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00 
oung people from across 
the galaxy, each possess­
ing at least one special 
power, banded together 

to form the Legion of Super-Heroes 
(LSH), the greatest legend of the 30th 
century. 

From their headquarters on Earth, 
they travel to many parts of the uni­
verse in the name of justice. 

Some members have died, others 
have come and gone, but it is the team 
itself that has become legend, far 
more than simply the sum of its 
incredible parts. 

The Legion was formed when a 
spacecraft touched down at Metro­
polis Spaceport, carrying four very 
important people from the team's 
future: Rokk Krinn of Braal, Imra 
Ardeen of Saturn, Garth Ranzz of 
Winath, and R.J. Brande, one of the 
richest men in the United Federation 
of Planets (UP). 

Hired killers were waiting for 
Brande, but the three youths saved his 
life- Imra by using her telepathy to 
detect the attempt, Rokk by using his 
magnetism power, and Garth by his 
lightning powers. 

Brande was impressed and offered 
to fund the founding of the Legion. 
From there, it was on to the stars. 

Today, the Legion has outgrown 
Brande's funding and draws mostly 
on the UPs' treasury as a quasi-gov­
ernmental organization. 

The headquarters has grown from 
a stylized rocketship clubhouse to a 
vast, self-contained complex. 

The membership, and attendant 
cast of characters, has grown beyond 
the point of keeping track ofthem all. 

And now, their next adventure can 
be at your command . . . .  

USING THIS BOOK 
This book is intended as a special­

ized Who's Who of the 30th century. 
There is some information contained 

�\\c�c\opedia ga/actica 
INTRODUCTION 

herein that has never before been 
published. On the other hand, space 
limitations prevent us from including 
everyone, but we think we have pre­
sented an interesting cross-section of 
the heroes and villains of the 30th 
century, adaptable for use with the 
DC Heroes TM Role-Playing game. 

The Gamemaster (GM) can use this 
book as a source for his own cam­
paigns. It should be used as a spring­
board for adventuring in the 30th 
century. As such, a few basic things 
should be kept in mind. 

When role-playing 30th century he­
roes, specifically the Legion, it is 
important to recall the type of role 
you are playing. The Legionnaires 
themselves are very different from aU 
other heroes, by virtue of the society 
they live in and their ages. There are 
other young heroes (the Teen Titans), 
but the personal histories of those 
heroes are dominated by the troubled 
series of events that made them he­
roes in a world where the normal 
path is otherwise. 

The Legionnaires live in a universe 
where having distinctive powers is 
not terribly unusual or prejudicial, 
and where most of them could have 
lived perfectly ordinary lives without 
effort if they so chose. Instead, they 
elected to become heroes. In role­
playing terms, this means a dispro­
portionate number of motivations of 
Upholding Good or the Thrill of Ad­
venture, as opposed to groups where 
Responsibility of Power, Seeking Jus­
tice, or Unwanted Power are more 
prevalent. 

This does not mean that the Legion­
naires are entirely happy in the lives 
they lead, but perhaps more so than 
other young heroes; they recognize 
the voluntary nature of their com­
mitment. When they clash with each 
other, as people inevitably do, it is less 
likely to lead to a fracturing of the 
group, but rather leads to the forming 

of smaller groups or cliques within 
the Legion. 

There are three types of adven­
tures that GMs can run: 

1. Players as Legionnaires/Existing: 
The Players take the part ofLegion­
naires that appear(ed) in the Le­
gion series, either recreating ad­
ventures that have already taken 
place, or by creating new ones. 
Unless the GM wishes to diverge 
widely from Legion history, care 
must be taken to maintain contin­
uity by not killing m(\jor heroes or 
villains. 

2. Players as Legionnaires/New: 
The Players take the part of totally 
new recruits joining the Legion 
(such as the five members who 
were admitted to the most recent 
open call). This will allow the Play­
ers to stay together as a small 
group-within-a-group, but still inter­
act with the other Legionnaires, 
have access to their equipment, 
etc. Again, care must be taken to 
stay within Legion history. Further­
more, as such adventures would 
take place in the Legion's near "fu­
ture," (as the Players would ob­
viously have not appeared in the 
Legion up to this time) the GM 
must have a keen eye toward fore­
telling the probable course of cur­
rent Legion plotlines. 

3. Players as Other Heroes: 
This gives the GM the greatest 
degree of freedom, as the Players 
take the roles of a group of heroes 
other than the Legion. The Players 
might become members of estab­
lished groups such as the Lallor­
ians or the Wanderers, or might 
form their own 30th century group. 

Please note that the order in which 
the Legionnaires are listed is the 
chronological order in which the Le­
gionnaires joined the Legion. 

3 



4 

ased on the limited in­
formation available in the 
published chronicles of 
the Legion, the inherent 

contradictions between varying chron­
icles and certain information avail­
able at this time only to their cur­
rent chronicler, we have attempted 
to assemble a history of the Legion. 
Interpretations contained in this 
history are strictly those of the 
chronicler. For convenience, this 
history has been divided into the 
fourteen years we believe comprise 
the existence of the Legion in 
Earth-calendar years. 

Year 1 
The history of the Legion begins 

with the Brande incident and the 
commitment of the three founders to 
forming the team. Cosmic Boy, Saturn 
Girl, and Lightning Lad choose their 
heroic names, and under the spon­
sorship of R.J. Brande (with no gov­
ernmental status), build a headquar­
ters in Metropolis. 

As the HQ nears completion, a 
computer system is installed and 
asked to choose a team leader, after 
the fashion in which Earth's Presi­
dent is at least partially selected. 
Cosmic Boy wins the analysis, based 
partially on his charisma and reliabil­
ity. Cosmic Boy then presides over the 
drafting of the Legion Constitution by 
Brande's lawyer. 

The founders solve the theft of 
the Quintile Crystal neede to acti­
vate Mrtropolis' first fusion power­
sphere and are rewarded with offi­
cial status eqivalent to the Science 
Police. This begins the long and 
often difficult relationship between 
the two organizations. 

Similar small crimes and problems 
occupy the Legionnaires, and two 
new members are admitted before 
the HQ is completed: Triplicate Girl 
and Phantom Girl. Both are attracted 
by early reports of the Legion's found­
ing. Earth and the United Planets 
(UP) are going through a peaceful 
time, so most Legion missions remain 
confined to "good deeds." 

The Legion continues to grow as 
Chameleon Boy, Colossal Boy, and 
Invisible Kid are admitted. With eight 
members proving ample to deal with 

the challenges facing the Legion, they 
vote to allow new members to join 
only at periodic "open calls." 

The Legion's first major docu­
mented case occurs when they are 
summoned to Metropolis University's 
Time Institute, and battle a rogue 
Green Lantern named Vidar. Here the 
Legionnaires learn of the experi­
ments in time travel being conducted 
by Circadia Senius and Brainiac 5. 

Cosmic Boy suggests that the Le­
gionnaires invite 20th century legends 
Superboy and Supergirl to visit and 
join the Legion. On the first passage of 
the Time Bubble, the Legionnaires 
attempt to recruit Supergirl, but a 
freak Red Kryptonite accident denies 
her membership on her ftrst attempt. 
Both she and Brainiac 5 are admitted 
shortly thereafter. A third time trip 
brings Superboy into the fold, and a 
fourth (made by Lightning Lad solo) 
inadvertently reveals the existence of 
the Legion to Lex Luthor. The first 
year ends with eleven active Legion­
naires. 

Year 2 

With the Legion Constitution still in 
a formative stage, no election process 
has been decided on, but Cosmic Boy 
requests a vote o f  con fidence.  
Abstaining himself, he is re-elected 
for a second year as leader. The 
Legion is called upon by the Science 
Police (SP) and/ or planetary govern­
ments for occasional missions, often 
with only one or two Legionnaires 
going on a specific task. Taking them­
selves more seriously as a result, the 
Legion sets up a training process for 
new members run by Brande's aid, 
Marla Latham. 

Ultra Boy becomes the first "trained" 
Legionnaire, and wins his member­
ship on a journey to Superboy's time. 

The membership continues to grow, 
with Star Boy inducted after demon­
strating the (temporary) powers that 
make him (for the moment) the might­
iest Legionnaire, followed by Shrink­
ing Violet, Sun Boy, and Bouncing 
Boy. 

On another journey the Legion of 
Super-Pets is founded as an auxiliary 
organization and secretly helps the 
Legionnaires to defeat an invasion of 
Earth in the 20th century. 

As the year closes, Lex Luthor sends 
a robot to battle the Legionnaires, 
and is defeated when Mon-El tem­
porarily leaves the Phantom Zone 
under the protection of a serum cre­
ated by Saturn Girl. Although he 
must return to the Zone, Mon-El is 
awarded membership, followed rap­
idly by Matter-Eater Lad. The active 
membership stands at eighteen (al­
though two members are time travel­
ers, one is trapped in the Phantom 
Zone, and Star Boy is on medical leave 
recovering from injuries incurred 
when he lost his additional powers). 

Year3 

Now an established institution, the 
Legion begins to acquire a reputation 
throughout the UP. Saturn Girl is 
elected leader after Cosmic Boy de­
clines to seek a third term, and Light­
ning Lad becomes the Legion's first 
casualty, dying as Zaryan the Con­
queror attacks Earth. This is the first 
time the Legion defends the 30th cen­
tury against invasion. 

While the publicity of Lightning 
Lad's heroic death sweeps the galaxy, 
Mon-El is freed from the Phantom 
Zone by Brainiac 5 to take the dead 
hero's place. Simultaneously, Ayla 
Ranzz journeys to Earth to take her 
dead twin's place, and after a brief 
impersonation of her brother, is ad­
mitted as Lightning Lass. 

This wave of publicity attracts an 
unprecedented number of applicants 
for membership. Five rejected appli­
cants form a secret Legion of Substi­
tute-Heroes (Subs), hoping to help 
the regular Legion in moments of 
need. Element Lad comes, seeking 
protection from the space pirate­
Roxxas who has destroyed his world's 
entire population. He is originally 
admitted under the name Mystery 
Lad. One embittered Legion reject, 
Jungle King, forms a Legion of Super­
Monsters (LSM) to battle the Legion. 

The Legionnaires fmd themselves 
facing more deadly foes, including the 
mysterious Time Trapper, creator of 
an "Iron Curtain" of Time that pre­
vents the Legionnaires from traveling 
into their own future. In part these 
greater battles stem from the public­
ity the team receives, in part from 



their increased acceptance from law­
enforcement officials on many worlds. 
F'or the first time, there are numerous 
missions important enough to occupy 
the whole Legion's effort. 

Proty, Chameleon 13oy's pet, sacri­
fices his life-force to revive Lightning 
Lad, and during the first brief mem­
bership of Dream Girl, Lightning Lass 
becomes Light Lass, enabling her to 
stay in h�Legion. 

Tiui Legion of Substitute-Heroes is 
discovered, and its members are ac­
cepted as honorary Legion members 
and eservists, along with Jimmy 
Olsen (as Elastic Lad) and'Bouncing 
Boy, who beeomes the first Legion­
naire to eave the team after lpsihg nis 
powers. An early peak of21 members 
is reache(t during Dream Girl's mem­
bership, b'ut the year closes with a 
total of 19. 

Year4 

The headquarters takes fairly mod· 
ern form after the installation of 
sophisticated �ission-monitoring 
equipment, and the Legion iS rec�g-� 
nized as an importtant part of Earth's. 
defenses. Saturn Girl is re-elected as 

Legion leader. This �ognition is!Jl� 
notable as both Command Kid and 
Dynamo Boy make a,.ttempts to�­
trate the Legion and lfail. 

Now the Legionnaires have be�n 
to put aside small crimes and pro}?­
lems entirely and are preoccupied 
with major battles. The HeroesofL,al­
lor are deluded into believing he 
Legionnaires are evil and attackJThe 
Legion also faces Lex Luthor, a Biz­
arro version of the Legion, the adult 

LSV (traveling through time t>ack to 
the Legion's youth from an alternate 
future-line), and in an unchronicled 

battle vs. Mordru, when he first at­
tacked Earth. 

Lightning Lad's troubles continue 
as he loses an arm to Space Moby Dick 
and is then temporarily dominated 
by Dr. Lars Hanscom under the iden­
tity of Starfmger. 

For the first time in Legion history, 
a year passes with no changes in the 
membership, although the Legion­
naires meet Lone Wolf and eventually 
offer him membership. 

Year5 
Brainiac 5 is elected Legion leader 

in recognition of his technological 
contributions to the Legion. The Le­
gion is now a legend throughout the 
UP. 

Trag dies continue, however, as 
BeastBoyOfLallor goes renegade and 
is killed, and applicant Kid Psycho is 
discovered to be slowly killing himself 
by using his powers. Topping it off, 
Brainiac 5 uses his leadership role to 
divert funds into a research experi­
me that creates Computo, a lethal 
cQrputer, which kills one of Tripli­
c te Girl's three selves. 

The Legion Constitution faces its · {!rst great test as Star B�y �s exp�lle� 
for using his power to ktll m an met­
dent that could have been solved in 
another way. 

The Legion has become the great­
est defender of Earth. Twice alien 
races attempt to inflltrate the Legion 
in advance of invasion. In the first 
instance, three spies from Murra are 
allowed to infiltrate as Magnetic Kid, 
Blackout Boy, and Size Lad and are 
tricked into revealing their world's 
location. 

The second inflltration becomes one 
of the Legion's greatest cases, as four 

new members are simultaneously in­
ducted: Nemesis Kid, Princes Projec­
tra, Karate Kid, and Ferro Lad, only 
to face the first invasion by the 
Khunds. Nemesis Kid turns out to be 
evil and is able to damage Earth's abil­
ity to repel the invaders before being 
discovered. The Legionnaires are sore­
ly tested. The year ends with 21 active 
members recovering from their tribula­
tions. 

Year6 
Invisible Kid is elected and presides 

over what is possibly the Legion's 
most frantic and dangerous year: Dr. 
Regulus strikes, followed by the reap­
pearance of Vidar, now calling him­
self Universo, and then a battle with 
Evillo and his Devil's Dozen brings 
Dream Girl, Star Boy, and Bouncing 
Boy back into the Legion. They are 
also introduced to the White Witch. 

Now frequently spread thin across 
the UP, only five Legionnaires are on 
Earth when word arrives of a Sun­
Eater threatening to destroy Earth 
and the Milky Way. This leads the 
Legion to bring together the galaxy's 
five worst villains as reinforcements. 
They call themselves the Fatal Five. 
Even with their help, however, the 
Sun-Eater is only defeated at the sac­
rifice of Ferro Lad's life. It is believed 
that Ferro Lad's ghost may have re­
turned to save the Legionnaires from 
the renegade controller, who was the 
Sun-Eater's master. 

Having learned of the Legion's pow­
er during their previous battle, Uni­
verso now attempts to have the team 
outlawed as he covertly takes control 
of Earth by impersonating its presi­
dent. The Legionnaires, even as out­
laws, defeat Universo with the aid of 
his son, Rond Vidar, who is awarded 
honorary membership for his assis­
tance. 

Following major battles with the 
original Hunter and Dr. Mantis Morlo, 
the Legionnaires are summoned to 
Talok VIII to find out why the peace­
ful world has turned warlike. Guided 
by Talok VIII's heroine, Shadow Lass, 
they discover that the Fatal Five has 
conquered the world, and begin a 
galaxy-spanning battle that culmi­
nates in the destruction of the Legion 
HQ on Earth. 

Shadow Lass joins the Legion, and 
the UP recognizes the team's contri­
butions by taking over the principal 
funding of the Legion from Brande. 

As the new HQ, which incorporates 
the newly founded Legion Academy, 
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is being built, the Dark Circle makes 
its first attempt to invade Earth, tak­
ing advantage of the destruction 
caused by the Fatal Five and the 
anarchy stirred up byUniverso. Brain­
iac 5 repels the invasion, using a "Mir­
acle Machine" given to the Legion by 
the Controllers as a reward for their 
defeat of the renegade. 

The year ends with the UP recogniz­
ing that Earth stands because of the 
Legion's victories. Mordru breaks free 
and attempts to slay his jailers. A 
record of 24 active members receives 
the world's adulation. 

Year7 
At the suggestion of the exhausted 

Invisible Kid, the Legion switches to 
half-year terms for its leaders and 
Ultra Boy is elected. 

Tarik the Mute founds the LSV, and 
Lightning Lad finds his long-lost bro­
ther Mekt, (Lightning Lord), as one of 
its members. Legion Academy trai.n,­
ees Timber Wolf and Chemical King 
are instrumental in infiltrating and 
defeating the LSV and are awarded 
Legion membership. 

With the Legion's reputation at its· 
height, and virtually all of Earth's 
en�mies defeated, the Legion ge,ts a 
respite. The year passes with $everal 
encounters with criminals (jncluding 
the Taurus Gang, controlled by crook­
ed SP ChiefZoltaurus) and heroes of 
other worlds, such as the Wanderers. 

As Karate Ki<J akes over Legion 
leadership for the second half of the 
year, a UP tax law requires the 26 
member Legion to shrink to 25 or 
fewer members. Superboy elects to 
resign. The balance of the year is 
remarkably uneventful. 

YearS 
This is possibly the least-chronicled 

or least-interesting year of Legion 
history, with Mon-El and Ultra Boy 
each serving as Legion leader for a 
half year. 

Even those villains who acted a­
gainst the Legionnaires or Earth did 
so in petty ways, and we know only 
the actions of Mordru and Lightning 
Lord. 

At this time there are no changes in 
membership. 

Year 9 
Mon-El is elected Legion leader for 

a full year, reflecting a return to tra-

dition possibly inspired by the pre­
vious year's quiet. On the contrary, 
however, this again is a year of major 
events. 

Bouncing Boy loses his powers 
(again) and weds Duo Damsel, with 
both leaving the Legion, followed rap­
idly by Supergirl as Su perboy resumes 
active membership. Matter-Eater Lad 
quits when drafted into politics on his 
homeworld (Bismoll), and a hero ori­
ginally named Erg-1 joins the Legion 
as Wildfrre. 

Tragedy strikes the Legion as Invis­
ible Kid dies at the hands of Valid us, 
but this is almost to be expected in a 
year in which virtually all of the 
Legion's major foes battle them: Dr. 
Regulus, Tyr, the Fatal Fiv� ... tarfin-

'r:,"'''._,j ger, the Khunds1 , . l.lla,c),t-�o¥-ace, and 
Grimbor and<t,��-��te the most 
notable. ori1�(9�1'!� � 
·,The LSV����{ ffi�mes into its own 

'ri8ht, 'wlth11 S���£mperor acting as 
\ead�r J �ur�g· Tarik's imprisonment 
and mariy n�w members recruited. 

Pttls�t�· Stargrave makes his first 
appearance and begins to plant con­
tradictory indications as to his true 
nature. The Time Trapper, on the 
other hand, battles the Legionnaires 
but is secretly an imposter sent by the 
real Trapper. 

The membership continues to evolve 
during this eventful year, as Karate 
Kid switches to part-time status and 
moves to the 20th century to prove 
himself to Princess Projectra's father, 
and Tyroc joins, making the active 
membership at year-end 24. 

Year 10 
Wildfire is elected Legion leader as 

the newer members begin to assert 
themselves. Wildfire immedi 

brings in Dawnstar, who has been at 
the Legion Academy. 

The Dark Circle attempts another 
attack on Earth by infiltrating the 
government, but Chemical King sacri­
fices his life to prevent their agent 
Deregon from starting World War VII. 

The most momentous events of the 
year begin with the resignation and 
marriage of Saturn Girl and Light­
ning Lad. During their honeymoon, 
the so-called Earthwar begins: Earth 
is invaded by a coalition of the Khunds 
and the Dark Circle, under the secret 
control of Mordru. Unlike previous 
invasions of Earth, this one causes 
widespread devastation and is only 
repelled by a united effort of the Le­
gionnaires, Subs and ex-Legionnaires. 
In the aftermath the prestige of the 
Legion is even greater than before, 
and the Constitution is revised to 
allow Lightning Lad and Saturn Girl 
to rejoin. 

Other events of the year include 
attacks by Pulsar Stargrave, the Fatal 
Five, Grimbor, border incidents with 
the Khunds, and the accidental crea­
tion of the Infinite Man. 

As the year ends, one of the 24 
active members begins to go insane 
from the stress of the events. 

Year 11 
Seeking a return to tradition the 

Legionnaires elect Lightning Lad as 
Legion leader at the beginning of a 
troubled year. Omega, a monster ulti­
mately shown to have been created 
by the now-insane Brainiac 5, at­
tempts to destroy Earth and is re­
pelled, but only when Matter-Eater 
Lad is summoned to eat the Miracle 
Machine Omega sought. Matter-Eater 
Lad becomes even madder than Brain­
iac 5 in the process. 
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The pace of major battles continues 
unabated, as many old enemies of the 
Legion strike again: Dr. Mantis Morlo, 
the Fatal Five, Mordru, Grimbor (now 
further embittered by Charma's 
death), the phony Time Trapper, Dr. 
Regulus, Computo, and the Khunds. 
They are joined by a number of other 
villains, facing the Legion for the flrst 
time: the League of Assassins under 
the guidance of Tharok's clone, the 
so-called Dark Man, the Psycho-War­
rior, and Organus. 

Psychological problems are an im­
portant part of the year's events, as 
Brainiac 5 is gradually cured of his 
insanity and cures Matter-Eater Lad 
in turn. Lightning Lad undergoes a 
mild breakdown from the burdens of 
leadership, with Element Lad taking 
over as acting leader. Chameleon Boy 
learns that Brande is his father and 
reacts aberrantly, nearly causing a 
war between the UP and the Khunds, 
and is imprisoned as a result. 

The year also sees several member­
ship changes: Blok shakes off the 
Dark Man's domination and joins; the 
new Invisible Kid gains the powers of 
the original and is invited to member­
ship; and both Superboy and Tyroc 
resign. Karate Kid returns from the 
20th century as Projectra becomes 
Queen of Orando, both taking reserve 
status as the year ends. 

Unknown to the Legion, Shrinking 
Violet is kidnapped and replaced by 
an imposter. 

Year 12 
The Servants of Darkness strike 

across the universe, gathering power 
for their master, who was acciden­
tally awakened by Mon-El and Shadow 
Lass several months before. The Ser­
vants steal power from Mordru and 
the false Time Trapper, among oth­
ers, and attack the White Witch, who 
joins the Legion. Dream Girl is elected 
Legion leader as it is revealed that the 
Servants' master is Darkseid, the 
mythic god of evil (perhaps because 
her precognitive abilities intuitively 
make her one of the few optimists on 
the team at the time). 

Darkseid's plans are foiled, and he 
vanishes. WildfJ.re makes an exuber­
ant and taunting remark that causes 
Darkseid to curse the Legion for 
hubris. Darkseid promises them dark­
ness growing from within, and the 
purest of them will be the frrst to go. 

The aftermath of the battle with 
Darkseid sees the White Witch award-

ed membership and Light Lass resign­
ing, returning to a commune on Win­
ath in search of a simpler life. Light 
Lass spurns Timber Wolf when he 
refuses to join her. 

Chameleon Boy is released from 
Takron-Galtos for his part in battling 
the galaxy-wide attack of Daxamites 
under Darkseid's control and rejoins 
the Legion. Unfortunately, Chameleon 
Boy discovers he has lost his powers, 
and is forced to journey back to Durla 
to recover them. Brande makes the 
trip with Chameleon Boy (his son) 
and this causes a long-delayed recon­
ciliation. 

As the year continues, Yera is able 
to successfully continue her imper­
sonation of Shrinking Violet and falls 
in love with and secretly marries Col­
ossal Boy while in disguise. Element 
Lad discovers the Violet imposture, 
and the real Violet is found in a sens­
tank on Imsk. Held captive by Imskian 
radicals, Violet is embittered and 
toughened. Yera turns out to have 
been an innocent dupe, and she and 
Colossal Boy decide to continue their 
marriage. 

Marriage also fmally unites Karate 
Kid and Queen Projectra, as the Kid 
becomes the Queen's consort on 
Orando. 

During the year the Khunds con­
tinue to be restive, and the Emerald 
Empress, the Dark Circle, and Light­
ning Lord battle the Legion. 

Year 13 
Element Lad takes over as Legion 

leader. The Legionnaires battle the 
mysterious beings known as Omen 
and the Prophet. 

This year brings major changes to 
the Legion, which begin as a new 
headquarters is built by Brainiac 5 
and the newly tamed Computo. 

The year's events are dominated by 
the resurgence of the LSV, now led by 
Nemesis Kid. The LSV capture Orando 
and attempt to transport it to a more 
hospitable dimension, one without 
any interfering heroes. 

Captured by Lightning Lord during 
this adventure, Light Lass is subjected 
to pyschic torturers, but her Light­
ning powers are inadvertently re­
stored. These events convince her to 
rejoi11 the Legion, and she plays an 
important role in the defeat of the 
LSV. 

The ultimate defeat of the LSV is at 
great cost to the Legion: Karate Kid is 
killed by Nemesis Kid, and in turn 

Queen Projectra executes Nemesis 
Kid, claiming royal privilege. Projec­
tra and the Leaders of Orando then 
decide to complete the journey to 
another dimension, taking them away 
from the complications of life in the 
UP. 

Saturn Girl and Lightning Lad have 
their frrst child, Graym. Unbeknownst 
to them, however, Graym is a twin 
(following in his father's genetic her­
itage). His twin brother is stolen from 
the womb by Darkseid and reshaped 
into Valid us, in fulfillment of the curse. 
Saturn Girl and Lightning Lad un­
knowingly watched their child kill a 
Legionnaire before he was "born," as 
Darkseid sent Validus back years 
through time. 

These events, as well as battles with 
the Dark Circle, the Persuader, the 
Khunds, and the destruction of an 
armory world belonging to the Con­
trollers by fJ.ve Legionnaires, round 
out the year. As Year 13 of the Legion's 
history ends, the three founders re­
sign in favor of a less active, advisory 
role, leaving the team at 19 active 
members, the lowest count since the 
end of Saturn Girl's second term. 

Year 14 
Element Lad is re-elected, becom­

ing the ftrst Legion leader since Saturn 
Girl to serve two consecutive terms. 
The year begins with a massive open 
call for new Legionnaires, and fJ.ve 
new members are inducted: Polar 
Boy (who announces the disbanding 
of the Subs), Tellus, Quislet, Magnetic 
Kid, and the enigmatic Sensor Girl. As 
a result of the CRISIS ON INFINITE 
EARTHS, Kid Psycho is totally wiped 
out of existence while conducting 
rescue operations, and the InfJ.nite 
Man is accidentally taken out of the 
time loop he was condemned to at the 
end of his first appearance, only to 
have his chronal energy channeled 
back to the beginning of time by the 
White Witch. 

Tyr returns, leadillg the mobile 
homeworld of his race on a trail of 
destruction toward Earth, and one of 
the Controllers summons the ftve 
Legionnaires who had destroyed his 
armory world the previous year, pre­
venting him from amassing a Sun­
Eater powerful enough to destroy the 
planet-cum-gun platform. A new Fatal 
Five, led by the Emerald Empress, 
begins to form. 

This is the current year of Legion 
history. 
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Invisible Kid I 
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Invisible Kid II 
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Magnetic Kid 

Duo Damsel Matter-Eater Lad 
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[[] 
t goes without saying that 
the thirty-seven indivi­
duals who have been or 
are currently Legion­

naires are the major focus of this 
book. In this, the main chapter of the 
Sourcebook, you will fmd the DC HE­
ROES statistics and background for 
those individuals. These heroes have 
been the backbone of law enforce­
ment in the 30th Century for the last 
14 years, each possessing at least one 
unique extraordinary power deemed 
useful. 

Of the thirty-seven listings herein, 
five of them are deceased, all but Su­
pergirl have died in Legion battles. 
Five others, including the three char­
ter members, are currently on reserve 
status, while three others (Superboy, 
Matter-Eater Lad and, Tyroc) have 
either permanently resigned, or are 
unreachable. 

That leaves twenty-four active 
members as of the summer of 1986, 
this writing. There is no doubt that 

other members will eventually emerge, 
and future releases from Mayfair may 
include them. 

It should be noted that many of the 
regulations regarding Legion mem­
bership have fluctuated over the ye­
ars, as far as qualifying powers is con­
cerned. While there is a Constitutional 
clause forbidding duplication of pow 
rs, it should be noted that there are 
several exceptions to this. Both Mon­
El and Superboy have roughly similar 
powers, but Superboy's Legion mem­
bership is essentially both honorary 
and permanent, therefore allowing 
another hero with similar powers to 
join. Both Ultra Boy and Blok possess 
great strength and near-indestruct­
ibility, but Blok absorbs and reflects 
energy, while Ultra Boy also has the 
unique powers ofPenetra- and Flash­
Vision. As long as a Legionnaire has at 
least one power unique from that of 
anyone else in the group, he is qualifi­
able. The only exception to this was 
when Lightning Lass and Lightning 

Lad were members at the same time 
after the former's electrical powers 
were reactivated. This was only al­
lowed with the understanding that 
Garth would be resigning very shortly 
after her sister's return. 

Although several Legionnaires use 
equipment and all Legionnaires use 
flight rings, transuits, etc., the Legion­
naire's qualifiable primary power can 
never be machine-supplemented or 
generated. Life support equipment 
such as that possessed by Tell us and 
Quislet is always allowed. 

All Legionnaires are listed here in 
chronological order of their joining 
the Legion. Although Projectra only 
reappeared in the Legion as Sensor 
Girl recently, her "Sensor Girl" stats 
can be found under the Projectra list­
ing. Characters were listed in this 
manner so that if read in a linear 
manner, you can get a picture of the 
Legion as it developed from its found­
ing. An alphabetical listing can be 
found in the center pullout. 

Emblems of the Legion of Super-Heroes 

Cosmic Boy Saturn Girl 

Brai.Itiac 5 Superboy 

Element Lad Lightning Lass 

tA' t 
Wildfire Dawnstar 

Lightning Lad Duo Damsel 

Ulr:ra Boy Star Boy 

Dream Girl Sensor Girl 

l!J 

• 1,· 
�. 
.�,�. 

Blok Invisible Kld li 

Phantom Girl Chameleon Boy Colossal Boy Invisible Kid I 

Shrinking Violet Sun Boy Bouncing Boy Mon-el 

Ferro 1,-ad Karate Kid Shadow Lass Chemical King 

fyJ 0o8 �� \ 
White Witch Polar Boy Magnetic Kid Quislct 

Supergirl 

Timber Wolf 
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COSMIc HOY "'"'"' l( .. kk /(,...... H·�······ 
D1-:x: 6 STI!: 
h·1� 8 WJt.L: 

l:·m,: 4 AuRA: 
lN!'I'JATIVI·:: 18 (23) 

PowElls· 

4 Bonv: 5 
6 MJNo: 6 
3 SPIRIT: 4 

HEll() POU\TS: 80 

Flight: R Magnt•t il' Cont rol: 1 7  
SKII.I.'i 

Charisma: 4, Martial Artist.: 5. Sd10lar 
(II islory-l·:arth & 20th n·n1.u ry ): 6, 
Vt•hicll's: f> 

\'t I .  1-:IV\IIII.ITII·�o.;, 

Loi's Vuln<'rabilily: all l'ow<'rs an• 
1Wiuc<'l1 1 o  <! in 1 h<' pr<'S<'ll<'<' of l I 0 
rh•gre<•s 1 1\•mp<'ratun•s 

MoTI\'ATil•K l'pholding tht• (:ood 

Wt·:AI.TII· AfllUC'Ill 
.Jon I1C'sl'lv<' L<'gionnairf' 
f{An:: !Iuman 

osmic Boy wa� born on 
garth wh<'n his parents 
were J iv i n g t h e re as 
ntigrant workers from 

Braal. As n atives of Braal, Hu and 
8wa Krinn possessed thr! power of 
Magnetic Control, a racial adaptation 
developed to battle the magnrtic mon­
sters indigenou� to the planet. The�e 
powers were passed on to t.hcir sons 
Rokk and Pol. Tht• fam ily returned to 
Braal but Rokk decided to travel to 
Earth in SC'arch of work when he 
reached adulthood at age 14. 

On route to Earth, t.he Brande inci­
dent occured and Rokk chose to be­
come one of the three cha: ter mem­
bers of the Legion, assuming the name 
Cosmic Boy. He was selected as the 
Legion's first leader via computer 
analysis and led the Legion through 
its first two years. During this time, 
Cosmic Boy's exceptional qualities of 

�"c�c\oped ia galactica �������� ( .. OSMIC B� 

leadership and charisma helped the 
Legion grow to e ighteen members, 
establish ing its un ique st.yle and si.zC', 
and helping the Legion become int e­
gral ly related with the govern·rnent of 
the United Planets (UP). 

Cosmic Roy is an Earth his tory buff, 
partially as a result of being born on 
the mother planet. It was this in tcrest 
that. led the Legionnaires to reach 
back in time and induct the two 20th 
century heroes who partially inspired 
the Legion's formation. 

Besides being a history buff, Cosmic 
Boy is also a traditionalist. He's the 
chief of protocol of the Legion, presid­
ing over elections and changes in the 
constitution, and is a generally con­
servative influence on the copstantly 
ch anging Legion. 

Kujui, a martial art of Braalian 
origin, is one of his hobbies along with 
magno-ball. 

His noH•ri�·t.y as Legion lcad('r a t ­
t racted t.ht• not il '{' of I .yclda .J a t  h ( ce 
' ight. Girl)  Aftt•r :;o nw t imP. ' ight 

G irl and Cosmic Boy h ad a la.st ing 
love affair. 

Cosmic Roy's family was rrcently 
struck by a tragedy wh<>n a fireball 
i nciden t. consumed t.heir neighbor­
hood on Earth. Ewa (Cosmic.: Boy's 
mother) was k illed and both H u  ( his 
father) and Pol w�·re badly injured. 
Th is t ragedy led Pol t.o c hoose t.o u��> 
his magn etic.: powers and join the 
Legion as Magnetic K id. This also 
helped Rokk to dec ide to leave active 
membership status for t h e  first time 
since the Legion's founding. 

Cosmic Boy is now a reserve mem­
ber and special advisor to t.he Legion. 
He and Night Girl have been taking a 
protracted vacation, a portion of 
which will be spent on 20th century 
Earth. 

I I  
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[§] 
aturn Girl was born Imra 
Ardeen on Titan, a com­
munity whose members 
possessed great men tal 

powers of various manifestations be­
cause of the influence of Saturn's 
rings and bacl<ground radiation. Her 
powers, in the form of mind-reading 
and mental communication, were of 
an extraordinary level even for Titan 
standards, and she developed her 
skills extensively at t he Academy 
there. Recruited by the Science Police 
(SP), she traveled to �arth to com­
plete the formalities of joining the 
force. 

On route to Earth, the Brande inci­
dent occurred, and Imra decided to 
become one of the three charter 
members of the Legion of Super­
Heroes under the name of Saturn 
Girl. During Cosmic Boy's term as Le­
gion leader she served as a loyal but 
quiet member, basically remaining in 
the background. When Cosmic Boy 
decided to give up his leadership (at 
the end oftwo years), the first Legion 
election was held. 

SATURN GI� 

Coincidentally, this first election 
was held just as Saturn Girl received 
warning that the Legionnaires were 
doomed to die repelling an invasion 
of Earth by Zaryan the Conqueror. 
She withheld this knowledge from the 
others and used her mental powers 
to win the election. As leader, she 
used the Constitution and trickery to 
ensure that she was the only Legion­
naire to face Zaryan. However, Mon­

�1, still impr�soned in ·the Phantom 
Zone, warned .L!ghtning Lad, and 
Garth and he sacl· ificed his life to save 
Saturn Girl -"' 

Satu�;n Girl th�n won an open elec­
tion and led the I::egion during two 
successive demanding terms, during 
which time the Legion became a ga­
lactic legend. She began her term at­
tempting to sacrifice her life to revive 
Lightning Lad, only to have Proty I 
take her place an d  perform the ulti­
mate sacrifice instead. It was also 
du ring this time that she surrendered 
her heart to Lightning Lad, who had 
fallen for her on the day they met. 
This began a love affair that has cui-

Field: 6, Hypnotism: 1 7, 
Will: 5, Mind Blast: 7, Mind 

Probe: 15, Telepathy: 20 

SKILLS: 
(*Linked) Martial Artist•:  6, Scient­
ist":  14,  Vehicles·: 6 

LIMITATIONS: 
Miscellaneous Power Limitation: 
Hypnotism, Mind mast and Mind 
Probe only have a maximum range of 
4 APs. 
Miscellaneous Power Limitation: If 
Mind Blast is used, must make an 
Action Check with BODY as Acting 
Value and levels of Mind mast used 
as Opposing Value. A failure means 
unconsciousness until a liccovcry 
Check is made. 

MOTIVATION: Upholding the Good 

WEALTH: Afnuent 

JOR: Reserve Legionnaire 

RAO:: Human 

minatcd in marriage and children. 
Saturn Girl left active membership 

for a brief t.ime after her marriage 
when the Const itution prohibited 
married members, and again recently 
after childbirth. She and Lightning 
have one son named GraYJn, but 
Graym's twin was stolen at birth by 
Darkseid. The stolen child was trans­
formed into the being known as Vali­
d us, and transported back through 
time by Darkseid so Validus actually 
fought the Legion before his birth. 

Saturn Girl is thought of as the '·Icc 
Quecn" byseveral of the Legionnaires, 

but her somewhat imposing exterior 
is mostly the result of the fact that 
she has to keep up constant mental 
barriers to keep others' thoughts from 
intruding. Long ago she swore never 
to usc her powers to probe into the 
thoughts of her comrades no matter 
how extreme the circumstance is. 



LIGHTNING LADaliasCarrh Rat�zz-RI'Serl!C 
DEx: 7 STR: 4 BODY: 5 
INT: 6 WILL: 5 MIND: 6 
INFL: 3 AURA: 3 SPIRIT: 4 
INITIATIVE: 16 HERO POINTS: 50 

POWEllS: 
Energy Absorption: 12, Lightning: 20 

SKILl.<;: 
Gadgetry: 3, Medicine: 4,  Science: 4 

LIMITATIONS: 
Energy Absorption only works against 
electrical attacks 

MOTIVATION: Responsibility of Power 

WEALTH: Affluent. 

Jou: Reserve Legionnaire 

RACE: Human 

arth, his twin sister Ayla, 
and his elder brother, 
Mekt, were taking a space­
craft back from a party 

on another world when the craft lost 
all power and crashed on the stormy 
world of Korba!. The three attempted 
to get the native "lightning monsters" 
to recharge the craft's batteries. The 
discharge from the creatures struck 
the youths instead of the craft, imbu­
ing the three with their own lightning 
powers. They used their new power to 
recharge the ship and returned to 
their home planet of Winath .. Shortly 
thereafter, Mekt vanished into the 
underworld of the galaxy and Garth 
decided to go to Earth to trace Mekt. 

On route, the Brande incident oc­
curred, and Garth chose to become 
one of the three charter members of 
th.e Legion with the name of Light-

�\\c�c\opedia galacfica �
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ning Lad. In large part he had two 
motivations: it seemed like a good 
way t.o search for Mekt, and it kept 
him close to Saturn Girl, with whom 
he had fallen in love. 

Garth then discovered that his elder 
brother Mekt was using his powers 
under the name of Lightning Lord 
and was active in founding the LSV. It 
is theorized that an effect of their 
mutual powers contributed to Light­
ning Lord's insanity and a breakdown 
that Lightning Lad suffered when 
elected to serve as the Legion's elev­
enth leader. 

Ironically, Lightning Lad's greatest 
tragedy is one he knows nothing about 
(as of yet). Shortly after his and 
Saturn Girl's return to the Legion 
(following an absence required by the 
then-current version of the Legion 
Constitution forbidding married mem­
bers, subsequently amended), Imra 
gave birth (see Saturn Girl's descrip­
tion). 

Garth resigned active membership 
for reserve status after the birth of 
Graym. 
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IT] riplicate Girl was born 
Luornu Durgo on Cargg, 
a world whose triple sun 
allowed its inhabitants 

to evolve the power of splitting into 
three identical bodies. Hearing of 
the foundation of the Legion of Super­
Heroes, Luornu realized that the 
Legion could be her opportunity to 
escape the anonymity of Cargg and 
become famous using her powers on 
a world where they'd be distinctive. 
Borrowing money from her parents, 
she traveled to Earth and then 
demonstrated her power by separ­
ately convincing each of the three 
charter members that she had a 
"mystery'' power that could benefit 
the team. On arrival at their new 
headquarters, they discovered all 
three heroines were really the same 

young woman. 
Taking the name Triplicate Girl, 

Luorn u setved honorably as a Legion­
naire, battling against such foes as 
Mordru and serving as an occasional 
member of the Espionage Squad. 
She faced her most tragic moment 
when the renegade computer, Com­
puto, murderea one of her three 
bodies. Th psychic a9d physical 
trauma caused by the loss was 
indescribable to a non-Carggian, but 
Luornu's other tmo selves survived 
the shock and she Tetained Legion 
membership as Duo Damsel. 

After a long crush on Superboy 
became obviously futile, she became 
involved with Chuck Taine during 
one of the periods in which he had 
lost his Bouncing Boy powers. When 
she apparently lost her powers at 

DUO DAMSELa�iasLuon•u Ourgoraine-,._,� 

DEx: 5 STn: 4 Boov: 4 
INT: 5 WILL: 4 MIND: 4 
INFL: 3 AURA: 3 SPIRIT: 4 
INITIATIVE: 13  (17) HERO POINTS: 30 

PowERS: 
(As Triplicate Girl) Split: 3 
(As Duo Damsel) Split: 2 

SKILLS: 
Ma1·tiaJ Artist: 3, Vehicles: 4 

MOTIVATION: Thrill of Adventure 

WEAI-TH: Afnuent 

JOB: Legion Instructor 

RACk:: Humanoid 

the same time as the third fading of 
Chuck's powers, he proposed to her. 

At the wedding, Luornu was kid­
napped by Starfmger, where the loss 
of her power was revealed as a ruse 
set up by the master villain so that 
he could obtain the power of dupli­
cation for himself. His plan was 
foiled and her power restored, but 
she was still forced to retire from 
the Legion because of the Constitu­
tional ban against married Legion­
naires. 

The couple came back into action 
to combat the Khund invasion of 
Earth, then later retired for a brief 
time to a colony, then returning 
briefly to active duty and fmally 
going back to Reserve status. Both 
now serve as teachers at the Legion 
Academy. 



PHANTOM GIRL aliM Tiuva Wazzo 

DEx: 7 STR: 3 Boov: 4 
lNT: 6 WILL: 5 MIND: 4 
INFL: 4 AURA: 3 SPIRIT: 4 
INITIATIVE: 1 7  (20) HERO POINTS: 65 

POWERS: 
Dispersal: 35 

SKILLS: 
Martial Artist: 3, Vehicles: 4 

MOTIVATION: Upholding the Good 

WEALTH: Affluent 

JoB: Legionnaire 

RACE: Humanoid 

hantom Girl was born 
on Bgtzl, an otherdimen­
sional world separated 
from Earth's universe by 

a vibratory barrier. Although some 
chronicles have identified Bgtzl as 
occupying a space parallel to Earth's 
in another dimension, it is not an 
alternate universe and was not des­
troyed in CRISIS ON INFINITE 
EARTHS. 

Like all inhabitants of her native 
world, Tinya Wazzo had the power 
to transform herself into an im­
material, but visible, phantom. She 
was attracted by the spreading fame 
of the new Legion of Super-Heroes 
so dropped out of the highly restric­
tive girls' school and stowed away 
on a cargo vessel bound for Earth. 
Earth and Bgztl had developed a 
regular trade, which was handled 
entirely by crafts taken across the 
gap between universes by Bgztl 
natives. As a stowaway, she had to 
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make shift on her own power, timed 
along with the ship so as not to 
become stranded in space. 

Using her powers to become a 
phantom to enter the new Legion 
headquarters undetected and un­
opposed, she demonstrated her 
worthiness to a member of 
the Legion. arne Phan-
tom Girl, ., ... �� .... ._. 
secutive "'"'''"''"'"' 
tory. Her 
to make the 
against other 

When Ultra 
pear to be a c 
track down a 
Phantom Girl only Legion­
naire to continue to believe in his 
innocence. This act of faith was the 
beginning of a romance between the 
two that still continues. 

Tinya is a member of the Legion 
Espionage Squad, and her power is 
specific enough that she can mate-

rialize only one portion of her body, 
such as a flst, while keeping the rest 
of her body in a phantom state. She 
has a limited ability to make objects 
in contact with her become phan­
tomlike as well, such as clothing, 
transuits and tools (if she can carry 
it without pushing or using HPs, she 
can Disperse with it). As a phantom, 
she can enter the Phantom Zone 
with no mechanical assistance, much 
as a human can enter water even 
though he has evolved to breathe 
air. 

Phantom Girl's brother, Gimya, 
promised to take care of her on their 
father's death bed several years after 
she joined the Legion. Since then, 
Gimya has discovered that it's easier 
said than done. He continues to live 
on Bgtzl, as does Phantom Girl's 
mother, but visits Earth occasion­
ally. Gimya does not have a very high 
opinion of what he considers Tinya's 
reckless endangerment of her life. 

1 5  
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[QJ 
hameleon Boy was born 
on Durla, a quarantined 
planet inh abited by a 
race of aliens with vast 

shape-changing abilities. It is believed 
that the Durlans acquired this ability 
in the so-called "Six-Minute War," a 
nuclear Armageddon that took place 
around the time of the Greek civiliza­
tion's cultural high point on Earth. 
Durla has been quarantined since 
initial contact with the UP, because 
the tribes now inhabiting Durla reject 
outsiders' assistance in restoring their 
world and have a generally hostile 
attitude toward all other races. 

A number of members of Chame­
leon Boy's tribe differed with this 
point of view, however, and served as 
contacts with the initial UP explor­
ers. Among the native tribesmen was 
Chameleon Boy's biological father, a 
Durlan who chose to leave his world, 
took the name Rene Jacques Brande 

and changed to a human form as his 
guise. 

Chameleon Doy !mew nothing of 
his father's life beyond Durla, but 
decided to follow him off-world. He 
found no trace of his father, but dis­
covered that prejudice against the 
few other Durlans who had emigrated 
was enormous. He took h� name of 
Reep Dagg e (his true tine being 
unpronounc abJe to tynans) and 
moved in wit two o hdribal elders, 
who took him ·n as an dopted son. 

Reep wante to change he galactic 
prejudice agi · st his eo le through 
good works, a d p n hearing of the 
Legion decided it"wo ld be an excel­
lent and very visible place to do so. He 
was inducted at the same time as 
Colassal Boy, who became his close 
friend and dubbed him Chameleon 
Boy after the color-changing Earth 
lizard. 

Unknown to Reep, it was his own 

CHAMELEON BOY a�;,..s fltX·p tJagytc 
o�:x: 7 STR: 4 Boov: 6 
lNr: 9 WILL: 7 MIND: 6 
INn: 4 AuRA: 4 SPIRIT: 4 
lNITIATTVE: 20 24 HERO Po1Nrs: 6 

POWERS: 
Dispersal: 4, Omni-Arm: 13, Shape 
Change: 1 0  

SKILlS: 
Artist/ Actor:5, Detective: 10, Martial 
Artist: 4, Spy: 1 0  

LIMITATIONS: 
Loses all powers when exposed to 
Cancelite. 

