A Complete Source Book on the Legion of Super-Heroes 213

ROLE
FROES s, te==
FIEFEFIENGE

ﬂF SI.PEFI-HEHQES

\\ VOLUME |
)
¥

e



ALEE] [0

4= SUPERFREREES

VVVVVVV




Legion of Super-Heroes Sourcebook I

© 1986 DC Comics Inc.
All Rights Reserved.
Published by Mayfair Games Inc.

Author: Paul Levitz & Steve Crow
Editor: Jeff R. Leason

Cover Art: Ed Hannigan, José Delbo, and Larry Mahlstedt
Interior Art: DC Staff

Bestiary Section: Adventure Architects

Special Recognition: Greg Gorden & Bruce Humphrey

Special Thanks: Barfunkel's & The Hobby Shop— lowa City, lowa for their invaluable help and assistance in the
compilation of research materials for this sourcebook

Playtesters: Dave Caplan, Christopher Mortika, Dave Paul, Dave Stumma, Ron Swearingen, Dave Tomasini, Chris Wilbur.

Abcabrbaniy ey, Araaltamna{ Xank AntoninNeneer, Apolio, livast By, Bena Pares. ilack Mace. Rlacknut 840y, Itkok, Biaurciag oy (Rokk Kein L Bounty, Hrmnine 6 (Querl Box), Cadozse (lusen (Tasyn Lay), Cetrdrand, Chumeleon Bay (Keep 1R@tle . Chume lron {hicf. {hamelews Kid ¢ Toag Linlens),
Charma, Chemial KIng (o ATk, Chemoian ¢'hic Zoh auras. Chioroplyt Kid (Rel etvem). Cireaitis Senius. Cotor Kid {Ulu Vark). £obosshl Buy (Gl Allot ), Comed Gunen (firava) Comman Kid, Compulu, Controess, Coonii 1oy ¢ ke Krin ), Cosmii Kmat 17y>4at Sul L6AD Kahand 15090 1he
Avenper, Dtk Lircle Soldier, Darkaess, artalg, Dewarar, Derckon. v Ein, Ducter Zoxeon Keguluy, Dream Gird (Nura Nat) Duw Damsel (laorau Bucgs Teine), Buplicate Hey | Ord Yueka'Quein Ord ) Ihzon, Bynamo Buy | Vorm), Elast e Kig Qimuy Olbsen s Bletacnl Lad (Jan Azraty, Eho, Emerald
Empaesa, Espet 1ass (Medn linonr s, Eviho, Evohvu Lad, Falal v, Penten Il Ferr 18.a0¢ Andrew Notan), Fire 1ad{ tagMevien]. Gas Girl {¥ev) (i Cusim s, Galgot, Grembor. GymIL e, Holdur. ftunider. Banw o, lnnmune, Infetinnin ad, Infinke Man, invesiube Kud [(Eie Nonts, nvindie X10 11
arques Poccart), Jurge King, Kabibak, Kerate Kid {Va) Arniete |, Khund UyDes-Warssor, Khunds, Khund Soldler. Khund Warlord, Kid Psycdo (Grill Opral) Rimbalb Zendak, Lallor an Chusapions, Lamptey (Tay!a Sko(bh Laxon, Lenkue of Sulver Assiasns, [ogwinnaices. hegion Ky, Lewon of

Sutsditore Hecur Loegvon of SugerRecew. ] 4Qva ufSuber Viliains, Life Lass(Somt), Lixkin ng Lad (Garth Ranaz), tadtau laax ( Adla Ranca), Lighinirt Lerd, Munetx Kud (19 Krmn), M3gno 1,od ( Kun Grezx), Hagor, Slano, Mento Murio, Matter batesl wd i Ten.al Kem bk emdad (Lak Muldron ).
Must Master, Mosecuke Master, Sbon F31{ Lar Gand ), Mordro, Muunan Spies, Myatelor, Kemesis Kid, Neuteax, Night Gl (ydda Juth), Nightwind (Berta Hars). Uan, ) Vir. Omega, Omen, Ontiir, Organus, Orion, Urnitha, Mantom Gudd Pinya Wase), Phantur Lud (oion hangs). Iearas s Wil By Teek
fannen h Porcupine bete. Power Boytied Rikane), Irabhet. Proay 10 15K ke, Pulser . Quarta Q Quinies, Radiation Hoy, Relnee, Acsuuroe Rasder, K 3. eande, Ragarth Rond Vidar, Kun Kare, Saduh 0w, S0 Gl { Lmm Arddecnn Ruoazd.Satum Quren. Son. Seasor el
Uvoscteal. Shadow Lad {Geev Mallor). hasow Lasa (Thymiin Mallur ). Shudirw Womas, ShaRt ek, Sheinking viokel (Sshis Ichy ), Shveuthn Erin, Siver Slasher, Sue Kid, Spider Girl, Star Hoy (Thom Kajkr }, Sarburst Handita, Scashurt Hundas Mounts Staefinier (B 3ar Hunscons | St oy 101ag
Ventam) Sufyn. Sun Huy (ick Murgna ) Sus-tacer. Sun Emperor, Superbuoy (Kal £/ (2ark Kene), Supengied (Kars %or-#3) Superean, Tank the Mule, Taurus Gang, Tellus (Ganghionk The Dark Cirede. The 12ari pa. The B Iuesen, Thi: Persunder, Thonk Timtier Woll (H0n Lonche), Tme Toaggiee.

Traoa Yurnads Ywins (hvn & Euiwn Allen ). Yyvae (117 Seaars ) Ty, fiiem Ik (3o Nan) Unbenn 1VMdur) Valius Vébrex, Wanderers, White: Wt b 13031 Nag), Wildfine elieake Hurreughs), Wikd Buntian, Yora %mym (aial anx conuens thetsdl ane ieademarks of 10 Cans [ne,
uvet under leense Uy Marfar tiannes 1ac

isatrademark of DC Comics Inc., used under license by Mayfair Games Inc.

is a trademark of DCComics Inc., used under license by Mayfair Games Inc.

is a registered trademark of Mayfair Games Inc.

No part of this book may be reproduced in any form or by any means except for the inclusion of brief quotations in a
review, without permission in writing from the publisher. Permission is granted to the purchaser of this book to copy the
maps and histories for personal use, provided that none of the copies are sold or traded.

All characters in this book are fictitious. Any resemblance to actual persons, living or dead, is purely coincidental.
Manufactured in the United States.
ISBN: 0-912771-63-1

,,13 | Mayfair Games Inc. ® P.O. Box 48539 @ Niles, IL ® 60648



INTRODUCTION

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 greatestlegend ofthe 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
havecome and gone,butitisthe 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 youthssaved 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 keepingtrackofthem 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

herein that has never before been
published. On the other hand, space
limitations prevent usfromincluding
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 ™ Role-Playing game.

TheGamemaster (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 verydifferent from all
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 aredominated 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.

Thisdoesnotmeanthatthe 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 peopleinevitablydo, itisless
likely to lead to a fracturing of the
group, butratherleadstothe forming

of smaller groups or cliques within
the Legion.

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

I. Players as Legionnaires/Existing:
The Players take the part of Legion-
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 major 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, butstill 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.




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
formingthe 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 Boythen presidesover 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 PhantomGirl. Bothareattracted
byearlyreports 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

HiSTORY

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
Jjoin 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 first attempt.
Bothshe and Brainiac 5 areadmitted
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 stillin
aformative stage, no election process
has been decided on, but Cosmic Boy
requests a vote of confidence.
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
goingon 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.

UltraBoybecomesthe first “trained”
Legionnaire, and wins his member-
ship on a journey to Superboy's time.

Themembership continuesto grow,
with Star Boy inducted after demon-
stratingthe (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 isfounded as an auxiliary
organization and secretly helps the
Legionnaires to defeat an invasion of
Earth in the 20th century.

Astheyear 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 Boyis on medical leave
recovering from injuries incurred
when he lost his additional powers).

Year 3

Now an established institution, the
Legionbeginsto acquireareputation
throughout the UP. Saturn Girl is
elected leader after Cosmic Boy de-
clines toseek a third term, and Light-
ning Lad becomes the Legion’s first
casualty, dying as Zaryan the Con-
queror attacks Earth. Thisis the first
time the Legion defends the 30th cen-
tury against invasion.

While the publicity of Lightning
Lad’s heroic deathsweepsthe 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 hasdestroyed 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 find themselves
facing more deadlyfoes,includingthe
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-
enforcementofticials on manyworlds.
For the first time, there are numerous
missions importantenough to occupy
the whole Legion’s effort.

Proty, Chameleon Boy'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
yin the Legion.

The Legion of Substitute-Heroes is
dlscovered ‘and:its members are ac-
cepted as honorary Legion members
and reservxsts, along with Jimmy
@lsen (as Elastic Lad) and Bouncing
Boy, who becomes the first Legion-

naire to leave the team after losing his .

powers. An early peak of 21 members

is reached during Dream Girl’'s mem-

bership, but the year closes wnth_,
total of 19. :

Year 4

The headqu arters takes faxrly m.o |
ern form after the installatlo
sophisticated mnssxon'-mom
equipment, and ‘the Legion is re
nized as an important part of Ea
defenses. Saturn Girl is re-electec
Legion leader. This recognition is me
notable as both Command
Dynamo Boy make attempts
trate the Legion and fail.
Now the Legionnaires hav: ,
to put aside small crimes and‘.probi
lems entirely and are' preoceupied
with major battles. The Heroesofi.al-
lor are deluded into behgvmg ‘the
Legionnaires are evil and attack The
Legion also faces Lex Luthor; a Biz-
arro version of the Legion, the adult
LSV (traveling through time back to
the Legion’s youth from an alternate
future-line), and in an unchronicled

UP,

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

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

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.

Year 5

Brainiac 5 is elected Legion leader
in recognition of his technological
contributions to the Legion. The Le-
gion is now a legend throughout the

~ Tragedies continue, however, as

3 ,'__.Beast Boy.of Lallor goes rencegade and
. iskilled, and applicant Kid Psycho is
L5 ‘dnscovgred to be slowly killing himself

g his powers. Topping it off,

"'Br‘ niac 5 uses his leadership role to

it funds into a research experi-
it that creates Computo, a lethal
mputer, which Kkills one of Tripli-
ate Girl’s three selves,

i The Legion Constitution faces its

first great test as Star Boy is expelled
‘for using his power to kill in an inci-

dent that could have been solved in
another way.

The Legion has become the great-
est defender of Earth. Twice alien
races attempt to infiltrate 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.

Thesecondinfiltrationbecomes 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
eviland is able to damage Earth’s abil-
ity to repel the invaders before being
discovered. TheLegionnaires are sore-
ly tested. The year ends with 21 active
membersrecoveringfromtheirtribula-
tions.

Year 6

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 ofthe 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
originalHunter 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-
natesin the destruction of thel.egion
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,



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 by Universo. 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.

Year 7

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-lostbro-  'Tig
ther Mekt, (LightningLord), asoneof
its members Legion Academy train-
ees Timber Wolf and Chemica King
are mstrumental 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
enemies defeated, the Legion gets a
respite. The year passes with several
encounters with criminals (including
the Taurus Gang,controlled by crook-
ed SP Chief Zoltaurus) and heroes of
other worlds, such as the Wanderers.

As Karate Kid takes 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.

Year 8

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.

Atthis time there are no changesin
membership.

Year 9

Mon-Elis elected Legion leader for
a full year, reflecting a return to tra-

,an

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 Superboy 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 Wildfire.

Tragedy strikes the Legion as Invis-
ible Kid dies at the hands of Validus,
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 Flve Starfin-
ger, the Khund ace, and
i ‘e the most

gmes into its own
n’Emperor acting as
ring Tarik's imprisonment
y new members recruited.
Pulsar 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 issecretly 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 immediately

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

The Dark Circle attempts another
attack on Earth by infiltrating the
government,but Chemical Kingsacri-
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
isinvaded bya 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.




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 first
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
theoriginal 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-
tallyawakened by Mon-Eland 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 isrevealed thatthe
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. Wildfire 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 first 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
theLegion. 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 thiscauses along-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-
tankon 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 decideto continue their
marriage.

Marriage also finally 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
thisadventure, Light Lass issubjected
to pyschic torturers, but her Light-
ning powers are inadvertently re-
stored. These events convince her to
rejoin the Legion, and she plays an
important role in the defeat of the
LSV.

