use a lot of pulp detective
slang. He's surprised to find that people around him know
his inner thoughts, not understanding that he narrates them
to the “audience.”

Also, he doesn’t seem to realize that the things he does
are unusual. He could walk through a wall, to gain entry to a
private office, but if asked, he'll say that he came in through
the window, even if there is no window.

Although he tells his clients that he charges $20 a day
plus expenses, he’s never collected (probably because it was
never shown happening in the movies).

'FILMNOIR

QUOTE

“There | was, defending the
world from a madman, when
the perfect pair of legs
walked into my life...”

RACE SEX HT EYES
Film M 5'10” | Grey

GROUP AGE WT HAIR
None 50 0# Black

PUBLIC KNOWLEDGE

5

It's that famous detective!

10

Ahh, it's only a movie

15

He's not really even there

20

Can talk to pictures

25

An average aim, but more
damaging than you'd think

30

Greatly affected by image
manipulations
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[ DESCRIPTION | PL| Egyptian God | PTS
Glorious Heliopolis stood shining in the heavens long 14 of the Sun 301
before the children of the Nile found the teachings of Osiris.
Chief among the enemies that envied the Heliopolitans and
worked against them was the monstrous Apophis, the STR| 40| +15 TGH LIFT
Terrible Serpent, the Nightbringer. After uncounted years of  |pex| 15| +2 +20 1800 tons
battle, she was finally subdued and imprisoned. The House FORT| LEAP
of Ra had stood strongest against her, and Horus the CON| 40 |+15 +18 25 ft
Sunhawk, Son of Ra, was chosen to act as Apophis’ jailor. INT| 10| +0 REF INIT
He performed his duties thereafter, century after century, +4 +6
long after his fellow Heliopolitans chose to remove wis| 20| +5 WILL KB
themselves from contact with the earthly realms. In all the CHA| 30| +10
long count of years, his attentions never failed save once, +15] -10/-17
and for that failure he paid dearly.
While Horus’ attention was on a battle occurring in the Ll B R
deserts north of his solitary post, fate intervened and a +12 +8
group of bandits found their way into the temple that served | DAMAGE
as the physical anchor for the celestial prison. Before Horus' | +15 Melee, +15 Blast
attention returned to his charge, Apophis had managed to GRAPPLE SIZE
invest a fraction of her divine might into a makeshift avatar, +34 Medium
a physical host she had found among the bandits. Horus
knew he would have to intervene, to hunt down the newly SKILLS

QUOTE

“You stand against the
Sunhawk himself. Pain and

failure are the paths you have

born Serpent Queen, but following his father’s dictates after
his brethren had left the Earth, he couldn’t return fully to
the Earth. A solution came moments later, as the
archaeologist Matthew MacTyre wandered into the
temple, himself an earlier victim of the bandits’
depredations. MacTyre was initially overwhelmed with what
he was presented with, and what was asked of him; but,
when shown what chaos and destruction Apophis would
wreak unopposed, he acceded and granted his form to
Horus. When the next figure appeared upon the temple’s
doorstep, it was the new avatar of the Sunhawk, and Horus,
Son of Ra flew away into the world of men.

Horus fought many battles over the next two decades,
not only against his age-old enemy, but also against many
new threats that he couldn’t stand aside and allow to prey
on mankind. His quest finally culminated a decade ago in a
mighty battle that destroyed not only the temple from which
he came, but also apparently both Horus and the Serpent
Queen. MacTyre was finally freed of his duty as host and,
not having aged a day in the intervening years submerged
within Horus, spent quite a while rebuilding his mortal life.
But recently, with the reappearance of the Serpent Queen,
friends of the professor have noted not only his
disappearance, but also sporadic sightings around the world

Diplomacy 4 (+14), Intimidate 4
(+14), Language 1 (Coptic
Egyptian), Know (Arcane Lore) 3
(+3), Notice 6 (+11), Sense Motive
10 (+15)

FEATS

All-Out Attack, Animal Empathy,
Attractive, Blind-Fight, Fearless,
Fearsome Presence 3, Improved
Critical (Blast) 3, Improved
Initiative, Inspire 3, Luck 2, Power
Attack, Ritualist

