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¢ Few individuals are feared throughout the galaxy as much as Stardust the
Super Wizard! Born of a race of godlike creatures on a “private star’ in a
distant galaxy, he excelled at all forms of cosmic science and magic. He
became obsessed with order and felt he had a noble calling. He would
become a hero and take his super gifts and intellect to the lesser species
of the galaxy. Much to his annoyance, he was too great and his vision of
order to absolute for the ignorant masses. The fools rejected his rule and
aid. This instigated his quest to subjugate and bring true order to the uni-
verse. To aid him in this task Stardust has recently acquired the Eternity
Crown. He now travels the universe seeking the Eternity Crystals, six powerful gems that can alter the very
nature of reality, itself.

Stardust looks like a large human, but there is just something alien about his proportions that most humans
find unnerving.
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Stardust the Super Wizard 4
First Appearance: Fantastic Comics #1 (1939) '
ACO0[19] HD 11 Attacks Unarmed (2d6) or Spell Move 18/24 Fly

Because of exposure to certain gases, he is immune to heat and cold dam-
age. His artificial lungs let him breath in space and make him immune to
inhale poisons.

As a Super Wizard, Stardust has various rays that allow him to cast the fol- * &
lowing spells:

Detect Magic, Light, Magic Missile - unlimited times per day
Invisibility, Illusion, Silence, Strength - any combination 4/day
Hold Person, Wizard's Eye, Dispel Magic - any combination 3/day
Fireball, Dimension Door - 2/day

New Equipment: The Eternity Crown - Anyone wearing this crown

gains a —2 [+2] bonus to AC and reduces 5 points of damage from every
attack against them. If the Eternity Crystals were mounted on the helm it
could reshape reality.

STARDUST MAKES HIS COMMAND MORE EMPTATIC . -
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The Obsidian Authority

Stardust is not alone in his crusade. The deadliest soldiers and assassins in the galaxy follow his orders and

aid him in his mad quest!

Xartion

Xartion is a warlord and powerful fighter from a distant galaxy.
He martials Stardust’s legions and is the unquestioned field com-
mander of the Obsidian Authority.

First Appearance: Space Action #1 (June 1952)
AC6[13] HD 7 Attacks Lasersword (1d6+1) Move 12

As a master of melee combat, can avoid many attacks. When hit
with a melee attack, he can make a saving throw. If successful
the attack is parried and he takes no damage.

H/ THEY QPENSTILL QT IT-

Droon

1 Before being into Stardust’s forces, Droon was the scientist-ruler of Nep-
1 tune. He traded his people to Stardust to be used as slaves in order to study
\§ the tyrant’s advanced technology.

Droon can cast Charm Person on anyone that looks into his eyes.

New Equipment: Personal Force Field Generator - This belt grants a —2 [+2] bonus to AC and a +1 bonus

to all saving throws.

SOME SORT OF RAY Bl LOOK AT ME! YOU
MACHINE, EH ? WHY ARE NOT INTERESTED

WERE YOU RBOUT IN THAT MACHINE! T
TO USE IT O AM YOUR MASTER!' g
YOUR PR\SONER? DO AS I COMMAND ! }
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Jawa

A former scout for the Artopod Hive, Jawa broke free
of the hive mind and became an intergalactic assassin,
garnering him the attention of Stardust.

. First Appearance: Space Western #43 (1953)
AC8[11] HD 4 Attacks Raygun (1d6+1, medi-
um range) Move 12

Jawa has a 5 in 6 chance to c/limb walls and a 4 in 6

— = chance to hide in shadows/move silently. If he surpris-
- es his opponent he may make a death attack. The tar-
get hit with this attack must make a successful saving
throw or die instantly.

. Zada of Xedes

When she lost her mate defending her planet against Stardust’s forces,
Zada realized that there was only one being in the universe worthy of
s her affections, Stardust, himself! She now serves him loyally, hoping
to earn his affection.

| First Appearance: Weird Adventures #10 (July-August 1951)
| AC7[12] HD 4 Attacks Advanced Raygun (2d6, medium range)
Move 12

Zada can cast Invisibility 2/day. In addition, she can use Dimension
Door 1/day.

Aldebarans

Aldebarans are a technologically advanced species that serve Stardust. The tend to R
use scorched earth tactics and are known for turning asteroids and small planet- '
oids into fortresses and bombs.

First Appearance: Fantastic Worlds #6 (November, 1952)
AC9[10] HD 1+1 Attacks Raygun (1d6+1, medium range) Move 12
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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 lan-
guages), 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, broad-
cast, publicly display, transmit or otherwise distribute; (d)”Open Game Content” means the game mechanic and includes the meth-
ods, procedures, processes and routines to the extent such content does not embody the Product Identity and is an enhancement over
the prior art and any additional content clearly identified as Open Game Content by the Contributor, and means any work covered by
this License, including translations and derivative works under copyright law, but specifically excludes Product Identity. (e)
“Product Identity” means product and product line names, logos and identifying marks including trade dress; artifacts; creatures
characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions
of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the
Open Game Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify
itself or its products or the associated products contributed to the Open Game License by the Contributor (g) “Use”, “Used” or
“Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Con-
tent. (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 ap-
plied to any Open Game Content distributed using this License.

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

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

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that
Your Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as ex-
pressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indi-
cate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product
Identity.

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

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

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

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

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

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

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

15 COPYRIGHT NOTICE
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