The ultimate defeat of the LSV is at
great costto the Legion: KarateKid 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 first 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 Validus, 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 five Legionnaires, round
outtheyear. 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-
ingthe first Legion leader since Saturn
Girl to serve two consecutive terms.
The year begins with a massive open
call for new Legionnaires, and five
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 Infinite
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, leading the mobile
homeworld of his race on a trail of
destruction towardEarth,and one of
the Controllers summons the five
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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tgoes without saying that
the thirty-seven indivi-
duals who have been or

I are currently Legion-
naires are the major focus of this
book. In this, the main chapter of the
Sourcebook, you will find 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

encyclonedia galacg;..
LEGIONNAIRES

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-
Eland 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 of Penetra- and Flash-
Vision. As long as aLegionnaire has at
least one power unique from that of
anyoneelsein the group, he is qualifi-
able. The only exception to this was
when Lightning Lass and Lightning

Emblems of the Legion of Super-Heroes

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 Tellus 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
canbe 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.
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(Dix: 6 St 4 Bony: 5
! Inr 8 Wi 6 Mino: 6
IxF: 4 AURA: 3 Serir: 4
Intriarive: 18 (23)  Hewo Points: 80)

Powens:
Flight: 8 Magnetic Control: |7
SKIi.L
Charvisma: 4, Martial Artist: 5, Scholar
(History-Farth & 20th century): 6,
Vehicles: D
VULNERARILITIES:
Loss Vulnerability: all Powers are
reduced 1o 2 in Lhe presence of 110
degreest temperatures
Morivarion: Upholding the Good
WAL ti: Atfluent
Jon: Reserve Legionnaire
Racs: Human

osmi¢ Boy was born on
Earth when his parents
were living there as
nigrant workers from
Braal. As natives of Braal, Hu and
Ewa Krinn possessed the power of
Magnetic Control, a racial adaptation
developed tobattle the magnetic mon-
sters indigenous to the planet. These
powers were passed on to their sons
Rokk and Pol. The family returned te
Braal but Rokk decided to travel to
Earth in scarch of work when he
reached adulthood at. age 14.

On route to Earth, the Brande inci-
dent occured and Rokk chose to be-
come one of the three cha:ter mem-
bers ofthe 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

leadership and charisma helped the
Legion grow to cighteen members,
establishing its unique style and size,
and helping the Legion become inte

grally related with the government ef

the United Planets (UP).

Cosmic Boyis an Earth history buff,
partially as a result of being born on
the mother planet. It was this interest
that. led the Legionnaires to reach
hack 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
chiefof protocol of the Legion, presid-
ing over elections and changes in the
constitution, and is a-generally con-
servative influence on the constantly
changing Legion. = .

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

His noteriety as Legion leader at-
tracted the notice of Lydda Jath (see
Night Girl) After some time. Night
Girl and Cosmic Boy had a lasting
love affair.

Cosmic¢ Boy's family was recently
struck by a tragedy when a fireball
incident consumed their neighbor-
hood on Earth. Ewa (Cosmic Boy's
mother) was killed and both Hu (his
father) and Pol were badly injured.
This tragedy led ol to choose to use
his magnetic powers and join the
Legion as Magnetic Kid. This also
heiped Rokk to decide to leave active
membership status for the first time
since the Legion’s founding.

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

11
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aturn Girl was born Imra

Ardeen on Titan, a com-

munity whose members

possessed great mental
powers of various manifestations be-
cause of the influence of Saturn’s
rings and background radiation. Her
powers, in the form of mind-reading
and mental communication, were of
an extraordinary level even tor Titan
standards, and she developed her
skills extensively at the Academy
there. Recruited by the Science Police
(SP), she traveled to Earth 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.

e““g\opEdia 8alact;p 2
SATURN GIRL

%

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 'ace ZaryanHowever, Mon-
El, still imprisened, in’ the Phantom
Zone, warged ‘Lightning Lad, and
Garth and he sacrificed his life to save
Saturn Girle* <% 2y

Saulin_ﬁirf_t_hgh_ won an open elec-
tion and led the Legion 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 and perform the ulti-
mate sacrifice instead. It was also
duringthis 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 cul-

“

SATURN GIRL alias Imra Ardeen Ranzz— Reserve

Dex: 6 STr: 3 Boby: 4
INT: 14 WiLe: 20 Minp: 19
INFL: 3 Aura: 3 SeiriT; 4
IntmiaTive: 23 (29)  Hero Points: 30

yorption Field: 6, Hypnotism: 17,

on 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 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 untit a Recovery
Check is made.

MoTivaTion: Upholding the Good

WEALTH: Affluent

Jog: Reserve Legionnaire

Ract: Human

minated in marriage and children.
Saturn Girl left active membership
for a brief time after her marriage
when the Constitution prohibited
married members, and again recently
after childbirth. She and Lightning
have one son named Gravim, but
Graym’s twin was stolen at birth by
Darkseid. The stolen child was trans
formed into the being known as Vali
dus, and transported back through
time by Darkseid so Validus actually
fought the Legion before his birth.
Saturn Girlis thought of as the “Ice
Queen”byseveral of the Legionnaires,
but her somewhat imposing exterior
is mostly the result of the fact that
she has to keep up constant menta}
barriersto keep others’ thoughts from
intruding. Long ago she swore never
to use her powers to probe into the
thoughts of her comrades no matter
how extreme the circumstance is.
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sz: 7 Str: 4 Bopy: 5
INT: 6 WiLL: 5 Mmp: 6
INFL: 3 Avra: 3 SeiriT: 4
InrmiaTIVE: 16 HEero Points: 50
Powkers:

Energy Absorption: 12, Lightning: 20
SKILLS:

Gadgetry: 3, Medicine: 4, Science: 4
LiMrraTions:

Energy Absorption only works against

electrical attacks

Mo TivATION: Responsibility of Power
WeaLth: Affluent

JoB: Reserve Legionnaire

RAcCE: 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 Korbal. 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-
ingthethreewiththeirownlightning
powers. They used their new powerto
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
the Legion with the name of Light-

encyclopedia Ralactjp.,
LIGHTNING LAD

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

Lightning Lad's career-was ill-star-
red from the Two years
after forming i

action, whex self to be
struck by a frq d by Zaryan
the Conquerqz;{ yeen intended
for Saturn (%BIL revived some

sacrifice of the
life force of . 1. Proty had pre-
vented Saturm Girl from sacrificing
her life for‘ﬁigfl’tmng Lad’s in restitu-
tion, andm\pon his revival the two
became lovers. Shortly thereafter,
Lightning Lad lost hisright arm to the
Super Moby Dick of Space, only to
have the arm regenerated some
months later by Evillo’s servants.

months later

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

Ironically, Lightning Lad’s greatest
tragedyis 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 forbiddingmarried 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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riplicate Girl was born

Luornu Durgo on Cargg,

aworld 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 usingher powerson
aworld 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

e“c,\;c\opedia gaIaCt,-Ca
Duo DAMSEL

young woman.

Taking the name Triplicate Girl,
Luornuserved honorably as a Legion-
naire, battling against such foes as
Mordru and serving as an occasional
member of the Espionage Squad.
She faced‘h'e;ﬁgipﬁ tragic moment
when therenegade computer, Com-
puto, murdered one of her three
bodies. The, ?_s_’“ chic and physical
trauma c"éilis’é':iwliﬁ_;he'rlbss was
indescribableto a non-Carggian, but
Luornu'’s otherswao selves survived
the shock ‘and she retained 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 DAMSEL.aiiastuomy DurgoTaine —Rwene

Dex: 5 STR: 4 Bopy: 4
INT: 5 WL 4 Minp: 4
InFL: 3 Aura: 3 SeiriT: 4

INTIATIVE: 13 (17) HEero 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

Ract: Humanoid

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

At the wedding, Luornu was kid-
napped by Starfinger,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 finally
going back to Reserve status. Both
now serve as teachers at the Legion
Academy.
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PI*.ANTOM GIRL alias 1\nya Waz3o

Dex: 7 Simi. 3 Booy: 4

InT: 6 WiL: 5 Minp: 4
Invn: 4 AURA: 38 SeiRIT: 4
INmiaTivE: 17 (20)  Hero Points: 65
PoOWERS:

Dispersal: 35

SxILLS:

Martial Artist: 3, Vehicles: 4
MorivaTion: Upholding the Good
WEALTH: Affluent
Jos: 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 aspace 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
sodropped 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

makeshift 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 b
the Legion. T4l
tom Girl, shelbe

e a member of
ongest con-

tory. Her first t
to make the,

Phantom Girl was the 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 fist, 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 aphantom,
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,
Gimyahasdiscovered 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.



hameleon Boy was born
on Durla, a quarantined
planet inhabited by a
race of aliens with vast
shape-changing abilities. It isbelieved
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 Durlareject
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

encyclonedia galact.
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and changed to a human form as his
guise.

Chameleon Boy lmew 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 enormeus. He took name of
Reep Daggle, (his true mame being
unpronouncea _Hnans) and
fthetribal elders,

who took him 1‘adlopted son.
Reep wanted to changéthe galactic

prejudice against his ple through

good works, aring of the

Legion decided i 1d be an excel-
lent and veryvisible place to doso. 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 atias kevp Dagyte

BEX ! STr: 4 Bony: 6
InT: 9 Wi, 7 MiND: 6
INFL: 4 Aura: 4 SpiriT: 4
INrtiaTive: 20 (24)  Hero Points: 60

Powrrs:
Dispersal: 4, Omni-Arm: 13, Shape
Change: 10

SKILLS:

Artist/Actor:5, Detective: 10, Martial
Artist: 4, Spy: 10

LAMITATIONS:

Loses all powers when exposed to
Cancelite.

VULNERABILITIES:

“Hard"” radiation (20 AP+), Rare Miscel-
laneous l.oss—Permanent. Range: 1.
Affects all powers.

MoTtvaTION: Upholding the Good

WEeALTH: Multimillionaire

Jos: Legionnaire

Rack: 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 Reep 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 beston the team. He is
normally a fairly easy, outgoing per-
son, but when he is investigating a
vital case he is deadly serious.



CoLOSSAL Boy

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
avariety of giant sizes at will. At his
normalheighthe found he wasstrong-
er than a normal human, while at
twenty-five or thirty feet tall he had
the ability to lift tons.

Gim’s family had a long tradition of
police and military service, dating to
a 20th century ancestor who was an
Israeli war hero. Gim'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

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 ...membershlp

native on
Colossal

"‘ductlon,

on of Super-
sparents were turned
toglass byTa“g- th . The Legion
eventually 1nve§‘i7gted the situation
and was able to recover and restore
Gim'’s parents.

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

COLOSSAL BOY atiacGim Atum

Dex: 8  Str(6)30  Bopy: 20
InT: 6 Wi 7 Minp: 5
INFL: 5 Aura: 4 SeiriT: 4
INITIATIVE: 19 Hero Pomvts: 70
POWERS:

Growth: 15

SkiLLs:

Detective/l.aw 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

MorivaTion: 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 Gim’s periodic passes and the
twowereultimatelymarried. When it
was revealed who “Violet” actually
was and that Yera had been the dupe
ofaradical group onthe 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

epcyclopedia galactjc,
INVISIBLE KID [

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 Invisih d gave him a full
farather atten-
s was accentu-
as the Legion’s
ding over the es-
egion Academy
ietly competent,
mself because he

ated when he
fourth leader, g
tablishment of

he tended to pul
feared that he
theother memb
terms with all o Legionnaires, he
was a close frie f Chemical King,
as the two had en the catalytic
mutant had come to 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 first Academy entrants.

STR: 4
WiLL: 6

Booy: b5
Mmp: 6
SpriT: 5

Study (Chemistry): 14, Scientist: 12

MotivaTioN: Responsibility of Power

JOB: Legionnaire

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 Validusin 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
wastheorized 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 specifi-
cally to his own DNA structure. The
firstwas athiefwhose namewas nev-
er revealed, and the second was
Jacques Foccart, the second Invisible
Kid.
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SUPERGIRL .tias Kara Zorei—Deansat

Dex: 26 Str: 48 Bopy: 36
INT: 13 WiL.: 19 Minp: 13
INFL: 10 AUura: 8 SeiriT: 4
INITIATIVE: 49

HEero Points: 150

POwERs:
Directional Hearing: 10, Extended
Hearing: 10, Flight: 45, Heat Vision: 28,
filnerability: 45, Microscopic Vision:
ecall: 28, Sealed Systems: 20, Solar
ance: 50, Super Breath: 20, Su-
aring: 10, Super Speed: 24, Su-
entriloquism: 15, Systé¢ Anti-
elescopic Vision:
, X-Ray Vision: 20

tor: 7, Charisma®Persttasion:

Ology, His-

0, STR:0; BODY:
OB ) SKInATMor:

uring the first period of

Supergirl'sstay on Earth,

when she was keeping her

existencesecretfromthe
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.

ermal

0 (All human . /

Supergirl failed her first attempt at
Legion membership because of expo-
sure to Red Kryptonite, which tem-
porarily transformed her into a wo-
man of faﬁiﬁ@i;éfﬁfnﬁ&;@gars of age,
the then pjigéréls'lyeni_cﬂggd age limit
nembers..She was required
ntil thé'next admissions ses-

eriod Of time erroneously
listed several t ﬂéﬁ&' “ayear”), where
she easily qualifie -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 asimportant to her

asto 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
@ | whowas 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,thatraised hisown intelligenceto
atwelfth-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

e“g\;c\npedia 8alact,.,
BRAINIAC 5

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'stime,thatended
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 atias Quart bax

Dex: 5 STR: 3 Booy: 4
In1: 25 Wi: 15 Mimvp: 20
InFL: 4 Auvra: 4 SeiriT: 4
InrTIATIVE: 34 (39) HERO PoiNts: 5

POWERS:
Recall: 25

) Detective: 12, Gadgetry*: 25,

.*: 5, Medicine®; 25, Mil-

v Seie {@artography and Elec- ~

tronic Couftt res*: 25, Scholar*:
25 (Astronomy, Computer 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

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

MorTivaTION: Responsibility of Power
WEALTH: Multimillionaire

Jos: Legionnaire/Inventor

RACE: Normal Humanoid

the Legion’s private technology—from
the Legion flight ring to the serum
which, until recently protected Mon-
Elfrom 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 nearlydestroyed 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 utias Katel/Clark Kent—Reserv

Dex: 24 Str: 47 Booy: 35
Int: 10 WiLL: 16 MinD:* 13
Ine: - 7 Avra: 7 SpiriT: 4

Inriative: 41 Hero Points: 180

Powers:

Directional Hearing: 10,

Extended Hearing: 10, Flight: 44,
Heat Vision: 28, Invuinerability: 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

, Gadgetry: 7,
All human

uperboy is unquestion-
ably the greatest hero in
history as a grown man,
and as a youth he pos-
sesses much of his future power and
grace.