POWERS

Device 15 (Mantle of the
Sunhawk, Hard to Lose [Blast 15
(AP: Dazzle, Dazzle 10 (Area:
Cone +1), Darkness, Nullify
Darkness, Nullify Darkness 10
(Power Resistance +1)), Flight 12,
Light Control 8], Immunity 25
(Age, Blinding Effects, Fatigue
Effects, lllusion Effects, Life
Support), Protection 5,
Regeneration 14 (Bruised 2,

chosen.” that match the description of the Sunhawk, in conflict once 2 :
again with agents of the Serpent Queen. ;nlared 2, $taggzereA(:)_|2_£ Dslsab|9d
Horus is a god made flesh, even though he possesses » UNCONSCIOUS Z; ADIITY SCOrESS
EQSE fﬂil)(e :1— Svt]ii only the smallest fraction of his power while invested in 4), Super Senses 5 (Detect Evil
s MacTyre’s frame. He is unbelievably strong and very difficult | [Ranged, as Sense], Darkvision),
GROUP iGNl HAIR | o, hurt, as well as resistant to most mortal frailties and Super Strength 7 (PF:
None 35(?) |270# |Blonde | ,sqessed of healing faculties far faster than human. Thunderclap; AP: Immoveable

(Sustained +0, Unstoppable +1
AT |CM | SV | SK | FT |[PW | DB
125| —

N—

Though he possesses enough of MacTyre’s memories and
personality traces that he can function in modern society,
such as MacTyre’s language skills, he is very much, and 95 |40 | 15| 7 | 19
10 | Strong with light-based abilities noticeably, out of his element. He can be confused by the

15 | Acts like he really /s a god subtleties of the modern world, many of which he doesn’t

20 even see the need to try to understand. This arrogance can

25 easily rub people the wrong way.

30 | Somehow connected with the Dr. Matthew MacTyre is an athletically built man in

Serpent Queen his early 40s, with sandy blond hair and an infectious

smile. As Horus, he is a powerfully built man of apparent

Middle-Eastern origin, standing well over six foot in height

and wearing shining gold armor of Egyptian design.

PUBLIC KNOWLEDGE
5 | Famous '60s hero
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| Chapter 2: Allies

Part V: Independent Heroes |

|
| 1—/_

PL Little Miss PTS |_ DESCRIPTION |
10 Heroine 151 The Wildes had always been an unconventional family.
Many families earned acclaim for turning out businessmen,
str| 20| +5 TGH LIFT actors, or such. The Wildes bred adventurers, men and
+7 3 tons women who exploreq lost worlds, righted wrongs no one
DEX| 26| +8 FORT | LEAP else was around to right, and dashed the schemes of more
than one would-be world-beater. The family tradition
CON| 24| +7 +9 75 ft continued unabated until Randolph Wilde. Randolph tried to
INT| 12| +1 REF INIT live up to the family ideals — when he was a child — for all of
+10 +12 five minutes. Self-absorbed and petty, Randolph hated his
Wis| 14| +2 WILL KB family and the restraints his role in the family tradition
CHA| 16| +3 +4 3 placed on him. He played along, but only because he
couldn't really figure out exactly what he would be doing if
ATTACK DEFENSE not yvorking with his fami_ly. _Also, he krlew his Iamily would
see it as a duty to stop him if he went “astray,” and some of
+10/+8 +13 them were much too good at all the fighting and clue-finding
DAMAGE for him to go looking for a confrontation. He bided his time,
+10 Blast, +5 Melee indulging in his private little crimes on the side (just enough
GRAPPLE SIZE to tide his ego over, nothing that would attract too much
+15 Medium attention) while he tried to figure out what to do next.
Randolph’s opportunity finally came when he,
SKILLS his brother, and his two sisters were fighting one of their

family’s oldest enemies, a prematurely senile
megalomaniac called Simple Simon. Somewhere,
somehow, the lunatic had acquired a piece of

experimental technology called a Cosmic Ray Fluctuator.
Neither Randolph nor his siblings knew what the device
did, but they knew it sounded impressive, and if Simple
Simon wanted it bad enough to steal it, they needed to

get it back before he could put it to use. It took them only
a few days to track him down, and to Randolph’s
consternation, his oldest brother brought along his
daughter. It was to be Wendy’s first real case with the

rest of them, her introduction to the family business
proper. Apparently Randolph’s niece had been having her
own little adventures without brother Patrick’s consent,

and the elder Wilde wanted her to get the proper training
to do it right. Randolph didn’t care, but didn’t see the

point in arguing. While the rest of the Wildes were dealing
with Simon and his rent-a-thugs, Randolph went to look
over the machine in question. Always very good with machines, Randolph immediately saw a chance, a
chance he knew would probably never come again. A switch flipped here, an input converted to an output
and presto-chango, instant bomb. As his siblings came to find their brother, young Wendy saw him in the
distance making himself scarce and exiting Simon'’s sanitarium hideout. Behind her, the exotic device
reached a critical stage and detonated. Her father’s last act was to throw himself onto his daughter in an
effort to shield her. He died instantly in the wave of radiation that spilled in every d