VULNERABILITIES: 
"Hard" radiation (20 AP+ ), Rare Miscel­
laneous Loss-Permanent. Range: 1 .  
Affects all powers. 

MOTIVATION: Upholding the Good 

WEALTH: Multimillionaire 

Jon: Legionnaire 

RAe�;, Strange Humanoid 

father, now frozen into his Brande 
identity, who had helped found and 
fund the Legion. The two were only 
reunited years later when a medical 
emergency arising from the fever that 
had trapped Brande revealed· their 
hereditary connection. Their personal 
relationship was tenuous thereafter, 
only growing somewhat closer in a 
period during which Rcep lost his 
powers. Reep and Brande journeyed 
back to Durla to restore Chameleon 
Boy's powers in a pre-Armageddon 
technological device. 

Chameleon Boy serves as the per­
manent head of the Legion Espionage 
Squad in recognition of both his pow­
ers and of his detective skills, which 
are among the best on the team. He is 
normally a fairly easy, outgoing per­
son, but when he is investigating a 
vital case he is deadly serious. 



[§] 
im was on vacation from 
the Science Police Train­
ing Academy, hiking on 
Mars, and was the only 

one present to witness the crash of a 
strange glowing meteor. The meteor's 
radiation altered his genetic struc­
ture, giving him the power to grow to 
a variety of giant sizes at will. At his 
normal height he found he was strong­
er than a normal human, while at 
twenty-five or thirty feet tall he had 
the ability to lift tons. 

Giro's family had a long tradition of 
police and military service, dating to 
a 20th century ancestor who was an 
Israeli war hero. Giro's parents con­
vinced him that his new powers should 
not cause him to leave law enforce­
ment, but join the Legion of Super­
Heroes instead. His mother, Marte, 
was then a professor at Metropolis 
University, but later served as the 

e\\c�c\opedia galacfica 
COLOSSAL BOY 

computer-elected President of Earth, 
and his father, Wynn, is a retired 
officer of the UP fleet. 

Gim bade farewell to the Science 
Police Academy and to a trainee he'd 
been dating named GiGi Cusimano. 
He applied for Legio� · me�bership. 
He was accepJ.ed. .. as the. fiist Earth 
native on �h:� te�, taking'the name 
Colossal fJ!>Y· . . "' · :-: 

Colossal Boy .· has;;.setve steadily 
with th - �9!l i$InC� hi§ " duction, 
his only 'laJ?Se being, wh�p.t he was 
forced to j9iri':;t e ):egipn: · f Super­
Villains wqen lliS :p�entsWere turned 
to glass byT-ati!C tb���� . The Legion 
eventually invest-iga£e'd the situation 
and was able to recover and restore 
Giro's parents. 

For several years Colossal Boy had 
a crush on fellow Legionnaire Shrink­
ing Violet, although the attraction 
was not reciprocated, and he con-

COLOSSAL BOYauasGim Atl<m 

DEX: 8 STR:(6) 30 BoDY: 20 
INT: 6 WILL: 7 MIND: 5 
INFL: 5 AURA: 4 SPIRIT: 4 
INITIATIVE: 1 9  HERo PoiNTS: 70 

POWERS: 
Growth: l 5  

SKILLS: 
Detective/Law and Police Procedures: 
6, Vehicles: 8 

LIMITATIONS: 
STR can never be higher than 2x the 
APs of Growth but can never be lower 
than 6 

MoTIVATION: Upholding the Good 

WEALTH: Affluent 

JoB: Legionnaire 

RACE: Human 

tinued to be involved with other 
women. When a Durlan actress named 
Yera was convinced to infiltrate the 
Legion as Violet, she responded to 
one of Giro's periodic passes and the 
two were ultimately married. When it 
was revealed who "Violet" actually 
was and that Yera had been the dupe 
of a radical group on the planet Imsk, 
the marriage was eligible for annul­
ment, but the two chose to make a go 
of it. The two are now happily mar­
ried, makingtheonlyLegionnaire/non­
Legionnaire marriage. It is not fully 
known whether a Durlan and a hu­
man can interbreed. 

Colossal Boy's training with the 
Science Police makes him one of the 
few Legionnaires knowledgeable 
about weapons. He is also a skilled 
pilot and physical combatant. 
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yle Norg was one of the 
most noted boy geniuses 
of Earth . He was a grad­
uate of Metropolis Uni­

versity at age eight with honors in 
biochemistry. His particular exper­
tise was the development of chemical 
solutions to the genetic adaptations 
that had occurred in Earth emigre 
groups on other planets and now 
were no longer advantageous muta­
tions. While exploring ways of elimi­
nating these mutations from racial 
stocks, Lyle discovered a serum that 
could cause specific mutation-an 
adaptation of the ancient chemical 
mutagens used to stimulate adapta­
tion on hostile worlds settled by Earth 
natives. 

Selecting the power of invisibility 
was achievable through this serum. 

He tested it on himself and discovered 

that it was a complete success. Feel­

ing that this new-found power was 

�\\c�c\opedia ga /acfica 
INVISIBLE ((ID I 

not something he could leave unused 
as an interesting experiment, he ap­
plied for membership in the Legion. 

Dividing his time between his re­
search and his membership in the Le­
gion as him a full 
life orc•tes:siotralltv 
uated one so was accentu-
ated when h the Legion's 
fourth leader, over the es-
tablishment of Academy 
during his competent, 
he tended to se he 
feared that h as powerful as 
the other on good 
terms with all Legionnaires, he 
was a close Chemical King, 

as the two had the catalytic 

mutant had come Earth to receive 

treatments and Norg had been called 
in because of his expertise in bio­

chemistry. It was Lyle who had ar­

ranged for Chemical King to become 

one of the flrst Academy entrants. 

Invisible Kid encountered a phan­
tom from another world named Myla 
and fell in love. A short time later he 
was crushed to death by Valid us in a 
battle with the Fatal Five. After his 
death it was revealed that Myla was 
in fact the ghost of a dead girl, and it 
was theorized that Invisible Kid's spirit 
had traveled to the world her spirit 
inhabited. Several years later it was 
not Lyle who emerged from an ex­
tradimensional rift but a "dream 
demon" that later tried to lure Wild­
fire and the second Invisible Kid into 
its native realm so that it could feed 
on their minds. 

Two other individuals have taken 
Lyle Norg's serum over the years, al­
though the results were mixed, as 
Lyle had to adapt the serum specill­
cally to his own DNA structure. The 
first was a thief whose name was nev­
er revealed, and the second was 
Jacques Foccart, the second Invisible 
Kid. 



SUPERGIRL alias Kara �/Jeooo.sed 

DEx: 26 STR: 48 BoDY: 36 
INT: 13 WILL: 19 MIND: 13 
INFL: 10  AURA: 8 SPIRIT: 4 
INITIATIVE: 49 HERO POINTS: 150 

POWERS: 
Directional Hearing: 10, Extended 
Hearing: 10, Flight: 45, Heat Vision: 28, 

nt�.vmrn.,,r<>hility: 45, Microscopic Vision: 
28, Sealed Systems: 20, Solar 

:onll-l�<>n,r<>· 50, Super Breath: 20, Su-
10, Super Speed: 24, Su­

ism: 15, 

uring the flrst period of 
Supergirl's stay on Earth, 
when she was keeping her 
existence secret from the 

world, she was visited by time travel­
ers from the 30th century. They were 
Legionnaires, offering her member­
ship with a special status that would 
permit her to continue her life in the 
20th century. She was visited before 
her cousin Superboybecause the Time 
Bubble, designed by Brainiac 5 (then 
not a Legion member) at the Time 
Institute, had been calibrated by him 
for her time and recalibration would 
have taken months. 

SUPE.RGIR� 

Supergirl failed her fl.rst attempt at 
Legion membership because of expo­
sure to Red Kryptonite, which tem­
porarily transformed her into a wo­
man of far more than 18 years of age, 
the then rigorously enforced age limit 
for new members. She was required 
to wait u til the next admissions ses­
sion (a period of time erroneously 
listed several times as "a year"), where 
she easily qualilled and was admitted 
along with Brainiac 5. Around that 
time they began a relationship that 
ranged in intensity from an adoles­
cent flirtation to something more, but 
which was never as important to her 

as to him. 
Supergirl visited the Legion infre­

quently compared to her cousin, and 
resigned from active membership 
altogether after several years, al­
though she continued to respond to 
emergencies. Her last important mis­
sions were during the battle with 
Darkseid and the takeover of Weber's 
World by the Emerald Empress (see 
page 57). 

When returned to her own time, 
Supergirl's mind forgot all relevant 
details of her own and Earth's future 
under a post-hypnotic command im­
planted by Saturn Girl. 
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uerl Dox is the direct 
descent of Vril Dox, a 
humanoid native of Colu 
who was forcibly adopted 

by the great villain Brainiac to aid his 
initial humanoid disguise. 

When Brainiac left Colu, the com­
puters that had created him and 
dominated the planet were destroyed 
in a rebellion led by Vril. Vril had 
invented a brain stimulator, using 
technology stolen from the comput­
ers, that raised his own intelligence to 
a twelfth-level effector-two logarith­
mic levels above the computer tyrants 
and six above that of ordinary 
humans or humanoids. This intelli­
gence has been passed on to his 
descendants. 

Given the unusually long lifespans 
of Coluans (five generations span­
ning a millenium), Querl's desire to go 
to Earth and study at the new Time 
Institute (at Metropolis University) 
was indulged by his guardians after 
his parents' deaths. While at MU, he 
began a life's work in science and 

transformed the theories of Chron­
arch Circadia Senius into a practical 
Time Bubble and Time monitor. Using 
the monitor, he saw a beautiful hero­
ine out of legend named Supergirl 
and fell in love with her. In turn, he 
calibrated the first Time Bubble to 
visit her. 

Like his descendent before him, 
Querl kept the name of his ancestor, 
the original Brainiac and attached 
the generation number (5), to honor 
Brainiac I. He was then approached 
by the Legionnaires, who wished to 
visit the 20th century and offer Le­
gion membership to Superboy and 
Supergirl. As the Bubble was cali­
brated for Supergirl's time, that ended 
up being their first destination. When 
she became a Legionnaire, Querl did 
so as well, convinced it was the best 
use of his skills. 

Querl continued to have a grand 
passion for Supergirl for the rest of 
her life, but Supergirl's love never 
equalled his love for her. 

Brainiac 5 has invented much of 

BRAINIAC 5 atw o-t Dox 

DEx: 5 STR: 3 Boov: 4 
lm': 25 WtLL: 15 MIND: 20 
INFL: 4 AURA: 4 SPIRIT: 4 

34 39 HERO POINTS: 5 

.
:�:����:�c���v� � 12, Gadgetry•: 25, 

··.: 5, Medicine•: 25, Mil-
itail'¢���p�(���to�:raJ and Elec- · 

25, Scholar•: 
25 (Astronomy, "'wl"'"i't.•tor Science, 
History, Mathematics, Psychology, and 
Sociology, Training), Scientist': 25, 
Spy/Coding and Photo Interpretation ':  
25,'Vehicles•:  5 

EQUIPMENT: 
Force Field Belt (DEX: 0, STR: 0, BODY: 
5, Uses: 4, Duration: 16), Force Field: 
40, Force Shield: 25, Sealed System: 16 

CoNNECfiONS: 
Coluan Scientific Council (high-level), 
Metropolis University (high-level) 

MOTIVATION: Responsibility of Power 
WEALTH: Multimillionaire 

JOB: Legionnaire/Inventor 
RACE: Normal Humanoid 

the Legion's private technology-from 
the Legion flight ring to the serum 
which, until recently protected Mon­
El from lead poisoning. He is also the 
creator of the deadly computer Com­
puto, now tamed and serving as the 
Legion's majordomo. 

Brainiac 5 was the third Legion 
leader and is currently serving as 
deputy leader. 

Unfortunately, Querl's great intelli­
gence has caused him to demonstrate 
occasional bouts of mental and emo­
tional illness, including a period of 
insanity wherein he created a sen­
tient agglomeration of hate called 
Omega which nearly destroyed Earth 
(see page 67 for details). He is pres­
ently in very stable mental condition. 
He and the other Legionnaires are 
not conclusively aware of any other 
mental problems he may have at this 
time and mention of his previous in­
cidents are tactfully avoided while in 
Brainiac 5's hearing range. 



SUPERBOY aliru Kal-d/CI4rk Kt'rlt--RCSfTIJI! 
DEX: 24 
INT: 1 0  
INFL: 7 
INITIATIVE: 

POWERS: 

SrR: 4 7 BooY: 35 
WILL: 16  MIND: · 13 
AURA: 7 SPIRIT: 4 
4 1  HERo PoiNTS: 180 

Directional Hearing: 10, 
Extended Hearing: 10, Flight: 44, 
Heat Vision: 28, Invulnerability: 43, 
Microscopic Vision: 15, RecaU: 26 
Sealed Systems: 20, Super Breath: 20 
Super Hearing: 10, Superspeed: 24 
Super Ventriloquism: 15, Systemic 
Antidote: 20, Telescopic Vision: 1 5  
Thermal Vision: 15, X-Ray Vision: 20 

[[] 
uperboy is unquestion· 
a?ly the greatest hero in 
hiStory as a grown man, 
and as a youth he pos­

sesses much of his future power and 
grace. 

As h is existence had been one of 
the inspirations for the founding of 
the Legion, the Legionnaires chose to 
travel back through time to offer 
Superboy membership on a special 
status that would permit him to con­
tinue his life in the 20th century and 
visit them when he chose. 

Superboy, unlike his cousin, was a 
very active Legionnaire. He partici­
pated in most of the adventures until 
a tax ruling required the Legion to 
shrink below twenty-five members. 

�"c�c\opedia ga/acfica 
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� SUPERB� 
MisceUaneous Loss-Gravity attacks 
subtract their RAPs from all of 
Superboy's Abilities, but his Abilities 
cannot be reduced below zero. 

CoNNECTIONS: (in 30th century) None 
MOTIVATION: Upholding the Good 
WEALTif: Affluent 
JoB: (in 30th century) Legionnaire 
RACE: Normal Humanoid 
NOTE: The information given here is 
only intended to cover Superboy's career 
as a Legionnaire. Information regarding 
his life in the 20th century will be found 
in future m•terial . 

At that point Superboy dropped ac­
tive membership, saying that he felt 
superfluous, (in actuality Superboy 
wanted to go to the 20th century). 

In Superboy's extreme youth the 
Legion had provided an important 
outlet for him as a place where he 
could relax, be himself, and be among 
peers. As he grew older this outlet 
became less important to him. 

As could be expected, the other 
Legionnaires looked on him as a living 
legend with the notable exception of 
Mon-el, who had briefly been a sort of 
older brother to him in the 20th 
century. Duo Damsel had a crush on 
Superboy, as did other female Legion­
naires, but their affections were not 
returned. 

Superboy continues to serve as a 
reserve member and responds to emer­
gency calls. As a result of the CRISIS 
ON INFINITE EARTHS and the recent 
resurgence of the Time Trapper's 
power, it is now almost impossible for 
the Legion to call Superboy through 
time without actually journeying back 
to see him . 

When he returns to his own time, 
Superboy forgets all relevant details 
of his own and Earth's future under a 
posthypnotic command implanted by 
Saturn Girl. The block also blanks out 
all knowledge of the existence of 
Supergirl, so that the two actually 
met years before their first chron­
icled 20th century encounter. 
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o Nah of the planet Rim­
bor was traveling in a 
small spaceship when it 
was swallowed by an 

energy beast. 

Freed by the Science Police (in­
advertently chronicled as the "Ga­
lactic Patrol" in some accounts), Jo 
discovered that he had gained a por­
tion of the creature's ultra-energy. 

By force of will, he was able to use 
this newly found energy to create var­
iety of powers, all of which are similar 
to most of those exhibited by Krypto­
nians in certain Earth-like environ­
ments. 

Jo left school on Rimbor at his par­
ent's urging making an abrupt part­
ing with his high school sweetheart 
An Ryd. He traveled to Earth seeking 
membership in the then year-old Le­
gion. 

The Legion had just abandoned its 

practice of holding open calls for new 
members and experimented with a 
training system run by Marla Latham, 
an aide to R.J. Brande. 

Deciding that Ultra Boy (as he now 
called himself) was a promising can­
didate, the Legion turned him over to 
Marla for training. 

The training concluded with an in­
itiation on 20th-century Earth, where 
Ultra Boy was sent to discover Super­
boy's true identity without revealing 
his own. 

Shortly after, t.Jltra Boy became an 
active Legionnaire. 

He chose to create a fictitious crim­
inal past for himself as part of a plan 
to trap a group of space raiders. For 
this he was drummed out of the Le­
gion. Only Phantom Girl continued to 
believe in his innocence and because 
of this belief she was rewarded with 
his undying love. 

BODY: 5/ 1 5* 
MIND: 5 

INFL: 3 AURA: 4 SPIRIT: 3 
INITIATIVE: 20 HERO POINTS: 80 

POWERS: 
Flight: 40, Heat (Flash) Vision: 38, Mi­
croscopic Vision: 24, Sealed Systems: 
20, Skin Armor: 35, Super Breath: 20, 
Superspeed: 25, Systemic Antidote: 20, 
Telescopic Vision: 15, X-Ray (Penetra) 
Vision: 20 
Note: X-Ray Vision is limited by being 
unable to see through energy fields 
and/or barriers. 

SKILLS: 
Gadgetry: 3, Medicine: 4, Science: 4 

LIMITATIONS: 
Can only use one of the above-listed 
powers at a time, with the exception of 
• increased BODY, Sealed Systems, 
Skin Armor and Systemic Antidote, 
which are combined and treated as 
one power. • Increased STR also is 
treated as one power. Skin Armor does 
not work against radiation-based 
attacks. 

MoTIVATION: Responsibility of Power 
WEALTH: Affluent 

JOB: Legionnaire 

RACE: Human 

Years later, Ultra Boy was again ac­
cused of criminal doings, this time 
with the murder of his ex-girlfriend. 
It was later revealed that the murder 
had been a plot by Pulsar Stargrave to 
gain revenge on Brainiac 5 by framing 
him for the murder. 

Ultra Boy was separated from the 
Legion and was suffering from amne­
sia (caused by a concussive blast 
from Stargrave ). He served on a space 
raider vessel and somehow his men­
tal essence merged with Superboy's 
body. 

He then traveled to the 30th cen­
turywhere he aided the Legion briefly 
under the assumed name of Reflector 
before regaining his body and mem­
ory. 

Ultra Boy has served as the ftfth 
and eighth Legion leader, neither 
half-year term representing a period 
of any special distinction in the team's 
history. 



STAR BOY alia..< TMm Katli>r 
DEx: 5 STR: 
I NT: 6 WILL: 

INFL: 3 AURA: 

INITIATIVE: 14 

POWERS: 

Energy Absorption: 6 
Gravity I ncrease: 24 

SKILLS: 
Vehicles: 4 

LIMITATIONS: 

4 Boov: 
3 MIND: 

2 SPIRIT: 

REno PolN'rs: 

5 
3 
3 

55 

Energy Absorption only works on 
Starbolt attacks. Gravity Increase does 
no damage to an opponent. 

MOTIVATION: Unwanted Power 

WEALTH: Affluent 

JoB: Legionnaire 

RACE: Human 

ITJ hom was born with the 
ability to drain the stars' 
masses and project that 
mass into a person or 

object. This power was the result of 
being born to Mira and Fryd Kallor 
while they were serving on a floating 
space observatory. 

As a youth, Thorn inadvertently 
caused considerable destruction 
with his power, and therefore under­
went massive and painful medical 
checkups. 

At the age of sixteen, he ran away 
from home in his father's spaceship 
to avoid future testing. Minutes after 
takeoff the ship traveled through a 
comet's tail and the ship's controls 
were destroyed. The radiation from 
the comet gave Thorn additional 
powers. 

With these new powers, he felt he 
belonged in the Legion and was swiftly 

inducted as its thirteenth member. 
After one case in Superboy's time, 

Star Boy was sent to Takron-Galtos 
(then being built as a new main base 
for the Science Police). The world had 
been overrun by prisoners and Star 
Boy was sent in as a one-man infiltra-
tor, because at time he was the 
Legion's migh ber. 

When 
prisoners, ed 
powers wo It he used 
his natu of Gravity 
Increase the entire 
building. the Police 
time to take control of the base. By 
doing this, Star Boy broke almost 
every bone in his body. 

He spent months of healing, fol 
owed by a longer period of refining his 
single power of Gravity Increase 
before he could return to active 
membership. 

Shortly thereafter he met Dream 
Girl and fell in love with her at ftrst 
sight. 

During the period between Dream 
Girl's two memberships, Star Boy 
saved her life by killing Kenz Nuhor, a 
jilted suitor. In turn Star Boy was 
expelled from the Legion when Brain­
iac 5 proved that Star Boy could have 
used his power to incapacitate Nuhor 
instead of killing him. 

Star Boy then joined Dream Girl in 
the Legion of Substitute Heroes for 
about a year, before they rejoined the 
Legion in disguise (after Superboy 
and Supergirl were forced to leave 
the 30th century). 

Wearing a suit of insulated armor, 
Thorn took the identity of Sir Prize, 
and after reproving his worth and 
revealing his true identity, he was 
readmitted into the Legion. 
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alu Digby was born on 
Earth but had the power 
to Shrink. She gained this 
power because her par­

ents were native to Imsk, a world 
whose inhabitants had evolved the 
ability to shrink in size. 

Hearing of the good deeds done by 
the Legion in its frrst year of existence, 
Shrinking Violet applied for member­
ship at one of their periodic open 
calls and was rejected. 

When the open call policy was 
revised, she was accepted for training 
and afterward, as an active member. 

Had Shrinking Violet not chosen to 
join the Legion, she would have 
become a social worker or psycho­
therapist. 

Unlike most of her fellow Legion­
naires, she was embarrassed by the 
public side of the Legion's activities 
and simply wished to get her job done 
for the good of as many people as 
possible. 

Shrinking Violet's powers made her 
an obvious choice for membership in 
the Legion Espionage Squad. 

She has rejected the affections of 
both Colossal Boy and Matter-Eater 
Lad, and was involved in a long­
distance romance with Duplicate Boy 
of the Heroes of Lallor (see page 74). 

Recently, however, Shrinking Violet 
was capturE'd by radicals from lmsk, 
led by a long-time foe who called 
himself Micro Lad (and who had 
earlier attempted to oust Shrinking 
Violet from the Legion by taking her 
place along with five others who pos­
sessed powers similar to those of active 
Legionnaires). 

For a long time she was imprisoned 
in a sens-tank, which induced a state 
of total sensory deprivation (an initial 
preparation for memory probes). 

A Durlan actress named Yera was 
brought in by the radicals to imper­
sonate Shrinking Violet. 

After the Legionnaires became 

SHRINKING VIOLET aliasSalu Digby 
DEx: 7 STR: 4 Boov: 5 
INT: 7 WILL: 6 Mmo: 5 
INFL: 3 AURA: 4 SPIRIT: 4 
INITIATIVE: 1 7  (22) HERO POINTS: 6C 

POWERS: 
Shrinking: 30 

SKILLS: 
Martial Artist: 5, Vehicles: 4 

MoTIVATION: Upholding the Good 

WEALTH: Affluent 

JOB: Legionnaire 

RACI::: Humanoid 

aware of the imposter and rescued 
Shrinking Violet, she required lengthy 
therapy. 

Afterward she blamed Duplicate 
Boy for not recognizing the imposter. 

The Duplicate Boy had seen through 
Yera's guise but seemed to dismiss it 
in a fit of jealous pique and took no 
action. 

As a result of her therapy and 
imprisonment, Shrinking Violet's person­
ality has changed radically and she is 
now very assertive both on the battle­
field and in her inter-personal rela­
tionships. 

She recently made a play for Sun 
Boy. 

Shrinking Violet dislikes Yera (her 
ex-imposter), now married to Colos­
sal Boy, and holds her partially re­
sponsible for her imprisonment. 

Yera, was, in fact, an unwitting 
pawn. 



SUN BOY alia$ Dirk Morgna 

DEX: 5 STR: 4 Boov: 5 
!NT: 7 WrLL: 6 MrND: 4 
!NFL: 3 AURA: 3 SPIRIT: 3 
INITIATIVE: 1 5  HERO PoiNTS: 75 

Powr:Rs: 
Energy Absorption: 8 
Flame Immunity: 14 
Flame Projection: 15, Flash: 15 

LIMITATIONS: 
Energy Absorption only works on 
flame/heat-based attacks. Minor Fear 
of Darkness 

MOTIVATION: Thrill of Adventure 

W��Al-TH: Affluent 

JoB: Legionnaire 

RACE: Human 

irk gained the power to 
generate solar light and 
heat in an accident at a 
research reactor being 

sponsored by his father. 
Dr. Zaxton Regulus' research into 

radioactive gold and solar power 
killed one young man and injured 
Dirk Morgna. As an outcome, Dr. Re­
gulus was ftred by Dirk Morgna's 
father. 

Regulus was embittered by this and 
later used robots to defeat Dirk and 
left him overnight in an unprotected 
area of the reactor. 

For unexplained reasons, the par­
ticular energies of the reactor did not 
kill Dirk but instead gave him great 
powers. 

Taking the name Sun Boy, he ap­
plied for Legion membership during 
the periodic open calls and was 
rejected. 

�\\c�c\opedia ga /actica 
SUN Boy 

He was later accepted for training 
and then membership when the ap­
plication period was revised. 

Sun Boy has made the most of Le­
gion membership, becoming not only 
an active member but one of the most 
involved . At the same 
time he has led the most 

candle at 
propriate 
ers, led him 
fatigue some 

of the Le­
's list of 

year 
the 

larly ap­
his pow­

ut with space 

Dr. Regulus has reappeared as a 
major villain, complete with arti­
ftcially-induced equivalents of Sun 
Boy's powers. 

Sun Boy has been the Legion's point 
man in several battles with Dr. 
Regulus. 

He keeps a room at his father's 
home in the suburbs of Metropolis, as 
well as quarters at Legion HQ, and he 
is known to frequentmanyofthe best 
hotels and restaurants on Earth. 

His recent flirtations include Sci­
ence Police Offtcer GiGi Cusimano 
and Shrinking Violet, but based on his 
past experience it is unlikely that he 
will allow himself to get seriously in­
volved with any one woman. 

Dirk continues to study advanced 
sciences at Metropolis University in 
whatever extra time he has. He has 
been accused of going to school simp­
ly to be near the vast number of young 
women enrolled there. However, on 
the few occasions when his theoreti­
cal studies have been in areas of in­
terest to Brainiac 5, he has been ac­
knowledged for his skill and insight. 
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h uck was working as an 
errand hoy for a famous 
scie n t ist in Metropolis 
when he made an absent­

minded mist ake that changed his life. 
Stoppi ng off to watch a robot-glad­

iatorial exh ibition, he accidentally 
dran k a plastic tluid he was carrying 
i nstead of a drink he had just pur­
<'hascd. The tluid rad ically altered his 
physique. gi,·ing him tlw power to 
inOate himself into a spongy, almost. 
rotund shape 1 hat could bounce and 
riC'ochet without doi ng any harm to 
himself. 

Taking the name Bo unc ing Hoy, he 
('Onsidered using his new-found pow­
t:>n; in rhc t'nt<'rtainment industry, 
but dct'ided 1 hat it was more impor­
l clnl  to usc t hem for good than for 
profit. 

He sought membership in t l t<' L<'­
gion at OtH' of t heir J.H'riotlic open 
calls, but was rejected. and cV<'n whl?n 

BOUNCING� 

the training system was initiated, he 
was reje<'t.cd again. 

He was finally accepted when he 
provetl his worth by defeating an 
electri<'al villain . 

Bouncing Boy became the self-ap­
pointed Legion ··morale officer," never 
taking fiis Htt) ited powers or himself 
too seriously, tlespite having-as much 
or mor:e courage than many members 
of the Legio n. 

l ie also too an early. ro le in shap­
ing the trainmg proc ss for Legion 
applican ts in the years before the 
establish ment of the Legion Academy. 

Besides thcir inherent l imitations, 
Boun ci ng Boy's powers seem to be 
pecu liarly vulnerable to elimination. 

An ac<:iden tal exposure to a matter­
shrin k ing ray took away his powers 

and made him the first Legionnaire 
forced to rcsign , creating the more 
formal version of the Legion reserve. 

Cumputo briefly restored Rouncing 

BOUNCING BOY alias Cliuck Taitro- Rl'Serol' 
Dex: 10 STR: 3 BoDY: 5 
INT: 5 WILL: 5 MIND: 3 
I NFL: 3 AURA: 3 SPrRIT: 3 
INITIATIVE: 18 HERO POINTS: 30 

POWERS: 
Jumping: 10, Shape Change: 2 

SKILLS: 
Acrobatics: 10, Charisma/Persuasion: 
5, Scholar/Training: 5, Vehicles: 5 

LIMITATIONS: 
Power Limitation: Shape Change only 
allows Chuck to "inflate" himself, with 
the 2 points going to BODY. 
Arobalics: Can only be used with 
.Jumping. 

MOTIVATI0:--1: Thrill of Adventure 

WEALTH: Affluent 

JoB: Legion Instructor 

RACE: Human 

Boy's powers, and later on one ofEvil­
lo's henchmen did so on a more last­
ing basis. 

After that Bouncing Boy rejoined 
the Legion for several years. Then his 
powers seemed to simply wear off 
an d he was forced into resignation 
again. 

Chuck then proposed to Duo Dam­
sel, and they were married, leaving 
the Legion together to become colo­
n ists on Wondri l IX . 

Bouncing Boy had regai ned his 
powers again and fought the Khunds 
during their Earth invasion. 

When the Legion Academy moved 
to its present facilities on old Mon­
tauk Point, Chuck and Luornujoined 
the teaching staff. There they sub­
sisted on the Legion stipend for­
instructors as well as a percentage of 

royalties for a Bounc ing Boy toy. 
The coup le havc n o  ch ildren as of 

yet. 



M 0 N-EL (1/i(t.< utr (,'anct 

DEx: 25 STR: 48 Boov: 37 
INT: 12 WILL: 22 MIND: 1 5  
INFL: 10 AURA: 8 SPIRIT: 4 
1:-JITIATIVE: 4 7 HERO POINTS: 120 

Super Hearing: 
Systemic Antidote: 
Telescopic Vision: 1 5  
Thermal Vision: 15, X-Ray Vision: 

SKILLS: 

Gadgetry: 9, Medicine: 9, Scientist: 1 0  
EQUIPMENT: 

Super Uniform: 
(DBX: 0, STH: 0, BODY: 20) 
Uses: 4, Duration: 26, Skin Armor: 10 

MOTIVATION: Upholding the Good 

WEALTH: Affluent 

Jou: Legionnaire 

RACB: Normal Humanoid 

ar Gand was born on the 
planet Daxam in the 20th 
century, a world whose 
inhabitants had either 

come from Krypton, colonized Kryp­
ton, or had come from common an­
cestry with the Kryptonians. 

Mon-El was an astronaut who made 
a rocket flight to Krypton, arriving 
just before the planet exploded. He 
was given a map to Earth by Jor-el 
and flew there in suspended anima­
tion. His vessel crash-landed on Earth, 
and he awoke with amnesia. 

Superboy rescued him and based 
on circumstantial evidence, con­
cluded that this was a lost elder 
brother. Superboy named him Mon­
El, combining the family name of El 
with a shortened form of Monday, the 
day on which Lar arrived on Earth. 

Mon-El's memory retuoed when 
he was exposed to lead, which affects 
Daxamites like Kryptonite affects 
Kryptonians, except on a permanent 
basis. 

Unable to find a cure, Superboy 
was forced to use his Phantom Zone 

Projector to project Mon-El to the 
Phantom Zone to save his life. 
Totally isolated from humanity in 
ghost-like form, he was forced to wait 
a millennium. This isolation put a per­
manent barrier between him and hu­
manity. 

In the 30th century Mon-El was 
given a temporary antidote by Saturn 
Girl th�t enabled hiin to e�erge brief­
ly from the Zone. 

Wheh ut ofthe Zo�e, he defeated a 
gigantic Lex Luthor robot and was 
made an ho�orary Legionnaire. 

Before the antiaote wore off, Mon­
El was able to w�rn Lightning Lad of 
Saturn Girl's �tended sacrifice again­
st Zaryan the C nqueror (see Saturn 
Girl). 

Brainiac 5 then took on the re­
search project and discovered that 
the addition ofKryptonite to the cure 
would make the antidote permanent. 
The new antidote had to be taken ev­
ery two days or so, and protected 
Mon-El to the extent that he retained 
his powers even while under a red 
sun or increased gravity. 

Mon-El uses the name Superboy 
gave him, which he prefers to his own 
name, having no emotional link with 
his homeworld. He has encountered 
descendants of his relatives, but has 
no strong relationship with any of 
them, although he still cares greatly 
for the fate of Daxam. 

His only powerful emotional tie is 
to Shadow Lass, who pursued him 
and broke through his emotional re­
serves. 

Mon-El is among the most scientifi­
cally skilled Legionnaires, specializ­
ing in biotechnology and engineering. 

His principal hobby is exploring the 
far corners of the universe, often 
alone and sometimes with Shadow 
Lass. 

He served as the seventh and ninth 
Legion leader. 

Recently, he has developed an 
immunity to Brainiac 5's antidote, 
and a highly experimental transfu­
sion of kryptonite-irradiated blood 
from Superboy seems to have solved 
the problem. 
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ver thousands of years, 
a deadly form of microbe 
evolved on the plan­
et Bismoll, slowly but 

surely rendering all organic matter 
poisonous. 

To compensate, the Bismollians 
evolved the ability to consume all 
forms of matter. 

By the 29th century, all Bismollians 
could consume everything except 
Magnozite (a purple, glossy alloy con­
sisting of the most poisonous metals 
in the universe). 

Hearing of the Legion, Tenzil pushed 
himself to win a scholarship, which 
included a stay on Earth, and used 
that trip to apply for membership in 
the Legion. 

Accepted for active membership as 
the last member admitted during Cos­
mic Boy's term as leader, he was 
immediately a suspect in a case that 

�"c�c\opedia ga/acfica 
MATTER-EATER LAD 

indicated a traitor within the Legion. 
Although proved innocent, the com­
paratively minor nature of his powers 
and this early taint helped make him 
one of the most withdrawn Legion 
naires. 

His natural reserve was further 
enhanced when his father lost a life­
long factory job on Bismoll and relo­
cated to Earth, complete with family 
and deep psychological problems. 
None-the-less, Matter-Eater Lad kept 
his private problems hidden, serving 
a long and fairly uneventful career. 

Tenzil resigned Legion membership 
when he was drafted into politics on 
Bismoll. This is the typical method of 
getting new people involved in the 
chaotic politics of Bismoll. 

When Earth was in deadly peril 
from Brainiac 5's monstrous creation, 
Omega, Matter-Eater Lad was brought 
back to destroy the Miracle Machine. 

MAITER-EATER LAD alias Tenril Ktm< 

DEX: 5 
INT: 6 
INF'l..: 4 

INITIATIVE: 

PoWERS: 
Acid: 35 

SKILLS: 

STR: 4 BoDY: 5 
WILL: 5 MIND: 5 
AURA: 3 SPIRIT: 4 

15  HERo PO!N'l'S: 40 

Charisma/Persuasion: 4 

LIMITATIONS: 
Matter-Eater Lad's Acid is his digestive 
juices, has no range, and uses his DEX 
as A V. Acid power is useless against 
magnozite. 

MOTIVATION: Upholding the Good 

WEALTH: Affluent 

JoB: Politician/ Legion Reservist 

RACt;: Human 

This device, given to the Legion by 
the Controllers, had the potential to 
destroy the universe. 

Matter-Eater Lad had to eat it 
because no other Legionnaire could 
physicaJly affect it. As a result, his 
body was unable to contain the vast 
cosmic energy, and he was driven 
insane. 

He spent some time in a sanitarium 
until cured by Brainiac 5, when he 
then returned to Bismoll. 

Matter-Eater Lad has remained in 
friendly contact with the Legion, and 
apparently his bout with insanity did 
nothing to harm his political career. 

His recent defense of Bismoll 
against Pulsar Stargrave and a resur­
rection of sentient Computo dupli­
cates has made him what some con­
sider a top contender for president of 
his planet. 



INITIATIVE: 19 

POWERS: 
Transmutation: 1 9  

SKILlS: 
Vehicles/Space: 5 

CoNNECI'IONS: SP (high-level) 

MOTIVATION: Upholding the Good 

WEALTH: Affluent 
JoB: Legionnaire 

RACE: Humanoid 

an is the only survivor of 
the planet Trom, a radio­
active world whose en­
vironment gave the in 

habitants the ability to mentally 
change the atomic structure of 
elements. 

Roxxas, a notorious space pirate, 
and a band of raiders forced the 
natives of Trom to use their powers 
for his benefit. The natives refused, so 
Roxxas murdered the entire popu­
lation. 

After this, Jan fled to Earth to try 
and join the legendary Legion ofSuper­
Heroes. 

Keeping his identity and powers 
sec;ret from everyone but Saturn Girl, 

�"c�c\opedia galacfica 

the Legion leader at the time, he was 
inducted as Mystery Lad and led the 
hunt for Roxxas. 

After Roxxas' capture he felt free 
to reveal his powers, whereupon he 
took the name of Element Lad. 

Element Lad has committed him­
self totally to the Legion. 

Having no family or surviving 
friends, the Legion is all he has. 

When he fmally became involved 
with a woman, it was Shvaughn Erin, 
the Science Police officer serving as 
liaison with the Legion. 

Having the least experience out­
side the Legion, Element Lad is one of 
the most absolute Legionnaires, an 
idealist despite the terrors of his 

childhood. 
One outlet for his energies has been 

an organizational role within the 
Legion: after serving four terms as 
deputy leader (including a period as 
acting leader at the end of Lightning 
Lad's troubled term), he is currently 
in his second consecutive year as 
Legion leader. 

Despite his incredible powers of 
transmutation, which make him one 
of the most powerful humanoids in 
the cosmos, he prefers to rely on pre­
planning and well-determined tactics 
whenever possible. 

It should be noted that Element 
Lad never uses his powers on organic 
life or for personal profit. 
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yla was with her twin bro­
ther Garth (Lightning 
Lad) and older brother 
Mekt (Lightning Lord) 

when their ship crashed on Korba!. 
There she gained the power of light­
ning generation in the same way (see 
Lightning Lad on page 13) as her 
brothers. 

Ayla chose to remain on Winath 
(her home planet) while Garth tra­
veled to Earth. There she lived with 
her parents but deeply missed her 
twin, as genetics on Winath make 
twins the norm of society, and it is 
rare for them to live apart. 

Upon hearing of Garth's death, she 
resolved to go to Earth and take his 
place in the Legion, following Winath 
customs that twins are responsible 
for each other's deeds. At first she 
impersonated him, pretending to be 
revived from the dead, and later won 
her own place on the team as Light­
ning Lass. 

�\\c�c\opedia galactica ������� 
LIGHTNING L� 

When Garth was revived, she be­
came somewhat superfluous, as the 
constitution required each member 
to have a unique power. 

This problem was resolved when 
Dream Girl joined the Legion under 
false pretenses, trying to save the 
lives of seven Legionnaires by having 
them temporarily expelled. 

· 

Dightning Lass was among this 
group, an<h Dream Girl used NaJto­
rian science to apparently d�troy 
Lightning Lass' power in or-der to 
have her expelled. I n  act tbe ex­
·plosion had transt: med the light­
ning powers into an ability to reduce 
the force of gravity. Because her pow­
ers changed, Lightning Lass was 
able to rejoin the Legion as Light Lass 
upon the revelation of Dream Girl's 
scheme. 

Light Lass left the Legion shortly 
after the Legion' battle with Darkseid, 
breaking off a longstanding romance 
with Timber Wolf when he wouldn't 

LIGHTNING LASS alias Ayta R<mzz 

DEx: 6 STR: 
!NT: 6 WILL: 
INFL: 4 AUJ��: 
INITIATIVE: 16 19 

POWERS: 

3 BODY: 5 
6 MIND: 5 
4 SPIRIT: 4 

HERO POINTS:· 60 

(As Lightning Lass) Energy 
Absorption: 1 1 , Lightning: 19  
(As Light Lass) Gravity Decrease: 19  

SKILLS: 
Martial Artist: 3, Vehicles: 4 

LIMITATIONS: 
Energy Absorption only works on elec­
trical attacks. 

MOTIVATION: Responsibility of Power 

WEALTH: Affluent 

JoB: Legionnaire 

RACE: Human 

leave the Legion with her. 
After a period of contemplation on 

a commune on Winath, she was cap­
tured by the Legion of Super-Villains 
at her brother Mekt's behest. 

Mekt, now Lightning Lord, wanted 
to recruit her for the Legion of Super­
Villains, but when she refused to join 
he tried to kill her. The jolt of his own 
electrical powers restored her old 
lightning powers and removed her 
gravity decrease ability. 

After freeing herself from captivity 
and defeating a small team from the 
LSV, she reassumed the name Light­
ning Lass and rejoined the Legion 
officially upon her brother's resigna­
tion from active status. 

While Lightning Lass never initially 
intended to be a Legionnaire, she has 
accepted the responsibilities of the 
Legion whole-heartedly. Her recent 
leave has given her cause to reaffirm 
her belief in the values of the group 
and her position therein. 



DREAM GIRL atias Nura Nut 

DEx: 7 STR: 3 Boov: 4 
INT: 7 WILL: 1 0  MIND: 1 0  

INFL: 8 AuRA: 6 SPIRIT: 6 

INITIATIVE: 22 (29) HERO POINTS: 60 

POWERS: 
Precognition: 24 

SKILLS: 
('linked) 
Gadgetry•:  7, Martial Artist•:  7, Medi­
cine•: 7, Occultist•: 8, Scientist•: 7 

LIMITATIONS: 
Dream Girl has all deliberate precogni­
tive attempts shifted five columns 
which are added to the OV. Non­
specified attempts (those given at the 
GM's discretion based on upcoming 
events of which the player is unaware) 
take no penalties. To compensate for 
this disadvantage, Dream Girl does not 
have to be touching a precog subject to 
determine their future. 

CONNECTIONS: Naltorian Council of Seers 
(high-level) 

MOTIVATION: Upholding the Good 

WEALTH: Multimillionaire 

Joa: Legionnaire 

RACE: Human 

00] 
ream Girl is the eldest 
daughter of the high seer 
ofNaltor, one of the might­
iest precognitives of the 

future-seeing race. 
After her mother's death, Nura was 

trained for the high seer's throne by 
Beren, her mother's successor, but 
her visions took her on a different 
path. 

Nura prophetically saw seven Le­
gionnaires dying and decided to jour­
ney to Earth to prevent her vision 
from coming true. 

Realizing that the Legionnaires 
scorned danger, she used her power 
to join the Legion and attempted to 
trick the Legionnaires into expelling 
or suspending all of the endangered 
members. In doing so, she seemingly 
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destroyed Lightning Lass' power, but 
in fact transformed it into a power to 
decrease the effects of gravity. 

After her scheme was discovered, it 
was revealed that e seven she saw 
in her repli-
cas of and she 

she 
of 

ed 
of Miss 

Terious and Super­
girl were given ho�le discharges. 

,. Upon revealing identity after 
freeing her sister, White Witch, 
from Evillo's influence, she was read­
mitted to the Legion. 

Dream Girl is considered the most 
beautiful and alluring Legionnaire, 

and Star Boy fell in love with her at 
first sight. 

To compensate for her relatively 
unspectacular and erratic prophetic 
powers, she has trained herself to be 
the best non-powered fighter in the 
Legion. She pampers herself constant­
ly, but has not let that interfere with 
her keeping in fighting shape. She 
remains a total flirt. 

Dream Girl is skilled at the ad­
vanced technology ofNaltor, especial­
ly bio-technology, making her one of 
the best scientists in the Legion. She 
has picked up mystic knowledge from 
association with her sister, the White 
Witch . 

She served as the Legion's twelfth 
leader, most notably during the height 
of Darkseid's attack. 
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rojectra was the name 
given to the only child of 
King Voxv of Orando, a 
primitive planet with a 

society still in a feudal stage of social 
evolution and technology. 

Her name was taken from the mysti­
cal illusion powers granted her at her 
birth rites by her grandmother, Hagga, 
sorceress royal. 

Vovx decided that it was appro­
priate that she spend some of her 
youth off Orando, learning about the 
UP that had recently taken the world 
under its protection. 

Researching her home-to-be, Pro­
jectra discovered the existence of the 
Legion and decided it was the closest 
organization to being a true group of 
her peers. 

Projectra was accepted for Legion 
membership at the same time as 
three others: Ferro Lad, Karate Kid, 
and Nemesis Kid. 

After battling side-by-side with her 
fellow Legionnaires, she decided that 
the Legion was worthy of her respect 
and participation. But it was hardly 
what she expected, resembling more 
closely an alliance of great knights 
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than a court of powerful lords. 
Eventually Projectra and Karate 

Kid become involved with each other, 
although he refused to share her opu­
lent lifestyle. Because her paramour 
was a commoner, the 20th century 
quest incident resulted. 

Upon her father's death, Projectra 
was crowned after a brief usurpation 
attempt by her cousin Pharoxx, at 
Hagga's instigation. 

She took Val Armo.rr (Karate Kid) 
as her con�ort, but the rei.gn.was not 
destined to be a happy one. When 
returning from their honeymoon they 
discovered Orando' had been taken 
over by the Legion of Super-Villains, 
led by Nemesis Kid. Their plans to 
convert the world into a dimension­
traveling vehicle were successful, but 
they were defeated before their plans 
were completed. 

The victory was costly however: 
Nemesis Kid killed Karate Kid in sin­
gle combat but was in turn executed 
by Projectra, while Orando was devas­
tated. 

After bidding her fellow Legion­
naires farewell, she and her people 
took their world to some unknown 

SENSOR GIRL al ia$ Princes.• ProjectTa 
DEx: 6 STR: 4 BooY: 4 
INT: 6 WILL: 9 MIND: 5 
INFL: 10 AURA: 8 SPIRIT: 8 
INITIATIVE: 22 (26) li£RO PoiNTS: 75 

POWERS: 
Mystic Link: Directional Hearing: 12, 
Extended Hearing: 1 2, FuU Vision: 12, 
Illusions: 16, Microscopic Vision·: 12, 
Passive Sonar: 12, Super Hearing: 12, 
Telescopic Vision: 12, Thermal Vision: 
12, Truesight: 12, X-Ray Vision: 1 2  

SKILLS: 
Charisma/Intimidation: 6, Martial 
Artist: 4, Occultist/ Identify Object: 7 

LIMITATIONS: 
She must disguise her illusions so they 
don't appear as illusions. 

CoNNECTIONS: Orikalls of Orando 
(high-level) 

MOTIVATION: Responsibility of Power 

WEALTH: Affluent (currently) 

JOB: Legionnaire 

RACE: Human 

universe, wishing to isolate them­
selves from the 30th century's con­
taminating technology. 

In the custom of Orando, Projectra 
was eventually required to perform 
an act of penance for the damage 
done to Orando by the LSV and the 
Legion, as she put them all in contact 
with Orando. 

Projectra's powers of illusion were 
enhanced by the Royal Council of 
Orikalls, and she was given the ability 
to perceive illusions for what they 
are. Also, she was given the ability to 
perceive hidden and concealed ob­
jects. 

She was then magically trans­
ported to Earth, where she contacted 
Saturn Girl and explained her situa­
tion. Saturn Girl vouched for Projec­
tra in her new illusionary Sensor Girl 
guise, and she became a Legionnaire. 