As his 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.

oncyclopedia 8alactjp.,
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Miscellaneous Looss—Gravity attacks
subtract their RAPs from ali 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
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 material .

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;behimself, andbeamong
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,asdid other female Legion-
naires, but their affections were not
returned.

Superboy continues to serve as a
reservemember andresponds toemer-
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
timewithout actually journeyingback
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

J

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 createvar-
iety of powers, ali 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

eqcyclopedia galactjp.,
ULTRA BOY

practice of holding open calls for new
members and experimented with a
training system runby 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 overto
Marla for training.

The training eoncluded with an in-
itiation on 20th-centuryEarth, where
Ultra Boywassent to discoverSuper-
boy’s true identity without revealing
his own. oh

Shortly after, Ultra Boy became an
active Legionnaire.

He chose to createa fictitious crim-
inalpast 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.

Dex: 12 Srr: 5/44* Boby: 5/15*
InT: 5 WiLL: 6 MinD: 5
INFL: 3 AuraA: 4 SpirIT: 3

|| IniTiaTIVE: 20  HERO PoinTs: 80

ULTRA BOY atias jo Nan

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 plotbyPulsar Stargrave to
gainrevenge 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). Heserved on aspace
raider vessel and somehow his men-
tal essence merged with Superboy’s
body.

He then traveled to the 30th cen-
turywherehe aidedthe Legion briefly
under the assumed name of Reflector
before regaining his body and mem-
ory.

Ultra Boy has served as the fifth
and eighth Legion leader, neither
half-year term representing a period
ofanyspecialdistinction in the team's
history.



STAR BOY atias hom Katir

Dex: 5 STR: 4 Booy: 5
INT: 6 WiL: 3 MinD: 3
INeL: 3 Aura: 2 SeiriT: 3

INITIATIVE: 14 Hero Poinrs: 55

Powkrs:
Energy Absorption: 6
Gravily Increase: 24

SkiLLs:
Vehicles: 4

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

MomivaTion: Unwanted Power
WEALTH: Affluent

Jos: Legionnaire

RACE: Human

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, Thom 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 Thom additional
powers.

With these new powers, he felt he
belonged in the Legion and wasswiftly
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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
Boywas sent in as a one-man infiltra-
tor, because at that time he was the

of Gravity
the entire

building. Thi
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 alonger period of refining his
single power of Gravity Increase
before he could return to active
membership.

Shortly thereafter he met Dream
Girl and fel! in love with her at first
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 l.egion when Brain-
iac5 provedthat Star Boy could have
used his power toincapacitate 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,
Thom 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 first 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 membershipin
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 captured by radicals from Imsk,
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 tothoseof active
Legionnaires).

For along time shewas imprisoned
in a sens-tank, which induced a state
of totalsensory 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 aliasSaly 1yigby

DEX: v\ T STR: 4 Boby: 5
INT: 7 WiLL: 6 Mminp: 5
INFL: 3 Aura: 4 SeiriT: 4

IntTiaTive: 17 (22) HeEro Points: 6

'POWERS:

Shrinking: 30
SKiLLs:

Martial Artist: 5, Vehicles: 4
MorivaTien: Upholding the Good
WEALTH: Affluent
Jo: Legionnaire
RacE: Humanoid

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

Afterward she blamed Duplicate
Boyfor not recognizing the imposter.

TheDuplicateBoyhad 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 alias Dirk Morgna

Dex: 5 STR: 4 Boby: 5
INT: 7 WiL: 6 Minp: 4 '
INF: 3 Aura: 3 SPIRIT: 3

INiTIATIVE: 15 Hero Pomts: 75

Pewirs:
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

WEALTH: Aftluent
JoR: 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 fired 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.

encycionedia gaacg;,

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 Legionnaires. At the same
time he has proBably led the most

fatlgue some yearsiago.

Dr. Regulus has reappeared as a
major villain, complete with arti-
ficially-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
isknown to frequentmanyofthebest
hotels and restaurants on Earth.

His recent flirtations include Sci-
ence Police Officer GiGi Cusimano
and Shrinking Violet,butbased on his
past experience it is unlikely that he
will allow himselfto 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-
lytobenearthe 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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huck was working as an
errand hoy for a famous
scientist in Metropolis
when he made an absent-
minded mistake that changed his life.

Stopping off to watch a robot-glad-
iatorial exhibition, he accidentally
drank a plastic fluid he was carrying
instead of a drink he had just pur-
chased. Thefluid radically altered his
physique, giving him the power to
inJate himself into a spongy, almost
rotund shape that could bounce and
ricochet without doing any harm to
himself’

Taking the name Bouncing Boy, he
considered using his new-found pow-
ers in the entertainment industiy,
but decided that it was more impor-
tant to use them for good than for
profit.

He sought membership in the Le-
gion at one of their periodic open
calls, butwasrejected. and even when

the training system was initiated, he
was rejected again.

He was finally accepted when he
proved his worth by defeating an
clectrical villain.

Bouncing Boy became the self-ap-
pointed Leg,non ‘morale officer,” never
taking Aisdimited powers or himself
100 se:‘ighﬂ‘,despne havmg'_"s much
or more u‘m;.,othanman}fmemberq
of the Legion.,

He also togk an early‘ro!e in shap-
ing the training proéess for Legion
applicants in“the yearq before the
establishment of the Legion Academy.

Besides their inherent limitations,
Bouncing Boy’s powers seem to be
peculiarly vulnerable to elimination.

An accidental exposureto a matter-
shrinking ray took away his powers
and made him the first Legionnaire
forced to resign, creating the more
formal version of the Legion reserve.

Computo briefly restored Bouncing

|BOUNCING BOY atias chuck Taine— Reserve

Dex: 10 STR: 3 Bopy: 5
INT: 5 WiLL: 5 Minp: 3
INFL: 3 Aura: 3 SpriT: 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.
Arobatics: Can only be used with
Jumping.
MoTivarion: Thrill of Adventure
WEALTH: Affluent
JoB: Legion Instructor

RAcE: Human

Boy's powers, and later on one of Evil-
lo’s henchmen did so on a more last-
ing basis.

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

Chuck then proposed to Duo Dam-
sel, and they were married, leaving
the Legion together to become colo-
nists on Wondril 1X .

Bouncing Boy had regained 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
royaities for a Bouncing Boy toy.

The couple have no children as of
yet.



M.N‘E L atices terr cianet

Dex: 25 Str: 48 Bopy: 37
In: 12 WiLL, 22 Minp: 15
InFi: 10 Aura: 8 SeiriT: 4
IniTIATIVE: 47 HeERrRO PoinTss: 120

Honal Hearing: 10
SR T

L)
Super Hearing: T€
Systemic Antidote: 20™

Telescopic Vision: 15 “

Thermal Vision: 15, X-Ray Vision:
SKILLS:

Gadgetry: 9, Medicine: 9, Scientist: 10
EQuipmENT:

Super Uniform:

(DEX: 0, STR: 0, BODY: 20)

Uses: 4, Duration: 26, Skin Armor: 10
MotivaTiON: Upholding the Good
WEALTH: Affluent
Jos: Legionnaire

Rack: Normal Humanoid

ar Gand was born on the
planet Daxam in the20th
century, a world whose
inhabitants had either
come from Krypton, colonized Kryp-
ton, or had come from common an-
cestry with the Kryptonians.
Mon-Elwas 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 ashortened form of Monday, the
day on which Lar arrived on Earth.
Mon-El's memory retur.ied when
he was exposed tolead, 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
amillennium. 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
nable 1to "ge brief-

Q, v St
gigantic/Lex Luthor iroboet and was
made an hongraryilegionnaire.

Before the *\ﬁabte wore off, Mon-

Elwas able tgy

Y

Saturn Girl's if ended sacrifice again-
st Zaryan the €priqueror (see Saturn
Girl). '

Brainiac 5 then took on the re-
search project and discovered that
theaddition of Kryptonite 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 hisown
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-Elis among the most scientifi-
cally skilled Legionnaires, specializ-
ing in biotechnology and engineering.

His principal hobbyis 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-

28

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).

Hearingof 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

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 piiS'Cholpgical 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.

MATTER-EATER LAD atias rensitkem |

DEx: 5 Sre: 4 Bopy: 5
INT: 6 Wi: 5 MiND: 5
INFPL: 4 Aura: 3 Semit: 4
INITIATIVE: 15 Hero Poinvts: 40

PowEgs:
Acid: 35

SKiLLs:
Charisma/Persuasion: 4

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

MorivaTion: Upholding the Good
WealIH: Afftuent

Jos: Politician/ Legion Reservist
Rack: 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
physically 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 atop contender for president of
his planet.



ELEMENT LAD aiias Jan Arvah

Dex: 6 S8 : ‘
In:: 9 Wi 6  Mmo: 5|f
InF: 4 Auras 3 SpriT: 3

INITIATIVE: 19
PowERsS:
Transmutation: 19

SKILLS:
Vehicles/Space: 5

ConNEcTIONS: SP (high-level)
MoTivaTiON: Upholding the Good
WEALTH: Affluent

Jos: Legionnaire

RaACE: 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 nativesrefused, so
Roxxas murdered the entire popu-
lation.

After this, Jan fled to Earth to try
and join the legendary Legion of Super-
Heroes.

Keeping his identity and powers
secret from everyone but Saturn Girl,

Boov: 5 |f0

Hero Ponts: 70 |

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 EkementsLad

Element-ﬁ‘a&ha&& n }Qted him-
self totall&%&‘thkiﬁ. ion,
Having mi fan mﬁ*m‘ﬁSUWng

friends, tne{.pglon is all he has.

When hé'qmlally became involved
with a womaﬁ’ it was Shvaughn Erin,
the Science Police officer serving as
liaison with the Legion.

Having the least experience out-
sidethe Legion, Element Lad isone of
the most absolute Legionnaires, an
idealist despite the terrors of his

childhood.

Oneoutletfor his energies hasbeen
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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ylawas with her twin bro-

ther Garth (Lightning

Lad) and older brother

Mekt (Lightning Lord)
when their ship crashed on Korbal.
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\ﬂpema 8alactjp,
LIGHTNING LASS

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 havmg
themstemporarily expelled. s

nghtnmg Lass was among thls
group,, and Dream Girl used Nalto-
rian sglencg to apparently destroy
nghtnmg ‘Lass’ powers! in ¢
have her expelled. In fact, ‘the ex-

plosion had transformed the light-

ning powers into an ability to reduce
the force of gravity. Because her pow-
ers changed, Lightning Lass was
abletorejoin 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 atias Ayta Ranzz :
Dex: 6 St 3 Booy: 5
INm. 6 W 6  Mmp: 5
INFL: 4 Aura: 4 SpiriT: 4
INTiATIVE: 16 (19)  HEro PoinTs: 60
Powers:

(As Lightning Lass) Energy
Absorption: 11, 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
WEeaLTH: Affluent
JoB: Legionnaire
RACE: Human

leave the Legion with her.

After aperiod 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
hetried to kill her. The jolt of hisown
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 NVat

Dex: 7 STR: 3 Booy: 4
INT: 7 WiLt: 10 Minp: 10
INFL: 8 AUra: 6 Spirir: 6

IniTIATIVE: 22 (29) HEero 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 sub ject to
determine their future.

CoNNECTIONS: Naltorian Council of Seers
(high-level)

MoTivaTion: Upholding the Good

WEALTH: Multimillionaire

Jon: Legionnaire

RACE: Human

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

e“wg\gpedia galact,'c‘?
DREAM GIRL

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 the seven she saw

Terious whe .
girl were given ho-gble discharges.

