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In the heart Africa lies the secretive nation of Challia. For centuries, outsiders have sought the rich-
es of Challia and its “magic mountain.” The nation is not without its defenses though. Koroo the
Black Lion Spirit has protected the realm for many years. In recent history the governments of the
world discovered the magic mountain is actually full of uranium. This has forced the nation into the
public eye and started to make it rethink its isolationist policies. To help defend the nation Koroo
has chosen the brilliant young Prince W’akan to fight by his side.

Lion-Man

Level 7 Brawler

Real Name: Prince W ’akan
First Appearance: Al/l-Negro Comics #I (1947)

Str 17 (+1) Int 15 (+1)

Dex 14 Wis 14

Con 13 Cha 15 (+1)

7 HD (40 HP) Save: 10 Movement: 12

AC 6 [13] (Lion Armor)

Attacks: Lion Claws (X3, +9 to hit, 1d6+2 damage)
Other: Unarmed Strike (1d6 damage), Sorry About the
Furniture, Signature Weapon (Lion’s Claws)

—RThr

The young prince of Chllia, W’akan is a brilliant scientist and superb athlete and fighter. In
his youth he studied physics and engineering at the University of Light City. In addition he’s
a world traveler and has studied martial artists under many sifu.

His life and those of his people were changed recently when his nation’s uranium stores were
discovered by a Soviet spy. Challia was attacked by a team of Soviet supers. They were de-
feated by the protector spirit, Koroo (with a bit of help from Hippolyta and the Association),
but the people of Challia knew things would never be the same.

With the blessing of his mother and Koroo, W’akan created the superheroic alter ego. Work-
ing with the top scientists of his Challia, W”akan created battle armor and the razor sharp li-
on claws. Now, alongside the immortal Koroo, he protects his nation as Lion-Man!

Lion Armor - Created by the brightest Challian minds, this light weight armor (with helmet)
can stop bullets. When worn, the helmet allows its wearer to see in the dark.

Lion Claws - These nearly indestructible claws deal 1d6 damage and due to the blessing of
Koroo are considered magic weapons. In addition they give their wielder a 1-5 chance on a
1d6 to climb walls and cliffs without tools or ropes. It also allows the wearer to cast Black
Lion’s Mantle 1/day.
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Koroo the Black Lion

7 Level 7 Super-Pet

~ Real Name: Koroo the Wise
s Wiy St g.:First Appearance: Cyclone Comics #1 (1940)

‘5% Ftl Str 14 Int 12
B ' ¢ Dex 15 (+1) Wis 17 (+1)
¢ Lj Con 13 Cha 13
¥\ TC 5 HD (30 HP) Save: 10 Movement: 24/24 Climb
/o4 BVAC 5 [15] (Dexterity, Armor Super-Pet Trick X3)
R(” }‘j / 8{ Attacks: Lion’s Claws (+4 to hit, 1d6 damage)
A \z: M Super-Pet Tricks: Speech, Armor X3, Power Attack,
W a2 A Super Speed (Running), Climb, Hero Support

2 e '\, = Other: Definitely Not Human

Though he appears to be a rare black lion, Koroo the Wise is actually an ancient spirit. Created
by ancient sorcerers in what today is known as Challia, he has guided and protected the people
of the land since those days. Knowing the value of the nation’s “magic mountain” he has al-
ways encouraged the royal family to keep the borders closed. Unfortunately this is no longer

possible with the rise of costumed heroes and villains and globalization.

Koroo is very protective of W’akan, though he’s come to accept that the prince has truly be-
come a hero in his own right. He is friendly with Hippolyta of the Association, who fought by
his side in ancient days on a few occasions.

New Spell
These spells can be cast by clerics associated with Challia and Koroo.

1st Level Cleric Spells

o Black Lion’s Mantle - Range: Caster. Duration: Special. Caster gains —4 [+4] to AC for
six rounds and immunity to fear effects for 1 hour.

« Lion’s Claws - Range: Caster. Duration: 4 rounds. The caster gain an unarmed attack
which does 1d6 damage. The caster 1s considered proficient in with this attack.

2nd Level Cleric Spells

« Righteous Fury - Range: Caster. Duration: 4 rounds. Caster gains a +2 to attack rolls and
damage and a +2[-2] penalty to armor class.

3rd Level Cleric Spells

« Black Lion’s Roar - Range: 30 feet. Duration: 1d6+1 rounds. Foes of the caster be-
come frightened. Unless they make a successful saving throw, they cannot attack. They re-
try this saving throw every round.
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Everything here is Open Game Content except for the name “Light City.” All artwork is in the Public Domain. “Light City” and
this work’s Trade Dress are considered Product Identity. This is v1.0 of this work.

OPEN GAME LICENSE Version 1.0a

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

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

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

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

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

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

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

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

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

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

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

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

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

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

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