As her illusion powers are most 
effective when their exact nature is 
unknown, Sensor Girl keeps her secret 
identity from both the Legion and 
their opponents. 

Her identity and reason for mem­
bership have been revealed, but she 
continues her guise as misdirection 
for the user of her powers. 



FERRO LAD alias Andrew Nolan-� 

DEx: 8 STR: 4/25* Boov: 5/15* 
INT: 5 WJLL: 6 MIND: 4 
INFL: 4 AURA: 4 SPIRIT: 3 

INITIATIVE: 1 7  HERo PoiNTS: 45 

POWERS: 
Sealed Systems: 12, Skin Armor: 25 

LIMITATIONS: 

All powers, plus *increased STR and 
BODY, only apply when Ferro Lad is in 
his armored form. 

MOTIVATION: Unwanted Power 

WEALTH: Affluent 

Jos: Legionnaire 

RACE: Human (disfigured) 

n d rew Nolan has the 
mutant ability to change 
his body into a nearly 
indestructible form, but 

the same mutation gave him, as well 
as his twin brother, Douglas, inhu­
man faces so frightening that they 
wear masks at all times. 

From the time he was a young 
child, Andrew dreamed of being freed 
from his personal problems by becom­
ing a Legionnaire. 

As soon as he reached the min­
imum age of application (thirteen), 
he tried to enter the Legion. 

After a period of training, he was 
accepted on the same day as Princess 
Projectra, Karate Kid, and Nemesis 
Kid. 

He performed with distinction in 
the Khund attack that began that 
day, and he was then sent on a variety 
of missions, which have never been 
chronicled. 

�\\c�c\opedia galacfica �
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Upon his return from this confi­
dential period, he was one of the five 
Legionnaires faced with the Sun­
Eater's relentless movement toward 
the solar system. The Legion alone 
could not stop the monster, and even 
when the UE recruited five of the 
most powerful · ains in the cosmos 
(who became the Fatal Five), the 
Sun-Eate was st .4\lll op able. The 
only hope �oved to e absorba­
tron bomb, de;>igned by Tharok that, 
when carriep to the core of the crea­
ture and det:onatea,. auld-eradicate 
it. 

Superboy was to carry the bomb, 
which lacked any kind of propulsion 
device, but Ferro Lad, realizing that 
the creature emitted red sun radia­
tion that could probably stop or kill 
the Kryptonian youth, took the bomb 
himself and delivered it to the Sun­
Eater's core. Both the creature and 
Ferro Lad were atomized. 

Although Ferro Lad's atoms were 
scattered beyond any hope of recon­
stitution, he and Douglas are still 
peripherally involved with the Legion. 

When the Controller (who had un­
leashed the Sun-Eater) revealed him­
self and attempted to destroy the 
Legion, his death trap was mysteri­
ously shut offand the Controller him­
self died of a heart attack 

Some Legionnaires, especially Prin­
cess Projectra, considered these occur­
rences as the result of the ghost of 
Ferro Lad. 

When Douglas Nolan heard of his 
brother's death and felt the psychic 
shock through the semi-mental link 
the brothers had shared, he went 
incurably insane, which in turn 
mutated his mind so that it roamed 
through a million alternate timelines. 

Finally, Brainiac 5 was able to send 
him to a universe where Douglas re­
placed his brother in the Legion. 
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Arm orr. 

al Arm orr was the son of 
arch-villain Kirau Nezu­
mi, the so-called Black 
Dragon, and Valentina 

Val's father was defeated by the 
man now only known as Sensei, who 
trained Val from then on in the mas­
tery of all martial arts and weapons 
known in the galaxy. 

Val resolved to follow in his teach­
er's path and pursued a just course, 
although the actual identity of his 
father did not become known to him 
until years later. 

Learning of the Legion, he felt that 
the team's requirement of a special 
power presented him with a personal 
challenge. Although his genes were 
perfectly normal and he had skills 
achievable by any properly trained 
man, he decided to apply for Legion 
membership. On that same day he 
was accepted as a Legionnaire along 
with Princess Projectra, Ferro Lad, 
and Nemesis Kid. This day also marks 
the flrst Khund invasion. 

� 
I<ARATE ((JD 

During this invasion it became ob­
vious that a Legionnaire was a trai­
tor. At flrst Karate Kid, as Val named 
himself, was the likely suspect, but it 
was revealed that Nemesis Kid had 
sold out to the Khunds and was fram­
ing his comrade. 

Karate Kid and Projectra grew close 
and eventually � in love, but as a 
commoner, · was eemed unfit for 
the throne f O�do, ana King Voxv 
sent Val on a quest :back to the 20th 
century. Before equest ended, Voxv 
died, andl'afte so e int�huptions, 
Karate Kid e4Jbe t e P mcess' con­
sort. 

Their happiness was very short, as 
no sooner had they fl.led for their 
resignations from the Legion and gone 
on their honeymoon, Orando was 
conquered by the Legion of Super­
Villains. In the battle to save the 
world, Val died attempting to destroy 
a device being used by the LSV after 
being mauled to the brink of death by 
his long-time rival, Nemesis Kid. Pro­
jectra executed her husband's killer 

KARATE KID a/illS Val Annorr-� 

DEx: 1 1  STR: 
INT: 5 WILL: 
INFL: 4 AURA: 
INITIATIVE: 20 ( 40) 

POWERS: 

5 BooY: 6 

10 MINo: 7 
4 SPIRIT: 5 

HERo PorNTS: 90 

Iron Will: 7, Jumping: 1 

SKILLS: 
Acrobatics: 4, Artist/Painting and 
Sculpting: 4, Martial Artist: 20 
Thief/Escape Artist: 8, Vehicles: 6 
Weaponry: 13 

LIMITATIONS: 
Skill Limitation: Escape Artist: Skill 
can only be used to shatter personal 
bindings such as handcuffs, chains, etc. 

MOTIVATION: Thrill of Adventure 

WEALTH: Multimillionaire 

Jos: Legionnaire 

RACJ::: Human 

with her bare hands. 
Although he had lived sparsely, Val 

actually had a great deal of wealth, 
heir to both his father's criminal pro­
ceeds and the mineral wealth that 
Orando had left behind. 

In his will he left everything to 
Timber Wolf, a close friend, condi­
tional upon Wolf performing a special 
mission. The mission was the planting 
of a seed on Lythyl, the world where 
Kirau Nezumi was corrupted, in the 
hopes that a prophecy would be ful­
fllled and Lythyl's perverted society, 
based on criminal gain and personal 
combat, would be destroyed. 

Val served as the sixth Legion 
leader, holding office for an unevent­
ful half year. He was probably the 
most cocky and self-confident of all 
the Legionnaires, but with good rea­
son-once he took on the Fatal Five 
singlehandedly. 

He practiced Japanese sculpting 
and painting, and possessed a collec­
tion of rare weapons from all across 
the galaxy. 
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SHADOW LASS fltfiL( 1tJMNUW \f•:llnr 

DEx: 7 STH: :J Honv: 5 
hrr: 5 Wtu.: 6 MtNO: 6 
JN�'I.: 5 Al.IRA: 4 SPIRIT: 3 
h1'UATIVE: 1. 7  (23) Hr.no Pois-TS: 75 

POWERS: 1'- • : 
Darkness: 17, Energy Abaorptioft: J1, 

Tltmnal VISion: 3 
&lJ..L& 

Martial Artist; 6 

Lurw A,'ftot<ls: 
.Energy �oi'Pition' canr �v be 

ate�t in thf' long line of 
heroe� and ht!roines from 
Talok VI II ,  Tasmia .Mallor 
a n d  h(•r cousin Grev, 

known later as Shadow Lad, gained 
their powers in a cave set aside by 
their family. Within it, they were ex­
posed to a black cloud that inte­
rac:tcd with tht!ir g('netic h.-ritage 
and gave them t.he ability to project a 
fi('lrl of gaseous- like, impenetrable 
darkness that even native Talokians 
(who all possess the ability to St:(! in 
darkness), cannot see through. 

A.c. the elder of the two, Tasmia took 
on the role of Talok VIII champion, 
leaving Grev to wonder why for the 
first. t ime in their family's history two 
members of the same generation 
gained power from the cloud. 

The answer became clear two years 

latf'r when the Fatal f<'ive conquered 
Talok V I I I .  Shadow Las�. as Tasmia 
c:alled herself, was on a mission off­
planet. She led the Legion batk to 
batt.!(' t.he villains, and in t.he ensuing 
confrontation, Shadow Lass fell in 
love with Brainia<: 5 and cast her lot 
with the Le�q_.tD car him. 

After the (le�L Q{..tne 1:-'atal Fiw. 
she<wu sworn4n · an active nemt>cr, 
the first to win bership in com­
hat without a.vtng to •o through th(' 
normal pre eqni. 1 e training and 
testing. 

Shadow Lad became the champion 
of Taloc:k VIII in her place, although 
he took occasional leaves to train at 
the Legion Academy on Earth to per­
fect his powers. 

Shadow Lass' love for Brainiac 5 
was not. returned, and probably not 

t!Ven noticed by the �ui.Jjcc:t of her 
affections. Within a short period of 
time �h<' wa.." attract f>d t.o Mon F. I 
in st.-ad. 

Her l ight ness and self-confidence 
balan<'cd the ghosts in his soul. and 
the two han! been a couple f>Wr since. 

Hcfore joining tht• Legion. T(l!;mia 
was trainf'd in the mart ial arts by her 
mother and � an accompl�hed hand­
to-hand fighter. She is always ready 
to strike out on h<'l' own on Legion 
missions despite Mon-El's occasional 
unsuc<:essful and unnecessary at­
tempt::; to protect her. 

She gets along well with all of the 
Legionnaires with the possible cxcep 
tion of Timber Wolf who she consi­
ders relatively ignorant. and weak. 
She and Phantom Girl arc close 
friends. 
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hemical King is a living 
chemical catalyst. As 
such, he can affect an 
opponent's metabolism 

(Bio-Energy Blast), cause specific ener­
gy types to decay ( must pick a single 
energy to absorb per phase), neutral­
ize the chemical/biochemical powers 
of heroes such as Superboy, I nvisible 
Kid, and Bouncing Boy, and speed up 
the decay of most every object (Cell 
Rot). He also can neutralize chem­
ical/biochem ical-based limitations 
and vulnerabilities, such as Super­
boy's vulnerability to �ryptonite 
( handicaps have an OV/RV of 30). 
The RAPs are the length of time the 
handicap is neutralized. 

Condo Arlik was a mutant, born on 
the relatively isolated colony world of 
Phlon. 

His powers required constant medi­
cal attention from the time they mani­
fested in puberty. As a result, he was 
sent to Earth. There he spent a year 
or so going from one hospital to 
another. It was during this time that 
Lyle Norg ( Invisible Kid I )  was called 

in as a specialist in biochemistry. At 
that time Lyle was forming the Legion 
Academy and saw in Condo the po­
tential for becoming a Legionnaire. 

Condo, now known as Chemical 
King, and Timber Wolf were the first 
entrants to the Academy, and as a 
result the two became roommates 
and friends. At the Academy and 
with Brainiac 5's help, Chemical King 
was taught how to use his powers as a 
hero, how not to let those powers des­
troy his body chemistry, and was pro­
vided with the proper medical treat­
ment when his powers backfired. 

Chosen by the Legion to be one of 
the heroes to infiltrate the new LSV, 
Chemical King earned Legion mem­
bership as a result of his performance 
with fellow-inflltrator Timber Wolf. 

The relatively limited nature of his 
powers led him to see little action in 
the first two years he was with the 
Legion, and his condition still required 
medical attention. Analysis showed 
that his powers were slowly eroding 
his physiology, giving him a greatly 
reduced lifespan. During this time 

CHEMICAL KING a1 1u Ccni<to.Arl•A--fl,n....., 
DEx: 5 STR: 4 Boov: 4 
INT: 7 Wu.r.: 7 MIND: 5 
IN•'L: 4 AllRA: 3 SPIRIT: 4 
INJTJATIVE: 1 6_(20) HERO POINTS: 55 

Powr.n& 
Bio-Encrgy Blast: 8, CcU Rot: 55, 
Energy Absorption: 17, Neutralize: 20 

SKILL.'-;: 
Martial Artist: 4, Vehicles: 3 

LIMITATIONS: 
Cell Rot docs not affect human flesh 
Cell Hot has AV of 15 
Cell Rot and Neutralize have ranges of 
6 AJ's 

MOTIVATION: Unwanted Powers 
W•;AI.TII. Affluent 
Jon Legionnaire 
RACF> Human 

various experiments by Brainiac 5 
temporarily endowed him with the 
ability to accelerate his metabolism, 
increasing his strength and allowing 
him to generate chemicals to usc 
against his opponents. Both effects 
drastically increased his metabolic 
decline, however, and were barely 
used. 

Chemical King's last case was when 
the Legion was called in to stop Aus­
tralian governor Deregon, in league 
with the Dark Circle, from triggering 
World War Vll. Initially only on the 
mission to stabilize the hyperspace 
comm beam Deregon was using to 
contact his masters, Chemical King 
was forced to enter the fray when the 
other Legionnaires fell before Dere­
gon's protective nuclear powersphere. 

Deregon teleported away, leaving 
the powersphere to detonate and 
trigger the War. Chemical King used 
his powers to slow the nuclear re­
action and absorb the remaining 
radiation into his own body. The 
powers ph ere imploded, but Chemical 
King died from the massive amount 
of radioactivity he absorbed. 



TIMBER WOLF olias Bri11 Londo 

DEX: 1 5  STR: 34 BonY: 20 

!m': 4 WJw..: 6 MIND: 4 
!NFL: 4 AuRA: 3 SPIRIT: 3 

INITIATIVE: 23 31 HERO POINTS: 75 

POWERS: 

Danger Sense: 18, Running: 6 

SKILLS: 
Acrobatics: 1 2  
Charisma/Interrogation and Intimida­
tion: 5 
Martial Artist/ Attack Advantage an 
Taking a Blow: 8 
Military Science/Tracking: 9 
Thief/Stealth: 9 

MoTIVATION: Unwanted Power 

WEALTH: Affluent 

Joa: Legionnaire 

RACE: Human 

rin Londo was an ordi­
nary boy on the low-tech 
planet of Zoon, where his 
father was a high-ranking 

scientist, experimenting in biochem­
istry. In the course of one of the 
experiments, Brin was given powers 
by a ray using Zuunium, a local min­
eral, as its power source. These powers 
made him fast, agile, and acrobatic 
but had an added effect on his mind. 

When Brin's father died, an android 
named Karth Arn was able to manipu­
late Brin in to believing that he was an 
android and Karth was the son of Dr. 
Londo. 

During the period when he was so 
deluded, Brin Londo took the name of 
Lone Wolf and performed a number 
of heroic deeds. He met the Legion­
naires during one of his exploits and 
was offered membership, but rejected 
it, thinking himself inhuman. 

With the assistance of Light Lass 

and the other Legionnaires, he was 
cured of his delusion and entered a 
period of therapy. 

After having his mental faculties 
completely restored, he entered the 
newly formed Legion Academy as one 
of its first trainees, and he was se­
lected from there, along with his 
roommate C emicalXing, to infiltrate 
the LSV. 

Taking the name Timber Wolf, he 
proved his abilities and was inducted 
into the Legion after the successful 
completion of the miSsion. 

By this time Timber Wolf and Light 
Lass had begun a long love affair, 
which grew while she helped him 
through therapy. Over the years, how­
ever, they grew apart, and when she 
decided to leave active membership 
and he would not follow, they split. 
Since that time Timber Wolf has had 
no serious romantic relationships. 

Although one of the least intelligent 

Legionnaires in terms of sophistica­
tion and education, Brin has an ani­
malistic instinct and common sense· 
that occasionally solves problems 
over-complicated by his fellow Legion­
naires. 

Because Zoon was a jungle planet, 
Brin also possesses some jungle sur­
vival-type skills, which were enhanced 
along with other somewhat animalis­
tic qualities by the Zu unite ray. 

Although probably the most physi­
cal Legionnaire at this time, he is not 
a berserker, although two plastic 
surgery operations (one to give him a 
more distinctive, non-android feral 
appearance, and a later one that re­
stored his face back to normal, at 
Light Lass' instigation) have left him 
with minor side effects that cause 
him to take on a more animalistic 
appearance in the heat of combat. 
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rake Burroughs was an 
ordinary human student 
at Metropolis University 
when an accident occur­

red on a new propulsion system being 
developed in a research lab. The acci­
dent transformed him into a bizarre 
form of living anti-energy. The energy 
was captured in a specialized con­
tainment suit, constructed by Profes­
sor Vultan, which essentially allowed 
Drake a kind oflimited humanoid life 
powered by his own energy. In addi­
tion, he found he could use his energy 
to project starbolts. The suit also 
allows him to mimic certain other 
powers. 

Applying for Legion membership in 
an attempt to add meaning to a now­
stunted life, Erg-1 ,  as he chose to be 
known, was rejected because his mim­
ic powers were redundant and he 
could only effectively demonstrate 

WI LD FIR� 

his energy release powers at the cost 
of his containment suit. 

Following the Legionnaires to 
Manna-5 he unleashed his starbolt, 
saving Colossal Boy and proving his 
worth, but also damaging his suit in 
the process. 

It tool< Erg- 1 some time to return to 
Earth outside of\his suit (as he had no 
prior experience in reassembling his 
energy form) and to penetrate Legion 
headquart rs to reclai)n the suit and 
his existence. 

After that he joined the Legion, 
relying on his tarbolt power, and 
took the name Wildfire. 

Wildlu-e has been involved with the 
Legion Academy sine joining the 
Legion and devotes substantial time 
to working with recruits. In particu­
lar, Dawnstar is his protege and they 
have had a relationship between a 
platonic friendship and a romance 

Boov: 35 
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for some time. 
Wildfire served as the tenth Legion 

leader, a particularly tumultuous 
term that included the Earthwar and 
the onset of Brainiac 5's insanity. 

Although somewhat brash and 
abrasive at times, his words rarely 
indicate what he truly feels. 

While Vultan's original containment 
suit and the additional duplicate pow­
ers it can provide Drake with still 
exist Drake rarely uses them, as the 
chances of the suit being destroyed in 
a non-emergency situation are too 
great to justify its use in normal 
situations. 

Brainiac 5 has toyed with a number 
of designs based on the original suit, 
but with variable success. 

There are usually up to six spare 
suits at Legion Headquarters in case 
the one Wildfire is wearing is des­
troyed. 



TYROC alias 1'roy Stewa,.,_Reserve/RetirPd 

DEX: 5 STR: 4 BODY: 5 
I NT: 5 WILL: 6 MIND: 5 
INFL: 5 AURA: 4 SPIRIT: 4 
INITIATIVE: 1 5  HERO POINTS: 50 

POWERS: 
Flight: 8, Force Manipulation: 20, 
Teleportation: 18 

LIMITATIONS: 
Force Manipulation will not work in a 
vacuum or in any other medium that 
cannot transmit sound or where 'l'yroc 
cannot breathe. His yells are his way of 
using Force Manipulation and have no 
effect if transmitted through a medium 
other than air (radio, water, etc.) 
Teleportation cannot be used to tele­
port an unwilling object: Force Manip­
ulation may be used in such a manner, 
however. 
Each use of Force Manipulation or Tel­
eportation reduces the time that Mar­
zal remains in a universe by four 
months (21 APs of time). 

MOTIVATION: Upholding the Good 

WEALTH: Affluent 

Jos: Legionnaire/Champion of Marzal 

RACE: Human 

ITJ 
n the 16th century, on 
one of the alternate 
Earths destroyed in CRI­
SIS, a cargo of slaves being 

hauled across the Atlantic broke free 
from and killed its captors, only for 
the ship to break up in a storm. The 
slaves, led by St'balla, swam to the 
safety of a small uncharted island. 
Fearing recapture, the slaves were 
both surprised and relieved when the 
island suddenly shifted into a dimen­
sional limbo. 

The slaves managed to survive on 
their new home named Marzal (a 
word in their language meaning New 
World), as it was abundant in vegeta­
tion and animals. Settling in, the slaves 
developed technologically for two hun­
dred years, progressing at a rate 
roughly equal to that of the "outside" 
world. At the end of that time, how­
ever, their island shifted back to a 
different alternate Earth in the same 

physical location. 
The Marzallians discovered that 

their home was a migrant island situ­
ated over a dimensional faultline. The 
island would remain on a particular 
Earth for thirtyyears, always appear­
ing on the same spot, then slip back 
into limbo for two hundred years. 

This cycle went on up to the 30th 
century. Troy Stewart, a direct de­
scendent of St'balla and his wife, 
N'hura, was a youth of eight when 
Marzal, still in Limbo, was besieged by 
an extradimensional demon. The con­
fluence of forces had somehow gifted 
Troy with the power to alter reality by 
"yelling," and he used his newly­
discovered powers to drive the crea­
ture off. With his powers he made 
himself the Champion ofMarzal, using 
the name of Tyroc, a word meaning 
Scream of the Devil. 

Seven years later, Marzal appeared 
on Earth-1 and shortlythereafterTroy 

' ... ' ... . 

encountered the Legion. Remember­
ing tales of the prejudices that Marzal 
had met with in the past, he was at 
fll'st inordinately suspicious and bit­
ter towards the Legion but he ulti­
mately decided to join the team. 

His membership was destined to be 
short-lived, however, as he considered 
his primary responsibility to be to 
Marzal and helped to aid its integra­
tion into 30th-century Earth. In the 
middle of a Legion emergency, Tyroc 
was summoned back to Marzal, where 
he discovered that it was returning to 
Limbo prematurely, as the use of his 
powers weakened its link to reality. 

Whatever Limbo Marzal inhabits is 
more or less inaccessible from Earth 
and Tyroc has been seen only briefly 
since. What Marzal's fate will be in 200 
years, with the destruction and re­
combination of parallel Earths dur­
ing CRISIS is not yet known 
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Earth. 

nstar was born on 
Starhaven, a planet near 
the heart of the galactic 
core settled by Amerinds 

Her powers represent a mutational 
strain brought about by centuries of 
in-breeding and genetic manipulation. 

The child of Moon walker and Mist­
Rider, Dawnstar put" her powers to 
use as guide, tracker, and bounty 
hunter to raise funds for the defense 
of Star haven against the many other 
hostile planets at the Core. 

R.J. Brande became aware of 
Dawnstar's existence and offered to 
match her earnings as a salary if she 
would attend the Legion Academy. 
Although she originally possessed 
doubts about the effectiveness of he­
roes (being tutored by Wildfire), she 
realized the virtues of teamwork and 

public service and was brought in by 
Wildfire, then Legion leader, to help 
in tracking down a plundering group 
of Resource Raiders. Dawnstar was 
then brought directly into the Legion 
as the result of her demonstrated 
prowess against �he Plunderers. 

Dawn star remams somewhat aloof 
from the other L�gi.9nnaires, although 
she develoP..e'"<i1 a crus:Q on Wildfire, 
which of_n�c.essiij reJll�med on a pla­
tonic level. • 'f,., , I "' � 

She recently :r�ached the age of 
maturity at whi�h-her people go on a 
search for their mates, but the ambig­
uous signs she g?� on the quest could 
have indicated tbat Wildfire was in 
fact her intended. 

On the other hand, Dawnstar re­
cently journeyed to a planet known 
only as Exile, and during a protracted 

is provided by 10' wings, DEX is 
only 5 when in cramped surrour:tdings. 
Any attacks against her wings have no 
modifier applied. 
BODY of wings is 5; when current body 
of wings is below 0 APs, no flight. 
Life Sense acts as a Minor Power Lim­
itation (need to roll a 5 or more on 
2Dl0), anytime she attempts to use it. 

MOTIVATION: Responsibility of Power 

WEALTH: Affluent 

JoB: Legionnaire 

RACE: Exotic Humanoid 

stay there became involved in a rela­
tionship with a native named Jhodan. 
The passion of their relationship was 
not enough to take her from her es­
tablished life, but she remains torn 
between Wildfrre, Jhodan, and the 
possibilities beyond. 

Dawnstar is usually more than wil­
ling to criticize other Legionnaires for 
their lack of unpredictability, care­
less use of powers, and/or their sup­
posed slow-wittedness. She is ex­
tremely loyal to her comrades, how­
ever, no matter what her complaints, 
and can always be counted on. 

Her tracking power provides her 
with an extra view of the universe 
that she has had almost since birth, 
and its seeming loss from time to time 
is always a matter of utmost concern 
for her. 



POWERS: 
Density Increase: 10  
Engergy Absorption: 30 
Invulnerability: 34 
Iron Will: 10, Sealed Systems: 1 5  
Telepathy: 10  

LIMITATIONS: 
Power Limitation: Telepathy only 
works on other silicon-based life forms. 
Minor Misce!Janeous Limitation: 5 APs 
of Density I ncrease permanently on. 
DEX and BODY already adjusted 
above. 

lok is a member of a spe­
cies of sentient rock be­
ings that have inhabited 
the planet Dryad for sev­

eral centuries. They peacefully coex­
isted with human settlers who came 
to Dryad in the early part of the 30th 
century. 

A series of natural cataclysms tore 
the planet apart. This forced the 
population, with the assistance of the 
Legion, to evacuate. As seen through 
the eyes of a then young Blok and five 
of the human youths, it appeared 
that the Legion itself was responsible 
for the planet's destruction. 

The Dark Man, Tharok's evil clone, 
found Blok and the youths and im­
bued them with extraordinary pow­
ers. The Dark Man then brainwashed 
all six, turning their hate into mur­
derous fury and sent them against 
the Legion as the League of Super-

BLOK 

MOTIVATION: Upholding the Good 

WEALTH: Affluent 
JOB: Legionnaire 

RACE: Alien 

fascinated with exotic-appearing 
humans such as the White Witch and 
Timber Wolf. 

Blok tends to act as a shield for his 
comrades, as his low DEX prevents 
him from being a particularly effec­
tive hand-to-hand fighter. However, 
his high STR and BODY more than 
compensated for his low DEX in a 
fight. 

Although he has not taken a life to 
date, some remnants of the Dark 
Man's conditioning seem to remain, 
and he has threatened several times 
to take the life of someone who has 
seriously harmed his Legion com­
rades. 

While he is more than content to 
follow someone else's instructions, he 
is by no means as slow-witted as he 
sometimes appears. 
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orn on the Ivory Coast, 
Jacques first became in­
volved with the Legion 
when his younger sister, 

Danielle, was suffering from an unus­
ual brain disorder and was referred 
to Brainiac 5 for experimental treat­
ment. 

Operating with the assistance of 
Dream Girl and Mon-El, Brainiac 5 
introduced special circuitry to Dan­
ielle's mind as a booster, only to dis­
cover that the circuitry enabled his 
old creation Computo to return to life 
and possess the child. 

Working from within Danielle Foe­
cart, Computo quickly took posses­
sion of Legion Headquarters, nullified 
the Legionnaires' opposition, and was 
ready to strike at Earth. 

Jacques was the one wild card left 
in the occasion, and he managed to 
get to a dose of the invisibility serum 
invented by Lyle Norg that was in 

�\\c�c\opedia ga/acfica 'E:::::::: INVISIBLE ((� 

Brainiac 5's multi-lab for study. Tak­
ing it, Jacques was pivotal in Compu­
to's downfall, and after the dust had 
settled, Querl nominated Jacques for 
Legion membership. 

Jacques took the name of his pre­
decessor, the Invisible Kid. 

His first case w�during the Great 
Darkness, win c�fronted the 
mind-shatte .T' of Darkseid, 
and that was n wbtained a dis-
tinctive whit e¥ his hair. 

His perma.J&_� t���ership in the 
Legion Espimlag quad (LES) was 
readily confirmed, !though it has not 
been particularly active in recent 
years. 

Jacques' sister Danielle was cured 
of her disorder shortly after Jacques' 
entry into the Legion. 

As is to be expected of someone 
possessing the essentially defensive 
powers of invisibility, Jacques is not 
much of a face-to-face brawler. 

INVISIBLE KID II alios Jacque; Foccart 
DEx: 5 STR: 4 BooY: 4 

INT: 5 WILL: 5 MIND: 4 

INFL: 5 AURA: 4 SPIRIT: 5 

INITIATIVE: 1 5  HERO POINTI>: 45 

POWERS: 
Invisibility: 1 3  

SKILLS: 
Detective: 5 

LIMITATIONS: 
Major Fear Limitation: Fear of entering 
Killing Combat 

MOTTVATION: Responsibility of Power 

WEALTH: Affluent 

JOB: Legionnaire 

RACE: Human 

He gets along well with all of the 
Legionnaires, an d his distinctive 
French accent adds a flair to the 
group. He is highly observant and 
seems to pick up on less-obvious clues 
quicker than most. 

Over time, it became clear that the 
serum, which had been designed to 
work specifically on Lyle Norg's cellu­
lar structure, provided Jacques with 
an additional power- a form of tele­
portation activated by adrenaline in 
moments of crisis. This unpredictable 
and dangerous power of teleporta­
tion once brought him to the realm of 
the Dream Demon, and later caused 
the death of a Khund, who was ready 
to kill him when both of them tele­
ported into orbit above the Earth. 
The unpredictability of this power 
disturbed Invisible Kid, as well as 
some of his fellow·Legionnaires, so he 
recently had it negated by Dr. Gymll. 



WHITE WITCH alias Mysa 

DEX: 5 STR: 2 Boov: 3 
1m: 9 WILL: 7 MIND: 6 
INFL: 12 AURA: 15 SPIRIT: 12 
INITIATIVE: 14 ( 17) HERO POINTS: 50 

POWF.RS: 
(Standard) Iron Will: 6, Magi<'al Sense: 
3 

PowERS: 
(Special, Sec Below) Mystic Link: 
Air Control: 7, Animal Control (all 
classes): £-i, Animal Transformation: 6, 
Aura of Fear: 5, Comprehend Lan­
guages: l l , Damage Transferenre: 7, 
Darkness: 9, Empathy: 4, Ey(' of the 
Cat: 6, Flame Control: 3, Flame Immun­
ity: 5, Flame Project: 5, Fla.o;;h: 9, Flight: 
6, Fog: 10, Hypersensitive Touch: 4, 
Hypnotism: 7, Illusion: 6, Invisibility: 5, 
Joined: 7, Life Sense: 1 1 ,  Magi(· Blast: 6, 
Magic Shield: 4, Mimic: 8, Mystit: Shield: 
4, Object Awareness: 16, Postcognition: 
15, Precognition: 13, Sealed Systems: 
10, Shrinking: 8, Spirit Travel: 6, Sus­
pension: (), Systemic Alltidote: 5, Tele· 
portation: 13, True Sight: 12,  Weather 
Control: 9 

SKILLS: 
Occultism: 9, Scholar: 1 0  
(Mysticism/Magic) 

LIMITATIONs: 
See Below 

MOTIVATION: Upholding the Good 

WEALTH: Affluent 

JOB: Legionnaire 

RAo:: Human 

[TI 
he White Witch was born 
the younger daughter of 
the High Seer of Naltor, 
but was one of the rare 

Naltorians to h ave no gift whatsoever 
for precogn ition. This handicap would 
have haunted her life, but rather than 
accept the protection of her elder sis­
ter, Nura Nal (Dream Girl) upon the 
death of their mother, she chose in­
stead to search out a destiny of her 
own. Hoping that her handicap was 
in some way balanced by another 
talent, she journeyed to Zerox (the 
Sorcerers' World). 

Naltor had been settled by emi­
grants from Zerox years ago. 

On Zerox the White Witch studied 
under the teachers who guarded the 
world and demonstrated great ability 
at the mystic arts. However, one of 

�"c�c\opedia ga/acfica 
�������

� WHITE WI� 

Note: The White Witch obtains her spc· 
cia! powers through study and prepara· 
tion. N; a result of this, she can only have 
up to four sperial powers, and can only 
use each one once before having to re· 
learn it. Relearning four powers takes 1 2  
APs o f  time. 

her teachers was Mordru, who was 
about to strike with a long-held plan 
for domination of Zerox. Mordru 
sensed the White Witch's potential to 
rival his power, but because she was 
still undeveloped and easy prey, he 
was able t cause her t tfil a sacred 
test and be xpelled frol'T\Zerox, put­
ting her on path that led o domina­
tion by EVillo. 

Evillo w'�t-< that'ti:rn attempting 
to form a DevU's .Q9zen, 

Making use o {h\., wfiak state that 
Mordru had Jeff her i.OfEvillo was able 
to transform her into the Hag, a vil­
lainess. In this condition she con­
fronted the Legion, and it was only 
with Dream Girl's help and know­
ledge that the White Witch was freed. 

Once restored, the White Witch re­
turned to Zerox for further studie�;;. 

During this time her continued expo­
sure to magical forces caused her 
body to alter somewhat, gaining a 
faery-like quality. 

Later on, she assisted the Legion 
against Mordru when he escaped his 
initial entombment. 

She offered her assistance years 
later, when Darkseid sent his Ser· 
vants to attack her during a visit to 
her home planet. He drained the mys· 
tical energy from Zerox itself to fur· 
ther power his ambitions. Her powers 
were boosted by Darkseid's nemesis, 
Highfather, and as a result, she played 
a major role in the Master of Dark­
ness' defeat. 

Shortly after, she was invited to 
join the Legion. 
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[!!] 
rek Bannin, like all natives 
of the planet Tharr, pos­
sessed the ability to pro­
ject intense cold from 

birth. 
Brek's world was saved by the Legion­

ires in one of their first adventures, 
which inspired him to make the long 
journey to Earth and apply for mem­
bership. Unfortunately, Polar Boy, as 
he called himself, was under the min­
imum age limit at the time. The Legi­
onnaires also decided that his powers 
were too poorly controlled, and re­
jected him at an open call. 

Irrepressible, Polar Boy decided 
that if he couldn't be a member of the 
Legion, he'd invent his own Legion of 
Substitute Heroes (Subs) and help 
them anyway. 

Joining forces with four other 
rejected applicants, he created the 
Subs to be the Legion's secret wea­
pon. In fact, they were so secret that 
at first, the Legion had no knowledge 

of their existence. 
The Subs were in fact able to secret­

ly aid the Legion on several occasions, 
but the fact of their existence was 
eventually revealed. 

With a good track record, the Legion­
naires found reason to accept the 
Subs, and Tegularize<i tllem to aid the 
Legion from time o time for many 
years. 

This was not e}lou fo Polar Boy, 
especially, as the cases han:dled by the 
Subs became mostly either secondary 
offshoots f Legion cas s or trivial 
cases. 

Finally, the roup m tuallydecided 
to disband. 

· While the other members went their 
separate ways, Polar Boy applied for 
Legion membership once more. The 
Legion Constitution was amended to 
take into account differences in bio­
logical age (Tharrians mature at a 
much slower rate), and this time he 
was accepted as a Legionnaire. 

POLAR BOY ati4s JJrek &nni11 

DEX: 6 STR: 4 Boox: 5 
I NT: 7 WILL: 5 MIND: 4 
I NFL: 3 AURA: 4 SPI�IT: 3 
INITIATIVE: 1 6  HERO POINTS: 55 

PO\VERS: 
Flame Immunity: 16, Ice Production: 
13 

SKILLS: 
Charisma/Interrogation and Persua­
sion: 5, Vehicles: 5 

MOTIVATION: Upholding the Good 

WEALTH: Affluent 

JOB: Legionnaire 

RACE: Human 

Polar Boy is determined to prove 
his worth to the Legion after his years 
in the Subs. His reputation has not 
been greatly enhanced however, 
because he and the other new mem­
bers were defeated by Dr. Regulus on 
their first case. 

Since then Polar Boy has served as 
a leader of the new members, putting 
his knowledge as Sub Leader to good 
use. 

Polar Boy is well-known to all of the 
Legionnaires, especially those who 
were members prior to the first 
Khund invasion, and he gets along 
well with them. He still maintains 
contact with the disbanded Subs and 
oddly enough, most of the newest 
applicants look up to him as the voice 
of experience. He is quiet and soft­
spoken, not given to overconfidence 
(due in part to his years in the Subs, 
never a particularly ego-building 
experience), but his powers still make 
him a formidable opponent. 



MAGNETIC KID alias Pol Kri>m 
DEX: 5 STR: 4 BODY: 5 
INT. 5 WILL: 5 MIND: 5 
!NFL: 4 AURA: 3 SPIRIT: 4 
INITIATIVE: 14 HERO POINTS: 40 

POWERS: 
Magnetic Control: 1 2  

SKILLS: 
Martial Artist: 3, Vehicles: 3 

VULNERABILITIF..S: 
Loss Vulnerability: all Powers reduced 
to 2 in the presence of 90 degree + 
temperatures. 

MOTIVATION: Responsibility of Power 

WEALTH: Affluent 

JOB: Legionnaire 

RACE: Human 

ol Krinn was aware of the 
Legion when he was a 
very young child, and his 
o l d e r  b r o t h e r  R o k k  

helped form the team as Cosmic Boy. 
Pol professed no interest in heroics, 

preferring to follow a more tradi­
tional path of education, young ro­
mance, and athletics on Braal. Later 
he had a sincere admiration for his 
older brother, but had a hard time 
imagining why it was so important to 
risk your life as a hero on a daily basis. 
Also, unlike his brother who had been 
born on Earth, his own powers of 
magnetism were only slightly supe­
rior to those of the average Braalian. 

This attitude changed radically 
when the Krinn family home was de­
stroyed in a frreballing incident, a 
30th century equivalent of the old 

protection racket scheme involving 
small nuclear devices. Ewa Krinn died 
in intensive care, but Pol and Hu 
managed to pull through, spending 
long months in a medi-center recov­
ering. This recovery time gave Pol the 
chance to consider the randomness 
of cr.ime, and to decide that it was up 
to those who can do something �bo

.
ut 

the ·universe's ills to take a stand. 
Applyj.ng ,to the L�i�m Academy, 

Pol was immediately accepted and 
trained in the development of his 
magnetic powers, taking the name of 
Magnetic Kid. He became close friends 
with his roommate, Grev Mallor. 

When his brother decided to be­
come a reserve member (as Cosmic 
Boy), Pol decided to give Legionnaire 
membership a shot and made the 
grade. Until that time, Pol had plan-

ned to use his powers as part of the 
Science Police or some other such 
organization, as the Legion's rule 
against duplicated powers would 
have kept him out. 

Magnetic Kid's powers are far less 
developed than Cosmic Boy's, as is 
the imagination with which he em­
ploys them. Nonetheless, he is one of 
the most accepted new Legionnaires 
because of the family connection to 
one of the founders. 

It should be noted that Pol is no 
relation to the criminal Magnetic Kid. 
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IT] ell us comes from a large, 
watery world where the 
atmophcre and water is 
poisonous to humans. 

Coming from the only native sen­
tient species on his Hykraius, a spe­
cies which are amphibious, Tellus 
was one of the few who chose to leave 
the planet. He worked as a crewman 
on an interstellar freighter to raise 
funds for further schooling. While 
traveling, he learned of the existence 
of the Legion of Super-Heroes and 
was inspired by the concept. 

Tellus traveled to Earth and stud­
ied at the Legion Academy, hoping to 
learn more about the Legion so that 
he could start a similar organization 
on his own world. He himself pos­
sessed powers of telekinesis (evolved 
due to limited manipulatory capabili­
ty) and telepathy (evolved as a 

TELLU� 

medium of communications that 
would work equally in either a gas­
eous or liquid environment), as did all 
natives of his homeworld. His abilities 
in both were far greater than the 
norm, and he also possessed the 
additional talent of being able to 
probe others' minds. 

At the time of his arrival, he as­
sumed his alienness would preclude 
membership in the Legion and his in­
ability to cope with Earth's atmos­
phere would prevent him from re­
maining long. 

Wildfire got Brainiac 5 to construct 
a more sophisticated and portable 
life-support device for Tell us, permit­
ting him to remain on Earth. 

Tellus then decided to apply for 
membership when it was announced 
that Saturn Girl would be assuming 
reserve status, as otherwise the Le-

TELL US alias Ganglio..< 

DEx: 4 
INT: 10  
INFL: 3 
INITIATIVE: 

POWERS: 

STR: 6 Boov: 8 

WILL: 9 MIND: 1 0  
AuRA: 3 SPIRIT: 4 
1 7  HERO POINTS: 45 

Mind Probe: 1 1 ,  Telekinesis: 7 
Telepathy: 2 1 ,  Water Freedom: 5 

SKILLS: 
Vehicles: 4 

EQUIPMENT: Life Support Device 
(DEX: 0, STR: 0, BODY: 12) 
Uses: 1 ,  Duration: 20, Sealed 
Systems: 20 

VUI.NERADILITit::S: Fatal Vulnerability: 
Tellus breathes an atmosphere that is 
poisonous to humans and takes dam­
age from breathing a normal oxygen/-
nitrogen atmosphere. (For game me­
chanics see Staying Underwater,PM, 
pg. 25.) 

MoTIVATION: Upholding the Good 

WEALTH: Affluent 

JOB: Legionnaire 

RACE: Alien 

gion's duplication of powers clause 
would have prevented him from app­
lying. The Legion's lack of a function­
ing telepath plus Tellus' own unique 
qualifications gained him member­
ship. 

Tellus is one of the five newest 
members to be accepted by the Le­
gion and is also the least sure of him­
self. In part this is because of his un­
familiarity with humanoid species' 
limitations and capabilities. 

He is somewhat gawky because of 
his somewhat limited physical con­
struction and his lack of knowledge of 
human/humanoid social graces. Des­
pite his limitaions, or perhaps be­
cause of them, he is totally devoted to 
the Legion and his own part in fight­
ing evil. 



IT] 
he being that calls itself 
Quislet entered the nor­
mal universe from an 
unknown micro-dimen­

sion, whereupon he/she/it claimed to 
UP authorities to be an explorer who 
decided to stay. 

Next to nothing is known about 
Quislet's background and what is 
known may be untrue as only its word 
supports it. For reasons that Quislet 
declined to specify, it decided to 
volunteer for the Science Police or 
any other law enforcement agency 
that needed (as it described itself) its 
"all-important" talents. Quislet's ser­
vices were declined, and so it, upon 
hearing of the most recent open call 
for new members by the Legion, fol-

e\\c�c\oped ia galacfica QUISLET 

lowed a group of test-candidates, Jed 
by Brainiac 5, to investigate a disaster 
initiated by one of the Dark Circle's 
Ontiir clones. Displaying its unique 
ability to possess and control inani­
mate objects, Quislet easily qualified 
for Legion membership. to the con­
sternation of some members. 

Quislet's true nature iS still hidden 
within the exploration vessel that it 
travels in, alth9ugh B

'
rainiac 5 has at 

least verified that Quislet is a sentient 
being, albeit one. more closely related 
to energy than · ,matter, and not a 
robot drone of some sort. Shielding 
within the vessel, as well as Quislet's 
own unique nature, has made it impos­
sible to verify anything else, such as 
gender or morphology, regarding the 

12 STR: 
5 WILl.: 
3 AURA: 
20 

Vehicle 

I STR: 2, 130DY: 1 1 )  
l ,  Duration: 26, F1ight: 5 

Scaled. Systems: 26. Thermal Vision: 5 
Lt.\11TATIO�S: 

Quislet's powers have a range of 0 APs. 
Only one object or area of eanh or 
metal can be animated at one timE'. 
When animating earth, the resulting 
creature does not have to have any 
points assigned to its Mystical 
attributes. Quislet himself supplies t.he 
Mental and Mystical attributes. He can 
be atacked mentally while animating 
something. After 3 APs (32 seconds, or 
eight Action phases), or immediately 
after Q u islet leaves the object he was 
animating, the object or quantity of" 
earth will disintegrate. Only Quislet's 
exploration vessel is immune to this 
effect. 

Vn.�EHABil.ITI I·:s: 
Quislet cannot survive outside of his 
exploration vessel for any period of 
time greater than 0 AP unless he is 
"possessing" a solid object. 

MOTIVATION: Thrill of Adventure 
WEALTH: Inapplicable 

JOB: Legionnaire 

RACE: Alien 

micro-explorer/adventurer, even if 
such terms were applicable. 

Personality-wise, Quislet is curious, 
gossipy, and highly egocentric. Its 
exploration vessel contains a voder 
unit (although Quislet can cause inan­
imate objects it possesses to"speak" 
by vibrating selective molecules to 
generate noise), but it is unclear 
where Quislet obtained its vocabu­
lary. It speaks in a high, chirpy voice, 
usually in a somewhat sarcastic tone, 
which tends to grate on the nerves of 
some Legionnaires. Quislet is always 
more than cooperative with its fellow 
heroes, however, and is apparently 
well-experienced with the normal 
universe. 
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irst of all, it is necessary 
to separate personal equip­
ment-the generic tech­
nological devices avail­

able to all Legionnaires-from the 
special technology used by only one 
Legionnaire-such as Wildfire's con­
tainment suit or Brainiac 5's force 
shield belt. 

In the case of true personal equip­
ment, the most important concept to 
bear in mind is facilitation. Unlike so 
much of the technology employed by 
heroes, the Legion's personal equip­
ment was never intended to give them 
an edge over the villains of their time 
nor to enhance their powers. It is 
most simply those devices that enable 
the Legionnaires to use the technol­
ogy of their century to go about their 
business. 

Each device serves one or two sim­
ple and specific purposes: survival in 
space, identification and tracking, etc. 
None are ostentatious. In fact, with 
the limitations on detail inherent in 
comic art, frequently they are invisi­
ble even while performing their func­
tion. 

Players would be advised to take 
note of the advantages and limita­
tions they place on their characters, 
and then briskly move on. 

Note: See Chronicler's Notes (on 
page 86) for a discussion of the truth 
behind the inconsistent technology of 
the 30th century. 

FLIGHT RING 

BODY: 5, provides Flight: 8 
Super Ventriloquism (limited 
signaling capability): 62 

One of Brainiac 5's first pieces of 
equipment for Legion use-the Flight 

Rings-are made out of Element 152, 
an anti-grav metal created by Mon-El 
when he tried out for the Legion 
under the guise of Marvel Lad. 

Experimenting with the metal for 
months, Brainiac 5 devised a proto­
type flight ring that was first put to 
use against the villain Vibrex. 

Beyond the abilities listed above, a 
flight ring allows its wearer to link 
with other ring-wearers. This allows 
all those linked to travel at the speed 
of the fastest linked character. 

The signaling device of the ring is 
activated by twisting the L symbol 
clockwise a quarter turn. This acti­
vates the ring's SOS transmission and 
tracking beam. 

Originally the ring was activated by 
mental impulses of the user, with the 
unhelpful side effect that if the user 
was unconscious, he would fall. More 
recent models have a safeguard built 
in that keeps the wearer hovering 
even if he loses consciousness. 

Rings are given to all Legionnaires 
and Academy members. 

TRANSUIT 
BODY: 20, provides Sealed Systems: 
18 

The transuit (also known by a var­
iety of other names) is a molecule­
thick polymer sheath that provides 
complete protection against hostile 
environments. Created by Brainiac 5, 
with the assistance of Element Lad's 
transmutative abilities, transuits can 
attune themselves to the molecules of 
their wearers, so that the powers of 
Legionnaires, such as Colossal Boy, 
Chameleon Boy, Phantom Girl, and 
Shrinking Violet, can function unim­
paired. The suit is transparent to 
non-fatal levels of energy so that 

energy-projectors, such as Lightnin 
Lad and Sun Boy, can use their pov 
ers through the suit with no reduc 
tion in capability. On the other hanc 
directed powers from an outsid 
source can permeate the suit equall 
well, so the suit provides no prote< 
tion from such energies. 