- Upon revealing identity after
freeing her sister, tfWle 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 he
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 of Naltor, 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
birthritesbyher 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

encyclopedia galacy;e.
SENSOR GIRL

than a court of powerful lords.

Eventually Projectra and Karate
Kid becomeinvolved 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 abrief usurpation
attempt by her cousin Pharoxx, at
Hagga’'s instigation.

She took VaLArmorr (Karate Kid)
as her conSort, but the reign was not
destined to
returning from th eymoon they
discovered Orando ‘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
theywere 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
byProjectra, while Orando wasdevas-
tated.

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

SENSOR GIRL atins Arincess Projactra

Dex: 6 STR: 4 Booy: 4
INT: 6 Wi 9 Mminp: 5
InF: 10 AURA: 8 SeiriT: 8
INntTiaTIVE: 22 (26)  HEero PoinTs: 75

PowERs:
Mystic Link: Directional Hearing: 12,
Extended Hearing: 12, Full Vision: 12,
Illusions: 16, Microscopic Vision: 12,
Passive Sonar: 12, Super Hearing: 12,
Telescopic Vision: 12, Thermal Vision:
12, Truesight: 12, X-Ray Vision: 12
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)
Jog: 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 Royai 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 atias Andvew Notan— Dereased

Dex: 8 Str: 4/25* Bobpy: 5/15*

INT: & WiLL: 6 MinD: 4

INFL: 4 AURA: 4 SeiriT: 3

INITIATIVE: 17 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.

MorivaTioN. Unwanted Power
WEeALTH: Affluent
JoB: Legionnaire
Race: Human (disfigured)

ndrew Nolan has the

mutant ability to change
A 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 ofbeing 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 avariety
of missions, which have never been
chronicled.

encycionedia galactjn,
FERRO LAD

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 UP. l;_ecruned five of the
most po%véi;ﬂil‘vﬂlams in the cosmos

came the Fatal Five), the

was st Aihstoppable. The

only hope | 'be:an absorba-

tron bomb %?mgnei‘ﬂy Tharok that,

when carné’(f‘to theeore of the crea-

ture and det‘@hateéi-mould 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
peripherallyinvolved 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-
ouslyshut off and the Controller him-
self died of a heart attack.

Some Legionnaires, especially Prin-
cess Projectra, considered theseoccur-
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 5was able to send
him to a universe where Douglas re-
placed his brother in the Legion.
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[KARATE KID

al Armorr was the son of
arch-villain Kirau Nezu-

v mi, the so-called Black

Dragon, and Valentina

Armorr.

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 first Khund invasion.

During this invasion it became ob-
vious that a Legionnaire was a trai-
tor. At first 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 fgll m love, but as a
commoner, hé"* as deen
the thronelbe rando

R, -

Their happmess was very short, as
no sooner had they filed for their
resignations from the Legion andgone
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 atias va Armorr—Deceased

Dex: 11 STR: 5 Bopby: 6
INT: 5 WiLL: 10 Minp: 7
INnFL: 4 Aura: 4 SPIRIT: 5
InmiaTive: 20 (40)  HeroPoimnis: 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

Rack: 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-
tionalupon 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-
filled 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.



St 3 Bony:
Wit 6 Minp:
Aura: 4 SPIRIT:

(23) Hero Ponts: 75

atest in the long line of
heroes and heroines from
Talok VIII, Tasmia Mallor
and her cousin Grev,
known later as Shadow l.ad, gained
their powers in a cave set aside by
their family. Within it, they were ex-
posed to a black cloud that inte-
racted with their genetic heritage
and gave them the ability to project a
field of gaseous-like, impenetrable
darkness that even native Talokians
(who all possess the ability to see in
darkness), cannot see through.

As the elder of the two, Tasmia took
on the role of Talok VIII champion,
leaving Grev to wonder why for the
first time in their family’s history two
members of the same generation
gained power from the cloud.

The answer becameclear two years

| ADW LASS

L ¥

'h

later when the Fatal Five conquered
Talok VIII. Shadow Lass, as Tasmia
called herself, was on a mission off-
planet. She led the Legion back to
battle the villains, and in the ensuing
confrontation, Shadow Lass fell in
love with Brainiat- 5 and cast her lot
with the lLeg car him.

the first to win
bat withouts ]

testing.

Shadow l.ad became the champion
of Talock 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

even noticed by the subject of her
affecrions. Within a short period of
time she was attracted to Mon El
instead.

Her lightness and self-confidence
balanced the ghosts in his soul. and
the two have been acouple ever since.

Before joining the legion, Tasmia
was trained in the martial arts by her
mother and is an accomplished hand-
to-hand fighter. She is always ready
to strike out on her own on lLegion
missions despite Mon-El's occasional
unsuccessful and unnecessary at-
tempts to protect her.

She gets along well with all of the
l.egionnaires with the possible excep
tion of Timber Wolf who she consi-
ders relatively ignorant. and weak.
She and Phantom Girl are close
friends.
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CHEMICAL KING

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, Invisible
Kid, and Bouncing Boy, and speed up
the decay of most every object (Cell
Rot). He also can neutralize chem-
ical/biochemical-based limitations
and vulnerabilities, such as Super-
boy’s vulnerability to Kryptonite
(handicaps have an OV/RV of 30).
The RAPs are the length of time the
handicap is neutralized.

Condo Arlik wasa mutant, bornon
therelatively isolated colony world of
Phlon.

His powers required constant medi-
calattention from thetimetheymani-

fested in puberty. As aresult, 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
wastaught how touse hispowersasa
hero, how not tolet 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 aresult of his performance
with fellow-infiltrator 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 KIN G atias Omdo Artib=rervasd

DEx: 5 S1R: 4 Booy: 4

Int: 7 W 7 Mixp: 5

Int: 4 Aura: 3 Semiry: 4

INTiative: 16 (20)  Hero Points: 55
Powens:

Bio-Energy Blast: 8, Cell Rot: 55,
Energy Absorption: 17, Neutralize: 20
SKiLs:
Martial Artist: 4, Vehicles: 3
LIMITATIONS:
Cell Rot does not affect human flesh
Cell Rot has AV of 15
Cell Rot and Neutralize have ranges of
6 APs
MotivAaTION: Unwanted Powers
WeaLTh: Affluent
Jon Legionnaire

RACE: 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 use
against his opponents. Both effects
drastically increased his metabolic
decline, however, and were barely
used.

Chemical King's last casewas when
the L.egion was called in to stop Aus-
tralian governor Deregon, in league
with the Dark Circle, from triggering
World War VIL [nitially only on the
mission to stabilize the hyperspace
comm beam Deregon was using to
contact his masters, Chemical King
was forced toenter 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
powersphere imploded, but Chemical
King died from the massive amount
of radioactivity he absorbed.



~ WeaLTH: Affluent
JoB: Legionnaire

TIMBER WOL.F alias Brin Londn

Dex: 15 Str 34  Bopy: 20
INT: 4 Wi: 6 Minp: 4
InFL: 4 Aura: 3 SeriT: 3
INTiaTive: 23 (31) © Hero Points: 75
Powers:

Danger Sense: 18, Running: 6
SKILLS:

Acrobatics: 12
Charisma/Interrogation and Intimida-
tion: 5

Martial Artist/Attack Advantage and
Taking a Blow: 8 i
Military Science/Tracking: 9
Thief/Stealth: 9

- MoTmivaTioN: Unwanted Power

Race: Human

rin Londo was an ordi-

nary boy on the low-tech

planet of Zoon, where his

father was ahigh-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, asits 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 wasabletomanipu-
late Brin into believingthat hewasan
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
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TIMBER WOLF

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 asone
of its first trainees, and he was se-
lected from there, along with his
roommate iealKing, toinfiltrate
the LSV. ;

Taking the
proved his abill
into the Legic?  af
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 wereenhanced
along with other somewhat animalis-
tic qualities by the Zuunite 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 systembeing
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

WILDFIRE

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. .

took the nam}b lldl >

Wildfire has been 1aned with the
Legion Academy sincéjoining 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

WILDFIRE atias Drake Burroughs

Dex:’ 14 Str: 35

INT: 6 Wi 4

In: 3 Aura: 3 -
INITIATIVE: 23 Hero PoinTs: 95

ITATIONS:
Wildfire is permanently Dispersed and
hands, and speak— :

for some time.

Wildfire served as the tenth Legion
leader, a particularly tumultuous
termthatincluded 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’soriginalcontainment
suit and the additionalduplicate pow-
ers it can provide Drake with still
exist Drake rarely uses them, as the
chancesofthesuitbeingdestroyed in
a non-emergency situation are too
great to justify its use in normal
situations.

Brainiac 5 has toyed with anumber
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 atias Troy stewart—Reserve/Retired

Dex: 5 S'tr: 4 Boby: 5
InT: 5 WiLL: 6 MinD: 5
INFL: 5 AURA: 4 SeiriT: 4
INITIATIVE: 15 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 Tyroc
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

JoB: Legionnaire/Champion of Marzal
RACE: Human

n the 16th century, on
one of the alternate
Earths destroyed in CRI-
SIS, acargoofslavesbeing

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

encyc\onedia galacg,

physical location.

The Marzallians discovered that
their home was amigrantislandsitu-
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,stillin Limbo,was besieged by
an extradimensionaldemon. 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
himselfthe Champion of Marzal, using
the name of Tyroc, a word meaning
Scream of the Devil.

Seven yearslater,Marzal appeared
on Earth-1 and shortlythereafterTroy
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encountered the Legion. Remember-
ingtales of the prejudices that Marzal
had met with in the past, he was at
first inordinately suspicious and bit-
ter towards the Legion but he ulti-
mately decided to join the team.

His membershipwas destined to be
short-lived, however,ashe 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 thatitwasreturningto
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 willbe in 200
years, with the destruction and re-
combination of parallel Earths dur-
ing CRISIS is not yet known
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“awnstar was born on
Starhaven, a planet near
the heart of the galactic
core settled by Amerinds

om Earth.

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

The child of Moonwalker and Mist-
Rider, Dawnstar put her powers to
use as guide, tracker, and bounty
hunter to raise funds for the defense
of Starhaven 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.
Althaugh she originally possessed
doubts about the effectiveness of he-
roes (being tutored by Wildfire), she
realized the virtues of teamwork and
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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 t the Plunderers.

Dawnstar remams somewhat aloof
from the other, Le@pnna:res although
she developed’ «i*}:rush on Wildfire,
which oﬁfe%&s@'ﬁémﬁ}ﬁmed on apla-

tonic level w {;

She recently rqached the age of
maturity at whichirher people go on a
search for their mates but the ambig-
uous signs she got on the quest could
have indicated that 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

‘c

L A e N s KLU
DAWNSTAR
Dex: 15  Sm: 4 Boby: 6
Int: © 5 Wi 7  Mwp: 7
InFL: 6 Aura: b SPIR‘IT &
INiTiaTIvE: 26 (30) Hero Points: 65

tist: 4

t 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 Lim-
itation (need to roll a 5 or more on
2D10), anytime she attempts to use it.
MortivaTion: Responsibility of Power
Wearth: Affluent
Jos: 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 Wildfire, 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 itsseemingloss from time to time
is always a matter of utmost concern
for her.



2 Str: = 30 Boby: 35
Int: 5 WL b Mmp: 8
: Aura: 4 SeiriT; 4
13 Hgero Poinrs: 45
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Density Increase: 10
Engergy Absorption: 30
Invulnerability: 34
Iron Will: 10, Sealed Systems: 15
Telepathy: 10

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.
B 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.

Aseries 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-

lok is a member of a spe-
cies of sentient rock be-

MoTivATION: Upholding the Good
WeaALTH: Affluent

JoB: Legionnaire

RACE: Alien

Assassins (LSA).

The LSA was eventually defeated
and imprisoned, but the brainwash-
ing had never had a full effect on
Blok’s alien silicon-structured brain.

When the Legion and the Fatal Five

Man lumself Blok,
E .ts about

its first régormed and { its most
visible aliends.  © &*'
- ¥
Blok’s peop "évﬁe of the few

silicon-based life
and the only sentient ones.

Blok’s race is a long-lived one that
possesses a great deal of patience and
curiosity. He is known to spend hours
watching holo-tapes of old Legion
adventures and seems particularly

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 alife 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’sinstructions, he
is by no means as slow-witted as he
sometimes appears.



INVISIBLE KID I

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 Foc-
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

Brainiac 5's multi-lab for study. Tak-
ingit, 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 was during the Great
Darkness, when E cgnfronted the
mind-shatte of Darkseid,
and that was n btained a dis-
tinctive whit e his hair.

His perma& t ership in the
Legion EspidnagaiSquad (LES) was
readily confirmed,although 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.

lNVISlBLE KID 11 alias Jacques Foceart

DEX:::'5 SIR: g Boov: 4|
INT: 5 WiL: 5 Minp: 4
INe: 5 Avra: 4 SpRIT: §
INTIATIVE: 15 HEero PoinTs: 45
PoweERs:

Invisibility: 13

SKiLLS:

Detective; §

LiMITATIONS:

Major Fear Limitation: Fear of entering
Killing Combat

MotivATION: Responsibility of Power
WEALTH: Affluent

Jon: Legionnaire

Race: Human

He gets along well with all of the
Legionnaires, and his distinctive
French accent adds a flair to the
group. He is highly observant and
seems topick 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 atias Mysn

Dex: 5 Str: 2 Bopy: 3
InT: 9 Wi 7 Minp: 6
InFL: 12 Aura: 15 SpiriT: 12

IntmiaTive: 14 (17) Hero Points: 50

PowtRs:
(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, Comnprehend l.an-
guages: 11, Damage Transference: 7,
Darkness: 9, Empathy: 4, Eyc of the
Cat: 6, Flame Control: 3, Flame Immun
ity: 5, Flame Project: 5, Flash: 9, Flight:
6, Fog: 10, Hypersensitive Touch: 4
Hypnotism: 7, llusion: 6, Invisibility: 5,
Joined: 7, L.ife Sense: 11, 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, Sus-
pension: 6, Systemic Antidote: 5, Tele-
portation: 13, True Sight: 12, Weather
Control: 9

SkiLLs:
Occultism: 9, Scholar: 10
(Mysticism/Magic)
LIMITATIONS:
See Below
MomivaTion: Upholding the Good
WEALTH: Affluent

Jos: Legionnaire

RACE: Human

he White Witch was born
the younger daughter of
the High Seer of Naltor,
but was one of the rare
Naltorians to have no gift whatsoever
for precognition. 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

ancyclopedia 8alactip.,
WHITE WITCH

Note: The White Witch obtains her spe-
cial powers through study and prepara-
tion. As a result of this, she can only have
up to four special powers, and can only
use cach one once before having to re-
learn it. Relearning four powers takes 12
APs of 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 tg €ause hert yfai
test and be‘expelled frorr
ting her m‘f‘a paththatled

tion by Eu]lio

Evillo vf ‘at attempting
to form a [

Making use ak state that

Mordru had left
to transform her lnto 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 studies.

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 aresult, she played
a major role in the Master of Dark-
ness’ defeat.

Shortly after, she was invited to
Jjoin the Legion.
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POLAR BOY

rek Bannin, like all natives
of the planet Tharr, pos-
sessed the ability to pro-
ject intense cold from

birth.

Brek’sworld was savedbythe Legion-
ires in one of their first adventures,
which inspired him to make the iong
journey to Earth and apply for mem-
bership. Unfortunately, Polar Boy, as
he called himself, was under the min-
imum agelimit 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 Subswerein fact able tosecret-
ly aid the Legion on several occasions,
but the fact of their existence was
eventually revealed.

With agoodtrackrecord,the Legion-
naires found reason to accept the

i It to aid the

secondary
€s or trivial

offshoots of
cases. A

Finally, the‘?@_' I
to disband. e
" While the other memberswent 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.

mutuallydecided

POLAR BOY atias #irek Bannin

Dex: 6 STR: 4 Bopy: &
INT: 7 WL 5  Mip: 4
INFL: 3 Aura: 4 Spmiv. 3
INITIATIVE: 16 HEero Points: 55

Powkrs:
Flame Immunity: 16, Ice Production:
13

SKiLLs:
Charisma/Interrogation and Persua-
sion: 5, Vehicles: 5
MoTivaTion: Upholding the Good
WEALTH: Affluent
Jos: 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),buthis powers stillmake
him a formidable opponent.



MAGNET[C KID aliws Pot Krinn

Dex: 5 STR: 4 Bopv: 5
INT: 5 WiLL: 5 Minp: 5
InFL: 4 Aura: 3 SpiriT: 4
INTIATIVE: 14 Hero Points: 40
POWERS:

Magnetic Control: 12

SKiLLS:

Martial Artist: 3, Vehicles: 3

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

MoTivaTiON: Responsibility of Power
WeavLTh: Affluent

Jos: Legionnaire

RACE: Human

olKrinn was aware of the
Legion when he was a

very young child, and his

older brother Rokk

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 fireballing incident, a
30th century equivalent of the old

MAGNETIC KID

o

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 erime, and to decide that it wasup
 tothose who can do something about
‘the'universe’s ills to take a stand:
Applyingto the Legion Academy,
mmediately accepted and
trained in ‘the development of his
magnetic powers, takingthe 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 lLegion’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
relationto the criminal Magnetic Kid.
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ellus comes from a large,
watery world where the
atmophere 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

e“g\;c\opedia galactip.,
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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 L.egion 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 Tellus, 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-

TELLUS altas Ganglios

Dex: 4 STR: 6 Bopv: 8
INT: 10 WiLL: 9 Minp: 10
INFL: 3 Aura: 3 SPirIT: 4
INITIATIVE: 17 Hero Points: 45

Powers:

Mind Probe: 11, Telekinesis: 7

Telepathy: 21, Water Freedom: 5
SKILLS:

Vehicles: 4
EQuirMENT: Life Support Device

(DEX: 0, STR: 0, BODY: 12)

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. (For game me-
chanics see Staying Underwater,PM,
pg. 25.)
MoTmivaTioN: 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 hislackof knowledge of
human/humanoid social graces. Des-
pite his limitaions, or perhaps be-
cause ofthem, heistotallydevotedto
the Legion and his own part in fight-
ing evil.



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 describeditself) 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-
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lowed a group of test-candidates, led
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, although Brainiac 5 has at
least verified that Quisletis a sentient
being, albeit one more closely related
to energy than!mnatter, 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

QUISLET

Dex: 12 Str: 0 Bopy: 1
InT: 5) Wi 3 Minn: 10
InfL; 3 Aura: 2 Seirir: 4
InrriaTivie: 20 Hero Points: 65

Pow

IT: '

ition Vehicle

0, STR: 2, BODY: 11)

Ises: |, Duration: 26, Flight: 5

Sealed Systems: 26. Thermal Vision: 5

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

VULNERABILITIES:
Quislet cannot survive outside of his
exptoration vessel for any period of
time greater than 0 AP unless he is
“possessing” a solid object.

MorivaTion: 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
toseparate personalequip-
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 wasneverintended to give them
an edge over thevillains of their time
nor to enhance their powers. It is
mostsimplythosedevices thatenable
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,identificationand 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 thering’s SOS transmission and
tracking beam.

Originally the ringwas 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 knownbya 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-pro jectors, such as Lightnir
Lad and Sun Boy, can use their pov
ers through the suit with no redu
tion in capability. On the other han
directed powers from an outsid
source can permeate the suit equall
well, so the suit provides no protec
tion from such energies.

The transuit can filter oxygen frot
almost any atmosphere, as well 3
frec-floating hydrogen atoms in avac
uum. The suit is usually stored in
small %" by %" capsule that can b
sewn into one’s clothing. This capsul
also contains a small sensor. Upo:
exposure to a hostile environmeni
the capsule instantly releases the suit
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
lus and Quislet, do not use transuits
while Brainiac 5 prefers to rely on hi;
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 the
instant-expansion capability), pat
ented by Brainiac 5,isavailableto law
enforcement agencies and other plane:
taryorganizations, while a third mod
el (Sealed Systems: 15, without the
expansion capability) is available tc
the general public.

TELEPATHIC EAR PLUG

BODY: 3, provides Super Ventrilo
quism: 11, Telepathy: 2, Neutralize o
25 (under certain circumstances. Se¢
below.)

Another pieceof equipment devisec
by Brainiac 5, is the ear plug, which
can easily be inserted in the “ears” o



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
arange 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 1 AP of time to
position the ear plugs correctly on a
willing or unconscious target.

AllLegion 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, allow-
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
(clothesincluded), 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 definitely not avail-
able to the general public.

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

Although not actually a piece of
equipment, Inerton iscommonly 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
onlyin 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 useby governments, asitis prohib-
itively expensive to produce in any
quantity.
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iven the vast power of the
Legionnaires,itisnatural
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 human 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. Instead it is the situations
that surround them.

Design a strong story or scenario
and these charactersbecome 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 first suggestion is particularly
importantwhen 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-
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nents class, who can be too easily
defeated if outnumbered or outpow-
ered by heroes.

Emphasis should be on having a
master plan, as few villains run
around the universe 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-
berthat 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. Forinstance, Lightning Lord
is listed individually due to his impor-
tanceasasingularvillain,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 wvillatnous acts, are primarily
neutral.

ABSORBANCY BOY

Dex: 5 STr: 3 Boby: 4
InT: 5 Wi 2 Minp: 3
InFL: 4 AURA: 2 SeiriT: 3
INITIATIVE: 14 Hero Points: 30
POWERS:

Adaptation: 80

LIMITATIONS:

See below

MorrivaTion: Thrill Seeker
WEALTH: Comfortable
JoB: 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, AbsorbancyBoy 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 atias xan
Dex: 13 STR: 25 Boby: 19
In: 13 WiL: 15 Minp: 15
INFL: 10 AURA: 8 SpirIT: 4

Hero Points: 75

INrTIATIVE: 36

Poweras:
Absorption Field: 6, Acid: 70
Directional Hearing: 10, Dispersal: 35,
Energy Absorption: 8
Extended Hearing: 10
Flame Immunity: 28
Flame Projection: 15
Flash: 31, Flight: 44
Gravity Increase: 24, Growth: 15
Heat Vision: 28, Hypnotism: {7
Invisibility: 15, Invulnerability: 46
Iron Will: 5, Lightning: 20
Magnetic Control: 20, Jumping: 9
Microscopic Vision: 15, Mind Blast: 7
Mind Probe: 15, Omni-Arm: 13
Recall: 25, Sealed Systems: 20
Shape Change: 12, Shrinking: 30
Split: 3, Stretching: 5, Super Breath: 18
Super Hearing: 10, Superspeed: 23
Systemic Antidote: 20, Telepathy: 20
Telescopic Vision: 15
Thermal Vision: 15, Transmutation: 19
X-Ray Vision: 20

SkiL1Ls:
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.

MorivAaTION: Psychopathic

WEALTH: Millionaire

JoB: NA

RAcE: 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 of the Superman Museum,
JoeMeach, thosesame powers. Meach
had gained power from the duplicate
statuettes once before and Xan dupli-
cated the lightning strike to do so
again,but Meach eventuallysacrificed
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 (Amalgamax,
as he called himself). His time-travel
equipment was never found.

BENN PARES

Dex: 9 St: 3 Bopby: 4
Inr: 7 Wi: 4 MiNp: 5
InFL: 4 AUrRA: 3 SeiriT: 3

ImTiaTIVE: 20 Hero Points: 85

PowkRrs:
Teleportation: 9

SKiLLs:
Detective: 3, Gadgetry: 12,
Spy/Coding and Connoisseur: 7

EqQuirveENT:
7 BCD Omni-Gadgets: 8 APs

MorivaTION: Thrill Seeker
WEALTH: Millionaire
Jos: Professional Thief

escaped from Takron-Galtos at this’

time,

BOUNTY

Dex: 8 Str: 5 Bopy: 6
INT: 6 Wi.: 4 Mmp: 4
I 3 AUura: 3 SpriT: 3

InmiaTive: 17 (22) Hero Points:

SkiLLs:
Charisma: 8,
Detective/Clue Analysis ID 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

MorivaTION: Mercenary

WEALTH: Affluent

JOB: Professional Bounty Hunter

RaAce: 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 alongstayat Takron-Galtos.

S 2 Bopby: 3
WiL.: 4 Minp: 3
Aura: 3 SpiriT: 2

13 Hero Points: 25

- Dex: 4
INT: 5
INFL: 4

only be used to

id subsequent feelings of
\d concern) with

al hate among

ge of her power is line-

1l of the time, and only

WEALTH: Struggling
JoB: NA
RACE: Exotic Humanoid

Charma was orphaned in a series
of food riots on her home planet. She
wassent to an orphanage, where the
headmistress called in Grimbor the
Chainsman to come up with awayto
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 Kkilled by her fellow
inmates.