The transuit can filter oxygen fror 
almost any atmosphere, as well a 
frec-Ooating hydrogen atoms in a va< 
uum. The suit is usually stored in 
small %" by 'A'' capsule that can b 
sewn into one's clothing. This capsul 
also contains a small sensor. Upo1 
exposure to a hostile cnvironmem 
the capsule instantly releases the sui1 
which expands to contain the owne 
so rapidly that, even if the user wer· 
instantaneously exposed to a vac 
uum, he or she would suffer no il 
effects before being protected by th• 
suit. Some Legionnaires, such as Tel 
Ius and Quislet, do not use transui� 
while Brainiac 5 prefers to rely on hk 
force field belt (although he doe: 
have a suit capsule sewn into his clo 
thing in case of emergencies. Tran 
suits are given to all Legion reservists 

A less efficient model of the sui' 
(Sealed Systems: 16, and lacking th< 
instant-expansion capability), pat· 
en ted by Brainiac 5, is available to Ia\\ 
enforcement agencies and other plane­
tary organizations, while a third mod· 
el (Sealed Systems: 1 5, without thE 
expansion capability) is available tc 
the general public. 

TELEPATIIIC EAR PLUG 

BODY: 3, provides Super Ventrilo· 
quism: 1 1, Telepathy: 2, Neutralize 01 
25 (under certain circumstances. SeE 
below.) 

Another piece of equipment devisee 
by Brainiac 5, is the ear plug, whicl:l 
can easily be inserted in the "ears" ol 



the user (or wherever may be neces­
sary so that the user's brain is in­
between the two plugs). When worn 
they provide a telepathic transmis­
sion field that allows the user to 
communicate with another ear plug 
user up to its maximum range. The 
plugs will also pick up and transmit 
communications from most sentient 
species not wearing a pair of plugs to 
a range of 2 APs. 

The plugs can be set to protect 
against long-term mental attack 
(such as Hypnotism and Control) 
with 25 APs of Neutralize. This will 
also tend to scramble the wearer's 
brain waves, reducing his MIND to 0, 
and it takes at least l AP of time to 
position the ear plugs correctly on a 
willing or unconscious target. 

All Legion Reservists are issued ear 
plugs. Some Legionnaires wear the 
ear plugs but tend to rely on their 
own telepathic abilities (such as 
Saturn Girl and Tellus). Other com­
munication devices can be set to 
transmit along the same frequency as 
the ear plugs. Quislet can use his own 
voice projection unit to speak over 
other Legionnaires' ear plugs. Tele­
pathic ear plugs are available to law 
enforcement agencies on a limited 
basis, but not to the general public. A 
standard model throat mike/ear 
plug/radio transmitter (with a range 
of 2 APs) is available to the general 
public. 

DISTORTER 
BODY: 4, provides (limited) Illusions: 
7, (limited) Recall: 2 

A recent invention of Brainiac 5's, 
the distorter unit can project a holo­
graphic "disguise" over the user, aJJow­
ing him to reconfigure his appear­
ance and/ or clothing to whatever 
specifications the distorter has in its 
memory. A distorter can also photo­
tograph someone, and store the pho­
tograph for future use. The unit looks 
like a small, 6" metal disk. 

The volume of the Illusion is never 
greater than the user's own body 
(clothes included), while the memory 
of the distorter can only hold up to 
five different forms. A generic dis­
guise (one not duplicating any par­
ticular individual) can be reprogram­
med in. 

Distorters are distributed only to 
Legionnaires who might require them 
for a particular mission, as they are 
not standard equipment. Distorters 
are available to universally recog­
nized law enforcement agencies (such 
as the Science Police) for intelligence 
operations but are defmitely not avail­
able to the general public. 

INERTON 
BODY: 65, MIND: 25, SPIRIT: 25, 
provides special neutralizing abilities. 

Although not actually a piece of 
equipment, Inerton is commonly em­
ployed or encountered by Legion­
naires (especially Element Lad) and 
is therefore mentioned here. 

Inerton is actually an alloy, a com­
bination of one part dwarf-star metal 
to twenty parts titanium. It is the 
densest known man-made material 
in the known universe and negates 
energy of any sort. Its BODY acts not 
only against energy attacks but a­
gainst mental and mystical forces as 
well. Only the power of the Emerald 
Eye of Ekron has been known to 
penetrate it. It is commonly found 
only in the containment chambers of 
powered individuals at the extremely 
high end of the scale (such as Vali­
dus). Although transmutators (such 
as Element Lad and Cosmic King) 
can produce it easily, it is only found 
in use by governments, as it is prohib­
itively expensive to produce in any 
quantity. 
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[QJ 
iven the vast power of the 
Legionnaires, it is natural 
that their opponents 
would be somewhat dif­

ferent than run-of-the-mill villains 
who might battle any hero. 

Sheer physical strength, so fre­
quently the only power of villains in 
other series, is a rarity here. After all, 
how would chroniclers deal with a 
story about someone physically bat­
tling Mon-El, Ultra Boy, and Superboy 
to a standstill? 

The great Legion villains therefore 
are often simply a single force or con­
cept, embodied in humanoid form 
and taken to the ultimate. Mordru, 
ultimate black magician, the Time 
Trapper, mysterious figure of entro­
py, and the Controllers, justice gone 
amok, are so powerful that it is rea­
sonable to believe the whole Legion 
could be impotent against them. 

The greater number of worthy vil­
lains comes from a similar logic re­
duced to the hu man level: a single 
power with control over a single ele­
ment or force. This force is in the 
hands of a human whose power lust 
differentiates him from a compara­
tivelystable Legionnaire. Dr. Regulus, 
Universo, Lightning Lord, the Emer­
ald Empress, etc., are all driven by 
hatreds the Legionnaires can barely 
comprehend. 

And then the others: the Conquer­
ors, Warriors, criminals, and masters 
of alien worlds; it is neither their 
powers nor their basic concepts that 
make them interesting characters to 
work with. I nstead it is the situations 
that surround them. 

Design a strong story or scenario 
and these characters become wonder­
ful villains. Put them in a weak adven­
ture and they are easily defeated. 

It is strongly suggested that the 
choice of villains be appropriate to 
the players' experience( s) and the Le­
gionnaires being used in the particu­
lar adventure. 

The flrst suggestion is particularly 
important when dealing with the great 
villains, who cannot be defeated by 
any combination of Legionnaires un­
less worked with great skill. The 
second suggestion is most important 
when dealing with the worthy oppo-

nents class, who can be too easily 
defeated if outnumbered or outpow­
ered by heroes. 

Emphasis should be on having a 
r.taster plan, as few villains run 
around the u n iverse committing 
crimes at random. There should al­
ways be some ultimate goal for the 
villains to achieve. 

Few villains are motivated by greed 
in the literal sense in the 30th cen­
tury. However, power will carry with 
it the opportunity to acquire wealth 
in many ways-including any num­
ber that would not reveal the villainy 
to as difficult a group of opponents as 
the Legion. 

The Villains section is organized 
alphabetically, by the first letter of 
the first name or word (i.e., Benn 
Pares is under "B", not "P"). Certain 
villains associated with a specific 
group will be found under the alpha­
betical listing of the group, not indi­
vidually. For instance, Lightning Lord 
is listed individually due to his impor­
tance as a singularvillain, even though 
he has operated with the Legion of 
Super- Villains on numerous occa­
sions. 

Finally, several villains may be 
found in the Non-Player Character 
Section. The Controllers, despite var­
ious villainous acts, are primarily 
neutral. 

ABSORBANCY BOY 

DEx: 5 STR: 3 Boov: 4 
INT: 5 WILL: 2 MlNO: 3 
INFL: 4 AURA: 2 SPIRIT: 3 
lNJTlATIVE: 14 HERO POINTS: 30 

PO\VERS: 
Adaptation: 80 

LIMITATIONS: 
See below 

MOTIVATION: Thrill Seeker 

WEALTH: Comfortable 

JoR: Unknown 

RACE: Human 

Absorbancy Boy can use his Adap­
tation powers to gain the innate pow­
ers of any individual. In order to do 
this he must be in contact with an 

object that was once in contact with 
the individual whose powers he is 
adapting. He must be in contact with 
the object for 9 APs of time. 

Rejected at a Legion open call be­
cause of the inherent limitations of 
his power, Absorbancy Boy attempted 
to prove his worth by defeating then 
new member Tyroc by using Super­
boy's and Sun Boy's powers. Absor­
bancy Boy was defeated readily e­
nough and has since dropped back 
into obscurity. It is rumored that he 
was offered a membership in the 
most recent Legion of Super-Villains. 

AMALGAMAX ali<u Xon 

DEX: 1 3  
lNT: 1 3  
INFL: 1 0  
INITIATIVE: 

POWERS: 

STR: 25 Boov: 1 9  
WILL: 1 5  MIND: 1 5  
AURA: 8 SPIRIT: 4 

36 HERO POINTS: 75 

Absorption Field: 6, Acid: 70 
Directional Hearing: 10, Dispersal: 35, 
Energy Absorption: 8 
Extended Hearing: 10  
Flame Immunity: 28 
Flame Projection: 1 5  
Flash: 3 1 ,  Flight: 44 
Gravity Increase: 24, Growth: 1 5  
Heat Vision: 28, Hypnotism: I 7 
Invisibility: 15, Invulnerability: 46 
Iron Will: 5, Lightning: 20 
Magnetic Control: 20, Jumping: 9 
Microscopic Vision: 15, Mind Blast: 7 
Mind Probe: 1 5, Omni-Arm: 1 3  
RecaU: 25, Sealed Systems: 20 
Shape Change: 12, Shrinking: 30 
Split: 3, Stretching: 5, Super Breath: 18 
Super Hearing: 10, Superspced: 23 
Systemic Antidote: 20, Telepathy: 20 
Telescopic Vision: 1 5  
Thermal Vision: 1 5, Transmutation: 1 9  
X-Ray Vision: 20 

SK II.LS: 

Gadgetry: 14, Scientist: 15 

LIMITATIONS: 
Those of Bouncing Boy, Lightning Lad, 
vent Matter-Eater Lad, Saturn Girl, 
Star Boy and Sun Boy. Two APs of 
Shape Change can only be used to 
assume an "inflated" appearance with 
the points going to BODY. 

MOTIVATION: Psychopathic 

WEALTII: Millionaire 

JOB: NA 
RACI::: Alien 



When Xan's father was killed, Xan 
swore vengeance on Superman and 
Batman, who had put his father there. 
Originally Xan used power-imbued 
duplicates of the Legionnaires to give 
thecurator ofthe Superman Museum, 
Joe Meach, those same powers. Meach 
had gained power from the duplicate 
statuettes once before and Xan dupli­
cated the lightning strike to do so 
again, but Meach eventually sacrificed 
his life to prevent Batman's and Rob­
in's deaths at Xan's hands. 

Superman destroyed the statuettes, 
but Xan escaped from prison, tra­
velled back in time to duplicate the 
circumstances again, and gave him­
self the powers of the various pre­
Lightning Lass Legionnaires. With the 
help of the Legion, Superman and 
Batman defeated Xan (Arnalgarnax, 
as he called himself). His time-travel 
equipment was never found. 

BENN PARES 

DEX: 9 STR: 3 BoDY: 4 

lm-: 7 W1u.: 4 MIND: 5 

I NFL: 4 AURA: 3 SPIRIT: 3 

INITIATIVE: 20 HERO PoiNTS: 85 

Powt:RS: 
Teleportation: 9 

SKILL.'l: 
Detective: 3, Gadgetry: 1 2, 
Spy/Coding and Connoisseur. 7 

EQUIPMENT: 
7 BCD Omni-Gadgets: 8 APs 

MOTIVATION: Thrill Seeker 

WEAL"rn: Millionaire 

Jos: Professional Thief 

Born a m tant with the aBility, of 
short-range te �rtatton, Benn Pares 
learned to put ffis ability to use as a 
thief. Benn was so that, prior to 
his first and last (so ) encounter 
with the Legion, nobo� had ever 
heard of him. While atte ptlng to 
steal the Miracle Machine from �on 
HQ, he was captured by Super :y. Jt 
is not known whether or not he has 
escaped from Takron-Galtos at this 
time. 

BOUNTY 

DEX: 8 STR: 5 BoDv: 6 
1m': 6 W1u.: 4 MlNo: 4 

INFL: 3 AURA: 3 SPIRIT: 3 

INITIATIVE: 1 7  (2�)_ HERO Pon-rrs: 6() 

SKILLS: 
Charisma: 8, 
Detective/Clue Analysis 10 Systems, 
Law and Police Procedures: 9, 
Gadgetry: 10, Martial Artist: 5, 
Military Science: 14, 
Vehicles/Land and Water: 7, 
Weaponry: 20 

EQUIPMENT: 
Battle Suit: 
(DEX: 0, STR: 0, BODY: 15, 
Uses: 2, Duration: 18), 
Multi-Weapon: 
(DEX: 0, STR: 0, BODY: 8, 
Uses: 6, Duration: 18), Acid: 15, 
Flame Project: 15, Flash: 15, 
Heat Vision: 15, Lightning: 15, 
Sonic Beam: 15, Telescopic Vision: 9, 
Jet Pack: (DEX: 0, STR: 3, BODY: 10), 
Uses: 4, Duration: 15, Flight: 10, 
4 ACD Gadgets: 8 APs 

MOTIVATION: Mercenary 

WEALTH: Affluent 

JOB: Professional Bounty Hunter 

RACE: Human 

Bounty, being one of the most tal­
ented bounty hunters in the UP was 
summoned to Earth by the then­
President to capture four Legion­
naires who had been turned into a 
single hulking monstrosity by a freak 
accident. More or less unsuccessful in 
his attempt to stop the "Composite 
Legionnaire," Bounty attempted to 
employ an old-style nuclear warhead 
against it and was caught in the act. 
Subsequent investigation showed that 
Bounty had employed outlawed wea­
ponry in the past, and he was sent­
enced to a long stay at Takron -Galtos. 

CHARMA /JtJc«l$ed 

DEX: 4 STR: 2 BoDY: 3 

I NT: 5 WILL: 4 MIND: 3 

I NFL: 4 AURA: 3 SPIRIT: 2 

INITIATIVE: 1 3  HERo PoiNTS: 25 

POWERS: 
Broadcast Empath: 20 

l.ooTA110NB: 
Charma's power can only be used to 
cause love (and subsequent feelings of 
protectiveness and concern) with 

and Irrational hate among 
e{IUiles. The range of her power is line­
of:S14bt, Is on all of the time, and only 
affects humal)s and humanoids. 

MOTIVATIO Mercenary 

WEALTH: Struggling 

JOB: NA 
RACt:: Exotic Humanoid 

Charma was orphaned in a series 
of food riots on her home planet. She 
was sent to an orphanage, where the 
headmistress called in Grimbor the 
Chainsman to come up with a way to 
neutralize Charma's power. Instead, 
Grimbor fell under Charma's sway 
and helped her to escape. Impover­
ished, she convinced Grimbor to 
oppose the Legion with her, captur­
ing them and ransoming them back 
to R.J. Brande. Charma and Grimbor 
were foiled in their efforts. When 
Charma was sent to a women's pri­
son, she was killed by her fellow 
inmates. 

COMMAND KID 

DEX: 5 

INT: 7 

lNFL: 12 

INITIATIVE: 

PoWERS: 
Illusions: 18 

LJMITATIONS: 

STR: 4 BODY: 5 

WILL: 10 MIND: 8 
AURA: 13 SPIRIT: 1 2  

24 HERO POINTS: 40 

The above statistics apply only when 
Command Kid is "possessed": he has 
normal human statistics (2 APs). 
Exposure to gold negates Command 
Kid's Illusions power, and exposure for 
2 APs will drive the possessing demon 
out entirely. 

MOTIVATION: Power Lust 

WEALTH: Comfortable 

JoB: NA 
RACE: Human 

An unidentified native of Preztor, 
the boy who was to become Com­
mand Kid, landed on the planet's 
Taboo Island when his ship's engines 
became disabled. Taking the name of 
Command Kid, he was possessed by a 
demon, forced to join the Legion, and 
attempted to destroy the group from 
within. Saturn Girl and Element Lad 
discovered the demon's ruse and for­
ced it to leave Command Kid by 
transmuting its surroundings to gold. 

COMPUTO 

DEx: 22 STR: 1 BoDY: 1 

INT: 23 W1u.: 1 8  MIND: 30 

lNFL: 2 AuRA: 2 SPIRIT: 30 

INITIATIVE: 47 HERo POINTS: 95 

POWERS: 
Bio-Energy Blast: 43, Control: 1 0  

SKILLS: 
( "  linked) Gadgetry•: 23, Scientist•:  23 
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EQUIPMENT: 
"Computoids"-see below 

LIMITATIONS: 
Computo is essentially a sentient elec­
tronic circuit. As such, it has no 
movement, and can only Control 
someone by having its circuitry hooked 
into his/her nervous system. It can on­
ly use its Bio-Energy Blast by using its 
controlled victim as a focus. 

MOTIVATION: Power Lust 

WEALTH: NA 

JoB: Currently mqjor-domo 

RACE: Artificial Life Form 

Computo is an artificial intelligence 
programmed by Brainiac 5 in a search 
for an ultimate computer. Possessed 
of a strange set of twisted emotions, 
Computo turned rogue and attemp­
ted to conquer Earth. Before being 
defeated, Computo managed to des­
troy one of Triplicate Girl's three 
selves. 

Computo was accidentally restored 
to sentience years later when Brain­
iac 5 incorporated similar circuitry in 
a device to save a young girl's life. 
Computo possessed the girl, Danielle 
Foccart, and was only defeated when 
her brother, Jacques took the serum 
of the original Invisible Kid. 

Brainiac 5 was eventually able to 
negate Computo's malign influence 

over Danielle, and installed the cir­
cuitry in a small robotic "major-domo" 
body. It serves at Legion HQ under 
Querl's watchful supervision and sus­
picious glances from other Legion­
naires. 

Before its first conquest attempt, 
Computo's circuitry was put in a 
large, awkward robotic body. Similar 
bodies were mass-produced by Com­
puto to act as its "shock troopers." 
Computo could conceivably install its 
intelligence in one of these bodies. A 
number of these "computoids" are 
still known to exist and one group 
which was shipped to Bismoll, at­
tempted a short-lived overthrow of 
the government there. 

Computoids have the following statis­
tics: 

DEX: 8 STR: 12  BODY: 18  
!NT: 3 INITIATIVE: 12  

Possesses Lightning: 1 4  Range: Touch 

DAGON THE AVENGER oJi<l.• Wczil YO?Idor 

DEx: 5 STR: 2 Booy: 5 

INT: 9 WILL: 5 MINo: 4 
INFL: 3 AuRA: 2 SPIRIT: 2 
INITIATIVE: 17 HERO PoiNTS: 50 

SKILLS: 
Gadgetry: 1 0  

EQUIPMENT: 
Attack Suit: 
(DEX: 0, STR: 7, BODY: 16 Uses: 2, Du­
ration: 16), Lightning: 14 
Flechette Wrist Shooters: 
(AV: 7, EV: 8, Ammo: 1 0  
Range: 0-2/3-4/5) 

MoTIVATION: Psychopathic 

WEALTH: Comfortable 

JOB: NA 

RACE: Human 

When R.J. Brande's wealth was em­
bezzled by the then-Earth President 
at the end of the Khund/ Dark Circle 
Earthwar, Wezil Yondor, a mentally 
unstable and irrational man, settled 
on the fact that the Legion, and 
Brande's involvement with them, had 
been the true reason behind Brande's 
loss offunds. Breaking into top secret 
computer flles on the various Legion 
security measures, he designed and 
built a special battle suit and took the 
guise of"Dagon the Avenger." He then 
kidnapped the parents of many Legion­
naires in an effort to gain vengeance 
against the group by bankrupting 
them with his hostage demands. Once 
his identity and his connection to 
Brande was ascertained, he was easi 
ly thwarted and committed to an in 
sane asylum. 



THE DARK CIRCLE [j] he Dark Circle is an al­
liance of individuals of 
diverse and mysterious 
origins, joined together 

with the motivation of power lust. It 
is theorized by the Science Police that 
the group's history stretches back 
several centuries and across several 
worlds. 

The Dark Circle originally appeared 
to be an alliance offrve worlds bent on 
conquest. Over time, it has become 
clear that those worlds were princi­
pally inhabited by clones of the five 
beings currently leading the Dark 
Circle. 

The technology of cloning has been 
perfected by the Dark Circle to a de­
gree otherwise unknown in the 30th 
century. 

The Dark Circle has attempted in­
vasions of Earth and the United Plan­
ets, but most of their acts are covert. 

ONTIIR 

DEx: 5 STR: 5 Boov: 6 
I NT: 5 WILL: 6 MIND: 5 
INt'L: 3 AunA: 2 SPIRIT: 2 
INITIATIVE: 1 3  HERO POINTS: 45 

SKILl.';: 

Detectivc/10 Systems, Law and Police 
Procedures: 5, Weaponry/I''irearms: 5 

MOTJVATJ0:--1: Power Lust 

WEAI.TJI: NA 

Jon: Double Agent 

RACE: Alien 

In one clone-form, Ontiir was a re­
spected officer of the Science Police, 
while in another he was one of the 
masters of the Dark Circle. It is un­
certain which, if either, was the origin­
al, although the SP officer clone was 
killed by SP Chief Zendak. Ontiir is 
potentially one of the most treacher­
ous foes the Legion can fight, so much 
so that at one point even the Dark 
Circle itself was unaware of where 
one of his clone's loyalties lay. 

GOLGOTH 

DEX: 4 STR: 2 Boov: 3 
!NT: 1 2  Wit.L: 8 MIND: 6 
!NFL: 6 AuRA: 6 SPIRIT: 5 
INITIATIVE: 22 HERO POINTS: 30 

SKILLS: 

Gadgetry: 16, Scholar (Genetics): 23 
Scientist: 1 9  

MOTIVATJ0:-1: Power Lust 

WEALTH: Billionaire 

Jou: Conqueror 

RACE: Human 

Golgoth is the apparent leader of 
the Dark Circle and a mysterious 
master of cloning. Nothing is known 
about Golgoth or his origins other 
than that he might have had ties in 
the past with Zerox, the Sorcerers' 
World. 

DEREGON 

DEX: 4 STR: 3 BODY: 3 
I NT: 5 WILL: 3 MIND: 3 
INFL: 3 AuRA: 2 SPIRIT: 2 
INITIATIVE: 1 2  HERO PoiNTS: 40 

SKILLS: 
Charisma: 8, Military Science/Carto­
graphy, Demolition and ECM: 9, 
Spy/Coding and Photo Interpretation: 
8 

MOTIVATION: Power Lust 

WF:ALTII: Millionaire 
(as Australian Governor) 

JOB: Double Agent 

RACE: Human 

Deregon is the most successful 
double agent ever planted by the 
Dark Circle within the Earth's gov­
ernment. He rose to become the gov­
ernor of the Australian region and 
nearly succeeded in causing World 
War VII.  However, he was defeated by 
the Legionnaires and captured. Dur­
ing the battle with the Legionnaires, 
he killed Chemical King. 

DARK CIRCLE SOWIER 

DEx: 4 STR: 4 Boov: 
lNT: 2 WILL: 4 MIND: 

I NFL: 2 AURA: 2 SPIRIT: 

I NJTLATIYE: 8 HERO POINTS: 

SKILLS: 

Weaponry/f'irearms: 6 

EQUII'MEI\'T: 
Body Suit: (DEX: 0, STR: 0, BODY: 8) 
Uses: 1, Duration: 16 

5 
3 
2 
0 

Laser Rifle: (DEX: 0, STR: 0, BODY: 6) 
Uses: 6, Duration: 16, Heat Vision: 8 

MOTIVATION: 

Obedient to Dark Circle masters 

WEALTH: NA 

JoB: Dark Circle Soldier 

RACE: Human/Humanoid 

Dark Circle Soldiers are the main 
strike force in major Dark Circle oper-

ations. It is unclear whether these 
soldiers are clones of one of the Circle 
elite, or of another race that the Cir­
cle foun d  suitable for mass cloning of 
soldiery. These soldiers are totally 
obedient to the five Dark Circle inner 
circle members and will follow their 
orders to the death. 

DARKSEID 

Dt::x: 23 S·m: 1 8  Boov: 46 
lKT: 20 WILL: 32 MIND: 30 
INFL: 1 6  A unA: 20 SPIRIT: 30 
INITIATIVE: 59 HERO POINTS: 180 

PowERS: 
Aura of Fear: 17, Contin uum Control: 
60, C'.,ontrol: 5, Invulnerability: :38, Life 
Sense: 1 9, Mind Blast: 18, Mind !'robe: 
20, Obj�:ct Awareness: 32, Sealecl Sys­
tem: 18, Skin Armor: 1 5, Suspension: 
32, Telepathy: :32, Truesight: 18, Warp: 
32 

SKILl-'>: 

Charisma: I 5 

LIM ITATIONS: 

Warp cannot be used to attack others. 

MOTIVATION: Psychopathic (marginally) 

WEALTII: NA (essentially unlimited) 

JOB: NA 

RACJ·:: Strange Humanoid 

NOTE: The information given here only 
covers Darkseid's history in the 30th cen­
tu,·y. All changes in his Statisics and Pow­
er:; arc due to the thousand year differ­
ence in time. 

In the 30th century, records of 
Apokolips and its ruler, Oarkseid, are 
all but non-existent. It is not known 
how Darkseid was defeated for the 
final time. He was awakened when 
Legionnaires Mon-El and Shadow 
Lass landed on the ruins of Apoko­
lips. Darkseid immediately set out to 
spread darkness across the universe. 

Creating servants, Darkseid had 
them bring mystical objects to him for 
their energies. He then sought out the 
energies of powered individuals such 
as the phony Time Trapper, Mordru, 
and the White Witch. Finally, he sap­
ped the energies of Zerox itself. 

Darkseid was eventually driven 
back but not captured. In the process 
large parts of the UP were devastated 
by four billion Daxamites under Dark­
seid's mental domination. Departing, 
he left a curse of darkness, growing 

from within, a curse he later fulflJJed 
by stealing Graym's twin without his 
parents' knowledge and transform­
ing him into the monstrosity known 
as Validus. 
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Darkseid is still at large at this time, 
but seems to be laying low. 

Darkseid's servants are twisted 
mockeries of powered beings from 
the 20th century, their DNA struc­
tures reversed and transposed into 
non-organic humanoid forms. Each 
has no will but to serve its creator. 

"SUPERMAN" 

DEX: 28 STR: 52 BODY: 48 
INT: 4 WrLL: 22 MIND: 18  
I NFL: 1 0  AuRA: 5 SPIRIT: 4 
INITIATIVE: 42 HERo PorNTS: 120 

POWERS: 
Flight: 45, Heat Vision: 30 
Invulnerability: 50, Sealed Systems: 20 
Super Breath: 20, Superspeed: 25 
Systemic Antidote: 20 

LIMITATIONS: 
All o�upennan's Kryptonite 
vulner�illties. 

A mockery of the 20th ·�entuty's 
greatest hero, this was Dar�eid's 
mightiest servant. It was defeated 
when it was exposed to Gold Krypto­
nite. 

''OAN'' Doceo.sed 

DEx: 24 STn: 37 BoDY: 40 
INT: 4 WILL: 30 MIND: 26 
INFL: 8 AURA: 10 SPIRIT: 9 

INITIATIVE: 36 HERO POINTS: 100 

POWERS: 
Flight: 45, Force Manipulation: 35 
Systemic Antidote: 20 
Sealed Systems: 20 

VuLNERABILITIES: 
Oan's OV/RV are reduced by four 
columns against yellow-based attacks. 

MoTIVATION: Obedience to Darkseid 

WEAL Til: NA 

JoB: Slave 

RACE: Artificial Life Form 

A mockery of one of the Guardians 
of the Universe, possibly based on the 
mortal guardian who dwelled on 
Earth for a time during the 20th cen­
tury. It was destroyed by a yellow 
anti-matter burst from Wildfire. 

"SHADOW WOMAN" 

DEX: 21 STR: 28 BoDY: 35 
INT: 2 WILL: 18 MIND: 7 

INFL: 7 AURA: 8 SPIRIT: 8 
INITIATIVE: 30 HERo PoiNTS: 50 

PoWERS: 
Darkness: 24, Force Manipulation: 24 
Flight: 20, Sealed Systems: 1 9  
Thermal Vision: 1 9  

MOTIVATION: Obedience to Darkseid 

WEALTH: NA 

JoB: Slave 

RACE: Artificial Life Form 

A mockery ofLydea Mallor, Shadow 
Woman was one of the early mem!>ers 
of her family to be champion ofTalok 
VIII and wield shadow powers. She 
was apparently the weakest of the 
Servants and was readily defeated on 
SE:veral occasions. 

, "KALIBAK" Deceased 

Dtx: 28 STR: 36 BoDY: 42 
INr: 2 WILL: 20 MrNo: 8 
INFL: 6 AURA: 4 SPIRIT: 5 
INITIATIVE: 36 HERO POINTS: 80 

PoWERs: ' 
F1iglit: 5, ��ed Systems: �() 

.EQwMI:NT: . 
P�udo-&ita. Club: 
(DEX: 0, STa: �0> BODY! 20, 
USes: 1, Duration: 20) · 

MoTrvA';llO:N; .Obedien<;e to Darkseid 

W1ML111:. N� 

I' ' 
· A moc��o/Of Darkseid's older son, 

J,{alibak is possessed of limited intelli­
gence. It was destroyed by an accid­
entally ftred blast from the 'Orion' 
mockery. 

"ORION" I>ootoMM 

DEX: 26 STR: 22 BoDY: 40 
INT: 3 WILL: 17 MIND: 8 
INFL: 7 AURA: 8 SPIRIT: 8 
INITIATIVE: 36 HERo PorNTS: 60 

PoWERS: 
Sealed Systems: 20 

EQUIPMENT: 
Pseudo-Astro Harness: 
(DEX: 0, STR: 4, BODY: 25, 
Uses: 6, Duration: 16) 

Bio-Energy Blast: 36 
Flight: 45 

MOTIVATION: Obedience to Darkseid 

WEALTH: NA 

JOB: Slave 

RACE: Artificial Life Form 

A mockery of Darkseid's younger 
and favorite son, Orion. As in this 
incarnation, Orion was incapable of 
rebellion or even independent 
thought. The only mockery weaker 
than the original, it was eventually 
turned against its "father" by the 
resurrected shade ofDarkseid's neme­
sis, High-father, and Darkseid was 
forced to destroy it. 

DOCTOR ZAXTON REGULUS 

DEX: 6 STR: 3 BODY: 8 
INT: 1 1  WILL: 12 MiND: 7 

INFL: 4 AURA: 3 SPIRIT: 3 
INITIATIVE: 21  HERO POINTS: 90 

POWERS: 
Flame Projection: 1 3  
Flame Immunity: 23 

SKILLS: 
Gadgetry: 17, Scholar (Nuclear 
Physics): 9, Scientist: 1 5  

· 

EQUIPMENT: 
Gold Battle Suit: 
(DEX: 0, STR: 9, BODY: 22, 
Uses: 2, Duration: 18), 
Energy Absorption: 8, 
Sealed Systems: 15, 
Gold Spaceship: 
(DEX: 0, STR: 16, BODY: 45, 
SPEED: 36, Uses: 4, Duration: 20), 
Heat Vision: 25 (Laser Cannon) 
Warp: 41 

IMITATIONS: 
Energy Absorption on suit only works 
on heat/fire-based attacks 

MOTIVATION: Power Lust 

WEALTH: Affluent 

Jos: NA 

RACE: Human 

Regulus was experimenting with 
the multiplication of solar energy via 
radioactive gold isotopes when an 
accident caused the experiment to 
explode, taking the life of a young lab 
assistant and injuring Regulus and 
Dirk Morgna. Regulus was frred and 
blamed Dirk for his frring. Seeking re­
venge, Regulus used robots to beat 
Dirk and left him to die in the reactor 
core. Instead, Dirk was miraculously 
turned into Sun Boy. 

Discredited, Regulus took up a crim­
inal lifestyle and continued his exper­
iments with radioactive gold. Realiz­
ing that' even the radioactive gold­
powered devices he had created could 



not defeat the Legionnaires, he 
created the artificial Arion Star and 
used its energies to give himself solar 
powers. 

Regulus found that his powers were 
still marginally inferior to those of 
Sun Boy, and as a result he has con­
trived plots that tend to neutralize 
Sun Boy's superior "fire" power. 

DYNAMO BOY alios Vorm 

DEx: 5 STR: 3 BoDv: 5 

Im: 6 WJLL: 4 MIND: 3 
I NFL: 3 AURA: 2 SPIRIT: 3 
INITIATIVE: 14 HERO POINTS: 40 

SKILLS: 
Scientist: 6 

EQUIP��:NT: 
Power Belt: (DEX: 0, STR: 0, BODY: 4, 
Uses: 12, Duration: 12), Force Manipu­
lation: 14 

LIMITATIONS: 
Power Belt's Force Manipulation is 
limited to producing various kinds of 
attack-type energies (radiation, flame, 
cold, sound, etc.). 

MOTIVATION: Mercenary 

WEALTH: NA 

JOB: NA 

RACE: Normal Humanoid 

Although Vorm claimed to the 
Legion that he had received a n  umber 
of energy-generation powers from 
bombardment of ultra-dynamic ener­
gy from a dynamo, in reality he had 
achieved the "honor" of infiltrating 
the Legion by defeating all other chal­
lengers on the Pirate Planetoid. 
of Star Boy brought him to the atten­
tion of the Legion. He was granted 
membership with no tests made to 
verify whether his powers were natu­
ral or artificial. He framed all of the 
other Legionnaires and had them 
expelled, then attempted to use the 
Legion as a crime-committing organi­
zation. When an alternate future ver­
sion of the Legion of Super-Villains 
came back to join, he was tricked by 
them into going into their time ship, 
where he was imprisoned trillions of 
years in the future. After his plot was 
revealed and the I..SV defeated, he 
was recovered and turned over to the 
SP. 

EVILLO The Devil'$ 0ozen 

DEJC 5 STR: 4 BoDY: 4 
I NT: 9 WJLL: 5 MIND: 7 
I NFL: 5 AURA: 5 SPiRIT: 5 

lNITtATIVE: 19 HERO POINTS: 30 

POWERS: 
Bio-Energy Blast: 9 

(Uses: 4) 
SKILLS: 

Charisma: 8 

LIMITATIONS: 
Evillo can only use his Bio-Energy Blast 
a maximum of four times per "charge." 
He can recharge himself with the use 
of a recharge pistol (acts the same as a 
Reload pack, found in the DC Heroes 

Gamemaster's Manual). 

MOTIVATION: Power Lust 

W�;ALTH: Millionaire 

JOB: NA 

RACE: Strange Humanoid 

A self-styled "Prince of Darkness," 
the only thing known about his origin 
is that he comes from Tartarus. In his 
attempt to form a Devil's Dozen in his 
crimes, he assembled four villains, 
unaware that one of them, the Hag, 
was actually the White Witch. The 
other three were the Wild Huntsman, 
Sugyn, and Apollo. 

Although Evillo's plans went well 
enough at ftrst by capturing Bouncing 
Boy, Matter-Eater Lad, and Light­
ning Lad, a scientist in his pay be­
trayed him, restoring Bouncing Boy's 
expansion power, Lightning Lad's lost 
arm, and eliminating Matter-Eater 
Lad's incredible obesity that he had 
received by being struck by a deflected 
beam at the Stalag ofSpace. All of the 
Devil's Dozen was captured and there 
have been no efforts to reform the 
group to date. 

WILD HUNTSMAN 
DEX: 8 STR: 6 BoDY: 6 
!NT: 4 WILL: 4 MIND: 4 
INFL: 3 AURA: 3 SPIRIT: 4 
INITIATIVE: 15 HERO POINTS: 40 

PoWF.RS: 
Running: 6 

SKILLS: 
Weaponry/Melee and Exotic: 8 

EQUIPMENT: 
Lasso: (DEX: 0, STR: 8, BODY: 8, 
Uses: 4, Duration: 16), 
Wind Horn: (DEX: 0, STR: 0, BODY: 5, 
Uses: 5, Duration: 15), 
Air Control: 10 

LIMITATIONS: 
The Wild Huntsman is a centauroid, 
with the upper half of a man and the 
lower half of a horse. This can cause 
him some physical difficulties, such as 
going up stairs, traversing enclosed 
physical spaces, etc. 

MOTIVATION: Mercenary 

WEAJ:rH: NA 

JOB: NA 

RAck:: Exotic Humanoid 

SUGYN 

DEx: 4 STR: 5 BoDY: 5 
I NT: 3 Wn.t.: 3 MIND: 3 
I NFL: 3 AuRA: 2 SPIRIT: 3 
INITIATIVE: 1 0  HERO POINTS: 30 

POWERS: 
Water Control: 9 

LIMITATIONS: 
Sugyn can only control water that he 
can swallow, such as blowing out large 
quantities of water with his lungs after 
first swallowing it. He can swallow up 
to 9 APs of water/round. 

MOTIVATION: Mercenary 

WEALTII: NA 

JOR: NA 

RACE: Normal Humanoid 

APOLLO 

DEx: 4 STR: 3 
I NT: 4 WILL: 5 

I NFL: 5 AuRA: 3 

BoDY: 4 
MIND: 7 
SPIRIT: 3 

INITIATIVE: 13 HERo POINTS: 40 

PoWERS: 
Broadcast Empathy: 1 3  

EQUIPMENT: 
Harp: (DEX: 0, STR: 0, BODY: 4, 
Uses: 10, Duration: 12), 
Broadcast Empathy: +5 APs 

MOTIVATION: Thrill Seeker 

WEALTH: NA 

JOB: NA 

RACE: Exotic Humanoid 
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THE FATAL FIVE 

hen the Sun-Eater threat­
ened to destroy the Earth, 
the Legion was forced to 
bolster their forces by 

bringing together the five most want­
ed criminals in the galaxy. After the 
Sun-Eater was destroyed, at the cost 
of ferro Lad's life, the group chose to 
remain together for conquest. Thor­
ok, the leader (by virtue of the control 
he established over Valid us), led the 
Five in several attempts to conquer 
individual planets or achieve cast 
wealth. However, the sheer brutality 
of the members inevitably led to over­
reaching their goals and defeat at the 
hands of the Legion. 

After Tharok's death (along with 
his clone, the Dark Man), the remain­
ing four drifted apart. Recently the 
Emerald Empress has begun to form 
a new team with the same name. 

TIIARO K Doot:asiJd 

DEX: 14 STR: 5 Boov: 6 
INT: 24 WILL: 16 MtNo: 1 6  
INPL: 4 AuRA: 3 SPrRIT: 3 
INJ'11ATJVE: 42 HERo POINTS: 60 

SKJLLS:( 'Linked) 
Charisma: 8, Gadgetry': 24, 
Scholar': 24 (most scientific fields of 
endeavor), 
Scientist': 24, 
Spy/Brainwashing, Coding and Photo 
Interpretation': 24, 
Vehiclt>s': 14 

EQUIPMENT: 
4 CD Omni-Gadgets: 18 APs 

MOTIVATION: Power Lust 

WEALTH: NA 

JOB: NA 

RACE: Artificial Life Form (Cyborg) 

A petty crook of the planet Zadron, 
Tharok's left side was accidentally 
vaporized when the experimental 
bomb he was stealing was detonated 
by a stray shot from a policeman. The 
Zadronians felt morally obliged to 
keep him alive and so created an un­
attractive cyborg half-body for him. 
The human/ computer interlink boost­
ed Tharok's mental capabilities dras­
tically, making him equal to Brainiac 
5. Tharok swore vengeance on all 
lawmen ,  especially the Legionnaires. 
He is intelligent enough, however, to 
set aside his differences and ally with 
the Legion when problems of a suffi­
ciently drastic nature arise, such as 
the Sun-Eater crisis, or the Dark Man's 

attack on the Legion. 
Tharok went to his doom battling a 

clone of his former human self, the 
self-proclaimed Dark Man. 

THE DARK MAN �J«oo.s<Yl 

Df::x: 6 STR: 6 Boov: 8 
INT: 21 W1u.: 18 M IND: 20 
INFL: 6 AURA: 5 SPIRIT: 7 
INITIATIVE: 33 HERO PoiNTS: 120 

Powt::RS: 
Control: 10, Illusion: 8, 
Iron Will: 5, Mind Probe: 1 1 ,  

Telepathy: 6, Vampirism: 9 

SKILLS: ( 'Linked) 
Gadgetry': 2 1 ,  Scientist ' :  2 1 ,  
Vehicles ' :  6 

EQL"II'MENT: 
"Dragonbanc": ( DEX: 0, STR: 25, BODY: 
40, SPEED: 35, 
Uses: 10, Duration: 20) 

MoTIVATJOK: Psychopathic 

WEALTII: NA 

JOB: A 

RACE: Artificial Life Form 

The Dark Man is a clone of the hu­
man tissue from Tharok's brain, made 
from a sample taken just after Thar­
ok's accident. The Dark Man was 
grown in a process that accidentally 
imbued him with great powers to sap 
other life forces and bend life forms to 
his will. He used his powers to deceive 
the League of Super-Assassins into 
attacking the Legion, and threatened 
to usurp Tharok's place at the head of 
the Fatal Five. In the final showdown 
between the Dark Man and the allied 
Legion and Fatal Five, Tharok and his 
clone threw themselves at each other 
and somehow eradicated each other 
entirely. 

EMERALD EMPRESS au ... .saryro 

D&X: 6 STR: 6 Boov: 6 
INT: 8 WILL: 8 MIND: 7 
INPL: 5 AURA: 6 SPIRIT: 5 

INJTLATJVE: 19 HERo PoiNrS: 75 

SKILLS: 
Charisma: 8 

EQUIPMENT: 
Emerald Eye: 
(DEX: 22, STR: 0, BODY: 45) 
Force Manipulation: 24, 
Invulnerability: 40, Skin Armor: 20 

VULNERABILITIES: 
The Emerald Eye receives a -4 to its 
OV/RV for Green Kryptonite-based at­
tacks. 

MOTIVATION: Power Lust 

Wr.ALTH: Millionaire 

JOB: NA 

RACE: Exotic Humanoid 

After discovering the Emerald Eye 
of Ekron in the ruins of that lost civili­
zation (the Eye apparently an off­
shoot of Kryptonian or Oan ances­
try), the Empress used its power t? 
conquer her planet, Vengar. Ulti­
mately dethroned by superior num­
bers, she sought new worlds to con­
quer and became a founder of the 
Fatal Five. 

The Empress has an affection for 
Superboy and can be tempted from 
her ways for brief periods of time by 
him. Fundamentally she is amoral 
and deadly. She is aware that Super­
boy is totally opposed to her, and she 
usually carries a chunk of Green Kryp­
tonite with her. 

Note: The Emerald Eye can func­
tion independently of the Empress al­
though it is relatively docile when the 
Empress is subdued. Its power can 
focus through the Empress for brief 
periods of time, even through Iner­
ton. It is totally indestructible. 

THE PERSUADER 

D&X: 8 STR: 7 Boov: 10 
I NT: 4 WILL: 6 MIND: 7 
I NFL: 3 AuRA: 4 SPIRIT: 3 
INITIATIVE: 15 HERO PoJNrS: 90 

POWERS: 
Telekinesis: 16 

SKILLS: 
Weaponry/ Melee and Exotic: 1 9  

EQUIPME -�� 
Atomic Axe: 
(DEX: 0, STR: 45, BODY: 30) 
Energy Absorption: 45, Flight: 15, 
Gravity Decrease: 10, 
Body Armor: 
(DEX: 0, STR: 0, BODY: 32, 
Use: 5, Duration: 20) 

LIMITATIONS: 
The Persuader's Telekinesis can work 
only on his Atomic Axe, allowing him 
to operate it from a distance. 
The Atomic Axe's Energy Absorption 
will work only on ranged attacks, 
whether physical or energy based. 

MOTIVATI0:-1: Mercenary 

WEALTH: NA 

JoB: Enforcer 

RACE: Human (presumably) 

The Persuader is the highest paid 
killer and muscleman in the galaxy. 
He acquired his Atomic Axe on the 
way up in his chosen profession, al-
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though its origin is unknown. Before 
joining the Fatal Five he was largely 
unknown outside criminal and law 
enforcement circles, but now his rates 
have gone up with the "favorable" 
publicity. 

The Persuader has joined the Emer­
ald Empress in the new Fatal Five. 

MANO 

DEX: 1 1  &m: 4 BoDY: 
I NT: 4 WILL: 3 MI ND: 
I NFL: 2 AURA: 3 SPIRIT: 
INITIATIVE: 17 HERO POINTS: 

POWERS: 
Bio-Energy Blast: 45, 
Energy Absorption: 45 

EQUIPMENT: 
Environmental Suit: 
(DEX: 0, STR: 0, BODY: 18, 
Uses: 8, Duration: 18) 
Sealed Systems: 1 8  

LIMITATIONS: 

7 
4 
2 

75 

Mano can only use 22 APs of Bio­
Energy Blast at a range of 1 Ap or 
greater. Energy Absorption will work 
only on ranged physical or energy 
based attacks, and only if Mano is able 
to use his right hand freely. DEX is AV 
for Bio-Energy Blast. 

VULNERABILITIES: 
Fatal Vulnerability: Mano breathes an 
atmosphere that is poisonous to hu­
mans, and takes damage from brea­
thing a normal oxygen/nitrogen at­
mosphere. (For game machanics see 
Staying Underwater, PM, pg. 25.) 

MOTIVATION: Psychopathic 

WEALTH: A 

JOB: NA 

RACE: Strange Humanoid 

A mutant born with a strange 
"disintegration disc" on his right 
palm, Mano destroyed his own world 
of Angtu as a youth and has kept 
killing ever since. He was about to be 
executed when the Legionnaires 
saved him and made him part of the 
original Fatal Five. He has since re­
mained with the group whenever 
possible. He is terribly lonely and iso­
lated. Nothing is known of his activi­
ties since the death of Tharok. 

VALID US 

DEx: 8 STR: 58 BoDY: 73 
INT: 1 WILL: 25 MIND: 57 
INFL: 1 AURA: 1 SPIRIT: 30 
INITIATIVE: 10 HERO PoiNTS: 150 

PO\VERS: 
Growth: 17, Mental Blast: 26 

LIMITATIONS: 
Valid us' Growth is always on & is 
reflected in his stats 

MOTIVATION: NA 

WEALTH: NA 

JOB: Pawn 

RACE: Strange Humanoid 

The twin ofGraym Ranzz, taken at 
birth by Darkseid and altered into a 
monstrous form. Valid us is not truly 
evil, but merely destructive and mind­
less. Brought into the Fatal Five, he 
fell under the control ofTharok, and 
he has acted as Tharok's pawn since. 
Although Tharok originally used 
mechanical mind control devices to 
keep Validus dominated, he later 
conditioned the giant to respond to 
commands from himself or the oth 
er three Fatal Five members. 

UnderTharok's influence, Valid us 
killed the original Invisible Kid and 
is considered the third most power­
ful entity in the known universe: his 
power surpassed only by the Sun­
Eater and Omega. He is certainly 
more powerful than any Legion­
naire, and it would take the combined 
strength of Mon-El, Superboy, and 
Ultra Boy to subdue him. 