COMMAND KID

Dex: 5 STr: 4 Bopoy: 5
INT: 7 WiL: 10 Minp: 8
INFL: 12 Aura: 13 SpiriT: 12

Hero Points: 40

INITIATIVE: 24

Powkrs:
Illusions: 18

LIMITATIONS:
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
WEeALTH: Comfortable
JoB: NA

RAceE: 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 S1r: 1 Bopy: 1
IN: 23 W 18  Minp: 30
INFL: 2 AURA: 2 SpiriT: 30
INITiATIVE: 47 Hero Points: 95

Powers:

Bio-Energy Blast: 43, Control: 10
SkiLLs:

(° linked) Gadgetry*: 23, Scientist*: 23



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

Jos: Currently major-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 5incorporated similar circuitryin
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-
cuitryin 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 thefollowing statis-
tics:
Dex: 8 Str:12 BoDY: 18
INT: 3 INITIATIVE: 12
Possesses Lightning: 14 Range: Touch

DAGON THE AVENGER uacia « wezit vondor

DEx: 5 Stv 2  Bopv. 5
Ist; 9 Wi 5 Mine: 4
INFL: 3 AURA: 2 SpRIT: 2

INmATIVE: 17 HEero Points: 50

SKiLLs:
Gadgetry: 10

EQUIPMENT:
Attack Suit:
(DEX: 0, STR: 7, BODY: 16 Uses: 2, Du-
ration: 16), Lightning: 14
Flechette Wrist Shooters:
(AV:7,EV:8, Ammo: 10
Range: 0-2/3-4/5)

MoTivaTiON: Psychopathic

WEALTH: Comfortable

JoB: NA

RACE: Human

When R.J. Brande’s wealth wasem-
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’sinvolvement with them, had
been the true reason behind Brande's
loss offunds. Breakinginto top secret
computer files 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
themwith 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.
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THE DARK CIRCLE

he Dark Circle is an al-

liance of individuals of

diverse and mysterious

origins, joined together
with the motivation of power lust. It
istheorized by the Science Police that
the group’'s history stretches back
several centuries and across several
worlds.

The Dark Circle originally appeared
tobe an alliance of five 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 Karth and the United Plan-
ets, but most of their acts are covert.

ONTIIR

DEx. 5 S'r: 5 Booy: 6
InT: 5 WiL: 6 Minp: 5
InvL: 3 Auvra: 2 Spwrir: 2
INnmiaTiVE: 13 Hero Points: 45
SKILLS:

Detective/1D Systems, Law and Police
Procedures: 5, Weaponry/Firearms: 5
MoTivaTioN: Power Lust
WeaLTH: NA
Jos: 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, ifeither, wastheorigin-
al, although the SP officer clone was
killed by SP Chief Zendak. Ontiir is
potentially one of the most treacher-
ousfoesthe 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 Sm 2  Bopv: 3
INT: 12 Wi 8 Mino: 6
INFL: 6 Aura: 6 SeiriT: - 5
INmIATIVE: 22 Hero Points: 30

SKiLLs:
Gadgetry: 16, Scholar (Genetics): 23
Scientist: 19

MorvaTion: Power Lust
WEA1.TH: Billionaire
Jos: 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 "1 18t & 13 ** :Bapy: {3
liIn: 65 Wi 3  Mmp: 3
JIInF: 3 Aura: 2 Spwir: 2
|UnmiaTive: 12 Hero Points: 40

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

MOTIVATION: Power Lust

WEeaLTH: Millionaire
(as Australian Governor)

Jou: Double Agent
RACE: Hluman

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 wasdefeatedby
the Legionnaires and captured. Dur-
ing the battle with the Legionnaires,
he killed Chemical King.

DARK CIRCLE SOLDIER

Dex: 4 S1r: 4 Bovy: 5
INT: 2 WL 4 Minp: 3
INFL: 2 Aura: 2 SeiriT: 2
| INITIATIVE: 8 Hero Poinvts: 0
SKiLLs:

Weaponry/Firearms: 6

EQUIPMENT:

Body Suit: (DEX: 0, STR: 0, BODY: 8)
Uses: 1, Duration: 16

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

MOTIVATION:
Obedient to Dark Circle masters

WEALTH: NA
Jos: 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 found 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

Dex: 23 Srte: 18 Boby: 46
IIs1: 20 WiLL: 32 Minn: 30
llInFL: 16 Auka: 20 Seirir: 30
llInmiaTive: - 59 Hero Povts: 180

PowgRs:

Aura of Fear: 17, Continuum Control:

60, Control: 5, Invulnerability: 38, Life

Sense: 19, Mind Blast: 18, Mind Probe:

20, Object Awareness: 32, Sealed Sys-

tem: 18, Skin Armor: 15, Suspension:

32, Telepathy: 32, Truesight: 18, Warp:
SKILS:

Charisma: 15
LAMITATIONS:

Warp cannot be used to attack others.
MoTIvATION: Psychopathic (marginally)
WEALTH: NA (essentially unlimited)
JoB: NA
Ract: Strange Humanoid

NOTE: The information given here only
covers Darkseid’s history in the 30th cen-
tury. Al changes in hisStatisicsand Pow-
ers are due to the thousand vear differ-
ence in time.

In the 30th century, records of
Apokolips and its ruler, Darkscid, 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 lett a curse of darkness, growing
JSrom within, a curse he later fulfilled
by stealing Graym'’s twin without his
parents’ knowledge and transform-
ing him into the monstrosity known
as Validus.
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Darkseidis 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 Bopy: 48
INT: 4 WiLL: 22 Minp: 18
InFL: 10 Aura: 5 = SpRiT: 4
INT1AaTIVE: 42  HERro Points: 120

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

LIMITATIONS:
All of Sliper:

er-‘
RACE Artaﬁma 't~

A mockery of 1 the
greatest hero, th1
mightiest servant. Tt
when it was exposed"
nite.

“OAN"' Draset ;
Dex: 24 Str 37 Boby: 40|}
IN: 4 Wi 30 Minp: 26|
INFL: 8 Aura: 10 SeriT: 9|}

INiTIaTIVE: 36 HERO Points: 100

PowekRs:
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.
MOoTIVATION: Obedience to Darkseid
WEALTH: NA
Jos: Slave
RACE: Artificial Life Form

A mockery of one of the Guardians
ofthe Universe, possiblybased 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.

“KALIBAKf’ Deceased _
Dex: 28 'Str: 36 Bopv: 42
INt: 2. Wi 20 Mmno: 8
| INFL: '6' Aura; 4  SpmiT: 5
36 Hero Points: 80

“SHADOW WOMAN" 7

Dex: 21 Str: 28 Bopby: 35
INT: 2 WiLL: 18 Minp: 7
INFL: 7 Aura: 8 Sepirrr; 8
INITIATIVE: 30 Hero Points: 50

Powers:
Darkness: 24, Force Manipulation: 24
Flight: 20, Sealed Systems: 19
Thermal Vision: 19

MorivaTION: Obedience to Darkseid

WEALTH: NA

JoB: Slave

RAcCE: Artificial Life Form

A mockeryofLydea Mallor,Shadow
Woman was one of the early members
of her family to be champion of Talok
VIII and wield shadow powers. She

B was apparently the weakest of the

g ence It was destroyed by an accid-

entally fired blast from the ‘Orion‘
mockery.

“ORION" mcrasat

Dex: 26 St 22  Boby: 40
INT: 3 WiL: 17 Minp: 8
INFL: 7 Aura: 8 SpriT: 8

INITIATIVE: = 36 Hero Points: 60

PowERrs:
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 of Darkseid’s neme-
sis, High-father, and Darkseid was
forced to destroy it.

DOCTOR ZAXTON REGULUS

[Dex 6 Sm: 3 Boov: 8
InT: 11 WiLL: 12 MinD: 7
INFL: 4 AUrRA: 3  SpmiT: 3
INITIATIVE: 21 Hero Points: 90

PowERs:
Flame Projection: 13
Flame Immunity: 23

SKILLS:
Gadgetry: 17, Scholar (Nuclear
Physics): 9, Scientist: 15
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

I LiMiTATIONS:

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

MoOTIVATION: 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 fired and
blamed Dirk for his firing. Seeking re-
venge, Regulus used robots to beat
Dirk and left him todie 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 resuit he has con-
trived plots that tend to neutralize
Sun Boy’s superior “fire” power.

DYNAMO BOY ciias vorm

Dex: 5 STR: 3 Boby: 5
InT: 6 WiL: 4 Minn: 3
InFL: 3 AURA: 2 SpiriT: 3
INnTiIATIVE: 14 Hero Points: 40
SxiLLs:

Scientist: 6

EQUIPMENT:

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
WeaLi: NA

Jos: NA

RAcE: Normal Humanoid

Although Vorm claimed to the
Legion that he hadreceived a number
of energy-generation powers from
bombardment of ultra-dynamic ener-
g from a dynamo, in reality he had
achieved the “honor” of infiltrating
the L.egion 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 ISV defeated, he
w}?s recovered and turned over to the
SP.

7EVILLO The Devil's osen

DEx. 5 STR: 4 Booy: 4
InT: 9 WiL: 5 Minp: 7
INFL: Aura: 5 SeiriT: 5

Hero Points: 30

INITIATIVE: 19

Powkss:
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).

MorTivATION: Power Lust
WEALTH: Millionaire

Jos: NA

RACE: Strange Humanoid

A self-styled “Prince of Darkness,”
the only thing known about his origin
isthat 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 first 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 of Space. All of the
Devil's Dozen was captured and there
have been no efforts to reform the
group to date.

6 Bopy: 6

4 WiL: 4 Minp: 4
INFL: 3  Aura: 3  SeriT: 4
INITIATIVE: 156 Hero Points: 40
Powers:
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
WEeALTH: NA

JoB: NA
RACE: Exotic Humanoid

STR: ) Bopby: 5
WiL: 3 Minp: 3
AuUra: 2 SpRIT: 3
INITIATIVE: 10 Hero Points: 30
Powegrs:
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.

MoTIvVATION: Mercenary
WeaLTi: NA

Jon: NA

RACE: Normal Humanoid

Dex: 4 STR: 3 Bopy: 4 .
INT: 4 WiL: 5 Minp: 7
INFL: 5 Aura: 3 SeiriT: 3

INiTIaTiVE: 13 Hero Points: 40

Powers:
Broadcast Empathy: 13

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-
w ened todestroythe Earth,
the l.egion 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 Validus), led the
Five in severai attempts to coneuer
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
hisclone, the Dark Man), the remain-
ing four drifted apart. Recently the
Emerald Empress has begun to form
anew team with the same name.

THAROK v
Dix 14 S 5 Boov 6
I 24 WiL: 16  Mmp: 16
I 4 Auvra 3 SplriT: 3
INmATIVE: 42 Hero Points: 60
SKILLS:( *Linked)

Charisma: 8, Gadgetry*: 24,
Scholar*®: 24 (most scientific fields of
endeavor),
Scientist*: 24,
Spy/Brainwashing, Coding and Photo
I[nterpretation®: 24,
Vehicles*: 14
EQuIPMENT:
4 CD Omni-Gadgets: 18 APs
MoTIvATION: Power Lust
WeaLi: NA
Jos: NA
RACE: Artificial Life Form (Cyborg)

A petty crook of the pianet Zadron,
Tharok’s left side was accidentally
vaporized when the experimental
bomb he was stealing was detonated
byastrayshot froma 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.

~Sm® 6
Int: 21 Wui: 18 -
InFL: 6 Aura: 5 SpiriT: 7
InmiaTive: 33 Hero Points: 120

Dex: 6

Powers:

Control: 10, Iliusion: 8,

Iron Will: 5, Mind Probe: 11,

Telepathy: 6, Vampirism: 9
SKILLS: ( “Linked)

Gadgetry*: 21, Scientist*: 21,

Vehicles*: 6
EqQuirsmenT:

“Dragonbane™ (DEX: 0, STR: 25, BODY:

40, SPEED: 35,

Uses: 10, Duration: 20)
MotivaTion: Psychopathic
Wearti: NA
JoB: NA
RACE: Artificial Life Form

The Dark Man is a clone of the hu-
mantissue 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 powersto 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’splaceatthe head of
the Fatal Five. In the final showdown
between the Dark Man and the allied
Legionand Fatal Five, Tharokand his
clone threwthemselves at each other
and somehow eradicated each other
entirely.

EMERALD EMPRESS atias sana
Dex: 6 Sm: 6  Boov: 6
INm 8 Wi 8 Mmp: 7
INF:. 5 Aura: 6 SpriT: 5
InrTiATIVE: 19 Hero Points: 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.

MoOTIVATION: Power Lust
WEaLTH: Millionaire

JoB: NA

RACE: Exotic Humanoid

After discovering the Emerald Eye
of Ekron in the ruinsof that lost civili-
zation (the Eye apparently an off-
shoot of Kryptonian or Oan ances-
try), the Empress used its power to
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 ai-
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

Dex: 8 Sm: 7 Boov: 10
INT: 4 WL 6 Mmp: 7
Ine: 3  Aura: 4 SpiriT: 3

INITIATIVE: - 15 Hero Pomvts: 90

PoOWERs:
Telekinesis: 16

SKILLs:
Weaponry/Melee and Exotic: 19
EQUIPMENT:
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.

MoTivATION: 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: 11 STR: 4 Bopy: 7
INT: 4 Wie: 3 Minp: 4
INFL: 2 Aura: 3 SpIRiT: 2
INiTIATIVE: 17 Hero Points: 75

POWERS:
Bio-Energy Blast: 45,
Energy Absorption: 45

EQUIPMENT:
Environmental Suit:
(DEX: 0,STR: 0, BODY: 18,
Uses: 8, Duration: 18)
Sealed Systems: 18

LIMITATIONS:
Mano can only use 22 APs of Bio-
Energy Blast at a range of { 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: NA

JoB: NA

RACE: Strange Humanoid

A mutant born with a strange
“disintegration disc” on his right
palm,Mano destroyed hisown 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.Heis terriblylonely and iso-
lated. Nothingis known of his activi-
ties since the death of Tharok.

VALIDUS )
Dex: 8 Str: 58 Bopy: 73
INT: 1 WiLL: 25 Minp: 57
InFL: 1 Aura: 1 SpiriT: 30
InrTiaTIVE: 10 HERO Points: 160

PoweRs:
Growth: 17, Mental Blast: 26

LIMITATIONS:
Validus' Growth is always on & is
reflected in his stats

MoTIVATION: NA

WeALTH: NA

JoB: Pawn

RACE: Strange Humanoid

The twin of Graym Ranzz, taken at
birth by Darkseid and altered into a
monstrous form. Validus is not truly
evil,but merely destructive and mind-
less. Brought into the Fatal Five, he
fell under the control of Tharok, and
he hasactedas 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, Validus
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, andit would take the combined
strength of Mon-El, Superboy, and
Ultra Boy to subdue him.

Theconditions ofenchantmentor
scientific mastery that surround Vali-
dus 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
areunaware that Validus is actually
their child and Graym's brother.

FENTON PIKE

Dex: 5 STR: (5 Boby: 3
INT: 4 WiL: 4 MinD: 2
INFL: 2 AURA: 2 SeiriT: 2

INITIATIVE: 11 HEero 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
WEALTH: Struggling

Jos: NA

Rack: Human

An applicant for theSciencePolice,
Pike was rejected when mind scans
indicated he was mentally unstable.

He attempted to gain revengebyplant-
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: 11 Bopoy: 13
In: 10 Wie: 5 MinD: 4
InFL: 4 Aura: 3 SeiriT: 4
INITIATIVE: 33 (38) HEerRo PoINTs: 110

SKILLS:
Martial Artist/Attack Advantage and
Taking a Blow: 5,
Gadgetry: 20, Scholar (Bindings): 24
EqQuipMENT:
Various chains and bindings (see¢
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.

MoivaTion: Psychopathic
WEALTH: Multimillionaire
Jos: NA

Rack: 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 l.egionnaires, 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 ofthe
Earthbyencirclingitin acontracting
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 expectsto encounter.

HOLDUR

Dex:5 *50 Str: 4 *58 Boby: 5
Int: 2 WiLL: 2 Minp: 3

InFi: 3 AURA: 3 SPiRIT: 2

|UnmiaTive: 10 *55  Hero Points: 26

LiMiTATIONS:
‘The second values for DEX and STR
above apply only when Holdur attempts
to Grapple an opponent.

MoTivAaTION: Obedience to Pulsar Stargrave
WEALTH: NA

Jog: Underling to Pulsar Stargrave

RACE: 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 Str:18 Bopy: 25 ||
InT: 6 WiLL: 8 MinD: 6
INFL: 3 AURA: 3 SpiriT: 4

INITIATIVE: 27 Hero Points: 80

PowgRs:

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

Jos: 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 firm armaments company.
The charged sporesspread across the
planet, wiping out his people, but the
unidentified 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 Jason fugarth

Dex: 26 Str: 19 Booy: 50
Inr: 30 WiL: 18  Minp: 30
INFL: 8 Aura: 7 SpiriT: 10

INITIATIVE: 64  HEerRo Pomas: 145

PowkRs:
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.

MOoOTIVATION: Psychopathic
WEALTH: NA

JoB: NA

RACE: Alien

Metropolis University professor
Jaxon Rugarth volunteered totest 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 m- il

stant.He was driven insane, whi
qumngnear -limitless power g

power to

loop. The @‘ |

sending hi$ ‘ene

Monitor’s nexus of power at the be-

ginning of Time. Rugarth is now being
treated for psychic damage at Medi-
cus One, apparently cured of his tem-
poral derangement.

[JUNGLE KING nereess

Dex: 9 Str: 5 Boby: 6
InT: 3 WiLL: 3 Minp: 3
INFL: 3 AurRa: 3 SeiriT: 3

INTIATIVE: 16 Hero PoiNts: 65

PoweRs:
Animal Control (all classes): 19

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
WEeALTH: Comfortable
Jos: 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.

KNUNDS

O pay remunera-

The Khunds viewed this as a minor
setback and continued to launch mi-
nor raids on the UP’s border worlds
for severalyears. 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 dlsarray
and were eventually defeate
combined Legion/UP/

s among their
“steps to provide
themselves with'individuals 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.

K}{UND WARLORD

SKILLS:
Charisma: 8, Military Science: 12, Spy:
6,Weapons: 4

Theequivalent 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

SKILLs:
Martial Artist/Melee Weapons: 4,
Vehicles/Air,Land, and Space: 5
Weaponry/Firearms and Heavy
Weapons: 6

EQuiPMENT:
Blaster: (BODY: 4, EV: 7,

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
L

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 tobe selected for cyber-
conversion. Some cyber-warriors
may exist with more or higher skill
APs.

LEAGUE OF

ouths from the now de-

SUPER-ASSASSINS
funct pianet 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,wascon-
vinced of the Legion’s innocence and
assisted them in battle against the
Dark Man. The other five members,
stillunder thelastinginfluence 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: 3 Boby: 5
INT: 4 WiLL: 3 Minp: 3
InFL: 3 Aura: 3 SpIrIT: 3
INTIATIVE: 23 Hero PoINTs: 45

Powers:

Bio-Energy Blast: 18

Self Link—Flash: 14
LiMITATIONS:

Bio-Energy Blast has no range.

NOTE: Lazon can vary his light energy to
duplicate any visible wave-length.

MIST MASTER _
Dex: 5 STR: 2 Boby: 4
INT: 3 WiL: 3 Mixp: 3
INFL: 3 AUrA: 2 SpirIT: 2
INITIATIVE: 11 Hero Points: 40

POWERSs:

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 Boby: 2
InT: T WiLL: 4 MiND: 5
INFL: 5 Aura: 3 SpIrIT: 4
INITIATIVE: 15 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 yearsin a coma,
and as a result his leg muscles atro-
phied. He cannot walk unassisted.

SILVER SLASHER

Dex: 12 STR: 5 Boby: 6
In: . 83 WiLL: 4 Minp: 3
InFL: 3 Aura: 2 SPIRIT: 2
IniTiaTIVE: 18 (24) HERO PoinTs: 45

PoWERS:
Claws: 25, Skin Armor: 12

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 i
Dex: 14 StTR: 3 Bopy: 30
InT: 2 WiLL: 4 Minp: 3
INFL: 2 Aura: 2 SeiriT: 2
INITIATIVE: 18 HeroPoints: 55

POWERS:
Skin Armor: 15

LEGION OF

his “group” consisted of
six rejected Legion appli-

“SUPER-REJECTS”
cants, disregarded from

Legion membership

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
bydefeating them. They were defeat-
edbysuperior teamwork of the Legion-
naires. The group disbanded. Since
that time, some of the members have
resurfaced.

CALORIE QUEEN

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 afamous 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 atias 10y Lintens

Dex:. 8 STREE vl Boby: 6
InT: 3 WiLL: 3 Minp: 3
INFL: 2 Auvra: 2 SpiriT: 2
INTIATIVE: 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 1. Af-
fects all powers.

Toog is a Durlan from one of Reep
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 atias Meta Utnoor

Dex: 4 Str: A Bopby: 3
INT: 15 WiLL: 20 Minp: 20
INFL: 3  Auvra: 3 Serim: 3
INITIATIVE: 22 Hero Pomnis: 65

Powegs:
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.

MAG

Grezz

4

POWERS:
Magnetic Control: 19

LiMITATIONS:
Although Magno Lad’s control is better
than Cosmic Boy’s, his total weight ca-
pacity is fess (only 30 APs).
VULNERABILITIES:
Loss Vulnerability: Magnetic Control is
reduced to 2 in the presence of 110
degree plus temperatures.

Champion of Braal'sMagnetic 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 atias LaloMutdron

Dex: 5 STR: 5 Bopoy: 4
INT: 4 WiL: 3 Minp: 3
INFL: 2 Aura: 2 SpiriT: 2
InmaTive: 11 Hero Points: 40

Powers:
Shrinking: 26

SkiLLs:
Weaponry/Firearms: 4

EQUIPMENT:
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 Imsk
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 lADaliasSolon Darga ;
Dex: 6 S 5 Bopv. 6
i saa LW 3 MIND; 7 8

INFL: 3 Aumai 2 ST 3

INtmiative: 12 - HeroPoNTs: 35

Powers:
Dispersal: 35
SkiLLs:
Vehicles/Space: 4

Physically a match for Phantom
Girl, Phantom Lad was still defeated
bya 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.
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LEGION OF

he LSV was originally the
result of a school for vil-

SUPER-VILLAINS
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

POWERs:
Omni-Arm: 12, Shape Change: 12

Chameleon Chiefs origi
known, although it is cleg
not from Chameleopé
world of Durla (he Jacks
tive antennae ofgfi2
he may be s@
offshoot.

PowERs:
Transmutation: 16

SKiLLs:
Scientist: 12

Cosmic King is a native of 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.

ALK N
1 6
i

PoweRs:
Analytical Smell/Tracking Scent: 6
Danger Sense: 8,
Hypersensitive Touch: 4, Swimming: 4

SkKiLLs:
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 suicide and an unidentified son

; n the mantle of revenge.
n of the “new” Hunter
e joined the third

e Daxamite who is
ble. He is one of the
billions sent™across the galaxy by
Darkseid. He was defeated by Cham-
eleon Boy on Takron-Galtos and
feigned innocence when Darkseid

was defeated. His defeat caused the
12-year old’'s mind to snap, and
shortly thereafter he returned to
Takron-Galtos to prepare sacrifices
for his lord and master. In battle
againstthe Legion, Ol-virwassnatch-
ed awayby the LSV, who wanted his
power. He was kept under control
by Esper Lass’ mental powers and
fled into Limbo when his clothes
weretransmuted toleadby Element
Lad during the two Legions’ final
confrontation. His current where-
abouts are unknown.

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

Gadgetry 2

LIMITATIONS:

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.



SATURN QUEEN e
Dex: 4 STrR: 2 Bopy. 3
gl 1 WiLL; 18 Minp: 17
INFL: 3 AuUrRA: 3 SpiriT: 4

| INITIATIVE: 18 Hero PoinTs: 45

PowERs:
Hypnotism: 18, Iron Will: 7, Mind Blast:
10, Mind Probe: 12, 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
theLegion in her youth, but hastra-
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 isalso not known
if the future timeline from which the
adult LSV came from even exists
since the CRISIS ON INFINITE
EARTHS.

SPIDER-GIRL

and Ol-vir), and he has no qualms
about killing anyone, even relative
innocents to whom he is attracted.

TARIK THE MUTE ticeased

Bopy: 4 '

Dex: 3 STr; 2
INT: 8 WiLL: 6 Minp: 5
INFL: 3 Auvra: 3 SpiriT: 3

INITIATIVE:. 14 Hero Poixts: 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.

Dex: 5 STR: 3 Bopy: 3
INT: 4 Wi 3 Minp: 3
INFL: 3 AURA: 2 SpiriT: 2
INITIATIVE: 12 Hero Points: 40
PowERs:

Omni-Arm:5, Telekinesis: 5
LIMITATIONS:

Spider-Girl’s Omni-Arm hair has a
range of 0 APs.

Spider-Girl is another Legion re-
ject who joined the LSVwhen Radia-
tion Boy joined. Little is known of
her background.

SUN EMPEROR

DEX: s 7 STr: 4 Bopy: 7
InT: 4 Wi: 5 Minp: 4
INFL: 4 Aura: 3 SpiriIT: 3

INITIATIVE: 15 Hero Points: 35

PowERs:
Energy Absorption: 9,
Flame Immunity: 13,
Flame Projection: 16

Sun Emperor is another villain of
whomlittleis known. Heled 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 (alongwith Lightning Lord

ZYMYR

Dex: - 3 Str: 2 Bopy: 7
INT: 9 WiLL: 6 MnD: - 9
INFL; B Aura: 4 SpiriT: 4
INITIATIVE: - 17 Hero Points: 40
PowERs:

Warp: 59

SKILLS:

Scholar (Zoology): 11, 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 anative of Gil'dishpan or
one of its colony worlds. Little is
known of Zymyr's background or his
reasons for joining the third LSV. It
is assumed that his power is the re-
sult of a mutation,asnone 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
twomembers toremain uncaptured.
It seems unlikely that he will at-
tempt to reform the group on his
own.