The conditions of enchantment or 
scientific mastery that surround Vali­
d us and his creation are not fully 
known, but it is believed that Dark­
seid continues to watch over his 
cosmic irony. Garth and Imra Ranzz 
are unaware that Valid us is actually 
their child and Graym's brother. 

FENTON PIKE 

DEX: 5 STR: 3 BODY: 3 
I NT: 4 WILL: 4 MIND: 2 
I NFL: 2 AURA: 2 SPIRIT: 2 
INITIATIVE: 1 1  HERo PoiNTS: 25 

SKILLS: 
Detective/ID Systems, Law and Police 
Procedures: 4 

EQUIPMENT: 
Blaster: (BODY: 5, EV: 14, 
Uses: 20, Duration: 6) 
Protective Suit: 
(DEX 0, STR: 4, BODY: 8, 
Uses: 4, Duration: 13), Dispersal: 10, 
Energy Absorption: 28 

LIMITATIONS: 
Suit's Energy Absorption is limited to 
radiation-based attacks. 

MoTIVATION: Psychopathic 

WJ::ALTH: Struggling 

JOB: NA 

RACJ::: Human 

An applicant for the Science Police, 
Pike was rejected when mind scans 
indicated he was mentally unstable. 

He attempted to gain revenge by plant­
ing a bomb in Metropolis and threat­
ening to detonate it if he wasn't paid 
off by the city authorities. His plans 
were foiled by Tyroc, and he was sent 
to prison. Pike managed to escape 
and tried to destroy Metropolis by sa­
botaging its nuclear powersphere. He 
was again foiled by the combined ef­
forts of Brainiac 5, Chemical King, 
and Phantom Girl. He employed the 
above equipment during his second 
criminal act. 

GRIMBOR 

DEx: 19 STR: 1 1  BODY: 13 
INT: 10 WILL: 5 MIND: 4 
lNFL: 4 AURA: 3 SPIRIT: 4 
lNIT!ATIVE: 33 (38) HERO POINTS: 1 1 0 

SKILLS: 
Martial Artist/ Attack Advantage and 
Taking a Blow: 5, 
Gadgetry: 20, Scholar (Bindings): 24 

EQUIPMENT: 
Various chains and bindings (sec 
below). 

LIMITATIONS: 
Grimbor specializes in chains and bind­
ings: he gets a +4 Column Shift to the 
EV when designing such items using 
Gadgetry, but a -4 Column Shift when 
creating anything else. 

MOTIVATION: Psychopathic 

WJ::ALTH: Multimillionaire 

Jou: NA 

RACI::: Human 

Originally the Master Chainsman of 
the known galaxy, Grimbor devised 
bindings so skillfully that they could 
even hold Validus. However, he was 
called in by the headmistress of an 
academy to devise bindings capable 
of neutralizing one of her girl's pow­
ers. The girl, Charma, managed to 
bring Grimbor under her sway, forced 
him to help her escape, persuaded 
him to entrap the Legionnaires, and 
then help her ransom them back to 
R.J. Brande. 

Their plan was defeated and the 
two imprisoned. Charma was killed 
by her fellow female prisoners, driven 
berserk by the adverse effects of her 
"charm" power. Grimbor escaped 
shortly thereafter. 

Deranged by the breaking of the 
semi-mental, semi-romantic link 
Charma had forged with him, Grim­
bor tried to destroy the Legion. His 
first plan against them was foiled, but 
no prison was able to hold him. He 
escaped to plot the destruction of the 
Earth by encircling it in a contracting 
web of energy-chains. His plans were 
defeated by the last-minute interven­
tion of "Reflecto." 



Grimbor has done complete re­
search on all of the Legionnaires 
since his first two defeats. He will 
have whatever bindings on hand that 
he feels necessary to hold whichever 
Legionnaires he expects to encounter. 

HOLDUR 

DEx: 5 • 50 STR: 4 • 58 Boov: 5 
INT: 2 WILL: 2 MIND: 3 
INFL: 3 AURA: 3 SPIRIT: 2 
INITIATIVE: 1 0  *55 HERO POINTS: 25 

LIMITATIONS: 
·The second values for DEX and STR 
above apply only when Holdur attempts 
to Grapple an opponent. 

MOTIVATION: Obedience to Pulsar Stargrave 

WEALTH: NA 

JOB: Underling to Pulsar Stargrave 

RAet:: Alien 

An alien from an unidentified, non­
descript planet., Holdur was one of 
two lackeys that Pulsar Stargrave 
employed in his first attack against 
the Legion. Although Holdur was cap­
able of restraining even Superboy, he 
was readily defeated. 

IMMUNE 
DEX: 18 *50 
INT: 6 
INFL: 3 
INITIATIVE: 27 

POWERS: 

STR: 1 8  Boov: 25 
WILL: 8 MIND: 6 
AURA: 3 SPIRIT: 4 

HERO POINTS: 80 

Invulnerability: 29, Regeneration: 30 

SKILLS: 
Scientist: 8 

LIMITATIONS: 
The second value listed for STR applies 
only when the Immune is attempting 
to break a Grapple, because he does 
not have to worry about torn muscles, 
broken bones, etc., when attempting to 
escape a hold. 

MOTIVATION: Psychopathic 

WEALTH: NA 

Joa: Agent for Doctor Regulus 

RACE: Human 

The man now known as the Im­
mune was a scientist who warned his 
government against testing a spore 
weapon manufactured by a Brande 
branch flrm armaments company. 
The charged spores spread across the 
planet, wiping out his people, but the 
unidentilled scientist survived, his 
body gaining immunization abilities 

in the process. Assisted by Dr. Regu­
lus, he attempted to gain vengeance 
on Brande, unaware that Regulus 
was actually using him as a decoy in 
one of the solar-powered madman's 
own schemes. He was eventually de­
feated when his own immunity pow­
ers were turned against him. 

INFINITE MAN atias Ja:am Rw.)(lrth 

DEx: 26 STR: 1 9  Boov: 50 
INT: 30 WILL: 1 8  MIND: 30 
INFL: 8 AuRA: 7 SPIRIT: 1 0  
INITIATIVE: 64 HERO PoiN1'S: 145 

PoWERS: 
Control: 30, Force Manipulation: 16, 
Growth: 12, Invulnerability: 45, 
Self-Link-Time Travel: 80, 
Time Travel: 50 

SKILLS: 
Scholar (all eras of history): 40 

LIMITATIONS: 
The Infinite Man can use his Control 
power only on individuals or creatures 
he has summoned via Time Travel. 
The Infinite Man's Growth power is 
permanently active and is reflected in 
his stats. 

MOTIVATION: Psychopathic 

WEALTH: NA 
JOB: NA 

RACE: Alien 

Metropolis University professor 
J axon Rugarth volunteered to test an 
experimental device, created by Rond 
Vidar, intended to prove that time 
was circular in nature. Instead, he 
was sent through a circle of time a 
million times in the space of an in­
stant. He was driven insane, whil�ac­
quiring near-limitless power overtime 
and space. Despite the power at his 
command, he hel iaar to blame 
and tried to �n· , although his Ru� 
garth subconscious seemed to res­
train him somewhat from using his 
powers to the fullest. 

Tqe Legion managed to reactivate 
Rond's machine, sending the Infinite 
Man on an endless, circular trip 
throu time. /, 

During recent attempts by Brainiac 
5 to protect Earth from CRIS[S ON 
INFINITE EARTHS byuse of the Time 
Beacon, he energy went into the In� 
fmite Man instead, giving him enough 
power to \break free of the infiniy: 
loop. The W'ltite W'ltCh c ed himoy 
sending h� en t�· 11'1 o the Anti­
Monitor's nexus of power at the be­
ginning ofTime. Rugarth is now being 
treated for psychic damage at Medi­
cus One, apparently cured of his tem­
poral derangement. 

JUNGLE KING fJcceos«l 
DEx: 9 STR: 5 Boov: 6 
INT: 3 WILL: 3 MIND: 3 
INFL: 3 AuRA: 3 SPmJT: 3 
lNITIATIVJ::: 15 HERO POINTS: 65 

PO\VERS: 
Animal Control (all classes): 1 9  

SKILLS: 
Animal Handling: 6 

LIMITATIONS: 
Jungle King must maintain concentra­
tion on the animals he is controlling at 
all times, or all APs are lost. 

MOTIVATION: Psychopathic 

WEALTH: Comfortable 

JOB: NA 

RACE: Human 

The son of famous animal trainer 
Dez..Nu, he had the power to control 
animals and creatures of all varieties. 
Rejected for Legion membership be­
cause of lack of control over his pow­
ers, he turned criminal and formed 
the Legion of Super-Monsters, con­
sisting of the Earthquake Beast, the 
Mirror Monster, the Omnibeast, and 
the Driller. 

A creature he rejected for his Le­
gion, capable of dispersing itself at 
will, killed him when it revealed its 
additional power to disperse its vic­
tims as well. 

KlmNDs 
ITJ he planetaryb ckground 

and history o Khundia 
and its natives ill be co­
vered in the �ond Le­

gion Sourcebook in a �at deal more 
detail than will be found her Read­
ers are recommended to rea that 
book for more informatiOn. 

The Khunds are an ininiicall$: hos­
tile race that evolved on K,huncva, a 
world in perpetual eclip$e. They"ftrst 
came to the Legion's attention when 
they atternp� to infiltrate the �up 
with the traitor Nemesis :Kid. Nem is 
Kid was to we8.ken Earth's dete,n s 
and then launch a massive assaul . 
The Khunds were eventuallY deti .at 
ed, stripped of a num satellite 
worlds, and or-ced o pay remunera-
ygn. 

The Khunds viewed this as a minor 
setback and continued to launch mi­
nor raids on the UP's border worlds 
for several years. Finally, in a vast al­
liance with the Resource Raiders, the 
Dark Circle, and (unknowingly) Mor­
dru, they launched a major campaign 
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that culminated in the occupation of 
Earth. When Mordru's position as 
head of the alliance was revealed and 
his defeat engineered by the Legion, 
the Khund forces fell into disarray 
and were eventually defeated y· 
combined Legion/UP/ ommat-or for­
ces. 

The K u.n were sentbackto their 
omew�rld, with heavy m.ilitacy pa­

trolS keeping them in line. 
A diplomatic mission w� estab­

lished to Khundia. The Khunds have 
n sirigly Qn�sided in their negoti­

a · ons to .date, however) and occa­
sio al raids from hidden mUitar.y 
base off-planet as well as attackS by 
Khun<l terrorists have kept tension 
simmer,· gjust below the boiling gemt 
of all-ou warfare. 

The K h nds seem to hav no natu-
individu among their 

race, and 11 en eps to provide 
themselves wit,h'mdMduals of Legion­
class powers have resulted in the 
creation of cyborg-like individuals. 
These soldiers have been the spear­
head for the recent spate of Khund 
terrorist activities on Earth. 

KHUND WARLORD 

DEX: 4 STR: 4 BoDY: 4 
I NT: 7 WILL: 5 MIND: 4 
I NFL: 3 AURA: 2 SPIRIT: 3 
INITIATIVE: 14 HERO POINTS: 0 

SKILLS: 
Charisma: 8, Military Science: 12, Spy: 
6,Weapons: 4 

The equivalent of admirals or gen­
erals in the UP military, Khund War­
lords very rarely engage in direct 
combat with the enemy. They al­
most always have a variety of weap­
onry, computers, etc., aboard their 
flag ship. Some warlord may have 
skill APs higher than those given 
above. 

KHUND SOLDIER 

DEX: 6 STR: 5 BoDY: 
!JI.'T: 2 WILL: 3 MIND: 
I NFL: 2 AURA: 2 SPIRIT: 
INITIATIVE: 1 0  HERO POINTS: 

SKILLS: 
Martial Artist/Melee Weapons: 4, 
Vehicles/ Air, Land, and Space: 5 
Weaponry/Firearms and Heavy 
Weapons: 6 

EQUIPMENT: 
Blaster: (BODY: 4, EV: 7, 

6 
2 
2 
0 

Ammo: 12, Duration: 23) 
Body Suit: (DEX: 0, STR: 2, BODY: 4, 
Uses: 2, Duration: 15) Flight: 6 

These Soldiers are cannon fodder 
for the Khund military forces and 
are usually found in large quanti­
ties. A limited number of them may, 
at the GM's option, be armed with 
special weaponry if conflict against 
Legionnaires is expected. 

KHUND CYBER-WARRIOR 

DEX: 9 Sm: 10 BoDY: 15 
INT: 2 WILL: 5 MIND: 3 
INPL: 3 AURA: 2 SPIRIT: 2 
JNmATIVE': 14 18 HERO POINTS: 30 

POWERS: 
Lightning: 12, Skin Armor: 12, 
Thermal Vision: 3, Ultra Vision: 6 

SKILLS: 
Martial Artist: 4 

Cyber-warriors are the Khunds' 
military "special forces" and are us­
ually saved for specific missions 
where super-powered interference 
is expected. It is considered a par­
ticular honor to be selected for cyber­
conversion. Some cyber-warriors 
may exist with more or higher skill 
APs. 

LEAGUE OF 
SUPER-AsSASSINS 

[X] 
ouths from the now de­
funct planet of Dryad­
the six members of the 
League-were convinced 

by the Dark Man that the Legion was 
responsible for the destruction of 
their world. The League's hatred was 
enhanced to a killing fury. The Dark 
Man endowed the League with pow­
ers and then turned them against the 
six Legionnaires they held respons­
ible. 

Their assassination plans were even­
tually foiled by Brainiac 5 and the 
Legion of Substitute-Heroes. One of 
the League's members, Blok, was con­
vinced of the Legion's innocence and 
assisted them in battle against the 
Dark Man. The other five members, 
still under the lasting influence of the 
Dark Man, retained their hatred of 
the Legion. They were later recruited 
by Nemesis Kid for the third incarna­
tion of the Legion of Super-Villains, 
but they were captured along with 
the rest of that group and are cur­
rently in prison. 

LAZON 

DEx: 16 STR: 
I NT: 4 WILL: 
I NFL: 3 AURA: 
INITIATIVE: 23 

POWERS: 
Bio-Energy Blast: 18 
Self Link-Flash: 1 4  

LIMITATIONS: 

3 BODY: 5 
3 MIND: 3 
3 SPIRIT: 3 

HERO POINTS: 45 

Bio-Energy Blast has no range. 

NOTE: Lazon can vary bis light energy to 
duplicate any visible wave-length. 

MIST MASTER 

DEx: 5 STR: 2 BoDY: 4 
!NT: 3 WILL: 3 MIND: 3 
I NFL: 3 AURA: 2 SPIRIT: 2 
INITIATIVE: 1 1 HERO POINTS: 40 

PO\VERS: 
Poison Touch: 17, Self Link-Fog: 5 

NOTE: Mist Master can alter his gaseous 
composition to any type of gas, so his Poi­
son Touch can kill or stun. 

NEUTRAX 

DEX: 3 STR: 1 BoDY: 2 
I NT: 7 WILL: 4 MIND: 5 
lNFL: 5 AuRA: 3 SPIRIT: 4 
INITIATIVE: 1 5  HERo POINTS: 40 

POWERS: 
Neutralize: 25 

EQUIPMENT: 
Flight Chair: 
(DEX: 0, STR: 2, BODY: 12, 
Uses: 6, Duration: 18), Flight: 4 

LIMITATIONS: 
As a result of a childhood accident, 
Neutrax spent three years in a coma, 
and as a result his leg muscles atro­
phied. He cannot walk unassisted. 

SILVER SLASHER 

DEX: 12 STR: 
INT: . 3 WILL: 
!NFL: 3 AURA: 
INITIATIVE: 1 8  (24) 

PoWERS: 

5 BooY: · 6 
4 MIND: 3 
2 SPIRIT: 2 

HERO POINTS: 45 

Claws: 25, Skin Armor: 1 2  

SKILLS: 
Acrobatics/Dodging and Gymnastics: 8 
Martial Artist/ Attack Advantage: 6 

VULNERABILITIES: 
Attack Vulnerability: cold. -3 Column 
Shift for OV /RV on cold-based attacks. 



TITANIA 

DEX: 1 4  
!JilT. 2 
INFL: 2 
INJTIA TIVE: 

POWERS: 

STR: 
WILL: 
AURA: 
1 8  

Skin Armor: 15 

3 BODY: 30 
4 MIND: 3 
2 SPIRIT: 2 

HERO POINTS: 55 

LEGION OF 
''SUPER-REJECTS'' 

ITJ his "group" consisted of 
six rejected Legion appli­
cants, disregarded from 
L e g i o n  m e m b e r s h i p  

because they were natives of the same 
planets as six Legionnaires and pos­
sessed the same powers. The six re­
jects, feeling that their powers were 
superior to their six Legion counter­
parts, attempted to prove their worth 
by defeating them. They were defeat­
ed bysuperior teamwork ofthe Legion­
naires. The group disbanded. Since 
that time, some of the members have 
resurfaced. 

CALORIE QUEEN alias Taryn l..<>y 
DEx: 6 s-rn: 6 BoDY-: s 
INT: 4 WILL: 4 MIND: 3 
!NFL: 2 AURA: 2 SPIRit: 2 
I�ITIATIVE: 12 HERo PolN'l'S: 30 

POWERS: 
Acid: 35 

LIMITATIONS: 
Calorie Queen's Acid is her digestive jui­
ces, has no range, and uses her DEX as 
AV. 

The daughter of a famous Bismol­
lian nuclear scientist, her father 
discovered a wayoftransmuting the 
energy from food consumption to 
additional strength and endurance. 
Since the group's initial defeat her 
whereabouts are unknown. 

CHAMELEON KID alia$ Toog Lin!Qn$ 

DEx: 8 STR: 4 BoDY: 6 
INT: 3 WILL: 3 MIND: 3 
INFL: 2 AURA: 2 SPIRIT: 2 
INITIATIVE: 13 HERO POINTS: 45 

POWERS: 
Omni-Arm: 13, Shape Change: 13 

LIMITATIONS: 
Loses all powers when exposed to 
Cancelite. 

VULNERABILITIES: 
"Hard" radiation (20 AP+ ), Rare Miscel­
laneous Loss-Permanent. Range l .  Af­
fects all powers. 

Toog is a Durlan from one ofReep 
Daggle's neighboring tribes and one 
of the few Durlans to leave his world. 
He attempted to join the Legion at 
the same time as the other rejects. 
Since the group's defeat, his where­
abouts are unknown. 

ESPER LASS alias Meta Ulr100r 

DEx: 4 STR: 2 BODY: 3 
I NT: 15 WILL: 20 MIND: 20 
I NFL: 3 AuRA: 3 SPIRIT: 3 
INITIATIVE: 22 HERo PoiNTS: 55 

POWERS: 
Hypnotism: 16, Iron Will: 5, 
Mind Blast: 17, Mind Probe: 13, 
Telepathy: 15 

LIMITATIONS: 
Miscellaneous Power Limitation: Hyp­
notism, Mind Blast and Mind Probe on­
ly have a maximum range of 4 APs. 

Esper Lass came to Earth to prove 
her worth against her old school ri­
val, Saturn Girl. Shortly after being 
defeated by the Legion, Esper Lass 
was recruited by Nemesis Kid to join 
the third incarnation of the Legion 
of Super-Villains, providing the 
group with some much-needed men­
tal powers. 

MAGNO LAD alia.sKort Grezz 
DE.X: 6 Srn: 4 BoDY: 6 
I NT: 5 WIU.: 5 MIND: 3 
INFI: 2 AURA: 3 SPIRLT: 3 
INil'I:ATIVE: 13 HEllo PoiNTS: 50 

POWERS: 
Magnetic Control: 1 9  

LIMITATIONS: 
Although Magno Lad's control is better 
than Cosmic Boy's, his total weight ca­
pacity is less (only 30 APs ). 

VUL.liiERABILITIES: 
Loss Vulnerability: Magnetic Control is 
reduced to 2 in the presence of 1 10 
degree plus temperatures. 

Champion ofBraal's Magnetic Olym­
pics several years straight, he, like 
the other members of the group, 
was defeated after challenging his 
Legion counterpart. Magno Lad lat­
er resurfaced as a member of the 
Legion of Super-Villains. 

MICRO LAD alia.• LoloMulctron 

DEX: 5 STR: 5 BODY: 4 
I NT: 4 WILL: 3 M rND: 3 
I NFL: 2 AUR,A: 2 SPIRIT: 2 
INITIATIVE: 1 1  HERO POINTS: 40 

POWERS: 
Shrinking: 25 

SKILLS: 
Weaponry/Firearms: 4 

EQUIPMF:NT: 
Flight Pack: 
(DEX: 0, STR: 2, BODY: 5) 
Uses: 4, Duration: 14, Flight: 5 

Originally a member of the Legion 
Reject group, Micro Lad later went 
on to become a member of an lmsk 
underground movement to "free" 
the planet from the United Planets. 
He and Shrinking Violet have fought 
several times since their first en­
counter, with victory usually going 
to the latter. 

PHANTOM LAD atias Solon Darga. 

DEx: 6 Srn: 5 BoDY; 6 
lNT: 3 WILL: 3 MrND: 3 
INFL: 3 AuAA: 2 SPIRIT: 3 
INITIATIVE: 1 2  HERO POINTS: 35 

PoWERS: 
Dispersal: 35 

SKILLS: 
Vehicles/Space: 4 

Physically a match for Phantom 
Girl, Phantom Lad was still defeated 
by a surprise attack with the Legion. 
He later resurfaced as the leader of 
a group of pirates who used his 
power to take their ship to the 
other-dimensional universe. 

6 1  
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LEGION OF 
SUPER-VILlAINS [I] he LSV was originally the 

result of a school for vil­
lains founded byganglord 
Tarik the Mute. The Le­

gion of Super-Villains is an extremely 
loosely organized group devoted to 
anarchy and the destruction of the 
Legionnaires. In different periods of 
its existence it has had different 
leaders and formal structures. GMs 
should feel free to assemble their own 
version from among both Legion foes 
and ones that they themselves have 
created. 

The following listing is made up 
primarily of members whose main as­
sociation is with the LSV. Other mem­
bers that can be found elsewhere in­
clude: Esper Lass, the League of Super­
Assassins, Lightning Lord, Magno Lad, 
Micro Lad, Nemesis Kid, and Tyr. 

CHAMELEON CHIEF 

DEX: 6 STR: 5 Boov: 6 

INT: 5 WILL: 4 MIND: 5 

INFL: 4 AURA: 3 SPffiiT: 3 

INITIATIVE: 1 5  HERO POINTS: 45 

POWERS: 
Omni-Arm: 12, Shape Change: 1 2  

Chameleon Chiefs 
known, although it is 
not from Ch .... , .... ,vJO��" 
world of Durla ( .. Go�� tive antennae 
he may be 
offshoot. 

POWERS: 
Transmutation: 1 6  

SKILLS: 
Scientist: 1 2  

Cosmic King is a native o f  Venus 
who was accidentally exposed to a 
transmutation beam. He was exiled 
from Venus, where the people con-

sider transmutation inherently evil. 
Cosmic King linked up with the LSV 
in its third incarnation led by Neme­
sis Kid. An adult version of the LSV 
has appeared from a possible alter­
nate future in which Cosmic King 
has been one of the core members. 

HUNTER 

DEX: 9 STR: 5 Boor: 6 

I NT: 4 WtLL: 4 Mmo: 3 

I NFL: 5 AURA: 3 SPIRIT: 3 

INITIATIVE: 18 HERO PotNTS: 40 

POWERS: 
Analytical Smell/Tracking Scent: 6 
Danger Sense: 8, 
Hypersensitive Touch: 4, Swimming: 4 

SKI!.LS: 
Acrobatics: 6, Animal Handling: 5 
Military Science/Tracking: 7 
Thief/Stealth: 6 
Weaponry/Firearms and Melee Wea­
pons: 7 

EQUIPMENT: 
Blaster: (BODY: 4, EV: 7, 
Uses: 10) 

Hunter is the son of Otto Orion, a 
famous hunter who attempted to 
make the Legion his trophies. After 
his defeat at their hands, Orion com-
mited and an u nidentified son 
has the mantle of revenge. 

of the "new" Hunter 
the third 

... � ..... L .. vc Daxamite who is 
Uy'UJ�st;!lble. He is one of the 

billions sen ross the galaxy by 
Darkseid. He was defeated by Cham­
eleon Boy on Takron-Galtos and 
feigned innocence whtm Darkseid 

was defeated. His defeat caused the 
1 2-year old's mind to snap, and 
shortly thereafter he returned to 
Takron-Galtos to prepare sacrifices 
for his lord and master. In battle 
against the Legion, 01-vir was snatch­
ed away by the LSV, who wan ted his 
power. He was kept under control 
by Esper Lass' mental powers and 
fled into Limbo when his clothes 
were transmuted to lead by Element 
Lad during the two Legions' final 
confrontation. His current where­
abouts are unknown. 

RADIATION ROY 

DEX: 6 STR: 4 BonY: 5 

INT: 4 WILL: 2 MIND: 3 

INFL: 3 AURA: 2 SPIRIT: 2 
INITIATIVE: 1 3  HERO POINTS: 40 

POWERS: 
Affect Dispersed: 8, Bio-Energy (Radia­
tion): Blast: 23 

Radiation Roy, a Legion reject, 
later went on to join the first LSV, 
led byTarik the Mute. Radiation Roy 
is not much of a fighter, and tends to 
turn tail when the odds are against 
him. 

RON-KARR 

DEX: 3 

INT: 2 
INFL: 2 

LIMITATIONS: 

STR: 2 Boor: 3 

Wlt.L: 2 MIND: 2 
AURA: 2 SPIRIT: 2 
7 HERO POINTS: 1 5  

Ron-Karr can both make and be dam­
aged by Physical Attacks while 
two-dimensional. 

Ron-Karr is from a moon of Nep­
tune and possesses an apparent 
mutant power. He traveled to Earth 
to apply for Legion membership, but 
for some strange reason he was re­
jected. A computer glitch in Tarik 
the Mute's master processor acci­
dentally sent Ron-Karr an invitation 
to the first LSV. He was swept up 
from Takron-Galtos along with sev­
eral other villains by Zymyr for a 
later incarnation of the LSV. 

He has absolutely no hesitation 
about fleeing when things are going 
badly which, in his case, is most of 
the time. 



SA11JRN QUEEN 

DEx: 4 
INT: 1 1  
INFL: 3 
INITIATIVE: 

POWERS: 

STR: 2 BODY: 3 
WILL: 1 8  MIND: 1 7  
AuRA: 3 SPIRIT: 4 
18 HERO POINTS: 45 

Hypnotism: 18, Iron Will: 7, Mind Blast: 
10, Mind Probe: 1 2, Telepathy: 20 

LIMITATIONS: 
Miscellaneous Power Limitation: Hyp­
notism, Mind Blast and Mind Probe on­
ly have a maximum range of 4 APs. 

Saturn Queen has not yet fought 
the Legion in her youth, but has tra­
veled from an alternate future as a 
member of the alleged adult LSV to 
attack the Legionnaires. No know­
ledge of her origin or contemporary 
activities exists. It is also not known 
if the future timeline from which the 
adult LSV came from even exists 
since the CRISIS ON INFINITE 
EARTHS. 

SPIDER-GIRL 

DEx: 5 STR: 3 BODY: 
I NT: 4 WILL: 3 MIND: 
I NFL: 3 AURA: 2 SPIRIT: 
INITIATrVE: 1 2  HERO POINTS: 

POWERS: 
Omni-Arm:5, Telekinesis: 5 

LIMITATIONS: 
Spider-Girl's Omni-Arm hair has a 
range of 0 APs. 

3 
3 
2 
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Spider-Girl is another Legion re­
ject who joined the LSV when Radia­
tion Boy joined. Little is known of 
her background. 

SUN EMPEROR 

DEx : 7 STR: 4 BoDY: 7 
I NT: 4 WILL: 5 MIND: 4 
I NFL: 4 AURA: 3 SPIRIT: 3 
INITIATIVE: 1 5  HERO POINTS: 35 

POWERS: 
Energy Absorption: 9, 
Flame Immunity: 13, 
Flame Proj�tion: 1 6  

Sun Emperor is another villain of 
whom little is known. He led the LSV 
during its brief second incarnation, 
and seemed to serve as a deputy 
leader of sorts during its third in­
carnation. Regardless, he is one of 
the three most totally psychopathic 
members (along with Lightning Lord 

and 01-vir), and he has no qualms 
about killing anyone, even relative 
innocents to whom he is attracted. 

TARIK THE MUTE Deceased 

DEx: 
I NT: 
I NFL: 

3 
8 
3 

STR: 2 
WILL: 6 
AURA: 3 

BoDY: 4 
MIND: 5 
SPIRIT: 3 

INITIATIVE: 1 4  HERO POINTS: 35 

SKILLS: 
Charisma: 3, Scholar/Training: 8, 
Thief: 3 

EQUIPMENT: 
Speaker Robot: 
(DEX: 5, STR: 5, BODY: 6, 
INT: 2, WILL: 2, MIND: 2) 

Tarik, embittered by having his 
vocal chords destroyed by the Sci­
ence Police, was an innocent by­
stander at the time. He swore the 
destruction of all law enforcement 
groups and started a school for vil­
lains to reach that goal. Tarik was 
responsible for the transformation 
of Colossal Boy's parents into crys­
tal so that he could blackmail the 
Legionnaire into training his LSV. 
He died of a heart attack several 
years later. 

Z¥MYR 
DEx: 3 STR: 2 BoDY: 7 
INT: 9 WILL: 6 MIND: 9 
I NFL: 5 AuRA: 4 SPIRIT: 4 
INITIATIVE: 1 7  HERO POINTS: 40 

PowERS: 
Warp: 59 

SKILLS: 
Scholar (Zoology): 1 1 ,  Scientist: 8 

EQUIPMENT: 
Protective Sphere: 
(DEX: 0, STR: 4, BODY: 14, 
Uses: 4, Duration: 18) 
Sealed Systems: 18, Skin Armor: 10 
Flight: 5 

VULNERABILITIES: 
Fatal Vulnerability: Zymyr breathes a 
methane atmosphere, at extremely 
high pressure, and takes damage from 
exposure to a Terran-type atmosphe­
re/environment (for game mechanics 
see PM, pg. 25, Staying Underwater). 

Zymyr is a n ative of Gil' dishpan or 
one of its colony worlds. Little is 
known ofZymyr's background or his 
reasons for joining the third LSV. It 
is assumed that his power is the re­
sult of a mutation, as none of the few 
other members of his race have dis­
played any such talents. 

Zymyr deserted the LSV as it was 
on the verge of defeat by its heroic 
counterpart, and he was one of only 
two members to remain uncaptured. 
It seems unlikely that he will at­
tempt to reform the group on his 
own. 

LIGHTNING LORD alias MektRanzz 

DEX: 8 STR: 5 BoDY: 6 
INT: '5 WILL: 4 MIND: 4 
INFL: 3 AURA: 3 SPIRIT: 3 
INITIATIVE: 1 6  HERo PoiNTS: 90 

POWERS: 
Energy Absorption: 12,  Lightning: 20 

SKILLS: 
Scientist: 5, Vehicles/Space: 3 

LIMITATIONS: 
Energy Absorption only works on elec­
trical attacks 

MoTIVATION: Psychopathic 

WEALTH: Comfortable 

JoB: Professional Criminal 

RACE: Human 

Lightning Lord has probably been 
psychotic since his birth because he is 
one of the few non-twins on Winath. 
Lightning Lord uses the powers he 
gained simultaneously with his fu­
ture Legionnaire-siblings for crime. 
Domineering, he tries to exert some 
control over their lives, and he has 
been the leader of the Legion of Super­
Villains from time to time. 

MAGPIE 

DEx: 9 STR: 2 BODY: 5 
INT: 6 WILL: 4 MIND: 4 
INFL: 3 AuRA: 2 SPIRIT: 3 
INITIATIVE: 1 8  HERO POINTS: 40 

POWERS: 
Full Vision: 2 

SKILLS: 
Detective/ID Systems, Law and Police 
Procedure: 6, Thief: 9 

MOTIVATION: Mercenary 

WEALTH: Multimillionaire 

JOB: Professional Thief 

RACE: Strange Humanoid 

Magpie is a professional thief and 
old-time drinking buddy of Benn 
Pares. Magpie has been stealing for 
years, although his reputation is prac­
tically u nheard of outside of elite law 
enforcement circles. 

He was captured for the first and 
only time several years ago by Chief 
Zendak, and he has held a grudge ev­
er since. 
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Magpie's only encounter with the 
Legion was when he was commis­
sioned by the Monitor to steal an item 
from the Legion Headquarters. De­
spite special equipment provided by 
the Monitor (which Magpie normally 
disdains), he failed in his mission and 
barely avoided capture. He prefers 
not to cross paths with heroes. 

MANTIS MORLO 

DEx: 4 STR: 2 BODY: 3 
INT: 1 1  WILL: 5 MIND: 8 
I NFL: 4 AURA: 3 SPIRIT: 3 
INITIATIVE: 19 HERO POINTS: 50 

SKILLS: 
Gadgetry: 7, Scholar( chemistry): 25, 
Scientist: 1 7  

EQUIPMENT: 
uChemoids" (See Below) 

MOTIVATION: Power Lust 

WEALTH: Affluent 

JoB: Scientist 

RACE: Human 

Man tis Morlo was one of the great­
est chemists of the 30th century. 
However, he lacked the morality to 
become a truly great scientist. He 
conducted a number of experiments 
on human test subjects and was stop­
ped from doing so by the Legion. 
Swearing revenge, he attempted to 
destroy the worlds of Daxam, Naltor, 
Orando, and Earth, but was easily 
thwarted when his final plan was re­
vealed. He later attempted to strike at 
the Legion by chemically animating 
sludge in the sewers of Metropolis but 
was defeated by Brainiac 5. 

Morlo deplores physical combat 
and employs a n umber of"chemoids," 
synthetic androids capable of shifting 
their elemental structure at will. 

"CHEMOIDS" 

DEX: 6 STR: 6 BoDY: 10 
lm: 2 WILL: 2 MIND: 2 
INFL: 2 AURA: 2 SPIRIT: 2 
INITIATIVE: 10 HERO POINTS: NA 

PowERS: 
Self Link-Transmutation: 3 

LIMITATIONS: 
Can only shift their bodies to solid or 
near-solid materials. 

MOLECULE MASTER 

DEx: 10 STR: 4 BoDY: 1 5  
INT: 8 WILL: 1 0  MIND: 8 
INFL: 3 AURA: 4 SPIRIT: 4 
INITIATIVE: 2 1  HERo PoiNTs: 65 

POWERS: 
Animate Objects: 8, Force Shield: 22, 
Lightning: 17, Matter Manipulation: 8, 
Skin Armor: 5 

MOTIVATION: NA 

WEALTH: NA 

JoB: Servant/Creation of Time Trapper 

RACE: Artificial Life Form 

The Molecule Master was one of the 
Time Trapper's superior creations. 
He originally attempted to inftltrate 
the Legion and steal the Miracle Ma­
chine, but he was defeated by Wild­
fire. During the mission in the 20th 
Century, a much-improved, restruc­
tured organic Molecule Master at­
tacked the Legion but was defeated. 
It is assumed the Time Trapper is able 
to produce more servants like Mole­
cule Master. 

MORDRU 

DEX: 12 
lm: 14 
INFL: 16 
INITIATIVE: 42 

POWERS: 

STR: 12 BoDY: 35 
WILL: 22 MIND: 25 
AURA: 25 SPIRIT: 30 

HERO POINTS: 175 

Growth: 9, Magical Sense: 22, Mystic 
Link-Force Manipulation: 36 

SKILLS: 
Occultist: 35 

LIMITATIONS: 
Catastrophic Fear of Entombment 
Permanently Grown 

VULNERABILITII::S: 
Loss Vulnerability: All powers, attrib­
utes, and skills if totally encased in any 
solid airless space or when buried 
alive. 

MOTIVATION: Power Lust 

WEALTH: NA 

JoB: Sorcerer/Conqueror 

RACE: Human 

Mordru was born in the period be­
fore Zerox was known either by that 
name or the term of Sorcerers' World. 
He proved to be one of the great wi­
zards of his era. He rose to become 
one of the masters ofthe planet, then 
usurped much of the world's magic 
and became its tyrant. As this was in 
progress, Mordru caused the White 
Witch to be exiled, foreseeing the pos­
sibility that she might become skilled 
enough to prove a challenge to his 
conquests. 

Having conquered Zerox, Mordru 
struck out to conquer the universe a 

world at a time. In his flrst battle with 
the Legion, the details of which have 
never been told, they learned of his 
one weakness and imprisoned him in 
an airless vault. For psychosomatic 
reasons or a geas binding him from 
his infancy, Mordru loses his powers 
and goes comatose when buried alive 
or in an airless space. 

Since that time Mordru has emerged 
from imprisonment numerous times 
to carry out his ambitions and des­
troy the Legion. His greatest plan was 
the uniflcation, under his command, 
of the Resource Raiders, the Dark 
Circle, and the Khunds. 

Mordru's magic powers are almost 
unlimited, or were until sapped from 
him by Darkseid. He remains in a co­
ma on the Sorcerers' World, despite 
efforts by his ac·oJytes to revive him. 

MUURIAN SPIES 

group of three criminals 
who attempted to infll­
trate the Legion with the 
aid of pill-induced pow­

ers. Their plans became known to the 
Legion, who initiated them as a ruse 
to find the location of their home­
world and the source of their powers. 

BLACKOUT BOY 

DEX: 5 STR: 3 BoDY: 4 
I NT: 4 WILL: 3 MIND: 3 
INFL: 3 AuRA: 2 SPIRIT: 2 
INITIATIVE: 1 2  HERO POINTS: 35 

POWERS: 
Darkness: 1 6  

MAGNETIC KID 

DEX: 

lm: 
I NFL: 

5 STR: 
3 WILL: 
2 AURA: 

2 BoDY: 4 
3 MIND: 3 
2 SPIRIT: 2 

INITIATIVE: 1 0  HERO POINTS: 30 

PowERS: 
Attraction/Repulsion: 9 

LIMITATIONS: 
Attraction/Repulsion affects living 
creatures and people. 

MOTIVATION: Upholds Good 

WEALTH: Comfortable 

JoB: Office Worker 

RACE: Artificial Life 



SIZE KID 

DEX: 5 STR: 3 BODY: 5 
I NT: 3 WILL: 2 MIND: 3 
I NFL: 3 AURA: 2 SPIRIT: 2 
INITIATIVE: 1 1  HERo PoiNTS: 35 

POWERS: 
Matter Manipulation: 9 

LIMITATIONS: 
Matter Manipulation can only be used 
to change the basic structure of a non­
organic object. 

NEMESIS KID JJocea.wd 

DEx: 5 STR: 3 BoDY: 5 
INT: 6 WILL: 4 MIND: 4 
INFL: 7 AURA: 5 SPIRIT: 4 
INITIATIVE: 18 HERO POINTS: 45 

POWERS: 
Adaptation: 55 

SKILLS: 
Charisma: 5, Scholar (Alchemy): 12,  
Scientist: 5 

LIMITATIONS: 
See Below 

MOTIVATION: Power Lust 

WEALTH: Comfortable 

Jos: NA 

RACE: Human 

Nemesis Kid's Adaptation Power 
only allows him to beat a single oppo­
nent. It increases his DEX and BODY 
by five more than his opponent and 
provides him with one power, usually 
either a superior attack form of the 
same sort his opponent possesses 
(such as STR or Martial Artist) or an 
immunity (Iron Will vs. Control, True­
sight vs. Illusions). This power or de­
fense will be 5 APs higher than his 
opponent's power. Nemesis Kid must 
concentrate to use his power. There­
fore he cannot use it if Intimidated. 
He cannot adapt powers except to 
fight an opponent. 

Nemesis Kid, an unnamed alchem­
ist from the world of Myar, devised a 
potion to give him the power to beat 
any one opponent. Contacted by the 
Khunds, he joined the Legion to sub­
vert them from within, lowering 
Earth's defenses against an invasion. 
Despite his efforts to frame Karate 
Kid, his actions were found out and 
he was defeated. 

Nemesis Kid later resurfaced in the 
first LSV and later reformed the third. 
After essentially beating Karate Kid 
to death, he was executed by Queen 
Projectra with her bare hands. 

OMEGA 

DEx: 26 STR: 53 BoDY: 60 
INT: 4 WILL: 1 5  MIND: 30 
INFL: 1 2  AURA: 6 SPIRIT: 1 5  
INITIATIVE: 42 HERO POINTS: 1 10 

POWERS: 
Flight: 45, Growth: 9 

LIMITATIONS: 
Is permanently Grown 

MOTIVATION: Obedience to Brainiac � 
WEALTH: NA 

JoB: Servant of Brainiac 5 

RACF:: Artificial Life Form 

During the brief period when Brain­
iac 5 was driven insane by Pulsar 
Stargrave the Coluan genius, Brain­
iac 5 attempted to blackmail the gal­
axy into acknowledging him as its 
ruler by creating the ultimate wea­
pon. With the aid of the Miracle Ma­
chine, he caused the mental hatred of 
every being in the universe to coa­
lesce into Omega, then brought it to 
Earth so it could focus its composite 
hates through the Miracle Machine to 
destroy the cosmos. Omega was stop­
ped only by the destruction of the 
Miracle Machine at the hands of Mat­
ter-Eater Lad, upon which he dissi­
pated back into nothingness. 

OMEN 

DEx: 28 STR: 15 B6Dv: 40 
INT: 27 WILL: 23 MJND: 33 
INFL: 16 AURA: 20 SPIRIT: 20 
INITIATIVE: 71 HERO PoiNTS: 180 

POWERS: 
Flight: 47, Force Flight: 39, Force 
Manipulation: 35, Mind Probe: 20 
Telepathy: 9 

MOTIVATION: Unknown 

WEALTH: NA 

JoB: Explorer 

RACE: Alien 

Little is known of Omen, other than 
he apparently came to this dimension 
from somewhere else. Inspired seem­
ingly by curiosity, Omen's feelings and 
thought were totally incomprehens­
ible to the human mind. He came to 
the attention of the Legion when his 
servant, a human transformed into 
"the Prophet," attacked Khundia to 
convince the warrior race to attack 
his master. 

Coming to Khund to retrieve his 
servant, Omen was attacked by the 
Legion (unsuccessfully), then gained 
a semblance of humanity by merging 
the Prophet's mental essence with 
h is. He was eventually blasted into 

another dimension by Dream Girl's 
detonation ofaKhund negation bomb. 

PROPHET 

DEx: 24 STR: 26 BoDY: 38 
INT: 16 WILJ,: 1 3  MIND: 23 
I NFL: 10 AURA: 6 SPIRIT: 1 5  
INITIATIVE: 50 HERO PorNTS: 1 25 

POWERS: 
Flight: 47, Force Manipulation: 26, 
Force Field: 23 

Vut.."ffiRABJLJTJES: 
LOss Vulnerability: Darkness, 
aU Powers: 0 

MOTIVATION: Psychopathic 

WEALTH: NA 

JoB: Servant of Omen 

RACE: urnan 

Prophet, a researcher at the ou -
post of Trewsk, was attending a spir­
itual convocation on Earth when the 
other scientists, including his son, 
were wiped out by solar flares. Return­
ing to the devastation, he was driven 
insane by the loss and attempted to 
kill himself, only to be rescued by 
Omen and transformed into "the Pro­
phet." 

Convinced that the Omen was "the 
Omen of doom," the Prophet fled dur­
ing one of his master's periods of dis­
traction and attempted to gather 
forces to oppose the alien explorer. 
However, his own insanity led him to 
wipe out whoever defied him even 
momentarily. His mental essence was 
eventually drained by Omen so that 
Omen could gain an insight into hu­
manity. Both were swept into anoth­
er dimension by the detonation of a 
negation bomb. 

ORGANUS 

DEX: 6 STR: 8 BoDY: 1 2  
I NT: 4 WILL: 8 MIND: 7 
I NFL: 3 AuRA: 5 SPIRIT: 6 
INITIATIVE: 1 3  HERo PoiNTS: 65 

POWERS: 
Power Drain: 32, Vampirism: 8 

LIMITATIONS: 
Power Drain and Vampirism only have 
a range of 1 AP. 

VULNERABILITIES: 
Fatal Vulnerability: If Organus' attempt 
to Drain is unsuccessful (while in 
range), he will take 1 AP of damage 
(see PM, pg. 30 for more details). 
Range: 0 

MOTIVATION: Psychopathic 

WEALTH: NA 

Jos: NA 

RACE: Alien 
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Although Organus' true ongm is 
not known, it is known that it was 
created by an alien parasite combin­
ing itself with organ parts at Medicus 
One. Organus became an over-sized 
life-force vampire capable of draining 
powers from Legionnaires. He was 
captured by Blok and imprisoned at 
Takron-Galtos and was evacuated to 
Labyrinth with many of its other 
prisoners. 

PHARO XX Doceo.w 

DEX: 8 STR: 5 BoDY: 6 
I NT: 5 WILL: 6 MIND: 6 
I NFL: 1 2  AURA: 9 SPIRIT: 8 
INITIATIVE: 25 HERO POINTS: 50 

PO\\'ERS: 
Magic Blast: 7 

SKILl-'>: 
Charisma: 7, 
Weaponry/Melee Weaponry: 8 

EQUIPMENT: 
Armor: (DEX: 0, STR: 0, BODY: 8, 
Uses: 4, Duration: 18) 
Helmet: (DEX: 0, STR: 0, BODY: 5, 
Uses: 4, Duration: 18), Truesight: 16 
Sword: (DEX: 0, STR: 8, BODY: 6, 
Uses: I ,  Duration: 22) 

MOTIVATION: Power Lust 

WEALTH: Multimillionaire 

JoB: Royal Usurper 

RACI::: Human 

Pharoxx was a member of the rul­
ing family of Orando and cousin to 
Princess Projectra. He always wanted 
power and saw his opportunity when 
King Voxv died. Accusing his cousin 
of murder, he bested her and her con­
sort, Karate Kid, in trial-by-arms. He 
then attempted to execute them with 
the aid of Hagga, Projectra's grand­
mother, claiming that he wished to 
see Orando returned to the old ways 
with no intercourse with the outside 
universe. In reality his only in en 
was in obtaining the throne. 

Pharoxx was eventually defeated, 
with the Legion's help, but his sup­
porters freed him from an Orando 
dungeon. He traveled offworld to ob­
tain power, and contacted the LSV. 
He led the LSV to Orando, hoping to 
use them against Projectra, but he 
was killed. 

PULSAR STARGRAVE 

DEx: 23 STR: 10 Boov: 35 
INT: 13 WILL: 12 MIND: 21 
INFL: 8 AURA: 5 SPIRIT: 6 
INITIATIVE: 44 HERO POINTS: 95 

POWERS: 
Energy Absorption: 10, Flight: 39, 
Star Bolt: 21,  Telepathy: 22 

SKILLS: 
Charisma: 18 

MOTIVATION: Power Lust 

WEALTH: NA 

JoB: Conqueror 

RACE: Alien 

Pulsar Stargrave is one of the most 
dangerous evil forces in the UP. Con­
sidered a peer of Mordru, Stargrave 
struck at the Time Trapper and Mor­
dru using the Legion as h is weapon. 
Nothing substantial is known of Star­
grave's origin. At one point he posed 
as the father of Brainiac 5 and at 
another time as the original Brainiac. 
In each case Pulsar Stargrave claimed 
to have been transformed by an inci­
dent involving a stellar accident. He 
has also described himself as the in­
carnate heart of a star, and he once 
appeared to have a mechanical body. 
All of these may or may not contain 
an element of truth. His physical 
characteristics, plus his hatred for 
Brainiac 5, do indicate he may be a 
potential native of Colu. 

QUICKSAND 

DEx: 5 STR: 2 Boov: 2 
INT: 4 WILL: 4 MIND: 3 
INFL: 8 AURA: 6 SPIRIT: 4 
INITIATIVE: 1 7  HERO POINTS: 35 

POWERS: 
Earth Control: 1 1  

LIMITATIONS: 
Earth Control can only be used to li­
quefy or harden quantities of earth, 
not actually move them. 

MOTIVATION: 
Obedience to Pulsar Stargrave 

WEALTH: NA 

Quicksand is a m female of Af­
rican origins. She was emplo ed by 
Pulsar Stargrave to combat the Legio 
in his ftrst efforts against them. She 
was defeated by a mental blast from 
Saturn Girl. 

RESOURCE RAIDERS 

DEx: 4 STR: 4 BoDY: 5 
I NT: 3 WILL: 2 MtND: 3 
I NFL: 2 AURA: 2 SPIRIT: 2 
INITIATIVE: 9 HERo PotNTS: 0 

SKILLS: 
Vehicles/ Air and Space: 4 
Weaponry/Firearms and Heavy 
Weapons: 5 

EQUIPMENT: 
Blaster: ( BODY: 4, EV: 6) 
Ammo: 8 
Body Suit: (DEX: 0, STR: 0, BODY: 7, 
Uses: 1, Duration: 13) 
Scaled Systems: 13 

MOTIVATION: Mercenaries 

Wt.ALTH: NA 

Jon: Space Pirates 

RAO:: Alien 

The Resource Raiders are a group 
of aliens from a small, technologically 
underdeveloped planet. They were 
dominated by a huge brain-like crea­
ture, who led them on a series of raids 
on major UP resource production 
planets. They were defeated in their 
initial efforts by the Legion, with the 
assistance of Dawnstar. The brain 
creature was captured shortly after. 
In reality the Raiders' leader was a 
robot duplicate of the real leader, 
who was contacted by Mordru and 
led the Raiders in a vanguard effort in 
the Earth war. All of the raiders were 
imprisoned at the end of the Earth­
war upon Mordru's capture. 

SADAHURU 

DEx : 8 STR: 4 BoDY: 6 
I NT: 4 WILL: 5 MIND: 4 
I NFL: 4 AURA: 3 SPIRIT: 3 
INITIATIVE: 16 (28) HERO POINTS: 45 

SKILLS: 
Charisma: 5, Martial Artist: 1 2  
Weaponry/Exotic and Melee 
Weapons: 5 

MOTrvATION: Mercenary 

WEALTH: Affluent 

JOA: Gangleader 

RACI::: Human 

Sadahuru, a l ieutenant in the Black 
Dragon's criminal organization, was 
trained personally by Kirau Nezumi. 
When the Black Dragon was killed in 
c m t by Japan's greatest hero at 
the time, Sadahuru took over the 
remnants of t e organization. He 
attempted to gain access' to the Black 
Dragon's secret hideout, only to nd 
it occupied by his deceased leader's 
nemesis, the man now only known as 
Sensei. He attempted to trick Karate 
Kid into shattering the hideout's 
impenetrable walls, counting on the 
fact that Karate Kid would remain 
loyal to his father's memory. Karate 
Kid refused to attack the man who 



had brought him up as a force of good 
and defeated Sadahuru. 

The Dragon's organization broke 
up with the defeat of its second leader, 
and all the members were imprisoned. 
Sadahuru is still serving time in a 
regular prison somewhere on Earth. 

SDEN 

DEx: 5 STR: 5 BoDY: 9 
lN'r: 6 WILL: 8 MIND: 1 0  

I NFL: 1 1  AURA: 1 1  SPIRIT: 12 
INITIATIVE: 22 HERO POIN'fS: 50 

POWERS: 

Magical Sense: 8, Mystic Link: Earth 
Control: 1 6, Illusion: 1 8  
Teleportation: 3 

SKJI.I.'>: 
Occultist: 9 

LIMITATIONS: 

Catastrophic Fear of Fire 

VULNEIIA.BILITJJ::S: 
Attack Vulnerability: Fire. -4 column 
shift for both OV and RV on lire-based 
attacks. 

MoTIVATION: Power Lust 

WEALTH: Struggling 

JOB: Sorcerer 

RACE: Alien 

Sden is an alien sorcerer from 
another u niverse, who either left to 
seek power or was exiled (the records 
are not clear). He came to a small 
mining planet to seek crystal that 
would amplify his powers to Mordru's 
level. Because the crystal was buried 
in the planet's magma, Sden triggered 
a series of planetquakes so as to de­
ceive the Legionnaires into believing 
the crystal was responsible so they 
would bring it to him. The Legion saw 
through the ruse, however, and used 
phosphorous to render Sden harm­
less, whereupon he was imprisoned 
at Takron-Galtos. His current fate is 
unknown. 

STARBURST BANDITS 

DEx: 6 STR: 4 BoDv: 
I NT: 3 WILL: 3 MIND: 
I NFL: 2 AuRA: 2 SPIRIT: 

INITIATIVE: 1 1  HERO POINTS: 

POWERS: 

Starbolt: 14 

SKILLS: 
Animal Handling: 94 

EQUIPMEN'f: 
Starbolt (Starburst) Amplifiers: 
(DEX: 0, STR: 0, BODY: 5) 
Starbolt: +6 

MOTIVATIOI'\: Mercenary 

6 
3 
3 
0 

WEAI.TII: Struggling 

JOB: Bandits 

RACJ::: Alien 

The Starburst Bandits are alien 
renegades from a distant planet. The 
six members of the Bandits launched 
raids on a series of relatively unpro­
tected planets, including Orando. Af­
ter the devastation caused by the 
Earthwar, the Bandits launched an 
attack on Earth, then attempted to 
destroy the Sol system with the aid of 
the bombs they had stolen. They were 
captured and imprisoned, but later 
escaped briefly only to be recaptured 
by Blok. 

The Bandits ride flame-maned 
mounts that are native to their planet, 
capable of flight and extremely hard 
to tame. 

BANDITS' MOUNTS 

DEX: 6 STR: 5 BoDY: 

I NT: 1 WILL: 2 MIND: 
I NFL: 3 AuRA: 1 SPIRIT: 
INITIATIVE: 1 0  HERO POIN'fS: 

POWJ::RS: 
Flame Immunity: 5, Flight: 8 

MOTIVATION: NA 

WEALTH: NA 

JOB: Bandits' Mounts 

RACJ::: Alien (Animal) 

STARFINGER alias J.)r. l.ar$ Han$CtJrrt 

9 

5 
4 
0 

DEx: 7 STR: 2 BoDY: 5 
IN'f: 9 WILL: 4 MIND: 6 
INFL: 3 AuRA: 2 SPIRIT: 3 
INITIATIVE: 19 HERO POINTS: 75 

SK ILLS: 
Charisma: 4, Gadgetry: 14, Medicine: 8, 
Scientist: 9, Vehicles: 5 

EQUIPMEN'f: 
Battle Gloves: 
(DEX: 0, STR: 0, BODY: 6, 
Uses: 4, Duration: 16) 
Bio-Energy Blast: 1 2  
Heat Vision: 1 2  
Ice Production: 12 
Lightning: 1 2  
Neutralization: 1 2  

MOTIVATION: Power Lust 

WEALTH: Comfortable 

JoB: Professional Criminal 

RACE: Human 

Dr. Hanscom was originally a sur­
geon who gained control of Garth 
Ranzz (Lightning Lad) while operat­
ing on him. He frrst used Lightning 
Lad as a proxy Starfinger, then 
assumed the role himself. He has dis­
played various powers as Starfinger 

(a typical listing of which are above), 
as provided by one form or another of 
technology. He is the most cowardly 
of the major Legion villains, and never 
strikes unless an opportunity for an 
apparently easy victory exists for 
him. 

SUN-EATER 

DEx: 6 STR: 65 BoDv: 96/35* 
INT: NA WILL: NA M IND: NA 
INFL: NA AURA: NA SPIRIT: NA 
INITIATIVE: 6 HERO POJN'fS: 0 

POWERS: 

Flight: 50, Growth: 32, Starbolt: 63 

MOTIVATION: NA 

WEALTH: NA 

JoB: Controller Weapon 

RACE: Artificial Life Form 

• -the second value applies for the core 
of the Sun-Eater, which lies 31 APs dis­
tant from its outer boundaries. 

In their fight to eradicate evil, the 
Controllers put their technology and 
knowledge to the creation of the ulti­
mate weapon: the Sun-Eater. The 
Sun-Eater is a huge cloud of gaseous 
plasma, burning with the energy of a 
million stars, which was used by the 
Controllers to wipe out infestations 
of corruptness that were otherwise 
undefeatable. 

The first one the Legion encoun­
tered had been set on a course for 
Earth by a renegade Controller who 
had himself turned to evil. Severely 
understaffed at the time, the Legion 
was forced to recruit the five most 
powerful villains, the Fatal Five, to 
aid in the attack. Even with the might 
of Valid us and their own powers en­
hanced by Tharok, the Legion was 
helpless before the Sun-Eater. It was 
only the sacrifice of Ferro Lad, deliv­
ering an absorbatron bomb to its 
core, which wiped it out entirely. 

The second Sun-Eater appeared in 
the 20th century, where Superman's 
foe Mordru had wrested it from a 
Controller and sent it against Earth. 
The Legion was called back in time by 
a signal from Jimmy Olsen ( Elastic 
Lad) and was able to defeat it by 
Wildfire releasing his anti-energy 
directly into its core. 

A third Sun-Eater, seen early in its 
creation process, was encountered by 
five Legionnaires trapped in Limbo 
who had discovered a Controller's 
weapon factory. The creature, a semi­
sentient mass of energy, was de­
stroyed along with the factory before 
it had reached full size. It is assumed 
that the Controllers have o�hers, how­
ever, although they are not commonly 
deployed. 
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TAURUS GANG [TI his gang of villains was 
brought together by Chief 
Zoltaurus, a corrupt Sci­
ence Police officer. A rival 

gang, Scorpio, held the majority of the 
Legionnaires hostage to force the re­
mainder to battle Taurus. Zoltaurus' 
identity was eventually revealed, but 
the villains escaped, although Black 
Mace resurfaced briefly a couple of 
years later to battle Timber Wolf. 

The origins of the five villains is un­
known, and one, Quanto, was appar­
ently not even evil, but felt that he 
had been sent from wherever he came 
from to reform his comrades. The 
group has not been seen since, al­
though their involvement in criminal 
affairs across the UP is often sus­
pected. 

CHIEF ZOLTAURUS 

DEX: 4 STR: 3 BODY: 
I NT: 6 WILL: 3 MIND: 
I NFL: 2 AURA: 2 SPIRIT: 
INITIATIVE: 1 2  HERO POINTS: 

SKILLS: 
Charisma: 6, Detective: 5, Spy: 3 
Vehicles: 4, Weaponry/Firearms: 4 

MOTIVATION: Power Lust 

WEALTH: Multimillionaire 

JoB: SP Chief turned traitor 

RACE: Human 

BLACK MACE 

3 
4 
2 

35 

DEX: 1 0  STR: 6 BODY: 9 
INT: 4 WILL: 
INFL: 3 AURA: 
INITIATIVE: 1 7_(_24.1 

SKILLS: 

5 MIND: 5 
2 SPIRIT: 3 

HERO POINTS: 60 

Martial Artist: 7, Weaponry/Melee and 
Exotic Weapons: 1 6  

EQUIPMENT: 
Energy Mace: 
(DEX: 0, STR: 9, BODY: 7, 
Uses: 15, Duration: 20) 
Lightning: 20 
Protective Suit: 
(DEX: 0, STR: 0, BODY: 10, 
Uses: 1, Duration: 20) 
Energy Absorption: 12 

LIMITATIONS: 
Lightning Power under Engergy Mace 
has no range and uses Black Mace's 
Exotic Weapons skill as the AV. 
Energy Absorption under Portective 
Suit only works for electrical attacks. 

MOTIVATION: Mercenary 

WEALTH: Comfortable 

JoB: Mercenary 

RACE: Human 

MYSTELOR 

DEx: 5 STR: 
I NT: 6 WILL: 
I NFL: 5 AURA: 

2 BODY: 4 
6 MIND: 5 
5 SPIRIT: 4 

INITIATIVE: 1 6  HERO POINTS: 45 

POWERS: 
Mind Probe: 12, Telepathy : 8 

MOTIVATION: Not known 

WEALTH: Comfortable 

JOB: Taurus member 

RACE: Human 

QUANTO 

DEx: 8 STR: 
I NT: 4 WILL: 
I NFL: 5 AURA: 

3 BODY: 
5 MIND: 
4 SPIRIT: 

3 
4 
4 

INITTATIVE: 1 7  HERO POINTS: 35 

POWERS: 
Self-Link Flash: 29 

MOTIVATION: Not known 

WEALTH: NA 

JOB: Taurus member 

RACE: Normal Human 

ROGARTH 

DEx: 20 STR: 45 
I NT: 3 WILL: 5 
I NFL: 2 AURA: 2 

BoDY: 58 
MIND: 4 
SPIRIT: 3 

INITIATIVE: 25 HERO POINTS: 50 

MoTTVATJON: Mercenary 

WEALTH: Comfortable 

JoB: Mercenary 

RACE: Normal Humanoid 

SHAGREK 

DEx: 6 STR: 4 
I NT: 4 WILL: 4 
I NFL: 3 AURA: 2 

BODY: 8 
MIND: 3 
SPIRIT: 2 

INITIATIVE: 1 3  HERO PorNTS: 30 

POWERS: 
Bio-Energy Blast: 43 (antennae) 

MOTIVATION: Mercenary 

WEALTH: Comfortable 

JoB: Mercenary 

RACE: Strange Humanoid 

TIME TRAPPER 

DEx: 7 STR: 4 BoDY: 1 0  
INT: 2 6  WILL: 25 MIND: 28 
INFL: 6 AURA: 4 SPIRIT: 6 
INITIATIVE:39 HERO POINTS: 1 95 

POWERS: 
Comprehend Languages: 12, Iron Will: 
20, Time Travel: 30 

SKILLS: 
Charisma: 13, Gadgetry: 30 
Scholar (all eras of history, Computer 
Science, Mathematics, Psychology, So­
ciology and Time Travel Physics): 40 
Scientist: 30 

MOTIVATION: Power Lust 

WEALTH: Billionaire 

JoR: Tyrant 

RACE: Not known 

The Time Trapper is an immensely 
powerful being who dwells at the end 
of time. He has demonstrated no per­
sonal powers, yet is a peer of the 
mightiest villains the Legion has faced. 
At one time, impersonated by a Con­
troller he had enslaved, the Time 
Trapper had struck at the Legion­
naires personally and through prox­
ies (such as the Molecule Master). No 
hint of his real origins has ever been 
revealed. It is not known whether his 
control of time is a natural ability or 
comes from advanced technology. 

The Time Trapper contributes to 
the worsening of time travel condi­
tions in the DC universe, and has 
barred his own domain from any tra­
velers using their own powers or any 
known technology. The Trapper re­
tains a battalion of highly-trained 
soldiers from all different eras of hu­
man history. 

Perhaps no Legion foe is as ruth­
less, or as much of a gamesman play­
ing simply for the challenge. 

TYR 
DEx: 8 STR: 
INT: 4 WILL: 
INFL: 4 AURA: 
INITIATIVE: 1 6_(2'!2. 

SKILLS: 

6 BODY: 1 6  
7 MIND: 5 
3 SPIRIT: 4 

HERO POINTS: 80 

Charisma: 7, Martial Artist: 8, Military 
Science: 5, Weaponry: 9 

EQUIPMENT: 
Gun Hand: 
(DEX: 3, STR: 0, BODY: 8, INT: 6, 
Uses: 8, Duration: 20), Flight: 25, 
Lightning: 15 

LIMITATIONS: 
Gun Hand can fly only when detached 
from Tyr. 



MOTIVATION: Power Lust 

WEAL'Ill: Multimillionaire 

JOB: Champion/Warlord of Tyrraz 

RACE: Strange Humanoid 

Note: Tyr uses his Weaponry Skill of 9 
for the AV and the Lightning Power 15  
APs for the EV when attacking with his 
gun hand. 

Tyr, the scourge of his own galaxy, 
has led his homeworld of Tyrraz to 
the Milky Way in an overt invasion of 
the United Planets (UP). Initially, how­
ever, he went ahead as a spearhead 
force attempting to destroy the Le­
gion by brainwashing Timber Wolf to 
activate the HQ self-destruct system. 
Tyr was captured, later rescued by 
his gun hand, and joined the LSV. 

. After his capture at the end of thetr 
third incarnation, he escaped from 
prison to return to Tyrraz. 

Tyr's exact role on his homeworld 
is unknown but appears to be some­
thing between warlord and champion. 
As such, he was chosen to attack the 
Legion prior to Tyrraz's arrival at t�e 
UP borders. He is now on Tyrraz wtth 
the rest of his people, their home­
world rendered immobile. 

UNIVERSO alias ''Vidar'' 

DEX: 6 STR: 3 Boov: 5 
I NT: 1 2  WILL: 16 MIND: 15 
INFI.: 4 AuRA: 3 SPIRIT: 4 
INITIATIVE: 22 HERO POINTS: 90 

POWERS: 
Hypnotism: 14 

SKILLS: 
Charisma: 5, Gadgetry: 1 1 ,  Scientist: 7 

EQUIPMt::NT: 
Various hypnotic amplifiers which will 
boost Universo's Hypnotism to 18-20 
(GM's discretion). 

Note: The character using this 
amplifier must have a Hypnotism 
Power of at least 14 APs in order for it 
to function. 

LIMITATIONS: 
Universo must be within line-of-sight 
to affect a target with Hypnosis, al­
though he may then retain control 
over the target from any distance. 

MOTIVATION: Power Lust 

Wt::ALTH: Multimillionaire 

Joo: Former Green Lantern, 
now professional criminal 

RACE: Normal Human 

Vidar was a renegade Green Lant­
ern, drummed from the corps for at­
tempting to repeat Krona's disastrous 

attempts to learn the origin of the 
universe. He vanished from human 
sight on Earth and reappeared sev­
eral years later as Universo. 

In the years between, he acquired 
great powers of hypnosis and a desire 
to rule the worlds that had rejected 
him as their protector. 

Universo has succeeded in having 
the entire Legion outlawed and now 
secretly is an adviser to Earth Pres

_
i­

dent Mojai Desai with plans to use hts 
position to achieve domination again. 
He has been foiled by his own son 
Rond Vidar, a pioneer in time travel 
and an honorary Legionnaire. 

Universo prefers to work behind 
the scenes whenever possible, because 
he is a merely an adequate physical 
specimen. Thus in his current posi

_
­

tion he is a covert influence on Desat. 
His plans rarely require him to con­
front the Legion directly. 

VIBREX 

DEX: 6 STR: 4 Boov: 5 
I NT: 4 WILL: 3 MIND: 4 
INFL: 2 AURA: 2 SPIRIT: 2 
INITIATIVE: 12 HERO POINTS: 50 

POWERS: 
Matter Manipulation: 25 
Sonic Beam: 12 

SKILI..'3: 
Vehicles/Space; 6 

LIMITATIONS: 
Matter Manipulation can only be used 
to change the molecular structures of 
non-organic materials and can cause 
neither explosion nor change an 
object. 

MOTIVATION: Power Lust 

WJ::ALTII: Comfortable 

Joo: Professional Criminal 

RACE: Human 

Vibrex is a down-on-his-luck space 
pilot who flew his unprotected ship 
through a cloud of space radiation. 
As a result, he gained the power to 
alter molecular structures with sonic 
vibrations. 

He attempted to hold cargo ship­
ments from the Earth to the Moon 
hostage to his demands. He was able 
to hold the Legion at bay for a time by 
negating Mon-El's early lead serum 
and Legionnaires' flight belts, but he 
was defeated by the Legion's first use 
of Brainiac 5's flight rings. Little or 
nothing has been seen of him since. 
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ANTONIO STEFANCCI 

DEX: 3 STR: 2 BoDY: 
I NT: 4 WILL: 2 MIND: 
!NFL: 4 AURA: 2 SPIRIT: 
INITIATIVE: 1 1  HERO POINTS: 

SKILLS: 
Charisma/Persuasion: 2 
Occultist/Identify Object: 9 
Scholar (Mystic Lore): 14 

WEALTH: Multimillionaire 

JOB: Museum Curator 

RACE: Human 

2 
3 
2 
0 

Stefancci is the curator for the Mu­
seum of the Mystic Arts, located in 
MegaCalifornia on the site of what 
was once known as The Magic Castle. 

CIRCADIA SENIUS 

DEX: 2 STR: 2 BoDY: 2 
!NT: 9 WILL: 2 M IND: 4 
I NFL: 2 AURA: 2 SPIRIT: 2 
INITIATIVE: 1 3  HERO POIN'I'S: 0 

SKILLS: 
Scholar (Computer Science, Temporal 
Physics): 9, Training: 19, Scientist: 20 

WEALTH: Multimillionaire 

JOB: Chronarch 

RACE: Alien 

Circadia Senius is the Chronarch 
(Director) ofTime Institute, a branch 
of Metropolis University. 

The true father of time travel, Sen i­
us has been at the Institute since its 
inception and has developed the Time 
Monitor and the theories that permit 
time travelers to avoid being trapped 
in probability branches. 

He is Brainiac 5's friend in subplots, 
and occasionally encounters other 
Legionnaires. 

STR: BoDY: 3 
WILL: MIND: 2 
AURA: SPIRIT: 2 

INITIATIVE: 1 3  HERo PoiN'rs: 20 

OWERS: 
Flight: 12, Fog: 15 

MoTIVATION: Thrill of Adventure 

WEALTH: Comfortable 

JoB: Legion Academy student 

RACE: Alien 

A native of Quaal-III, Comet Queen 
is a youth who tried to gain a Legion­
qualifiable power by diving naked in­
to the tail of a comet, where she 
changed, but gained comet-like pow­
ers of flight and gas generation. 

Always a hardcore Legion fan, she 
applied for membership, was rejected 
at their most recent open call, and 
has undertaken training at the Acad­
emy. 

CONTROLLERS 

DEx: 1 5  STR: 1 0  BODY: 40 
INT: 23 WILL: 35 MIND: 30 
I NFL: 8 AURA: 1 0  SPIRIT: 1 0  
lNITIATfVE: 46 HERO POINTS: 1 1 0 

POWERS: 
Comprehend Languages: 14 
Energy Absorption: 15 
Force Manipulation: 24 
Invulnerability: 45, Regeneration: 9 
Telepathy: 25 

SKILLS: 
Charisma: 12, Gadgetry: 35 
Scientist: 28 
Weaponry/Exotic Weapons: 13 

EQUIPMENT: 
See Below 

MOTIVATION: Upholding the Good 

WEALTH: Billionaire 

JOB: Guardians of the Universe 

RACE: Alien 

The Controllers are an advanced 
race of great power that evolved on 
the planet Oa. 

An individual named Krona, also 
an Oan, broke certain taboos and ex­
plored the origin of life itself. To re­
pair Krona's misdeeds, his fellow Oans 
pledged their immortal lives to the 
fight against evil. Among them was a 
radical group that categorized evil as 
an infection that had to be totally ob­
literated when sufficiently serious. 
Failing to persuade their fellows, they 
departed Oa for another dimension 
and took the name Controllers. 

One Controller later chose to use 
his power for conquest and unleashed 
a Sun-Eater on Earth's galaxy. The 
Sun-Eater was destroyed at the sacri­
fice of Ferro Lad, and the Legion de­
feated the Controller himself through 
the alleged intercession of their dead 
comrade's ghost. 

The Legion was later rewarded by 
the gift of a Miracle Machine, which 
could transform thoughts into reality. 

Each Controller is a being of great 
power, devoted to preserving the good 
of the universe by destruction of evil 
no matter what the incidental cost in 
sentient life. Although they have great 
personal mental powers and ener­
gies, they are more dependent on de­
vices than their kindred and will usu­
ally have equipment on hand suitable 
to whatever their mission requires. 



CRYSTAL KID alia$ /JOOb Kohan 

DEX: 7 STR: 3 BODY: 4 
INT: 3 WILL: 2 MIND: 2 
INFL: 2 AURA: 2 SPIRIT: 2 
INITlATIVE: 12 HERo Pon·,..rs: 15 

Powt:RS: 
Transmutation: 6 

LIMITATIONS: 
Crystal Kid can only Transmutate in­
organic objects to crystal, and objects 
wiU only remain transmuted as long as 
he concentrates on them. 

MoTIVATION: Upholding the Good 

Wt::ALTU: Comfortable 

JoB: Legion Academy student 

RACE: Human 

Bobb Kohan gained the power to 
transmute objects to crystal when his 
ship encountered a field of radiation 
in deep space. He applied for Legion 
membership but was rejected because 
of the relative uselessness of his pow­
er. He is currently a trainee at the 
Legion Academy. 

DVRON 

DEx: 3 STR: 2 BoDY: 
I NT: 4 WILL: 2 MIND: 
!NFL: 2 AURA: 2 SPIRIT: 
INITIATIVE: 9 HERO POINTS: 

SKILLS: 
Detective: 4, Vehicles: 3 
Weaponry/Firearms: 3 

MOTIVATION: Upholding the Good 

WEALTH: Affluent 

JoB: Science Police Officer 

RACE: Human 

2 
2 
2 
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Dvron is an immigrant to Earth 
from one of the colony worlds. He is 
considered to be somewhat out of his 
depth when dealing with the Legion­
naires. He is, however, skilled at super­
vising the SP data banks and drones 
and is quite effective if not let out of 
their headquarters. 

ELASTIC KID ali<l& Jimmyo�smt 

DEx: 4 STR: 2 BoDY: 3 
INT: 2 WILL: 2 MIND: 2 
INFL: 2 AURA: 2 SPIRIT: 2 
INITIATIVE: 8 HERo PoiNTS: 5 

POWERS: 
Stretching: 5 

SKILLS: 
Detective: 1 

MOTIVATION: Thrill of Adventure 

Wt::ALTH: Comfortable 

Jou: Newspaper Reporter/Honorary 
Legionnaire 

RACK Human 

Besides his history in the 20th cen­
tury, Jimmy was contacted by the Le­
gion for membership after he gained 
the power of stretching by imbibing 
an elastic potion created by Prof. Pot­
ter. Because of the number of Legion­
naires, he was made an honorary 
member and occasionally partici­
pated in cases. He has not participat­
ed in Legion adventures for several 
years. 

GIGI CUSIMANO 

DEx: 3 STR: 2 BoDY: 2 
brr: 4 WILL: 2 MIND: 2 
I NFL: 2 AURA: 2 SPIRIT: 2 
INITIATIVE: 9 HERo PoiNTS: 5 

SKILLS: 
Charisma/Persuasion: 3, Detective: 5 
Vehicles: 3, Weaponry/Firearms: 3 

MOTIVATION: Upholding the Good 

WEALTH: Affluent 

JoB: Science Police Officer 

RACE: Human 

Cusimano is a seasoned officer who 
is considered the most likely Earth­
stationed SP officer to rise to com­
mand rank. She went through the SP 
Academywith Gim AJlon (now Colos­
sal Boy) and has had a flirtatious af­
fair with Sun Boy. Despite this image 
and personal life, she is a very dedi­
cated executive officer responsible 
for the Metropolitan area. 

GYM'LL 

DEx: 2 STR: 2 BoDY: 2 
I NT: 8 WILL: 4 MIND: 3 
I NFL: 2 AURA: 2 SPIRIT: 2 
INITIATIVE: 12 HERO POINTS: 0 

SKILLS: 
Medicine: 19 
Scholar (20th-Century Comic Books): 6 

MOTIVATION: Upholding the Good 

WEALTH: Multimillionaire 

JoB: Chief of Medicine-Medicus One 

RACE: Alien 

Gym'll is crotchety but extraordi­
narily skilled. He is the chief of medi­
cine on Medicus One and is also the 
Legion's personal physician, despite 

having turned down similar jobs with 
billionaires and politicians of greater 
power. 

HAGGA 
DEX: 3 STR: 1 BoDY: 2 
I NT: 4 WILL: 7 MIND: 8 
I NFL: 1 2  AURA: 1 6  SPIRIT: 13 
INITIATIVE: 19 HERO POINTS: 25 

POWERS: 
Magical Sense: 4, Magic Blast: 10  
Magic Shield: 5 
Mystic Link: Force Manipulation: 8 

SKILLS: 
Charisma: 4, Occultist: 12 
Scholar (Orandoan History): 9 

MOTIVATION: Responsibility of Power 

WEALTH: Multimillionaire 

JOB: Court Sorceress-Court of Orando 

RACE: Human 

Hagga is the grandmother of Prin­
cess Projectra and also the one who 
gave her her powers as a child. She 
feared contamination of Orando by 
technology and aligned herself with 
Pharoxx. She aided him with her 
mystic powers and blinded herself to 
his lust for power over the good of 
Orando. She was defeated at the 
same time as Pharoxx, but it is likely 
she has realigned herself with now­
Queen Projectra because the latter 
has taken Or an do out of the Legion's 
universe. 

KID PSYCHO a�w.. Gniu Opmt-Deoe<wld 

DEx: 4 STR: 2 Boov: 2 
INT: 6 WILL: 7 MIND: 4 
INFL: 3 AuRA: 2 SPIRIT: 2 
INITIATIVE: 13 HERO POINTS: 30 

POWERS: 
Force Shield: 45 

LIMITATIONS: 
Each use of Force Shield causes Kid 
Psycho to age 1 year. 

MoTIVATION: Responsibility of Power 

WEALTH: Comfortable 

JoB: Legion Reservist/Secret Weapon 

RACE: Human 

Born on Hajor, Gnill gained the 
power to create impenetrable force 
shields as the result of his parents' 
exposure to a weird form of radiation 
emanating from a space monster that 
threatened Hajor. He was rocketed to 
Earth when Hajor exploded. 

Kid Psycho, as Gnill called himself, 
applied for Legion membership and 
was accepted, but was later turned 
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down when it was discovered that the 
use of his powers was killing him. He 
was made a Reservist in case of some 
emergency warranting the use of his 
powers. He was killed during the CRI­
SIS ON INFINITE EARTHS when he 
was caught by the anti-matter cloud 
sweeping the Earth. 

KIMBALL ZENDAK 

DEX: 5 STR: 3 BoDY: 
I NT: 6 WILL: 3 MIND: 
I NFL: 2 AURA: 2 SPIRIT: 
INITIATIVE: 13 HERO POIN"t'S: 

SKILLS: 
Charisma: 5, Detective: 7 
Military Science/Demolition 
and ECM: 5 

4 
3 
2 

1 5  

Spy/Coding: 3 ,  Weaponry/Firearms: 6 

MOTIVATI0:'-1: Upholding the Good 

WEALTH: Affluent 

JOB: Chief of Science Police-Earth 

RACE: Human 

A risen-through-the-ranks officer, 
Zendak was a lieutenant to SP Cmdr. 
Wilson (the first Earth SP Chief to 
become involved with the Legion). He 
achieved recognition during the build­
ing of Takron-Galtos' facilities and 
was awarded the command on Earth 
several years ago. Zendak's private 
life is very private, and professionally 
he is extremely proud of his SPs and 
of the Legionnaires, who he has­
worked with more closely than any of 
his predecessors. 

LALLORIAN CHAMPIONS 

n accidental atomic ex­
plosion irradiated five 
couples, and as a result 
their children were born 

with extraordinary powers. The child­
ren were exiled by the then-dictator 
of Lallor and deceived by Dr. Marden 
King, brother of Jungle King, into at­
tacking the Legion. The misunder­
standing was eventually cleared up, 
and they returned to Lallor. There 
the Prime Minister had been deposed, 
and they became the champions of 
their home planet. Since that time, 
four of the heroes have fought evil on 
their home planet, as well as natural 
disasters, and assisted the UP several 
times. 

BEAST BOY .Deooasea 

DEX: 6 STR: 4 BODY: 5 
I NT: 3 WILL: 4 MIND: 3 
INFL: 3 AURA: 2 SPIRIT: 2 
INITIATIVE: 12 HERO POINTS: 30 

POV<'ERS: 
Shape Change: 6 

MOTIVATION: Responsibility of Power 

WEALTH: Struggling 

JOB: Outlaw 

RACE: Human 

Although Beast Boy initially teamed 
himself with the other four Lallorian 
champions, he was spurned by the 
citizens of Lallor. His shape-shifting 
powers, against which a galaxy-wide 
prejudice seems to exist, never led 
him to win the acceptance of his com­
rades. He traveled to Vorn, a planet 
inhabited by monsters, and led the 
creatures against the human colo­
nists. However, he sacrificed his life to 
save a girl from being lOlled by one of 
the monsters. 

DUPLICATE BOY a�.:asOrd QU€/ulouelu Ord 

DEx: 3 STR: 3 · Boov: 4 
li\•T: 2 WILL: 2 MIND: 3 
INFL: 2 AURA: 2 SPIRIT: 2 
INITIATIVE: 7 HERO POINTS: 45 

Powr::RS: 
Mimic: 65 

LIMITATIONS: 
Cannot duplicate powers that directly 
affect an opponent's MIND or SPIRIT. 

MOTIVATION: Thrill of Adventure 

WEALTH: Comfortable 

JoB: Champion of Lallor 

RACt;: Normal Humanoid 

Duplicate Boy is considered the 
most powerful hero in the known 
universe. His involvement with the 
Legion has been greater than that of 
his comrades, as until recently he was 
involved with Shrinking Violet in one 
of her Subplots. The two broke up 
when Duplicate Boy jealously refused 
to comment on her imposture. 

EVOLVO LAD 

DEx: 4/8 STR: 2/8 BoDv: 3/ 10 
! NT:  23/2 WILL: 15/5 MIND: 18/6 
lNFL: 4/4 AURA: 3/3 SPIRIT'�5/5 

INITIATIVE: 3 1 / 1 4  HERo POINTS: 35 

SKILLS: 
(Future Self) Charisma/Persuasion: 8 

Detective: I6, Gadgetry: 1 0  
Medicine: 10, Scientist: I 6  
(Past Self) Military Science/ TraciOng: 
10 
Weaponry/Melee Weapons: 9 

LIMITATIONS: 
Evolvo Lad can only assume one form 
or another by going backward or for­
ward in evolution. The first statistics 
are for Evolvo Lad's "future" self, the 
second for his "deevolved" self. 

MOTIVATION: Responsibility of Power 

WEALTH: Affluent 

Joa: Champion of Lallor 

RACt:: Human 

Evolvo Lad usually chooses to re­
main in his evolved form, as his physi­
cal strength is relatively inconsequen­
tial when teamed against Duplicate 
Boy's. As a result, he acts as leader of 
the Champions of Lallor. 

GAS GIRLauas &.., 

DEX: 6 STR: 2 BoDY: 4 
I NT: 3 WILL: 3 MIND: 2 
INFL: 3 AURA: 2 SPIRlT: 2 
lNlTIA'riVF.: 1 2  HERO POIN1'S: 45 

POWERS: 
Poison Touch: 17, Self Link-Fog: 6 
Note: Gas Girl can alter her gaseous 
composition to any type of gas, so her 
Poison Touch can kill or stun. 

MOTIVATION: Thrill of Adventure 

WEALTH: Comfortable 

Jou: Champion of Lallor 

RACE: Normal Humanoid 

LIFE LASS ali<>:< Svmi 

DEX: 5 STR: 2 BODY: 
I NT: 3 WILL: 3 MIND: 
INFL: 3 AuRA: 3 SPmrr: 
INITIATIVE: 1 1  HEHO POJN1'S: 

POWERS: 
Animate Objects: 35 

MOTIVATION: Upholding the Good 

WEALTH: Comfortable 

JOB: Champion of Lallor 

RACE: ormal Humanoid 

LAMPREY alias Tayla Slcolt 

3 
3 
2 
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DEx: 5 STR: 3 BoDY: 4 
INT: 3 WILL: 3 MINP: 2 
lNFL: .3 AuRA: 2 SPIRIT: 2 
INITIATIVE: 1 1  HERo PorNTS: 20 



POWERS: 

Lightning: 18, Swimming: 4 
Water Freedom: 6 

LIMITATIONS: 

Lightning can only be used 
underwater. 

MOTIVATION: Upholding the Good 

WEALTH: Comfortable 

JOB: Legion Academy Student 

RACE: Exotic Humanoid 

Lamprey comes from a planet 
where all of the natives have the abili­
ty to survive both on land and water, 
but she was born with the additional 
power to generate bio-electricity. As 
her powers were limited to under­
water use, she was rejected upon 
applying for the Legion, but she de­
cided to join the Legion Academy and 
perfect her powers. 

LEGION OF 
SUBSTITI.JTE-HEROES 

IT] 
he Legion of Substitute­
Heroes was formed by five 
rejected Legion appli­
cants who, led by Polar 

Boy, tried to act as a "secret" auxiliary 
to the Legion. Their secret was found 
out after only two missions, but they 
were made Legion Reservists. Despite 
their recognition, they were rarely 
given a chance to gain great fame for 
their exploits, despite their help dur­
ing the Earth war and the Great Dark­
ness. After a battle with Pulsar Star­
grave on Bismoll, Polar Boy disbanded 
the Subs and joined the Legion. Night 
Girl went with Cosmic Boy on his va­
cation and the other Subs have re­
turned to their own private affairs. 

CHLOROPHYLL KID alias Hal 8e>u:m 

DEx: 5 STR: 2 BODY: 3 
INT: 4 WILL: 3 MIND: 2 
INFL: 2 AURA: 2 SPIRIT: 2 
INITIATIVE: 1 1  HERO POINTS: 35 

POWERS: 

Plant Growth: 8 

SKILLS: 
Vehicles: 3 

EQUIPMENT: 
A variety of different seeds. 

MOTIVATION: Upholding the Good 

WEALTH: Comfortable 

JoB: Ex-Substitute Hero 

RACE: Human 

Ral gained his power to control 
plant growth when, as a child, he fell 
into a vat of experimental fast-grow 
fertilizer. Although he was pulled out 
unharmed, he discovered he could 
cause plants to grow at an incredible 
rate. He was a charter member of the 
Subs, although he gained a lot of 
weight in the latter years of his career. 

COLOR KID alln.< UIN Vark 
DEx: 4 STR: 3 BODY: 3 
I NT: 4 WJLL: 4 MIND: 2 
INFL: 3 AuRA: 2 SPIRIT: 2 
INITIATIVE: 1 1  HERO POINTS: 25 

PoWERS: 
Illusion: 16 

LIMITATIONS: 
Illusion can be used only to change the 
color of an object, or anything else. It 
should be noted that most people wi.U 
not bother to disbelieve this. 

MOTIVATION: Responsibility of Power 

WEALTII: Comfortable 

JOB: Ex-Substitute Hero 

RACE: Human 

A native of Lumbra, Ulu gained the 
power to control colors when he was 
struck by an unexplained beam of 
multi-colored light from another di­
mension while working as a lab as­
sistant. He was the first Sub to join 
after the Legion's initial formation. 

FIRE LAD 4/fQ& Slaq Mevhn 

DEX: 4 STR: 3 BoDY: 4 
INT: 3 WILL: 3 MIND: 2 
INFL: 2 AURA: 2 SPIRIT: 2 
INITIATIVE: 9 HERO POINTS: 20 

PoWERS: 
Flame Projection (Breathing): 14 

SKILLS: 

Vehicles: 3 

LIMITATIONS: 
Miscellaneous Limitation: Fire Lad 
suffers from allergies, which are treat­
ed as a Serious Attribute Limitation to 
resist sneezing (for game mechanics 
see PM, pg. 30). 

MoTIVATIO : Upholding the Good 

WEALTH: Comfortable 

Jos: Ex-Substitute Hero 

RACE: Human 

Staq was hiking on his home planet 
of Schwar by himself and was there­
fGre the only witness to the crash of a 
fiery meteor. Inhaling its fumes, Staq 
gained the ability to breathe flames. 
He was am ember of the Subs although 
his allergies never made him the saf­
est member. 

INFECTIOUS LASS 

DEx: 3 STR: 
INT: 3 WILL: 
INFL: 2 AURA: 

2 BooY: 2 
3 MIND: 2 
2 SPIRIT: 2 

INITIATIVE: 8 HERO POINTS: 20 

POWERS: 

Poison Touch: 6 
Note: Infectious Lass can generate a 
number of viruses and can therefore 
kill or incapacitate. 

LIMITATIONS: 
Infectious Lass' power is treated as an 
Attribute with a Serious Limitation. If 
she fails her roll, she infects someone 
at random. 

MoTIVATION· Upholds Good 

WEALTH: Comfortable 

Joa: Ex-Substitute Hero 

RACE: Exotic Humanoid 

Little is known of Infectious Lass' 
background, other than that she failed 
to gain Legion membership at two dif­
ferent calls. She was offered member­
ship to the ·subs and accepted, al­
though her powers have proven to be 
not particularly useful in the few 
cases she has been involved in with 
the Subs. 

NIGHT GIRLatios L¢tta Jath 

DEx: 9 STR: 45 BoDY: 35 
INT: 3 WILL: 6 MIND: 3 
INFL: 2 AURA: 2 SPIRIT: 3 
INITIATIVE: 14 HERo PoiNTS: 45 

SKILLS: 
Vehicles: 4 

LIMITATIONS: 
Night Girl's STR and BODY drop to 3 in 
the presence of sunlight/ultra-violet 
rays. 

MOTIVATION: Responsibility of Power 

WEALTH: Comfortable 

JOB: Ex-Substitute Hero 

RACE: Human 

Night Girl is the daughter of one of 
the most renowned scientists of Ka­
thoon, a planet with no sun which is 
heated by internal geothermal action. 
She received the first and only treat­
ment of her father's vitalizing ray, en­
dowing her with extraordinary 
strength. 

She discovered when leaving Ka­
thoon that her new found strength 
vanished under exposure to ultra­
violet light. She applied for Legion 
membership but was rejected as she 
was over the maximum age limit. 
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Night Girl was a charter member of 
the Subs, joining in part because she 
wished to remain close to Rokk Krinn, 
whom she had fallen in love with. 
When the Subs disbanded, she joined 
Cosmic Boy on his vacation into 20th 
century Earth. 

PORCUPINE PETE 

DEx: 5 STR: 2 BoDY: 3 
INT: 3 WILL: 2 MIND:. 2 
INFL: 4 AuRA: 2 SPIRIT: 2 
INITIATIVE: 12 HERO POINTS: 30 

POWERS: 
Claws (Quills): 9 

LIMITATIONS: 
Pete can throw his quills up to a range 
of 3 APs, but it requires two consecu· 
tive Standard Actions to throw one 
volley, and he can only do so up to four 
times daily. 

MonvATION: Upholding the Good 
WEALTH: Comfortable 

JoB: Ex-Substitute Hero 

RACE: Human (mutated) 

Pete gained the power to project 
quills from his body as the result of a 
curse from a Zriffian imp from a fifth 
dimension ( neighboring Mxyzptlk's). 
The curse has not worn off because 
the imp has settled permanently on 
the gamblers' world of Ventura. Pete 
was rejected for Legion membership 
and received an invitation to join the 
Subs. He served in only two cases be­
fore the group was disbanded by Po­
lar Boy. 

STONE BOY ulia.s Dt.•g Ve>llim 

DEx: 4 STR: 3 BODY: 4 
I NT: 3 WILL: 4 MIND: 2 
I NFL: 2 AURA: 2 SPIRIT: 2 
INITIATIVE: 9 HERO POINTS: 25 

POWERS: 
Skin Armor: 4 1 ,  Suspension: 22 

SKILLS: 
Vehicles: 3 

LIMITATIONS: 
Stone Boy can use only Suspension 
and Skin Armor simultaneously. 

MOTIVATION: Upholding the Good 
WEALTH: Comfortable 

JOH: Ex-Substitute Hero 

RACE: Human 

Dag, like all of the natives of Zwen, 
possesses the ability to freeze himself 
into a stone-like form and go into 
suspended animation for the six-

month-long nights on his planet. He 
was a charter member of the Subs 
and was the only member to. be of­
fered Legion membership as a result 
of a con test the Legion held. However, 
Stone Boy, as he called himself, de­
clined as he preferred to remain with 
his friends in the Subs. He has re­
turned to his home planet since the 
disbanding of the Subs. 

MYG 
DEx: 9 STR: 4 BoDY: 6 
I NT: 4 WILL: 10 MIND: 6 
INFL: 3 AURA: 3 SPIRIT: 4 
INITIATIVE: 16 (36) HERO POINTS: 40 

SKILLS: 
Acrobatics: 5, Martial Artist: 20 

MOTIVATION: Mercenary 

WEALTH: Multimillionaire (in Lythyl) 

JoB: NA 

RACE: Human 

Myg is an immigrant to' Lythyl, a 
planet that is ruled by o e law­
"Survival of the Fittest." He · · a skilled 
fighter, skilled enough t a he was 
made one of the three lio judged 
incoming immigrants. . e. was de­
feated by Sensei and �"Qer Wolf and 
brought back byt.e' f.o�l'mer, who 
wished to try to r � im. Myg is 
currently under t, e tu'tel ge of Kar­
ate Kid's master,.' �eit somewhat 
reluctant1y. 

Nl G H1WIND alia.s Berta Naris 
DEx: 5 STR: 2 BoDY: 3 
I NT: 4 WILL: 4 MIND: 2 
I NFL: 3 AuRA: 2 SPIRIT: 2 
INITIATIVE: 12 HERO POINTS: 30 

POWER BOY a.iias JedRika"e 
DEX: 8 STR: 184 BoDY: 1 5  
INT: 3 WILL: 4 MIND: 3 
INFL: 3 AuRA: 2 SPIRIT: 2 
lNITlATIVE: 1 6.(1 8) HERO POINTS: 45 

PowERS: 
Density Increase: 5, Skin Armor: 7 

SKILLS: 
Martial Artist: 4, Vehicles: 3 

MOTIVATION: Thrill of Adventure 

WEALTH: Comfortable 

JOB: Legion Academy Student 

RACE: Normal Humanoid 

Jed is another Legion Academy 
member. It is not !mown where Jed 
obtained his powers or whether they 
are natural. He has been a long-time 
resident at the Academy, since Wild­
fire's takeover of the training pro­
gram, but was not accepted at the 
most recent Legion open call. 

PROTY II 

DEx: 3 STR: 1 BoDY: 
I NT: 2 WILL: 2 MIND: 
I NFL: 2 AURA: 2 SPIRIT: 
INITIATIVE: 7 HERO POINTS: 

PowERS: 
Shape Change: 3, Telepathy: 2 

SKILLS: 
Artist/Photographer: 4 

MoTIVATION: NA 

WEALTH: Comfortable 

JOB: Photographer 

RACE: Alien 

3 
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Proty II is a Protean from Antares. 
Although originally his "people" pos­
sessed no powers, another race a­
dapted them to survive to a variety of 
changing environments. Proty II was 
adopted as a pet by Chameleon Boy 
after Proty I sacrificed his life to re­
surrect Lightning Lad, but later quit 
after a short stint in the Legion of 
Super-Pets. Proty II now works as a 
fashion photographer, although he 
took time out from a busy schedule to 
take some shots for the recent Legion 
anniversary. 

R. J. BRANDE 

DEX: 4 STR: 3 BoDY: 3 
I NT: 7 WILL: 5 MIND: 4 
I NFL: 3 AuRA: 2 SPIRIT: 2 
INlTIATIVE: 14 HERO POINTS: 5 



SKII.J.<;. 

Charisma: li 
Scholar (Bu�i nrss. Nut'lcar l'hy!;ie�): I (i 
Scientist: 8 

MoTIVATIO}i: Upholds Good 

WEAI.TII 13illionain• 

.Jou Businessman 
R.\C'E· H umanoic1 

As noted in the Introduction, it was 
Brande's life, saved by three youths, 
that gave him the inspiration to form 
the original Legion. f3ranrle has cre­
at<'d a fortu n e  w ith t he otherwise un­
known skill of creating stars and 
supplying them to needy customers, 
but he has vastly multiplied his for· 
tunc by shrewd investments. Until 
Legion financing was taken over by 
the UP Government, I3rande's monies 
were the major source of Legion in­
come. 

It was not until recently, however, 
that it was revealed that Brande was 
act ually a Durlan, the father of Cha­
meleon Boy (Reep), and trapped in 
his current, human-appearing form 
by a debil itat ing disease. He was re­
united with his son, Reep, although 
their situation was somewhat unten­
able at first. The d ifficulties were re­
cently resolved when the pair re­
turned to Durla to find a way to 
restore Chameleon Boy's power. 
Brande chose to remain in his human 
form, however, and he has since gone 
on an extended vacation. 

RELNIC 

DEx: 3 STR: 2 · BoDY: 
I NT: 6 WILL: 4 MINO: 
I NFI.: 2 AuRA: 2 SPIRIT: 

INITIATIVE: 1 1  HF:Ro PoiNTS: 

SKIW>· 

Charisma: 1 1 , Spy/Coding: 3 

MOTIVATION: Responsibility of Power 

WEALTH: Multimillionaire 

2 
4 
2 
0 

JoB: UP Diplomat/ Ambassador at Large 

RAe�:: Human 

Relnic is the senior diplomat and 
negotiator of the United Planets (UP), 
and is perhaps the only Earthman 
trusted by such diverse races as the 
Dominators and the Gil' dishpan. Rel­
nic is usually sent in as a "trouble­
shooter" to diplomatic hot spots, an 
assignment that brings him to odds 
with the Legion from time to time. 

ROND VIDAR 
DF:x: 3 S·m: 2 13oov: 3 
I ��o-r: 8 W11..L: 3 MII\O: 5 
I NFI..: 2 AURA: 2 SPIIUT: 2 
lNITIATI�:: 1 3  ( 1 6) HERO Pon·n-:;: 1 0  

PowERS: 
Iron Will: l !i  

SKILLS· 

Gadget ry: 7 
Scholar (Computer Scienr<', 
Temporal Physics): 18 

Sc-ientist: 14 
MOTIVATIOl\: Responsibility of Powt•r 

w�:ALTII: Multimillionaire 

Jon: Time Institute Rcsearrher 

RAn:: Human 

Vidar is determined to make up to 
mankind for his father's betrayal of 
the Green Lantern Corps. He has in­
vented the Time Cube, saved the Le­
gion twice from his father, anrl is 
Brainiac 5's closest friend. It is not 
known who his mother is, although 
she is or was presumably a human. 
Rond was made an Honorary Legion­
naire for his assistance, but his job as 
researcher at the Time Institute keeps 
him fully occupied these days. He was 
indirectly responsible for the crea­
tion of the Infinite Man. 

SENSEI 

DEx: 1 0  STR: 3 Boo¥: 6 
lNT: 4 WILL: 13 MIND: 6 
lNFL: 5 AURA: 4 SPIRIT: 4 
INITIATTVE: 1 9  (33) HERO POINTS: 60 

POWERS: 
Iron Will: 9, Mind Over Matter: 10 

SKILLS: 
Acrobatic: 3, Martial Artist: 14 

MOTIVATION: Responsibility of Power 

WEALTH: Comfortable 

JoB: Martial Arts Instructor, 
semi-retired 

RACE: Human 

Sensei, as this aged Oriental is now 
known, once served as Japan's pre­
miere hero in the early 30th century, 
during which time he was forced to 
kill the dreaded Black Dragon in com­
bat. He retired shortly thereafter and 
devoted his time to bringing up the 
Dragon's half-breed son, Val Armorr 
(later known as Karate Kid), training 
him until he could stand unaided in 
all the martial arts disciplines. When 
Karate Kid was killed years later, 
Sensei traveled to Lythyl with Timber 
Wolf to fulfill Val's last wish. They 
brought back Myg, a youth who Sen-

sc1 :-;aw as redeemable. Sc•nsE'i's sk ills 
have ciec:lined with encroaching age. 
bul he is st.i l l  a fo rmidable c,ppo1wnt. 

SHADOW LAD "'" ... o,,, .1/ull• . 

Dt::x: 6 STR: 3 BoPr: 5 
lNT: 4 Wrt.I.: 4 Ml�t•: J 
li\F1.: 3 At:llA: 2 SI'IIUT: 2 
lNITIATIV£: 1 3  ( 17) HERO Poii\TS: 25 

l'llii'F.RS. 
Darkn«'s.<;: I :;, Bnc>rgy Absorption: I .">. 
Tlwrmal Vision: :3 

SK ILL..'> 
Martial Artist: .J, WC'aponry: 4 

L1 \trTATio�s: 
Bn<'rgy Ah�orption can only he u. cd in 
conjunction with Darkn<'ss. and will 
only absorh heat rad iation ba.<wd 
attatk.<;. 

MOTIVATIO:>:: ltesponsihility of Power 

Wt::AI.TII: Comfortable 

.Jou: Champion of Talok \'I l l  

RACE: l l uman 

Grev an d his cousin Tasmia Mallor 
<'ntered an ancest ral cave together. 
and bot h gained tlw powt•r to proj<•ct 
impenetrable darkness. A.o:. t he elder 
of the two, Tasmia became rharnpion 
of Talok VIIJ. leaving Grev out of the 
limelight. 

After Talok's devastal ion bv thf' Fa­
tal Five, and Tasmia's join ing t he L<'­
gion as Shadow Lass, Grev chose to go 
to Earth to join the Legion Academy, 
developing his powers. After several 
years in the Academy, he felt quali­
fied enough to go back to Talok \'III 
and serve as their champion in Tas­
mia's absence. 

SHV AUGHN ERIN 

DEx: 4 STR: 2 BouY: 3 
brr: 4 W1t.r.: 3 MINO: 3 
lNFI..: 2 AvRA: 2 SPIRIT: 2 
INITIATIVF.: I 0 HERO POINTS: 1 0 

SKILl-S: 

Charisma/Persua<;ion: 3, DNectiv(': 4. 
Vehicles: 4, Weaponry/Firearms: 4 

MOTIVATIO�: Upholding the Good 

WEALTH: Affluent 

Jos: Science Police Officer 

RACE:' Human 

Born to a highly traditional family 
on Earth's Ireland island, Erin was a 
patrol officer during the Earthwar, 
where she achieved distinction and 
met the Legionnaires. Persuading Zen­
dak to create the post of Legion Liai­
son, she then filled it and helped bring 
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the groups together as well as begin­
ning a romance with Element Lad in 
one of his Subplots. She shares quar­
ters with officer Cusimano. 

TORNAD0 1WINSaliDsDonandDau"nAIIe>l 

DEx: 5 STR: 3 BoDY: 4 
INT: 2 WILL: 2 MIND: 2 
INFL: 2 AuRA: 2 SPIRIT: 2 
INITIATIVE: 8 (32] HERO POINTS: 40 

PowERS: 
Air Control: 10, Superspeed: 28 

SKILLS: 
Vehicles: 3 

MOTIVATION: Thrill of Adventure 

Wf:ALTH: Comfortable 

Jon: Museum Employees 

RAC'F:: Human 

Don and Dawn Allen claimed to be 
the "direct descendants of Barry Allen, 
the original Flash," although their 
heritage since the CRISIS ON INFI­
NITE EARTHS is unclear. Due to their 
unique genetic structure, they were 
able to be temporarily endowed with 
extraordinary speed powers similar 
to that of their ancestor. Without re­
vealing their identities, they launched 
a series of attacks on the Legion, their 
motive to gain publicity for the open­
ing of a Flash museum. Their ex­
traordinaryspeed powers faded away 
shortly thereafter, but their lives were 
later threatened by a robot assassin 
programmed by an old foe of the 20th 
century Justice League, and they were 
saved by the Legion. 

WANDERERS 

IT] he Wanderers are a group 
of normal humanoid he­
roes who operate far be­
yond the limits of the UP. 

They have met the Legionnaires once 
or twice, and aided the UP against the 
Daxamite invasion under Darkseid. 
Their primary motivation is the thrill 
of adventure, and they have no go­
vernmental or planetary ties. 

CELEBRAND 

DEx: 7 STR: 4 BoDY: 5 
INT: 9 WILL: 6 MIND: 5 
INFL: 4 AURA: 4 SPIRIT: 4 
INITIATIVE: 20 (25) HERO POINTS: 50 

PoWERs: 
Comprehend Languages: 1 0  
Danger Sense: 8 
Hypersensitive Touch: 5 
Mind Over Matter: 4 

Object Awareness: 7 
Telepathy: 5 

SKILLS: 
Charisma: 7, Gadgetry: 5 
Martial Artist: 5, Scientist: 5 
Vehicles: 5 

Note: Celebrand is the leader of the 
Wanderers. 

DARTALG 

DEx: 8 STR: 3 BoDY: 4 
INT: 4 WILL: 4 MIND: 4 
!NFL: 3 AURA: 3 SPIRIT: 3 
INITIATIVE: 1 5  HERO PoiNTS: 65 

SKILLS: 
Weaponry/Exotic Weapons: 18  

EQt:IJ>MJ::NT: 
Blow Gun: (DEX: 0, Sl'R: 6, BODY: 5, 
Uses: 15, Duration: 18) 
Variety of Darts: AP: 8 

Note: Dartalg has darts that can dupli­
cate a large number of effects, or do 8 APs 
of effect. Some examples can be seen 
under descriptions of Green Arrow's equip­
ment. 

ELVO 

DEX: 9 STR: 5 BODY: 6 
I NT: 4 WILL: 4 MIND: 4 
I NFL: 4 AuRA: 4 SPIRIT: 4 
INITIATIVE: 1 7  HERo PoiNTS: 60 

SKILLS: 
Weaponry/Melee Weapons: 1 9  

EQUIPMJ::I\'T: 
Energy Sword: 
(DEX: 0, STR: 18, BODY: 8, 
Uses: 1, Duration: 24) 

IMMORTO 

DEx: 1 0  STR: 4 BoDY: 1 0  
li\'T: 5 WILL: 7 MIND: 7 
INFL: 3 AURA: 3 SPIRIT: 4 
INITIATIVE: 18 (20) HERO POINTS: 40 

PowERS: 
Invulnerability: 28, Regeneration: 19, 
Superspeed: 1 2  

SKILLS: 
Gadgetry: 3, Medicine: 4, Science: 4 

LIMITATIONS: 
Regeneration only works immediately 
after a use of Invulnerability. 

ORNITHO 

DEx: 8 STR: 4 BODY: 5 
I NT: 4 WILL: 5 . MIND: 4 
I NFL: 3 AURA: 2 SPIRIT: 4 
INITIATIVE: 1 5  HERO POINTS: 55 

PowERS: 
Flight: 8, Shape Change: 7 

LIMITATIONS: 
Shape Change can only be used to 
change into any bird form. 

PSYCHE 

DEx: 4 STR: 2 BODY: 
I NT: 1 1  WILL: 5 MIND: 
I NFL: 5 AURA: 5 SPIRIT: 

4 
9 
4 

INITIATIVE: 20 HERO POINTS: 50 

POWERS: 
Broadcast Empath: 1 3  

QUANTUM QUEEN 

DEx: 7 STR: 4 BoDY: 4 
I NT: 5 WILL: 5 MIND: 4 
I NFL: 4 AuRA: 3 SPIRIT: 3 
INITIATIVE: 1 6  HERO POINTS: 60 

POWERS: 
Bio-Energy Blast: 23 
Self Link-Flash: 29 

Note: Quantum Queen can vary her bio· 
energy to duplicate almost any form of 
energy (X-rays, electricity, infra-red, etc.). 

YERA 
DEx: 3 STR: 2 BODY: 
I NT: 3 WILL: 2 MIND: 
I NFL: 2 AURA: 2 SPIRIT: 
INITIATIVE: 8 HERO POINTS: 

PO\VERS: 
Shape Change: 4 

SKILLS: 
Artist/ Actor: 6 

MOTIVATION: Thrill of Adventure 

WEALTH: Affluent 

Jou: Aspiring Actress 

RACI::: Alien 

2 
2 
2 
5 

Yera was chosen by Imskite rebels 
to impersonate Shrinking Violet while 
they mentally tortured her to gain in­
formation. Yera was unaware of their 
true plans and went along, but during 
her time as "Shrinking Violet" she and 
Colossal Boy became romantically in­
volved and were married. After the 
Imskite's plans were discovered and 
Violet was rescued, the couple had 
the choice of annulling the marriage, 
but the two chose to make a go of it. 
Yera, like Chameleon Boy, wishes to 
fight prejudice against shape-shifters 
by, in her case, proving her worth as 
an actress. 



c t he authors have t ried to 
keep the addition of new 
powers to a minimum, but 
have found several powers 

that are necessary in representing cer­
tain characters in this book. K nowlcdge 
of these powers is not necessary to play 
the regular game, but GMs should feel 
free to let players use these powers if 
they find them suitable for their cam­
paign. 

ADAPTATION .��.,,., 

LJ'IK. 1:"/T 
RM\Gio: Special 
TYPE: Automatic 
BAst- CosT: 85 

Adaptation allows a character to 
duplicate any other Power, Skill, or At­
tribute available in the campaign. A 
Power can only be duplicated if the 
character attempting the Adaptation 
has seen the targeted character use that 
Power before.The character may use 
any combination of powers so long as 
the total APs do not exceed the APs he 
has in Adaptation. 

One phase of consentration must be 
spent before Adaptation takes affect. 

A Power Limitation (see Character 
Design) must be taken when purchasing 
this Power (G M discretion). No extra 
Hero Points are received for this 
Limitation. 

AFFECT DISPERSED Ph)>irul 

LINK: NA 
RANGE: As Applicable 
TYPF.: Standard 
BASE CosT: 1 5  

This Power allows a character t o  use 
one of his Powers to affect Dispersed 
characters. STR can also be used in 
place of a Power. A character can use 
oaly the number of APs he has pur­
chased in Affect Dispersed to attack a 
Dispersed opponent with the chosen 
Power or STR. 

EXAMPLE: A character has Bio­
Energy Blast of 8 APs and Affect Dis­
persed of 5 APs. He can direct a 5 A P  
Bio-Energy Blast at a Dispersed char­
acter. 

CLAWS 1'/"'"ul 

LJ'IK· DEX 
RA:-.<GF: 1 ouch 
TYPE: Standard 
BAst CosT: 1 5  

mentioned powers i n  the same 
phase. 

The RAPs of Continuum Control an: 
distributed as the character wishe� to 
become the APs of mimicked Power,. as 
long as the total APs do not exceed the 

The Claws Power is for characters R/\ Ps of Continuum Control. 
who have claws or other natural shar- The powers mimicked by Continuum 
pened-attack forms (e.g. teeth. tusks. Control function as indicated below: 
etc.). The APs of Claws arc treated as • Damage Transference and Regen-the A VI EV of the attacking character. 

eration: As described in the Powers Claws APs can also be treated as STR 
. and Skills book. for Cutting (but not lifting or moving-) e Time Travel: As indicated in t hi. materials. ..- " · 

• ·, .· • '<' ; · section. ; -<:Y. ; ' Bio-Energy Blast: As described in t he 

-;';" Powers and Skills book. 
CONTIUUM CONTROL Mtn,•l ·:'. ·. ( If a character enters K i l l i ng 
LINK: WILL .. ' 1s "' Combat and combines T clcporta-
RANGE: Normal if'-� 7· .:t. �. · . tion and Bio-Energy Blast on 1 he 
T · r."·-· � =·' w� :·� · h h 1 YPI;: Automatic �;·· �·',:.':...� :-"·�·,·= · same target 1n t e same p asc. t 1� 
BASE CosT: 175 · � .. .;,:· ·' • ·> 'P" R A Ps of Hio-Encrgy Blast arc con-Jt_ -< �·: V.: '":�··�· I �v<'� .; ,:<,·• sidercd scattered over a distance 
Continuum 9§1»:;�1JJ ��very P.otent equal to the range of the Teleporta-

Power. l t  give��
.
�l).)racter a ce�tam con- tion. 1\ separate roll for the Telc-

trol over the::t1me j space conunuum as port attack must be made. If a char-
well as tiii ering with the nature of acter has his current BODY reduced 
matter:" below 0 in this way, he is certain to 

Continuum Control may be used as die. Invulnerability cannot help. for 
one or more of the following Powers: the character's atoms are scattered 
Bio-Energy Blast, Damage Transfer- throughout space. Recovery Rolls 
ence, Matter Manipulation, Regenera- are not allowed, so the character 
tion, Teleportation, and Time Travel- loses BODY until he is dead. 
ling. • Matter Manipulation: As described in 

The APs of Continuum Control are the Powers and Skills book, but it 
the APs of the Power which Continuum also works on living creatures and 
Control is mimicking.(The player may organic materials as well . divide the APs in the increments he • Teleportation: As described in the 
wishes). Powers and Skills book with the 

It is important to note the following following exception: the range of 
two points: the Teleportation is ormal rather 
1 .  Use of Continuum Control takes one than +7 but the character may Tete-

phase. A character must "activate" port any target within range. not 
this Power for one phase. Then, in just those within 0 APs of him. 
the following phase he mimics a 
Power or Powers with the RAPs of 
Continuum Control. 

2. When mimicl.dng a Power with Con­
tinuum Control, the character may 
use these Powers even if it violates 
the 3 Action/ phase rule. In other 
words, a character may take his 3 
actions, and take more as long as all 
of the excess actions use the RAPs 
of Continuum Control to mimic 
Powers. Control of time and space 
lets you do things like that. Thus, a 
character could use all of the above-

NEUTRALIZE Mrnrul 
LINK: WILL 
RANGE: Normal 
TYPE: Standard 
BASE CosT: 20 

This Power allows a character to ne­
gate one of an opponent's powers. The 
OV f RV are the APs of the opposed 
Power. The R A Ps are the length of time 
that the target loses the use of that 
Power. 
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A victim may attempt to regain the 
use of his Power sooner by making a 
Recovery Check. The OY f R Y  are the 
RAPs of the neutralized attack, as the 
victim has taken no real damage. 

This power can negate the power-like 
functions of equipment, as well as the 
STR attribute. It is treated as a Physical 
Attack against Physical Powers, a Men­
tal attack against Mental Powers, and a 
Mystical Attack against Mystical Pow­
ers. 

REFLECTI O N / D E F LECTION M••"o' 

LINK: W I LL 
RA GE: Self 
TYPE: Automatic 

BASE CosT: 15  
Reflection may be used t o  deflect an 

attack made on the user. To "set" a Re­
flection, the user must make a Move­
ment Action (essentially immobilizing 
him for the rest of the phase). H e  may 
then make a Standard Action to deflec­
t/ reflect up to two attacks. 

The OY f R V on a Reflection attempt 
are the APs of the incoming Power. If 
positive RAPs are indicated, the attack 
is is successfully deflected. 1f the user 
wishes to redirect the Power at a new 
target, an attack is mad against tbe 
target witli tlle positive "RAPs generated 
above as the AVfJi,V. The OVf R V  of 
the target are as appropriate. 

Hero Points may be spent by both 
sides to affect the outcome, and Multi­
Attacks can be made with normal 
penalties. 

A target for a reflected attack does 
not have to be declared until it becomes 
necessary. 

SELF LINK Vu,oblt 

LII\K: Variable 

RA 'GE: Self 
TYPE: Automatic 

BASE COST: 25 
This is not a specific Power, · but rath­

er the ability to vary the standard effect 
of a Power. Self Link allows the charac­
ter to assume an actual form related to 
the Power which is l inked to the Self 
Link. 

The base cost for the original Power 
and Self Link to that Power must be 
paid as one combined price upon initial 
purchase. APs must be purchased se­
parately for each, but not necessarily at 
the same time. 

Powers that can be Self Linked are as 
follow: 

• Physical: Acid, Bomb, Darkness, 
Flame Being, Flash, Fog, Icing, and 

Starbolt. 
• Mental: Air Animation, Earth Anima­

tion, Flame Animation, Ice Anima­
tion, Time Travel, Warp, and Wa­
ter Animation. 

• Mystical: Lightning, Plant Growth, 
and Transmutation. 

EXAMPLE: A character wishes to be 
a living bolt of electricity. He pays the 
base cost of I 0 for Lightning and 25 for 
Self Link. He then pays for 5 APs of 
Lightning and 7 APs of Self Link. He 
can now touch a person to do 7 A Ps of 
electrical damage, or attack at a range of 
5 A Ps .  In his lightning form he can trav­
el 7 APs per round and can stay trans­
formed for up to 7 APs of time. 

A character who takes Self Link­
Transmutation will be able to alter the 
elemental composition of his body at 
will, while a character with Self Link­
Warp is a Jiving space Warp. The APs in 
Self Link indicate the speed a character 
can travel in his base Power form, the 
APs of time he can stay so transformed, 
and the APs of effect for touch attacks. 

When invoking the Self Link, the 
character also acquires whatever wea­
knesses are inherent.in the fonn: =4 co­
lumn sfill'ts against opposed elemental 
forces (water/ice vs. fire, air vs. earth). 

Wind attacks act in a similar manner 
against Self Linked Fog characters, 
while SelfLinked Flash characters could 
be automatically deflected by mirrors 
and opaque energy fields. The G M  
should feel free t o  adjudicate any addi­
tional results as appropriate. A charac­
ter gets no e�tra Hero Points for Limita­
tions or Vulnerabilities that he would 
normally be susceptible to in a particu­
lar Self Linked form; he takes the good 
with the bad. The G M  should also put 
what be feels are reasonable upper limits 
on the APs of certain types of Self 
Links. 

TIME TRAVEL Mrn1o1 

LINK: WILL 
RANGE: ormal 

TYPE: Standard 

BASE COST: 55 
This Power allows a character to 

manipulate time in one of three ways: 

1 . ) The OV is the INT of the target, 
and the R V the MIND. The RAPs are 
the APs oftime which the target charac­
ter is sent either forward or backward. If 
sent into the past, the character will nev­
er be able to change history. If he is sent 
forward, he may take all the actions he 

would normally take. 
G Ms should allow the character to be 

sent to an alternate time line where his 
actions may not have an effect on the 
real time of the campaign. Any attempt 
to send the target to a time in the past 
where he already existed will automati­
cally fail. 

2.) The OY is the APs of time the user 
wishes to bridge, the R V is the BODY of 
the target the user is attempting to bring 
to the present. Unless controlled in some 
way, the target will react as appropriate. 
Again, an attempt to cause a target to 
exist twice in the same time will automat­
ically fail. · 

3.) The user may Time Travel himself. 
In this case, Time Travel is considered 
an Automatic Action and the RAPs are 
the temporal distance traveled. The 
A V f EV arc the APs of the of the Power, 
and the OV 1 R Y are as above. 

The user may be able to duplicate 
himself only, but he will not be able to 
change events that have already occured. 

R U LE ADDITIONS 
The powers listed below are in the 

Powers and Skills book, and the follow­
ing additions are suggested but not 
mandatory. 

It should be noted that certain char­
acters in this book have been created 
with t he modifiers and additions taken 
into account. 

DensitY. Increase: APs in Density In­
crease, when active, automatically sub­
tract their value from APs of Knock­
back. 

Force Manipulation: This Power can 
blso be used to create physical objects 
that duplicate Powers. in which case the 
APs of Force Manipulation act as the 
APs of the duplicated Power. 

EXAM PLE: The Emerald Empress 
attempts to heal a comrade with her 
Emerald Eye. In this case, or in any 
other, she would have 24 APs with 
which to work (see Emerald Empress). 

Transmutation: Transmutation can 
also be used to convert a substance of 
mixed elements into one element. How­
ever, the character's APs in Transmuta­
tion are reduced by 3 when doing so. 

Combat Options 
Parrying: A character may parry an 

incoming Physical Attack with a ranged 
attack of his own. (The parrying indi­
vidual must declare which attack he is 
parrying.) In this case, he uses half 
(round up) of the APs of whatever 
ranged Physical Attack he possesses in­
stead of his DEX. This is an automatic 
action. 

Bracing: As a Movement Action, a 
character may state he is bracing him/­
herself. If he does so, his APs i n  STR are 
subtracted from any K nockback APs. 



The United Planets covers a vast 
reach of space, and the many worlds 
under its rule span every type of 
environmental and ecological condi­
tion imaginable. Consequently, it is 
unsurprising t.hat these worlds have 
spawned many forms of un ique (and 
often dangerous) animal life. Over 
the years, the Legion chronicles have 
given us glimpses of a variety of these 
beasts; brief descriptions (as well as 
game statistics)for a sampling of the 
more notable of these creatures are 
presented below. 

Animals from the bestiary can be 
used in adventure encounters, or as 
creatures whose powers can be mim­
icked by Durlans like Chameleon Boy, 
Chameleon Chief, or Colossal Boy's 
wife Yera. 

EARTHQUAKE BEAST 

DEx: 2 STR: 5 BouY: 14 
li'IT: 1 WILL: 2 MIND: 1 
lNFL: 2 AURA: 0 SPIR11� 2 

PO\VF.RS: 
Earth Control S; Running 3 

This greyish reptile stands over 40 
feet in length from head to tail, with a 
long flexible neck, thick trunk, four 
sturdy legs capable of surprisingly 
agile movement, and a long, ringed 
tail. Though its great jaws are capable 
of delivering a rending bite, the 
Earthquake Reast's real danger lies in 
its tail. When slammed against the 
ground, the tail produces a devastat­
ing 2 AP radius earthquake around 
the creature. On the two occasions in 
which Legionnaires (Bouncing Boy, 
White Witch) have faced an Earth­
quake Beast in single combat, they 
have defeated the creature by turn­
ing its power against itseLf in some 
fashion. 

FLASHER BEAST 

DEx: 2 STR: 4 BoDY: 5 
INT: 1 WILL: 1 MIND: 1 
lNFL: 1 AURA: 0 SPIRIT: 1 

Powt:tiS: 
Flash: 1 5; Running: 3 

A species native to the hunter's 
world ofVorn, Flasher Beasts are 18-
20' tall, heavy-set creatu res with a 
thickly matted brown and orange 
hide. They walk on their webbed 
hind-legs, and have arm-like forepaws 
with long claws and a 1 2" horn atop 
their forehead. Despite its bulk and 
apparent strength, the Flasher Beast 
normally attacks by radiating daz­
zling flashes of light from its eyes, 
temporarily blinding it$ victims for a 
number of combat rounds equal to 
the RAPs. If a Beast's Flash attack 
fails, it will normally attempt to flee 
rather than fight. 

DURLAN LIZARD 

DEx: 4 STR: 4 BODY: 5 
ll\"1': 0 WILL: 1 MIND: 1 
lNFL: 1 AURA: 1 SPIRIT: 1 

Powt;Rs: 
Poison Touch: 3; Running: 2 

These long (50+ feet), slender liz­
ards have a reddish trunk with a ser­
pentine tail, and a bluish neck and 
head; they normally inhabit barren, 
highly radioactive sections of the UP­

quarantined planet Durla (home of 
Chameleon Boy and R. J. Brande) 
that were depopulated by n uclear 
weapons during that world's disas­
trous "six minute war."The creature's 
bite imparts a mild systemic poison 
designed to stun/slow its victim, but 
it normally kills its prey by constric­
tion (like an Earth python or boa 
constrictor). 

DRALGO 

DEx: 3 STR: 6 BODY: 6 
INT: 1 WILL: 0 MIND: 1 
I NFL: 2 AuRA: 2 SPIRIT: 2 

POWERS: 
Flight: 16; Full Vision: 4; 
Animal Mimicry (Giant Spider): 8 

Dralgo arc enormously large ( 1 0-
15' or larger) insectoid crcatu res with 
smooth-skinned orange bodies, six 
long slender legs, a pair of pink­
transparent wings, and a multi-fa­
ceted single eye. Though a Dralgo ha. 
the physical strength to pick up and 
restrain a creature of up to 3 APs in 
weight, it will normally attempt to 
keep its victims imprisoned in a thick 
cocoon of webbing (I30DY of web = 8 
APs) until it is hungry. When in full 
flight, a Dralgo can easily outdistance 
and outmaneuver a flight-ring power­
ed Legionnaire. Its native habitat is 
mountain grasslands, and it often 
builds its lair in mountain caves. 

JOVIAN MONTRESSOR 

DEx: 3 STII: 9 Boor: 10  
!NT: 1 WILL: 1 MIND: 1 
lNFL: 1 AuRA: 0 SPIRIT: 1 

POWt:RS: 
Running: 4; Skin Armor: 9 

This monstrous 14' tall predator, 
thus far encountered by the Legion 
only as one of Chameleon Boy's animal 
incarnations, is a native of the planet 
Jupiter. It has a rock-hard brownish 
skin, two thick-trunked legs, two arms 
and two tentacles, one green eye, and 
a gaping maw armed with double 
rows oflong, sharp rending teeth. The 
Montressor has tremendous strength 
and is a dangerous foe because of its 
raw brute power; fortunately, the 
creature's mental capacities are very 
limited and it can often be tricked or 
out-maneuvered. 

LIGHTNING BUG 

DEx: 2 
lNT: 1 

INFL: 1 

PowERS: 

STR: 3 
WILL: 1 
AURA: 0 

BODY: 3 
MIND: 2 
SPIRIT: 0 

Flight: 4; Analytical Smell/Tracking 
Scent: 18 (Electrical Energy Only) 

An indigenous life-form of the 
planet Korba!, the lightning bug has 
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the capability to sense flows of elec­
trical energy through its antennae. 
On its homeworld, this ability allows 
the 6' long, pink-winged bug to stay 
clear of its hereditary foe, the Lightn­
ing Beast (see below), who discharge 
such energies on a constant basis. 
Chameleon Boy has used this animal 
form to successfully fmd the source of 
electronic power signals emanating 
from a massive, planet-sized factory 
complex designed and operated by 
the Controllers. 

LIGHTNING BEAST 

DEx: 2 STR: 4 BODY: 7 
I NT: 2 W1u.: 1 MIND: 1 
I NFL: 1 AuRA: 1 SPIRIT: 0 

POWERS: 
Running: 3; Lightning: 6 

These extraordinary creatures are 
the primary indigenous life-form of 
the lightning world Korbal. They are 
about 10-13' long, with legs and tor= 
sos similar in shape to that of _an 
Earth rhinoceros eddish-brown 
coat, and a_sma1l head with two wide­
set eye , a single ringed horn, and an 

elongated snout. Lightning Beasts are 
able to absorb the power of the light­
ning storms that constantly rage over 
Korbal through the horns on their 
forehea<Js, and discharge this stored 
energy in he form of powerful elec­
trical bolts (which have afrri.ngrange 
of about 50 yards, and are far more 
accurate and destructive than any 
physical attack the creature can 
make). Unlike many of the other 
creatures detailed in this bestiary, 
Lightning Beasts are usually encoun­
tered in packs of3-8, and are capable 
of coordinating their attacks with 
devastating precision. It was just such 

an attack that gave stranded space 
travelers Garth, Ayla, and Mekt Ranzz 
the lightning powers that changed 
them into Lightning Lad, Lightning 
Lass, and the villainous Lightning 
Lord. 

MAW 

DEX: 2 STR: 4 BoDY: 1 
I NT: 0 WILL: 1 MIND: 1 
I NFL: 2 AuRA: 0 SPIRIT: 2 

POWERS: 
Acid: 40 (Digestive Juices only); Run­
ning: 4 

A curious creature, the Maw is a 
small, apparently canine offshoot 
with an enormous head, a cavernous 
mouth, and a ravenous appetite 
(needing twice its 50 pound weigh yo 
food each day to survive). D.espi�e its 
prodigious eating habjts; the Maw's 
metabolism is such that �e crea­
ture's legs and l)ody remain spindly 
and emaciated. Thougp the Maw is 
carnivorous (it will attack and con­
sume any creature . it encounters), it 
can and will eat almost anything that 
is available1 "ncluding vegetation, 
.macbineey, · ocks and stones, etc., 
consumi.n_.g up to 20 lbs of material 
per min te. 

METALLIC MONSTERS 

DEx: 5 
INT: 1 
INFL: 1 

STR: 1 1  
WJLL: 0 
AuRA: 1 

Attack Advantage: 3 
POWERS: 

Running: 3; Skin Armor: 7 

BODY: 8 
MINo: 1 
SPIRIT: 2 

These 20-60' tall creatures, whose 
skins are composed of a mixture of 

metallic and organic elements, are 
indigenous to the planet Braal, and 
roam freely across that planet's sur­
face in massive herds. These beasts 
seriously threatened the viability of 
Earth's colonization of this world in 
the late 22nd Century, until the colo­
nists began to develop personal pow­
ers of magnetism. (This was a side­
effect of living under the strong 
magnetic field that surrounds the 
world) that enabled them to repel the 
assaults of the monsters. To any non­
Braalian, the Magnetic Monsters re­
main a formidable combat challenge, 
with their armor-thick hide and pow­
erful brute strength. 

OCTOSAURUS 

DEx: 6 STR: 2 Booy: 
I NT: 2 WILL: 1 MIND: 
I NFL: 1 AURA: 1 SPIRIT: 

PowERS: 
Bio-Energy Blast: 6; Omni-Arm: 4; 
Passive Sonar: 4; Running: 1 

5 
1 
2 

The Octosaurus is a 1 2' long proto­
zoan which has eight long tentacles 
radiating from its gelatinous body, 
and a cavernous central maw that 
spits out a variety of dangerous pro­
jectiles - ranging anywhere from an 
explosive blast to a thick gluelike sub­
stance (AV / EV: 4). The creature has 
no face or obvious sensory receptors: 
it identifies the position of its foes 
through the use of Passive Sonar. 

PTERAL 

DEX: 
I NT: 
I NFL: 

POWERS: 

2 
1 
0 

Running: 5 

STR: 3 BooY: 5 
WILL: 2 MIND: 2 
AURA: 0 SPIRIT: 1 

These blue-skinned creatures weigh 
about 5 APs and can carry up to 3 APs 
of weight on their backs. They are 
native to the planet Exile. The reign­
ing priesthood of that world (the 
Core ofKol) have domesticated these 
beasts and use them as riding anim­
als. Though not normally hostile, 
Pterals develop a great deal of loyalty 
to their human masters, and will 
often defend that individual to the 
death if he/ she is attacked. 



SCHNAUZERPHANT 

DEx: 4 SrR: 6 Bonv: 1 0  
lt-.1: I WILL: 1 MIND: 2 
hm.: 0 Alii!A: 0 SPIRIT: 2 

PtlWEJlS. 
Hunnin�: 4 

This t wo-ton greenish beast with 
yellow spots resembles a floppy-eared 
dog in both appearance anc1 temper­
ament - the problem, of course, is 
that when it wants to play, it can 
crush you r body with one ill-timed 
leap into your lap. A popular speci­
men for UP zoos, a loose schnauzer 
ph ant is a handful of innocent., totally 
non-malicious trouble, though it c an 
often be diverted from a destrucrivr 
rampage by a "toy" or food trt>at. 

SLITH 

DEx: 4 STR: 
I NT: l Wn.L: 
Irm.: 1 AuRA: 

Attack Advantage: 2 
PowF:I!s: 

Running: !3 

5 Boov: 6 
2 M1:-�o: 2 
0 SPIRIT: 1 

Sliths are six-armed apes that are 
the size of gorillas, that appear to be 
mutated versions of the Great Apes of 
Earth. They live in forest and jungle 
areas, and walk primarily on their 
hind legs. In combat, a Slith will make 
Grappling attacks, attempting to 
grasp its opponent in a vise-like ''bear 

hug". 

SPACE DRAGONS 

Dt:x: 6 STR: 1 3  Boov: 9 
I NT: 2 W1u.: 2 MIND: 4 
I t--TL: 3 AURA: 1 SPIRIT: 2 

PowtRs: 
Fla�h: 41;  Mind l3last (unintentional): 

28; Skin Armor: 6 

The so-called "Space Dragons of 
lmsk" are actually migratory space­
faring creatures whose biennial 
galactic route traditionally brought 
them to the lrulan system (home of 
Imsk and its sister planet Orsde) to 
mate. These periodic visits were usu­
alzy disastrous for the people of both 

plan<'ts, as ft•male dragons would 
entE'r the planetary atmosphen• and 
begin ro send out their powerfu l tele­
pathic mating calls, causing massive 
interference with planetary life. l m­
skian scientists eventually unraveled 
tht• dragons' migratory patterns, and 
placed beacons in space which now 
ciraw t h e  dragons a safe distance 
away from J rulan's true sun. 

Space Dragons are 60-90 f<'et tall 
from head to tail, and have a wings­
pan of 40-50 fret. Th<' hides of t he 
beasts arc much prized a.o.; a sou reP of 
d urable leatlwr, and represent an 
important trade good for Imsk. UP 
quotas on Spac<' Dragon h unting anc1 
leather exports have been a trac1i­
tional soun:e of contention with the 
peoplt> of I msk, and were one of the 
principal factors leading to the for­
mation of the Imskian Liberation 
Front. 

TENTACAGLOR 

Dt:x: 4 SrR: 10 
hi: 2 WILL: 
I NFL: I At:RA: 

Attack Advantage: 3 
Powt:RS: 

l 
2 

Boo\·: 6 
MIND: 1 
SPIRIT: 0 

Acid (Contact only): 5; Running: 3 

The Ten tacaglor, a 1 2' greenish 
mass of malevolent protoplasm is 
native to the swampy backwaters of 
Saturn's largest moon, Titan. It has 
emerald green eyes, a set of 60 
remarkably even teeth, six very pow­
erfu l  tentacles, and two claws. Its 
great natural strength is further 
enhanced against metallic creatures 
and structures by the corrosive fluid 
secreted by its glands, which can 
wear through even the strongest 
metals in a matter of minutes. 

VRAN 
DEX: 2 
INT: 1 
INFL: 1 

POWERS: 

STR: 3 
WILL: 0 
AuRA: 1 

Running: 2; Skin Armor: 5 

Boov: 4 

MIND: 1 

SPIRIT: 0 

Another of the unique beasts of the 
hunter's world ofVorn, the Vran is a 
four-legged beast which looks much 
like an alligator with a thick metallic 

carapace around iLo.; torso. Though 
the creature's fangs are sharp anc1 its 
disposition vicious, the Vran is slow­
moving and is vulne rable if toppled 
over onto its back. 

VOLCANO BEAST 

Dt:x: 2 STn: 4 BooY: 6 
1:-<�� 0 WtLL: 0 Ml:-\1): 1 
lt-.:FL: 1 AURA: 0 St•IRI'l� I 

Powt:Rs· 

Fo!{: 4 ( AV, J::V: 4 Al's ( works as PoN>n 

Touch PowC"r)) Running: 0; Skin 

Armor: H 

Volrano B<'asts live in ,-olca n i t  
crat crs anci other sulfur-laden atmos­
pheres and require a 10"., or great<'r 
sulfur cont C'nt in 1 he air that 1 hey 
breathe to survive. They are R-9' long. 
with thick, armor-plated sk in , widt• 
faces, and nostrils that emit noxious 
clouds of steam. 

VORNIAN MOLE 

Dt:x: 3 STR: 2 Hoov: 3 
Il\-r: 1 WILL: 0 MIND: 0 
I NFL: 0 AURA: 0 St>II!IT: 0 

POW'f:RS: 
Digging: 7; Running: 2 

Vornian Moles are burrowing mam­
mals with long tails and pinkish fur 
that are generally 6' long. They are 
retiring beasts that would far rather 
flee than fight. Vornian Moles are 
capable of using their tails in a swt'ep­
ing motion that closes the t u nnels 
they make behind them, making pur­
suit extremely difficult. 
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ach alien world in the 
30th century should serve 
a specific purpose that 
justifies its existence in 

the chronicles. When planning ad­
ventures, try to focus on the concept 
of the world or worlds yisited, and 
utilize them. The same idea holds true 
with respect to alien races. 

Again, this is a perfect opportunity 
to meld the Legion's universe with 
that of other fictional universes. If an 
environment in which the Legion­
naires could have an interesting ad­
venture exists in another medium, 
adopt it. 

Humans and Others 
The question of what is human has 

faded in importance in the 30th cen­
tury against the question of what is 
sentience. Descartes has won: if I 
think, I am. If not, I am not. Put 
another way, only those species cap­
able of thinking are entitled to con­
trol over their own fate and protec­
tion. 

However, we humans of the 20th 
century continue to be interested in 
what is human and what is not. In 
pursuit of that interest, the authors 
have attempted to analyze the infor­
mation available to us about the 30th 
century, and in particular, those 
worlds of greatest interest to the Le­
gionnaires. Be cautioned that with 
our imperfect knowledge of Earth's 
future, this is bound to be imperfect 
information. 

Humans 
We have adopted the definition of 

humans as those descended from 
Earth humans, and essentially elimi­
nating parallel evolution on other 
worlds. It is possible that humans 
and many h umanoids come from the 
same seed stock, deposited on Earth 
at approximately the same time as on 
other worlds. However, this theory is 
basically inconsistent with the body 
of golden age science fiction, which 
postulated man reaching out from 
Earth to conquer the universe. 

This being the case, all h umans of 
Earth descent on Earth are human. 
This includes many of the Legion­
naires and their related characters, 

some of whom have an ethnocentrici­
ty great enough that they continue to 
acknowledge their forebearers. Gim 
Allon, for example, continues to ho­
nor both the religion and customs of 
his Jewish ancestors, as those have 
changed over the centuries. Dirk 
Morgna, on the other hand, is aware 
of Irish ancestors (among other eth­
nic strains) but has little or no know­
ledge of their history. 

Among the stars, many worlds have 
been settled by Earth stock, and there­
fore are populated today by humans 
as we define the term. These worlds 
separate loosely into three convenient 
groupings: 

• The Mystic Worlds 
Early in Earth's history, before 

technological means of departing the 
planet existed, a great exodus of mys­
tic beings left the planet taking with 
them most of Earth's potential for 
magic. These humans (and non-hu­
mans) originally settled on the Gem­
world in another dimension, and ul­
timately spread to other planets. It is 
believed that Zerox is in fact the 
Gemworld, transported back into this 
dimension, and that both Naltor and 
Orando are among planets settled by 
descendants of these immigrants. 

• The Colony Worlds 
These are worlds whose environ­

ments were conducive enough to 
Earth stock that they could be settled 
with modest terra-forming, and no 
substantial alteration of the people 
themselves. It is unknown when Earth 
reached to the stars to begin coloni­
zation, or whether this was done once 
or over a great many instances, but 
the resulting spread of humans cov­
ers many planets. As would be ex­
pected, over the ensuing centuries 
certain evolutionary changes have 
taken place on many of these worlds 
(the increased incidence of mental 
powers on Titan; the frequency of 
twins on Winath). However these are 
natural changes that have not affect­
ed the ability of the racial groups 
created to interbreed. Such worlds 
include Titan, Winath, Rimbor, Xan­
thu, Phlon, and Starhaven. 

• The Hostile Worlds 
These are worlds with environ­

ments difficult for humans to with-

stand without adaptation. Apparent­
ly a mutagenic chemical or chemicals 
enabled these adaptations to take 
place, and essentially human stock 
became somewhat less similar to 
Earth humans on these worlds. Such 
worlds include BraaJ and Tharr. 

Humanoids 
Whether through parallel evolution 

or common stock in a period we are 
not electing to speculate on, these 
worlds have developed populations 
that share many common character­
istics with humans. However, there is 
evidence in each case that the species 
involved are in fact not human, at 
least not in the geneticist's definition 
of being able to interbreed with natu­
ral offspring. Genetic engineering in 
the 30th century can, in some instan­
ces, bridge this gap. 

In at least one instance there is 
massive evidence that two of these 
worlds had common ancestry, and in 
fact are a common species: Krypton 
and Daxam. It is unclear which was 
earlier settled or whether they were 
simultaneously settled by a third, un­
known planet. 

Other worlds in this case include 
Cofu, Durla and Talok (each of whose 
history is documented back to our 
own 20th century or earlier), Cragg, 
Bgtzl, Imsk, and Trom, among the 
friendly worlds, and Khundia, among 
the unfriendly. 

Aliens 
Innumerable alien races exist in 

the Milky Way and beyond. They range 
from having some points of similarity 
to humans (such as the biped Domi­
nators), to the nearly complete dis­
similarity of Quislet's species or the 
Gil'dishpan. In many instances these 
races are mostly associated with 
worlds possessing very different envi­
ronments. 

Notable alien races include: the Gil'­
dishpan, inhabitants of heavy meth­
ane worlds throughout the universe; 
the Proteans, a shapeless changeling 
race from the Antares system; and 
the Dominators, a race that domi­
nates an adjoining political empire 
(of unknown dimensions) to the UP. 



[[] n the 30th century, the 
law is not a casual mat­
ter. "Ordinary" crime-be 
it littering or tax eva­

sion-has been reduced a�ost to ex­
tjnction. We would like to believe that 
this has been because laws of com­
mon decency (such as against litt�r­
ing) have become so .ingrain�n hu­
man nature as to be irrele�t as 
statutes. Laws for protection minst 
common economic crime (sucp as 
mugging or burglary) have betome 
unnecessary because the .,en!asive 

rty and imbalanced distribution 
�!.w�alth in our century have become 
�ated. Interaction with �e oth­
e races of the galaxy has �de us, 
weD, better people. On the othef hand, 
it ay also be because. the If-w en­
forcement is simply much more effec­
tive and ordinary crime no longer 
pay Certain Legion scholars have 
noteC! hints of Big Brother and a po­
lice s ate in the chronicles, aqd this is 
admit� not too inco�nt with 
many ��rlcs of the gold age of 
science fiction from Whieh the Le­
gion's traditions spring. We ope that 
the flrst set of exp)an.a:lqnafill prove 
m o r e  t u e  t h a n  t- h e  � e c o n d .  

I n  one r�pect, how� q1early the 
second ex\llanatlo� R�· The ar­
tificial dist�DS=the many 
police forces of bllr.� ave been 
broken down, and gave ental au­
thority now wealcs tbl� only one 
principal ag�ey; � rce is re­
quired. The S�J\.�� is the UP's 
police, militarY, � cement for 
all problems . . ems. 

• The Science lit P) 
The Science oU e para-mili-

tary organizatio n by the UP 
for all police func �erates on a 
highly decentraliz . Just as the 
UP has no central ucracy suffi-
cient to maintain antrol over its 
member worlds, ne1 
Each world that ch 
its own branch uses t 
monly available but ot necessarily 
commonly accepted. I addition, the 
SP operate common functions for the 
UP, such as military defense or quar­
antine of worlds such as Lythyl or 
Durla. Natives of any UP world may 
enter the SP on any world, and trans-

fers between planets are common. 
Nonetheless, for simple reasons of 
species comfort, common ancestry 
tends to determine the ultimate as­
signments. 

On Earth, there are offlcially only 
about a hundred SP offlcers. About a 
dozen are stationed in Metropolis. 
They take care of the UP capital and 
facilities to supervise the vast elec­
tronic drone and computer systems 
that actually handle most crimes on 
Earth. Included in this number are 
ChiefZendak, the resident supervisor 
of the planet's contingent, and offlcer 
Shvaughn Erin, liaison officer with 
the Legionnaires. 

However, this count does not in­
clude SPs from other worlds in tran­
sit through Earth's spaceports, or ac­
companying officials of their own 
world to the UP's infrequent meetings. 

SP offlcers are carefully screened, 
including brain scans developed by a 
group ofTitanian and Coluian scient­
ists working in collaboration. Howev­
er, this has not prevented traitors 
from reaching high rank in the organ­
ization, including the former Chief 
Zoltaurus, who secretly organized his 
own criminal underworld in Metro­
polis. 
Information on some major SP NPCs 
can be found in the Non-Player Char­
acter section of this sourcebook 

• The Guardians 
The immortals of Oa continue to 

wield great power in the 30th cen­
tury, although rarely on Earth or in 
the surrounding space sectors. 

The Guardians have intervened, how­
ever, when Earth's Time Institute 
threatened to research the origin of 
the universe, thereby breaking their 
ultimate taboo. It was that interven­
tion that revealed the Green Lantern 
named Vidar to be unworthy. The 
Guardians also continue to occasion­
ally recruit Green Lanterns from UP 
planets, as there is known to be a 
Xudorian Lantern from a sector ad­
jacent to Earth's 2814, and a Durlan 
Green Lantern as well. 

• The Controllers 
As the Guardians have witlidrawn 

from Earth and from the UP, so have 
their fellow immortals, the Control-

lers. However, the acts of the rene­
gade Controller who threatened Earth 
flrst brought these immortals into 
contact with the Legionnaires, and 
since then their paths have repeated­
ly crossed. Although it is not com­
monly known, the Controller who 
claimed to be the Time Trapper was 
in fact an impersonator. 

It is unknown what the current 
state of relations between the Guard­
ians and Controllers is in the 30th 
century. The Controllers evidently do 
not perform a law enforcement func­
tion within the UP's space, and they 
are not generally well-thought of by 
those who know of them, due to their 
extremist policies in flghting evil. 

• Thanagar 
Having a long and proud history, 

the Hawk police of Thanagar have 
been incorporated within the SP as 
the local operating body. At the same 
time, Than agar has become the site of 
the galaxy's occasional police con­
ventions and a substantial museum 
of police procedure. 

• Prisons 
The consistent policy of the UP 

has been that where psycho-thera­
peutic rehabilitation is possible, it 
should be attempted. In certain in­
stances this has resulted in criminals 
being released with their criminal 
tendencies intact. In other situations 
it has destroyed the mental capabili­
ties of potentially useful citizens. 

When therapy is considered unlike­
ly to succeed or the sheer power of 
the criminal is such that the risk is 
considered insupportable, the UP regu­
larly opts for imprisonment. As this is 
not done in the case of casual or petty 
criminals, the nature of prisons is 
particularly harsh and inhumane, sac­
rificing kindness for security. 

The current primary prison world 
of the UP, resulting from the destruc­
tion of Takron-Galtos during the 
CRISIS ON INFINITE EARTHS, is La­
byrinth, a former mining colony whose 
interior is combed with tunnels in 
which the prisoners reside. New tech 
ology surrounds the entire world with 
a force shield, powered by one of the 
binary stars in the system, and hope­
fully will keep prisoners on the world. 
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CHRONICLER'S NOTES 
Accuracies and Inconsistencies 

11 Legion chroniclers have 
labored under the need 
to make 30th century 
technology and society 

comprehensible to 20th century read-
ers. As a result, the literal facts that 
have been revealed to us have been 
interpreted by each chronicler in a 
fashion deemed suitable for the au­
dience at the time. 

As 20th century technology and 
society has changed over the almost 
three decades since the LSH was first 
published in our time, so have the 
chronicles. 

In the case of technology, this is the 
explanation for the shift the Legion­
naires made from rocket-like back­
packs (in their earliest chronicled 
adventures), to flying belts of uncer­
tain nature, and fmally to flight rings. 
In reality, only two motive devices 
were used, a precursor to the flight 
ring and then Brainiac 5's version. 

Similarly, there has been no radical 
change in the technology used by Le­
gionnaires for protection in space or 
for transportation between worlds. 

In the case of dating the stories 
themselves, chroniclers chose at an 
early point to consistently date the 
stories one thousand years after their 
publication date. This is not accurate 
dating, as the Legion has been in ex­
istence less than fourteen years, not 
thirty. The order in which the early 
stories were published is also not ne­
cessarily the order in which they 
occurred. 

In certain instances, it is also theo­
rized that chroniclers have deliber­
ately told false tales to entertain their 
audience, or to speculate on potential 
events (such as the so-called Adult 
Legion stories). This, as well as errors 
by this chronicler and others, is the 
explanation of certain inconsisten­
cies. 

Finally, it has always been the firm 
belief of this chronicler that only those 
facts revealed in the stories of the Legion 
published by DC are absolute enough to 
require consideration. While certain 
facts included in this Sourcebook are 
obviously ones that the series' present 
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chronicler either theorizes or is comfor­
table with, they should be considered 
subject to change or re-interpretation 
until such time as they are actively in­
cluded in the chronicles themselves. 

With respect to those inaccuracies, 
inconsistencies, and errors that may 
have crept into this Sourcebook, or 
chronicles of the Legion put into script 
form by this writer, the responsibility is 
totally my own. 

Paul Levitz 

Science Fiction Background 
The universe of the 30th century 

was initially designed by four men 
whose science fiction background was 
extraordinary and primarily centered 
in the golden age of science fiction: 
Otto Binder (the writer of the frrst 
Legion story), Mort Weisinger (their 
editor for the frrst twelve years of the 
publication), Jerry Siegel and Edmond 
Hamilton (the fu·st two writers of the 
Legion's own series). Although the 
c haracterizations of Legionnaires 
were later enriched, and reference 
points to the best of modern comics 
writing theory were later added by 
Jim Shooter, the logic of the series 
remains centered in its original SF 
conception. 

As a result, GMs should consider 
allowing players the option of intro­
ducing elements from that same pe­
riod of SF or characters and situa­
tions from classic works of the period. 
In many cases this will provide for 
compatible gameplay and a depth of 
reality that is difficult to achieve. This 
is not recommended in the case of 
many more recent works of science 
fiction hecause the social and philo­
sophic bases of the works have di­
verged so far from the earlier ones. 

DESIGNER'S NOTES 

[[] 
've been a fan of the Le­
gion for about eight years 
and a module designer 
for a little over a year (for 

another company), so I suppose I'd be 
a natural for writing this Sourcebook, 
but there was still no one more sur­
prised than I when I found out I'd 
actually be doing it. As a Legion fan, I 
wanted to cover as much as possible 
in the 96 pages allowed. Therefore the 
reader will find not only such well­
known personages as the Fatal Five, 
Mordru the Dark Circle, and R.J. , 

0 
Brande, but also lesser luminanes 
like Immune, Sden, Elastic Lad, and 
Antonio Stefanacci. Any reader should 
fmd characters of any and all power 
levels available to them. 

Needless to say, 90% ofthe material 
found within had to do with assigning 
values to attributes and powers which, 
in many cases, had never been de­
termined in any Legion book. Is Sun 
Boy powerful enough to affect Mon­
El? Is Ultra Boy as strong as Super­
boy? After a lot of work and a lot of 
decision-making, I put down what 
you're holding in your hand. I hope 
that it meets everyone's expectations 

DC H E ROES is one of the best hero 
role-playing games out on the market 
but it doesn't cover everything (I haven't 
seen a game yet that does). I've had to 
create several new powers and adapt a 
couple of others rather, shall we say lib­
erally? I hope that everybody's satisfied 
with how Chemical King, Wildfire, 
Tyroc, the White Witch, and Quislet 
came out. 

The second Legion Sourcebook which 
will deal with the Legion H Q, UP histo­
ry, etc., compliments of Messrs. Hunt 
and Myers, should be out fairly soon 
and you should find everything in there 
that isn't in here. After that, Mayfair 
intends to keep a steady stream of Le­
gion modules coming your way, with 
several written by me. 

A final note: Any comments, sug­
gestions, etc., please send to Mayfair. 
We want to hear from you, especially 
if there's something we've missed. If 
there is, we'll try to get it in future 
supplements or modules. 

A� �e Crow 
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BLOK 

DEx: 4 STR: 30 BoDY: 35 
I NT: 5 WILL: 5 MIND: 8 

I NFL: 4 AURA: 4 SPmiT: 4 
INITIATIVE: 1 3  HERo Pou ... -n;: 45 

POWERS: 
Density Increase: 1 0  
Engergy Absorption: 30 
Invulnerability: 34 
Iron Will: 10, Sealed Systems: 1 5  
Telepathy: 1 0  

LIMITATIONS: 

Power Limitation: Telepathy only 
works on other silicon-based life forms. 
Minor Miscellaneous Limitation: 5 APs 
of Density Increase permanently on. 
DEX and BODY already adjusted 
above. 

MOTIVATION: Upholding the Good 

WEALTH: Affluent 

JOB: Legionnaire 

RAC..:E: Alien 

� ·�'"'�' . . . , l ·1·-=� , r - ' 
..._,/; 

BOUNCING BOY aliicr Cluu;k Tt•i>te- Re.-wn"' 

DEx: 1 0  STR: 3 BoDY: 5 
I NT: 5 WILL: 5 MIND: 3 
I NFL: 3 AURA: 3 SPIRIT: 3 
INITIATIVE: 18 HERo Poir-"TS: 30 

PowERS: 
Jumping: 10, Shape Change: 2 

SKILLS: 
Acrobatics: 10, Charisma/Persuasion: 
5, Scholar/Training: 5, Vehicles: 5 

LIMITATIONS: 

Power Limitation: Shape Change only 
allows Chuck to "inflate" himself, with 
the 2 points going to BODY. 
Arobatics: Can only be used with 
Jumping. 

MOTIVATION: Thrill of Adventure 

WEALTH: Affluent 

e\\c�c\oped ia ga/actica �������� 

GM REFER� 
JoB: Legion Instructor 

RAe�:: Human 

BRAINIAC 5 atw.< Quert 0ox 

DEx: 5 STR: 3 BoDY: 4 
INT: 25 WILL: 15  Mu·m: 20 
INn: 4 AtiRA: 4 SPIRIT: 4 
INlTIATIVE: 34 (39) HERO POINTS: 5C 

PoW},: I�: 
Recall: 25 

SK ILLS: 
( * Linked) Detective: 12, Gadgetry•: 25, 
Martial Artist*: 5, Medicine*: 25, 
Military Science/Cartography and 
Electronic Countermeasures·: 25, 
Scholar•: 25 (Astronomy, Computer 
Science, History, Mathematics, 
Psychology, and Sociology, Training), 
Scientist*: 25, Spy/Coding and Photo 
Interpretation•: 25, Vehicles• :  5 

EQUIPMENT: 
Force i''ield Belt (DEX: 0, STR: 0, BODY: 
5, Uses: 4, Duration: 16), Force Field: 
40, Force Shield: 25, Sealed System: 1 6  

CONNECTIONS: 
Coluan Scientific Council (high-level), 
MetropolLc; University (high-level) 

MOTIVATION: Responsibility of Power 

WEALTH: Multimillionaire 

JoB: Legionnaire/Inventor 

RACE: Normal Humanoid 

CHAMELEON BOY alios R.evDoggte 

DEx: 7 
I NT: 9 
I NFL: 4 
INITIATIVE: 

POWERS: 

STR: 

WILL: 
AuRA: 

20 (24) 

4 BoDY: 
7 MIND: 

4 SPIRIT: 

HERO POINTS: 

Dispersal: 4, Omni-Arm: 13, Shape 
Change: 1 0  

6 
6 
4 

6( 

SKILLS: 
Artist/ Actor:5, Detective: 10, Martial 
Artist: 4, Spy: 1 0 

LIMITATIO:-IS: 

Loses all powers when exposed to 
Cancelite. 

VULNI::RABII.ITIES: 
"Hard" radiation (20 AP+ ), Rare 
Miscellaneous Loss-Permanent. 
Range: l .  AJfects all powers. 

MOTIVATION: Upholding the Good 

WEALTH: Multimillionaire 

Jou: Legionnaire 

RACF:: Strange Humanoid 

CHEMICAL KINGruiilSCrm<WJirlik- �w 

DEx: 5 STR: 4 Boov: 4 
INT: 7 WILL: 7 MIND: 5 
INFL: 4 AURA: 3 SPIRIT: 4 
INITIATIVE: 16  (20) HERO POINTS: 55 

Pow��RS: 
Bio-Energy Blast: 8, Cell Rot: 55, 
Energy Absorption: 17, Neutralize: 20 

SKILLS: 

Martial Artist: 4, Vehicles: 3 

LIMITATIONS: 

Cell Rot does not affect human flesh 
Cell Rot has AV of 15 
Cell Hot and Neutralize have ranges of 
6 APs 

MOTIVATI0:-1: Unwanted Powers 

WEALTH: Affluent 

JoB: Legionnaire 

RACE: Human 

COLOSSAL BOY atia.•Gim Attun 

DEx: 8 STR:(6) 30 BoDY: 20 
INT: 6 WILL: 7 . MIND: 5 
INFL: 5 AURA: 4 SPIRIT: 4 
INITIATIVE: 19 HERO POINTS: 70 

89 
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POWERS: 
Growth: 15 

SKILLS: 
Detective/Law and Police Procedures: 
6, Vehicles: 8 

LIMITATIONS: 
STR can never be higher than 2x the 
APs of Growth but can never be lower 
than 6 

MoTIVATION: Upholding the Good 

WEALTH: Affluent 

Joe: Legionnaire 

RACE: Human 

COSMIC BOY alias Rokk Krinn- Reserve 

DEX: 6 STR: 4 BODY: 5 
INT: 8 WILL: 6 MIND: 6 
!NFL: 4 AURA: 3 SPIRIT: 4 
INITIATIVE: 18 (23) HERO POINTS: 80 

PO\VERS: 
Flight: 8, Magnetic Control: 1 7  

SKILLS: 
Charisma: 4, Martial Artist: 5, Scholar 
(History-Earth & 20th century): 6, 
Vehicles: 5 

VuLNERABILITIES: 
Loss Vulnerability: all Powers are 
reduced to 2 in the presence of 1 10 
degrees+ temperatures 

MOTIVATION: Upholding the Good 

Wt::ALTH: Affluent 

Joa: Reserve Legionnaire 

RACE: Human 

DAWNSTAR 

DEx: 15  STR: 4 
!NT: 5 WILL: 7 
I NFL: 6 AuRA: 5 

BODY: 
MIND: 
SPIRIT: 

6 
7 
7 

INITIATIVE: 26 (30) HEno POINTS: 65 

PO\VERS: 
Flight: 46, Life Sense: 34 
Sealed Systems: 20 

SKILLS: 
Detective: 5, Martial Artist: 4 

LIMITATIONS: 
Flight is provided by 10' wings, DEX is 
only 5 when in cramped surroundings. 
Any attacks against her wings have no 
modifier applied. 
BODY of wings is 5; when current body 
of wings is below 0 APs, no flight. 
Life Sense acts as a Minor Power 
Limitation (need to roll a 5 or more on 
2010), anytime she attempts to use it. 

MOTIVATION: Responsibility of Power 

WEALTH: Affluent 

Joa: Legionnaire 

RACE: Human 

DREAM GIRL atiasNuroNat 

DEx: 7 STR: 3 BoDY: 4 
INT: 7 WILL: 10 MIND: 10 
INFL: 8 AURA: 6 SPIRIT: 6 
INITIATIVE: 22 (29) HERO PoiNTS: 60 

PO\VERS: 
Precognition: 24 

SKILLS: 
("linked) 
Gadgetry": 7, Martial Artist•:  7, 
Medicine':  7, Occultist': 8, Scientist": 7 

LIMITATIONS: 
Dream Girl has all deliberate 
precognitive attempts shifted five 
columns which are added to the OV. 
Non-specified attempts (those given at 
the GM's d iscretion based on upcoming 
events of which the player is unaware) 
take no penalties. To compensate for 
this disadvantage, Dream Girl does not 
have to be touching a precog subject to 
determine their future. 

CoNNECTIONS: Naltorian Council of Seers 
(high-level) 

MOTIVATION: Upholding the Good 

WEALTH: Multimillionaire 

JoB: Legionnaire 

RACJ::: Human 

DUO DAMSELatiasLwrm•DurgoTaine-R ....... 

DEx: 5 STR: 4 BoDY: 4 
INT: 5 WILL: 4 MIND: 4 
lNFL: 3 AURA: 3 SPIRIT: 4 
INITIATIVE: 13 (16) HERO POINTS: 30 

POWERS: 
(As Triplicate Girl) Split: 3 
(As Duo Damsel) Split: 2 

SKILLS: 
Martial Artist: 3, Vehicles: 4 

MOTIVATION: Thrill of Adventure 

WEALTH: Affluent 

JoB: Legion Instructor 

RACE: Humanoid 

ELEMENT LAD atiasJanArrnh 

DEX: 6 STR: 3 BoDY: 5 
!NT: 9 WILL: 6 MIND: 5 
INFL: 4 AURA: 3 SPIRIT: 3 
INITIATIVE: 19  HERO POINTS: 70 

POWERS: 
Transmutation: 1 9  

SKILLS: 
Vehicles/Space: 5 

CoNNECTION: Science Police (high-level) 

MOTIVATION: Upholding the Good 

WEALTH: Affluent 

Joe: Legionnaire 

RACE: Humanoid 

FERRO LAD alias Andrew Nollm- Deceased 

DEx: 8 SrR: 4/25* BoDY: 5/15• 
INT: 5 WILL: 6 MIND: 4 
INFL: 4 AURA: 4 SPIRIT: 3 
INITIATIVE: 17 HERO POINTS: 45 

PoWERS: 
Sealed Systems: 1 2, Skin Armor: 25 

LIMITATIONS: 
All powers, plus •increased STR and 
BODY, only apply when Ferro Lad is in 
his armored form. 

MOTIVATION: Unwanted Power 

WEALTH: Affluent 

Joe: Legionnaire 

RACE: Human (disfigured) 



INVISIBLE KID alias Lyle Norg-D<ceasccl 
DBX: 5 STR: 4 BoDv: 
hrr: 10 WILL: 6 MIND: 
I NFL: 4 AuRA: 3 SPIRIT: 
INITIATIVE: 19 (24) HERO. POINTS: 

PowERS: 
Invisibility: 1 5  

SKILLS: 
Martial Artist: 5, Scholar/ Academic 
Study (Chemistry): 14, Scientist: 12, 
Vehicles: 4 

MOTIVATION: Responsibility of Power 

WEALTH: Affluent 

JoB: Legionnaire 

RACE: Human 

INVISIBLE KID II alias Jacq""" rboc<trt 

5 
6 
5 

55 

DEx: 5 STR: 4 BoDv: 4 
INT: 5 WILL: 5 MIND: 4 
INFL: 5 AURA: 4 SPIRIT: 5 
INITIATIVE: 15 HERO POINTS: 45 

POWERS: 
Invisibility: 1 3  

SKILLS: 
Detective: 5 

LIMITATIONS: 
Major Fear Limitation: Fear of entering 
Killing Combat 

MOTIVATION: Responsibility of Power 

WEALTH: Affluent 

JOB: Legionnaire 

RACE: Human 

KARATE KID alias Val Amum·-Dcceas<Jd 
DEX: 1 1  STR: 5 Boov: 6 
INT: 5 WILL: 10 MIND: 7 
INFL: 4 AuRA: 4 SPIRIT: 5 
INITIATIVE: 20 (40) JiERO POJNTS: 90 

POWERS: 
Iron Will: 7, Jumping: 1 

SKILLS: 
Acrobatics: 4, Artist/Painting and 
Sculpting: 4, Martial Artist: 20 
Thief/Escape Artist: 8, Vehicles: 6 
Weaponry: 13 

LIMITATIONS: 
Skill Limitation: Escape Artist: Skill 
can only be used to shatter personal 
bindings such as handcuffs, chains, etc. 

MoTIVATION: Thrill of Adventure 

WEALTH: Multimillionaire 

JoB: Legionnaire 

RACE: Human 

LIGHTNING LADaliasGarlh Rcmu-Reserve 
DEx: 7 STR: 4 Boov: 5 
I NT: 6 WJLL: 5 MIND: 6 
I NFL: 3 AuRA: 3 SPIRIT: 4 
INITIATIVE: 16 HERO POINTS: 50 

PO\VERS: 
Energy Absorption: 12, Lightning: 20 

SKILLS: 
Gadgetry: 3, Medicine: 4, Science: 4 

LIMITATIONS: 
Energy Absorption only works against 
electrical attacks 

MOTIVATION: Responsibility of Power 

WEALTH: Affluent 

JoB: Reserve Legionnaire 

RACE: Human 

LIGHTNING LASS alias Ayla Ranu 
DEx: 6 STR: 3 BoDv: 5 
INT: 6 WILL: 6 MIND: 5 
INFL: 4 AURA: 4 SPIRIT: 4 
INITIATIVE: 16 (19) HERO POINTS: 60 

POWERS: 
(As Lightning Lass) Energy 
Absorption: 1 1 ,  Lightning: 19 
(As Light Lass) Gravity Decrease: 19 

SKILLS: 
Martial Artist: 3, Vehicles: 4 

LIMITATIONS: 
Energy Absorption only works on 
electrical attacks. 

MoTIVATION: Responsibility of Power 

WEALTH: Affluent 

JoB: Legionnaire 

RACE: Human 

� 
�............_.............____..,.� 
MAGNETIC KID alias Pol Krim1 • 
DEx: 5 STR: 4 BoDv: 5 
INT: 5 WILL: 5 MIND: 5 
INFL: 4 AURA: 3 SPIRIT: 4 
INITIATIVE: 14 ( 17) HERO POINTS: 40 

PO\VERS: 
Magnetic Control: 1 2  

SK!l,LS: 
Martial Artist: 3, Vehicles: 3 

VULNERAlll LITIES: 
Loss Vulnerability: aU Powers reduced 
to 2 in the presence of 90 degree + 
temperatures. 

MOTIVATION: Responsibility of Power 

WEALTH: Affluent 

JoB: Legionnaire 

RACt:: Human 

MATIER-EATER LAD alio.s Ten::il Kem 

DEx: 5 STR: 4 Boov: 5 
INT: 6 WILL: 5 MIND: 5 
INFL: 4 AURA: 3 SPIRIT: 4 
INITIATIVE: 15 HERO POINTS: 40 

POWERS: 
Acid: 35 

SKILLS: 
Charisma/Persuasion: 4 

LIMITATIONS: 
Matter-Eater Lad's Acid is his digestive 
juices, has no range, and uses his DEX 
as A V. Acid power is useless against 
magnozite. 

MOTIVATION: Upholding the Good 

WEALTH: Affluent 

JoB: Politician/ Legion Reservist 

RACJ::: Human 

MON-ELa�ias wr Ganct 

DEX: 25 STR: 48 BoDY: 37 
INT: 12  WILL: 22 MIND: 15 
INFL: 10 AuRA: 8 SPIRIT: 4 
INITIATIVE: 47 HERO POINTS: 120 

9 1  
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PowE:Rs: 
Directional Hearing: 1 0  
l::xt.ended Hearing: 1 0 ,  Flight: 44 
Heat Vision: 28, Invulnerability: 46 
Microscopic Vision: 15, Recall: 25 
Sealed Systems: 20, Super Breath: 1 8  
Super Hearing: 10 ,  Superspeed: 23 
Systemic Antidote: 20 
Telescopic Vision: 1 5  
Thermal Vision: 1 5 ,  X-Ray Vision: 20 

SK ILLS: 
Gadgetry: 9, Medicine: 9, Scientist: 10 

EQUJP:\'IF.NT: 
Super Uniform: 

(DEX: 0, STR: 0, BODY: 20) 
Uses: 4, Duration: 26, Skin Armor: 10 

MOTJ\.ATIOI'\: Upholding the Good 

WEALTH: Affluent 

Jou: Legionnaire 

RAcf:: Normal Humanoid 

PHANTOM GIRLa!iasn">lya W=w 

DEx: 7 STR: 3 BoDY: 4 
INT: 6 WILL: 5 MIND: 4 
INFL: 4 AURA: 3 SPIRIT: 4 
INITIATIVE: 1 7  (20) HERO POINTS: 65 

POWERS: 
Dispersal: 35 

SKILLS: 
Martial Artist: 3, Vehicles: 4 

MoTIVATION: Upholding the Good 

WEALTH: Affluent 

JoB: Legionnaire 

RACE: Humanoid 

POLAR BOY a/ius Brek Bannin 

DEx: 6 STR: 4 Boov: 
INT: 7 WILL: 5 MIND: 
I NFL: 3 AURA: 4 SPIRIT: 

5 
4 
3 

INITIATIVE: 1 6  HERO POINTS: 55 

Pow�::r�s: 
Flame Immunity: 16, Ice Production: 
1 3  

SKILLS: 
Charisma/Interrogation and Persua­
sion: 5, Vehicles: 5 

MOTIVATION: Upholding the Good 

WEALTH: Affluent 

JoB: Legionnaire 

RACE: Human 

QUISLET 

DEx: 12 STR: 0 Boov: 1 
I NT: 5 WILL: 3 MIND: 1 0  
I NFL: 3 AuRA: 2 SPIRIT: 4 
INITIATIVE: 20 HERO POINTS: 65 

POWERS: 
Animate Objects: 9 
Earth (Metal) Animation: 6: 

EQUIPMJ::NT: 
Exploration Vehicle 
(DEX: 0, STR: 2, BODY: 1 1 )  
Uses: I ,  Duration: 26, Flight: 5 
Scaled Systems: 26, Thermal Vision: 5 

LIMITATIONS: 
Quislet's powers have a range of 0 APs. 
Only one object or area of earth or me­
tal can be animated at one time. When 
animating earth, the resulting creature 
does not have to have any points as­
signed to its Mystical attributes. Qui­
stet himself supplies the Mental and 
Mystical attributes. He can be atacked 
mentally while animating something. 
After 3 APs (32 seconds, or eight Ac· 
tion phases), or immediately after Qui­
stet leaves the object he was animating, 
the object or quantity of earth will dis­
integrate. Only Quislet's exploration 
vessel is immune to this effect. 

VULNERAlllLITIES: 
Quislet cannot survive outside of his 
exploration vessel for any period of 
time greater than 0 AP unless he is 
"possessing" a solid object. 

MOTIVATION: Thrill of Adventure 

Wf:ALTH: Inapplicable 

JOB: Legionnaire 

RACF.: Alien 

SATURN GIRLatia&lmraAntee>< Ranzz-R<-sen.<l 

DEx: 6 STR: 3 Boov: 4 
lNT: 14 WILL: 20 MIND: 19 
lNFL: 3 AURA: 3 SPIRIT: 4 
INITIATIVE: 23 (29) HERO POINTS: 30 

PoWERS: 
Absorption Field: 6, Hypnotism: 17, 
Iron Will: 5, Mind Blast: 7, Mind 
Probe: 15, Telepathy: 20 

SKILL.<;: 
( " Linked) Martial Artist•:  6, 
Scientist•:  14, Vehicles·:  6 

LIMITATIONS: 
Miscellaneous Power Limitation: 
Hypnotism, Mind Blast and Mind 
Probe only have a maximum range of 
4 APs. 
Miscellaneous Power Limitation: If 
Mind Blast is used, must make an 
Action Check with BODY as Acting 
Value and levels of Mind Blast used 
as Opposing Value. A failure means 
unconsciousness until a Recovery 
Check is made. 

MOTIVATION: Upholding the Good 

WEALTH: Affluent 

JoB: Reserve Legionnaire 

RACE: Human 

SENSOR GIRL alias t'"'"""" t'roi<Jctra 
DEx: 6 STR: 4 Boov: 4 
INT: 6 WILL: 9 MIND: 5 
I NFL: 1 0 AURA: 8 SPmrr: 8 
INITIATIVE: 22 (26) HERO POINTS: 75 

PowERS: 
Mystic Link: Directional Hearing: 12, 
Extended Hearing: 12,  Full Vision: 12, 
Illusions: 16, Microscopic Vision: 12, 
PMSive Sonar: 12, Super Hearing: 12, 
Telescopic Vision: 12,  Thermal Vision: 
12, Truesight: 12, X-Ray Vision: 1 2  

SK ILLS: 
Charisma/Intimidation: 6, Martial 
Artist: 4, Occultist/ Identify Object: 7 

LIMITATIONS: 
She must disguise her illusions so they 
don't appear as illusions. 

CoNNECTIONS: OrikaUs of Orando 
(high-level) 

MOTIVATION: Responsibility of Power 

WEALTH: Affluent (currently) 

JoB: Legionnaire 

RACE: Human 

SHADOW LASS alias Ta.o:n,ia Ma.Uor 

DEx: 7 STR: 3 Boov: 
I NT: 5 WILL: 6 MIND: 
I NFL: 

.5 AURA: 4 SPIRIT: 

5 
6 
3 

INITIATIVE: 1 7  (23) HERO POINTS: 75 



POWERS: 
Darkness: 1 7, l�ncrgy Absorption: 17, 

Thermal Vision: 3 

SKII.I�<;: 
Martial Artist: 6 

LIMITATIONS: 
Energy Absorption can only be used in 
conjunction with Darkness, and will 
only absorb heat/radiation-based 
attacks. 
Wrist Bracers will only protect against 
armed hand-to-hand attacks. 

EQUIPMENT: Wrist Bracers 
(DEX: 0, STR: 0, BODY: 4 )  
Uses: 6 ,  Duration: I 0 ,  Force Shield: 4 

MOTIVATION: Upholding the Good 

Wt:ALTII: Affluent 

JoB: Legionnaire 

RAC£: Human 

SHRINKING VIOLET "u"" S<•lu Oir;011 
DEx: 7 STR: 4 BoDY: 5 
INT: 7 WILL: 6 MIND: 5 
INFL: 3 AURA: 4 SPIRIT: 4 
INITIATIVE: 1 7  (22) HERO POINTS: 6( 

POW£RS: 
Shrinking: 30 

SKILLS: 
Martial Artist: 5, Vehicles: 4 

MOTIVATION: Upholding the Good 

WEAI .• TH: Affluent 

JoB: Legionnaire 

RACE: Humanoid 

STAR BOY alias Th&m Kallor 

DEx: 5 STR: 
I NT: 6 WtLL: 
I NFL: 3 AURA: 
INtTIATJVJ-;: 1 4  

Powt:RS: 
Energy Absorption: 6 
Gravity Increase: 24 

SKII.LS: 
Vehicles: 4 

LIMITATIONS: 

4 BODY: 

3 MIND: 
2 SPIRIT: 

HERO POINTS: 

5 
3 
3 

55 

Energy Absorption only works on 
Starbolt attacks. Gravity Increase does 
no damage to an opponent. 

MOTIVATION: Unwanted Power 

W�;ALTii: Affluent 

Jon: Legionnaire 

RACE: Human 

SUN BOY aliM Dirk MorgnJJ 

DEX: 5 STR: 4 
I NT: 7 WILL: 6 
I NFL: 3 AURA: 3 

BoDY: 5 
MIND: 4 
SPIRIT: 3 

INITJATJVJ-;: 1 5  HERO POINTS: 75 

PoW£RS: 
Energy Absorption: 8 
Flame Immunity: 14 
Flame Projection: 15, Flash: 1 5  

LIMITATIONS: 
Energy Absorption only works on 
flame/heat-based attacks. Minor Fear 
of Darkness 

MOTIVATION: Thrill of Adventure 

Wt:AI.TH: Affluent 

,JoB: Legionnaire 

RAC£: Human 

SUPERBOY alia.s Kai«/Ciark Kunt.-Rt.-wrw 
DEX: 24 STR: 47 Boov: 35 
I NT: 1 0  WILL: 1 6  MIND: 13 
I NFL: 7 AURA: 7 SPIRIT: 4 
INITIATIVE: 4 1  HERO POINTS: 180 

Pow�;Rs: 
Directional Hearing: 10, 
Extended Hearing: 10, Flight: 44, 
Heat Vision: 28, Invulnerability: 43, 
Microscopic Vision: 15, Recall: 26 
Sealed Systems: 20, Super Breath: 20 
Super Hearing: 10, Superspeed: 24 
Super Ventriloquism: 15, Systemic 
Antidote: 20, Telescopic Vision: 15 
Thermal VISion: 15,  X-Ray Vision:  20 

SKll.t.S: 
Charisma/Persuasion: 12, Gadgetry: 7, 
Scientist: 12, Scholar: 8 (All human 
languages, History) 

EQUIPMENT: 
Super Uniform: 
(DEX: 0, STR: 0, BODY: 25) 
Uses: 4, Duration: 26, Skin Armor: 1 0  

LIMITATIONS: 
Loses all powers under red sun 
radiation. 

VuLNERA.BII.ITI£S: 
(All of Superhoy's loss Vulnerabilities 
affect his Attributes and powers.) 
Green Kryptonite: Rare Fatal and Loss; 
Range: 3 APs 
Red Kryptonite: Rare Miscellaneous­

bizarre change; Range: 3 APs 
Gold Kryptonite: Rare Miscellaneous 
Loss-permanent; Range: 3 APs 
Magic: Miscellaneous-all Abilities 
against magic (Mystical Power or 
objects) are at 4. APs 
Miscellaneous Loss-Gravity attacks 
subtract their RAPs from all of 
Superboy's Abilities, but his Abilities 
cannot be reduced below zero. 

CoNNECTIONS: (in 30th century) None 

MOTIVATION: Upholding the Good 

WEALTH: Affluent 

Jos: (in 30th century) Legionnaire 

RAe�:: Normal Humanoid 

NOTE: The information given here is 
only intended to cover Superboy's career 
as a Legionnaire. Information regarding 
his life in the 20th century will be found 
in future material . 

SUPERG JRL n/ia.< Kara ;tnr;>/-t),,'tVJ.<t<l 

D�::x: 26 STR: 48 Boov: 36 
I NT: 1 3  WJLI.: 1 9  MIND: 13 
INn: 1 0  AuRA: 8 SPIIUT: 4 
INlTIATtVE: 49 HERO POINTS: 150 

POWF.RS: 
Directional Hearing: 10, Extended 
Hearing: 10, Flight: 45, Heat Vision: 28, 
Invulnerability: 45, Microscopic Vision: 
15, Recall: 28, Sealed Systems: 20, Solar 
Sustenance: 50, Super Breath: 20, 
Super Hearing: 10, Superspeed: 24, 
Super Ventriloquism: 15, Systemic 
Antidote: 15, Telescopic Vision: 15, 
Thermal Vision:  15, X-Ray Vision: 20 

SKILLS: 
Artist/ Actor: 7, Charisma/Persuasion: 
18, Detective: 7, Scholar: 10 (All human 
languages, Literature, Psychology, 
History, Scientist: 10 

EQUIPMENT: 
Super Uniform (DEX: 0, STR: 0, BODY: 
20, Uses: 4, Duration: 26), Skin Armor: 
1 0  

LIMITA' JNS: 
Lose .II powers under red sun 
radi. on. 

VULNt:h illlLITit:S: 
(All of Supergirl's loss Vulnerabilities 
affect her Attributes, Powers, and 
Skills.) 

Green Kryptonite: Rare Fatal and 
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Loss Vulnerabilities, Range: 3 APs 
Gold Kryptonite: Rare Miscellaneous 

Loss-permanent; Range: 3APs 
Red Kryptonite: Rare Miscellaneous­

bizarre changes; Range: 3 APs 
Magic: Miscellaneous-all Abilities 

against magic (Mystical Powers or 
objects) are at 4 APs 

Miscellaneous Loss-Gravity Attacks 
subract their RAPs from all of 
Supergirl's Abilities, but her Abilities 
cannot be reduced below zero. 

Cor.:NECI'JONS: (in 30th century) None 

MoTIVATION: Upholding the Good 

WEALTH: Affluent 

JOB: (in 30th century) Legionnaire 

RACE: Normal Humanoid 

Note: the information given here is only 
intended to cover Supergirl's career as a 
Legionnaire. Information regarding her 
life in the 20th century will be found in 
future material. 

TELL US alias Oanglios 
DEX: 4 STR: 6 BooY: 8 
I NT: 1 0 WILL: 9 MIND: 1 0  
I NFL: 3 AURA: 3 SPIRIT: 4 
INlTlATIVE: 1 7  HERo PorNTS: 45 

POWERS: 
Mind Probe: 1 1 ,  Telekinesis: 7 
Telepathy: 21,  Water Freedom: 5 

SKILLS: 
Vehicles: 4 

EQUIPMENT: Life Support Device 
(DEX: 0, STR: 0, BODY: 1 2) 
Uses: 1 ,  Duration: 20, Sealed 
Systems: 20 

VuLNERABILITIES: Fatal Vulnerability: 
Tellus breathes an atmosphere that is 
poisonous to humans and takes dam­
age from breathing a normal oxygen/­
nitrogen atmosphere. (Fpr game me­
chanics see Staying Underwater,PM, 
pg. 25.) 

MOTIVATION: Upholding the Good 

WEALTH: Affluent 

JoB: Legionnaire 

RACE: Alien 

TIMBER WOLF alias Brin Lrmd.o 

DEx: 1 5  STR: 34 Boor: 20 
INT: 4 WILL: 6 MIND: 4 
INFL: 4 AuRA: 3 SPIRIT: 3 
INITIATIVE: 23 (31) HERO POINTS: 75 

PoWERS: 
Danger Sense: 18, Running: 6 

SKILLS: 
'
Acrobatics: 12 
Charisma/Interrogation and 
Intimidation: 5 
Martial Artist/ Attack Advantage and 
Taking a Blow: 8 
Military Science/Tracking: 9 
Thief/Stealth: 9 

MOTIVATION: Unwanted Power 

WEALTH: Affluent 

JoB: Legionnaire 

RACE: Human 

TYROC alias 1'roy Surwart-Reserve/Retired. 
DEx: 5 STR: 4 Boor: 
I 'NT: 5 WILL: 6 MIND: 
I NFL: 5 AURA: 4 SPIRIT: 

5 
5 
4 

INITIATIVE: 1 5  HERo PolNTS: 50 

PoWERS: 
Flight: 8, Force Manipulation: 20, 
Teleportation: 18  

LIMITATIONS: 
Force Manipulation will not work in a 
vacuum or in any other medium that 
cannot transmit sound or where Tyroc 
cannot breathe. His .yeUs are his way of 
using Force Manipulation and have no 
effect if transmitted through a medium 
other than air (radio, water, etc.) 
Teleportation cannot be used to tele­
port an unwilling object: Force Manip­
ulation may be used in such a manner, 
however. 
Each use of Force Manipulation or Tel­
eportation reduces the time that Mar­
zal remains in a universe by four 
months (21 APs of time). 

MOTIVATION: Upholding the Good 

WEALTH: Affluent 

JoB: Legionnaire/Champion of Marzal 

RACE: Human 

0 . 
-

-

ULTRA BOY aliasJo Nall 

DEx: 1 2  STR: 5/44* Boor: 5/ 1 5 *  
INT: 5 WILL: 6 MIND: 5 
INFL: 3 AURA: 4 SPIRIT: 3 
INITIATIVE: 20 HERO POINTS: 80 

POWJ::RS: 
Flight: 40, Heat (Flash) Vision: 38, 
Microscopic Vision: 24, Sealed Systems: 
20, Skin Armor: 35, Super Breath: 20, 
Superspeed: 25, Systemic Antidote: 20, 
Telescopic Vision: 15, X-Ray (Penetra) 
Vision: 20 
Note: X-Ray Vision is limited by being 
unable to see through energy fields 
and/or barriers. 

SKILLS: 
Gadgetry: 3, Medicine: 4, Science: 4 

LIMITATIONS: 
Can only use one of the above-listed 
powers at a time, with the exception of 
• increased BODY, Sealed Systems, 
Skin Armor and Systemic Antidote, 
which are combined and treated as 
one power. • Increased STR also is 
treated as one power. Skin Armor does 
not work against radiation-based 
attacks. 

MOTIVATION: Responsibility of Power 
WEALTH: Affluent 

JoB: Legionnaire 

RACE: Human 

WHITE WITCH atio.s Mysa 

DEx: 5 STR: 2 Boor: 3 
INT: 9 Wn.L: 7 MIND: 6 
INFL: 1 2  AURA: 1 5  SPIRIT: 1 2  
INITIATIVE: 26 HERO POINTS: 50 

PoWERS: 
(Standard) Iron Will: 6, Magical Sense: 
3 

POWERS: 
(Special, See Below) Mystic Link: 
Air Control: 7, Animal Control (all 
classes): 6, Animal Transformation: 6, 
Aura of Fear: 5, Comprehend 
Languages: 1 1 ,  Damage Transference: 
7, Darkness: 9, Empathy: 4, Eye of the 
Cat: 6, Flame Control: 3, Flame 



Immunity: 5, Flame Project: 5, Flash: 9, · 
Flight: 6, Fog: 10, Hypersensitive Touch: 
4, Hypnotism: 7, Illusion: 6, Invisibility: 
5·, Joined: 7, Life Sense: 1 1 , Magic Blast: 
6, Magic Shield: 4, Mimic: 8, Mystic 
Shield: 4, Object Awareness: 16, 
Postcognition: 15, Precognition: 13, 
Sealed Systems: 10, Shrinking: 8, Spirit 
Travel: 6, Suspension: 6, Systemic 
Antidote: 5, Teleportation: 13, True 
Sight: 12, Weather Control: 9 

SKILLS: 
Occultism: 9, Scholar: I 0 
(Mysticism/Magic) 

LIMITATIONS: 
See Below 

MOTIVATION: Upholding the Good 

WEALTH: Affluent 

JoB: Legionnaire 

RACE: Human 

Note: The White Witch obtains her 
special powers through study and prepa­
ration. As a result of this, she can only 

,.. 

• 
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have up to four special powers, and can 
only use each one once before having to 
relearn it. Relearning four powers takes 
1 2  APs of time (one Power takes 1 hour). 

WILDFIRE alias 0Ynk8H"rrcugl>s 

DEx: 14 STR: 35 Boov: 35 
INT: 6 WILL: 4 MIND: 4 

lNFL: 3 AURA: 3 SPIRIT: 3 
INITIATIVE: 23 HERO POINTS: 95 

POWERS: 
Dispersal: 15, Flight: 45, Sealed 
Systems: 30, Starbolt: 44 

EQUIPMENT: 
Containment Suit (DEX: 0, STR: 35, 

BODY: 16, Uses: 1, Duration: 20), Suit 
provides manipulatory appendages. 
There is a chance that the Force 
Manipulation ( 12 APs) and Energy 
Absorption (35 APs) will function. This 
should be handled in the following 
manner: 
Treat this as a Common Power 
Limitation (you need to roll an 8 or 
more on 2D10). 
NOTE: Common is a new degree of 
Limitation. 

LIMITATIONS: 
Wildfire is permanently Dispersed and 
can only gain arms, hands, and 
speaking capability by placing himself 
in a Containment Suit. 
Using Star bolt at more than 34 APs 
will destroy his current Containment 
Suit. 

MOTIVATION: Unwanted Power 

WEALTH: Affluent 

JoB: Legionnaire 

RACE: Formerly Human, now Artificial 
Life 
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How to Use This Book 
This book is divided into four sections: GM's Introduc­

tion, Characters, Encounters, and Places. In any of these 
sections, text in italics is to be read to the players. 
Garnemaster's Introduction 

The Gamemaster's Introduction provides the Game­
master with the background needed to run the adventure. 

Characters 
This section contains information about the major 

characters, both Player and Non-Player, involved in the 
adventure. Heroes and villains which appear in the Game­
master's Manual only give Hero Points and information; 
the basic abilities are the same as given in the Game­
master's Manual. In addition, the information which can 
be obtained from each Non-Player character appears 
here. 

Encounters 
The DC Heroes Role Playing system is based on encoun­

ters. That is, the players go from situation to situation 
instead of location to location, as in other Role Playing 
games. Each encounter is broken up into at least three 
sections: Setup, Players Information, and GM Informa­
tion. When necessary there will also be Troubleshooting, 
Rules sections, and/or Sidebars to help the GM run the 
game. 

Places 
Descriptions and maps pertaining to the encounters 

are in this section. Brief descriptions including game stat­
istics are provided. 

A Note on tbe Module Difficulty Rating System 
Each module which Mayfair will publish will have a 

estimate on the power of characters. This estimate will be 
in form stating For 5-7 Characters Generated using 
1000-2000 Hero Points. 

To determine whether your characters will be powerful 
enough to use the module, add up the number of Hero 
Points needed to generate the Attributes, Powers, and 
Skills of the character, including those Powers and At­
tributes in special equipment that are unable to be pur-

chased. The Batman Option and Link Costs are ignored. 
Add the banked Hero Points and the amount of Hero 
Points spent for equipment and labs. 

Compare the Hero Point levels to the bracket amounts 
given. If the average character in your team falls within 
the bracket, the module will likely be a good challenge for 
them. Having several characters one or even two brackets 
below the stated bracket will be all right if there are a 
couple characters above the bracket. 

Brackets 
250-500 

500-1000 

1 000-2000 

Typical Groups or Characters 
. . . . . . . . . . . . . . . Beginning Level Characters 
. . . . . . . . . . . . . . . . . . . . .  The New Teen Titans 

without Raven and Kid Flash 
. . . . . . . . . . . . . . . . . . . . .  The New Teen Titans 

with Raven and Kid Flash 
2000-4000 . . . . . . . . .  Justice League without Superman 
4000-8000 . . . . . . . . . . . .  Justice League with Superman 
8000-16000 . . . . . . . . . . . . . . . . . . . . . . . . . .  Wonder Woman 
1 6000+ . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Superman 

ABBREVIATIONS 

AP 
AURA 
AV 
BODY 
DEX 
EV 
GM 
INFL 
INT 
MIND 
NA 
NPC 
OV 
RAP 
RV 
SPIRIT 
STR 
WILL 

. . . . . . . . . . . . . . . . . . . . . . . . .  Attribute Point 

. . . . . . . . . . . . . . . . . . . . . . . . .  Aura Attribute 

. . . . . . . . . . . . . . . . . . . . . . . . . . .  Acting Value 

. . . . . . . . . . . . . . . . . . . . . . . . .  Body Attribute 

. . . . . . . . . . . . . . . . . . . . .  Dexterity Attribute 

. . . . . . . . . . . . . . . . . . . . . . . . . . . Effect Value 

. . . . . . . . . . . . . . . . . . . . . . . . . . .  Gamemaster 

. . . . . . . . . . . . . . . . . . . . .  Influence Attribute 

. . . . . . . . . . . . . . . . . . .  Intelligence Attribute 

. . . . . . . . . . . . . . . . . . . . . . . . .  Mind Attribute 

. . . . . . . . . . . . . . . . . . . . . . . . .  Not Applicable 

. . . . . . . . . . . . . . . . . .  Non-Player Character 

. . . . . . . . . . . . . . . . . . . . . . . .  Opposing Value 

. . . . . . . . . . . . . . . . . .  Result Attribute Point 

. . . . . . . . . . . . . . . . . . . . . . .  Resistance Value 

. . . . . . . . . . . . . . . . . . . . . . . .  Spirit Attribute 

. . . . . . . . . . . . . . . . . . . . . Strength Attribute 

. . . . . . . . . . . . . . . . . . . .  Willpower Attribute 
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