LIGHTNING LORD atias Mekt Runzz

Dex: 8 STR: 5 Booy: 6
INT: 5 WiL: 4 MinD: 4
INFL: 3 Aura: 3 SpiriT: 3
INITIATIVE: 16 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

Jon: 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 Bopy: 5
INT: 6 Wi 4 MinD: 4
InFl: 3 Aura: 2 SpIRiT: 3
INITIATIVE: 18 Hero Points: 40
PowERs:

Full Vision: 2

SKiLLS:

Detective/ID Systems, Law and Police
Procedure: 6, Thief: 9

MOTIVATION: Mercenary
WealLTH: 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 reputationis prac-
tically unheard 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 tosteal anitem
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 Bopy: 3
Int: 11 Wi 5 Minp: 8
INFL: 4 Avra: 3 SpirIT: 3
InmaTIVE: 19 Hero Points: 50

SkiLLs:
Gadgetry: 7, Scholar(chemistry): 25,
Scientist: 17

EQUIPMENT:
“Chemoids™ (See Below)

MoTivATION: Power Lust
WEALTH: Affluent

JoB: Scientist

RAcE: Human

Mantis 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 sub jects 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 number of “chemoids,”
synthetic androids capable of shifting
their elemental structure at will.

“CHEMOIDS”

Dex: 6 STR: 6 Boby: 10
INT: 2 Wi, 2 MiND: 2
INFL: 2 AURA: 2 SpPIRIT: 2
INrTIATIVE: 10 Hero Points: NA
PoOwERs:

Self Link—Transmutation: 3
LIMITATIONS:

Can only shift their bodies to solid or
near-solid materials.

MOLECULE MASTER

Dex: 10 STr: 4 Boby: 15
INT: 8 WiL: 10 MinDp: 8
INFL: 3 Aura: 4 SeiriT: 4
INITIATIVE: 21 Hero Points: 65

Powkrs:
Animate Objects: 8, Force Shield: 22,
Lightning: 17, Matter Manipulation: 8,
Skin Armor: §

MOTIVATION: NA

WEALTH: NA

Jos: 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 infiltrate
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 Str: 12 Bopby: 35
INT: 14 WiLL: 22 Minp: 25
InFL: 16 Aura: 25 SpeiriT: 30
INmATIVE: 42 HERO PoNts: 175

PowsRs:
Growth: 9, Magical Sense: 22, Mystic
Link—Force Manipulation: 36

SKiLLs:
Occultist: 35

LIMITATIONS:
Catastrophic Fear of Entombment
Permanently Grown

VULNERABILITIES:
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 first 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.

Sincethat time Mordru has emerged
from imprisonment numerous times
to carry out his ambitions and des-
troy the Legion. Hisgreatest plan was
the unification, 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 acolytes to revive him.

group of three criminals
who attempted to infil-

MUURIAN SPIES
trate the Legion with the

aid of pill-induced pow-

ers. Their plans became known tothe
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 Boby: 4
Int: 4 Wi 3 Mmnp: 3
INFL: 3 AUrRA: 2 SPIRIT: 2
INITIATIVE: 12 HEero Points: 35

POWERS:
Darkness: 16

MAGNETIC KID
Dex: 5 STr: P Boby: 4
InT: 3 Wwi: 3 Minp: 3
InFL: 2 Aura: 2 SpiRIT: 2
INmiaTIVE: 10 Hero Points: 30

Powkrs:
Attraction/Repulsion: 9

LIMITATIONS:
Attraction/Repulsion affects living
creatures and people.

MoTivaTiON: Upholds Good
WEALTH: Comfortable

Jos: Office Worker

RACE: Artificial Life



SIZE KID ] - OMEGA
Dex: 5 Str: 3 Boby: 5 Dex: 26 Str: 53 Boby: 60
INT: 3 WiL: 2 Minp: 3 InT: 4 WiLL: 15 Minp: 30
INFL: 3 AURA: 2 SpRIT: 2 INFL: 12 AURrRA: 6 SeiriT: 15
INITIATIVE: 11 Hero Points: 35 | INITIATIVE: 42 HERO PoINTS: 110
Powkers: PowERs: 1?
Matter Manipulation: 9 Flight: 45, Growth: 9 |
LIMITATIONS: LIMITATIONS:

Matter Manipulation can only be used
to change the basic structure of a non-
organic object.

NEMESIS KID pensed

Dex: 5 STR: 3 Boby: 5
InT: 6 Wi.: 4 Minp: 4
INFL: 7 Aura: 5 SeiriT: 4
INITIATIVE: 18 Hero Points: 45
PowkRs:

Adaptation: 55

SKILLS:

Charisma: 5, Scholar (Alchemy): 12,
Scientist: 5

LIMITATIONS:
See Below

MoTivAaTIeN. 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 Willvs. 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.

Is permanently Grown
MoTivaTion: Obedience to Brainia¢
WeALTH: NA
Jos: Servant of Brainiac 5
RACE: Artificial Life Form

During the brief period when Brai
iac 5 was driven insane by Puls
Stargrave the Coluan genius, Brain:
iac 5 attempted to blackmail the gal-
axy into acknowledging him as its
ruler by creating the uitimate 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

another dimension by Dream Girl's
detonation ofaKhund negation bomb.

PROPHET

Dex: 24 Str: 26 Bopy: 38
InT: 16 WiLL: 13 Minp: 23
INFL: 10 Aura: 6 SprIT: 15
INITIATIVE: 50  HERO PoInis: 125

Dex: 28 Str: 15 Boby: 40
) (e WL 23 Minp: 33
INFL: 16 AUura: 20 SeiriT: 20

INITIATIVE: 71  HERO PoInTs: 180

PoweRs:
Flight: 47, Force Flight: 39, Force
Maniputation: 35, Mind Probe: 20
Telepathy: 9

MoOTIVATION: Unknown
WEALTH: NA

Jos: Explorer

RACE: Alien

Little isknown of Omen, other than
he apparentlycameto 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
his. He was eventually blasted into

Prophet, a researcher at the out-
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 Bopby: 12
INT: 4 WiLL: 8 Minp: 7
INFL: 3 Aura: 5 SeiriT: 6
IniTiaTive: 13 Hero Points: 65
PowkRs:

Power Drain: 32, Vampirism: 8
LIMITATIONS:

Power Drain and Vampirism only have
arange of 1 AP.

VULNERARBILITIES:
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

JoB: NA

RAcCE: Alien

67
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Although Organus’ true origin is
not known, it is known that it was
created by an alien parasite combin-
ingitself 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.

PHAROXX nreasert

Dex: 8 STR: 5 Bopy: 6
INT: 5 WiL: 6 MinD: 6
INFL: 12 Aura: 9 SpiriT: 8
INITIATIVE: 25 Hero Points: 50

PoweRs:
Magic Blast: 7

SKILLS:
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)

MoOTIVATION: Power Lust

WEALTH: Multimillionaire

Jos: Royal Usurper

RACE: 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”'iﬁf@reagm,@‘]

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 k lled.

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 his 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.
Ineach casePulsarStargrave 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 Bopby: 2
INT: 4 WiL: 4 Minp:. 3
InFL: 8 Aura: 6 SpirIT: 4

INITIATIVE: 17 HeroPoints: 35

Powkgrs:
Earth Control: 11

LIMITATIONS:
Earth Control can only be used to li-
quefy or harden quantities of earth,
not actuaily move them.

MOTIVATION:
Obedience to Pulsar Stargrave

WEALTH: NA

rican origins. She was e :

Pulsar Stargrave tocombat the Legfb'i‘l;g, _

in his first efforts against them. She
was defeated by a mental blast from
Saturn Girl.

PULSAR STARGRAVE

Dex: 23
InT: 13

Str: 10
WiL: 12 Minp: 21
Aura: 5 SpirIT: 6
Hero Points: 95

Bopy: 35

InFL: 8
INITIATIVE: 44

RESOURCE RAIDERS

Dex: 4 STr: 4 Boby: 5
InT: 8 WiL: 2 Minp: 3
INFL: 2 Aura: 2 SpiriT: 2
INITIATIVE: 9 Hero Points: O

SKILLs:
Vehicles/Air and Space: 4
Weaponry/Firecarms and Heavy
Weapons: 5

EQUIPMENT:
Blaster: (BODY: 4, EV: 6)
Ammo: 8
Body Suit: (DEX: 0, STR: 0, BODY: 7,
Uses: 1, Duration: 13)
Sealed Systems: 13

MOTIVATION: Mercenaries
WeALTH: NA

Jon: Space Pirates

RACE: 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 l.egion, 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 Raidersin avanguard effortin
the Earthwar. All ofthe raiders were
imprisoned at the end of the Earth-
war upon Mordru's capture.

SADAHURU ~

Dex: 8 STR: 4 Bopy: 6
INT: 4 WiL: 5 Minp: 4
INFL: 4 Aura: 3 SpiriT: 3
INiTIATIVE: 16 (28) HEero Points: 45
SKILLS:

Charisma: 5, Martial Artist: 12
Weaponry/Exotic and Melee
Weapons: 5

MOTIVATION: Mercenary

WEeaLTH: Affluent

Jog: Gangleader

RACE: Human

the tlme 3
remnants of th
attempted to gain access f
Dragon’s secret hideout, only to"
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

“M‘*ﬁﬂﬁ ,.

"r» #



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 allthe members were imprisoned.
Sadahuru is still serving time in a
regular prison somewhere on Earth.

Dex: 5 STr: 5 Bopy: 9
INT: 6 Wire: 8 Minp: 10
IneL: 11 Aura: 11 SPIRrIT: 12

InmiaTive: 22 Hero Points: 50

Powers:
Magical Sense: 8, Mystic Link: Earth
Control: 16, Illusion: 18
Teleportation: 3

SKiLLS:
Occultist: 9
LIMITATIONS:
Catastrophic Fear of Fire
VULNERABILITIES:
Attack Vulnerability: Fire. -4 column
shift for both OV and RV on fire-based
attacks.

MoTivATION: Power Lust
WEALTH: Struggling
Jos: Sorcerer

RACE: Alien

Sden is an alien sorcerer from
another universe, 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 Booy: 6
INT: 3 WiL: 3 Minp: 3
INfFL: 2 Aura: 2 SeiriT: 3
InTiaTive: 11 Hero Points: O
PoweRs:

Starbolt: 14

SKiLLs:

Animal Handling: 94

EQUIPMENT:

Starbolt (Starburst) Amplifiers:
(DEX: 0, STR: 0, BODY: 5)
Starbolt: +6

MoTIVATION: Mercenary

WEeALTH: Struggling
Jos: Bandits
Race: Alien

The Starburst Bandits are alien
renegadesfrom 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 hadstolen. They were
captured and imprisoned, but later
escaped briefly only to be recaptured
by Blok.

The Bandits ride flame-maned
mounts thatare native totheir planet,
capable of flight and extremely hard
to tame.

BANDITS’ MOUNTS
Dex: 6 Str: 5 Boby: 9
INT: 1 WiLL: 2 Minp: 5
InFL: 3 Aura: 1 SpiriT: 4
INTIATIVE: 10 Hero Points: O

PoweRs:
Flame Immunity: 5, Flight: 8

MoTIVATION: NA
WEALTH: NA

Jos: Bandits’ Mounts
RACE: Alien (Animal)

STARFINGER atiastvr. Lars Hanscom

Dex: 7 Str: 2 Boby: 5
INT: 9 WiL.: 4 MinD: 6
INFL: 3 AURA: 2 SpriT: 3

INITIATIVE: 19 HeroPoINTS: 75 I

SKiLLs:
Charisma: 4, Gadgetry: 14, Medicine: 8,
Scientist: 9, Vehicles: 5

EQuIPMENT:
Battle Gloves:
(DEX: 0, STR: 0, BODY: 6,
Uses: 4, Duration: 16)
Bio-Energy Blast: 12
Heat Vision: 12
Ice Production: 12
Lightning: 12
Neutralization: 12
MoTIvATION: Power Lust
WEeALTH: Comfortable
Jo: Professional Criminal

RACE: Human

Dr. Hanscom was originally a sur-
geon who gained contro! of Garth
Ranzz (Lightning Lad) while operat-
ing on him. He first used Lightning
Lad as a proxy Starfinger, then
assumed therole himself. He has dis-
played various powers as Starfinger

(a typical listing of which are above),
asprovidedbyone form oranotherof
technology. He is the most cowardly
ofthe major Legion villains, and never
strikes unless an opportunity for an
apparently easy victory exists for
him.

SUN-EATER -
Dex: 6  STrR: 65 Bopy: 96/35*
INT:NA WiLL:NA MiInD: NA
INFL.: NA  Aura:NA SpiriT: NA
IniTIATIVE: 6 HERO POINTS: O

Powkrs:
Flight: 50, Growth: 32, Starbolt: 63

MoTivaTION: NA

WEaLTH: NA

Jog: 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 Validus 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, wasencountered 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 alongwiththe factory before
it had reached full size. It is assumed
that the Controllers have others, how-
ever, although theyare not commonly
deployed.



his gang of villains was

TAURUS GANG
brought together by Chief
Zoltaurus, a corrupt Sci-

ence Police of ficer. A rival

gang, Scorpio, held the majorityofthe
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
hadbeensent 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.

WEALTH: Comfortable
JoB: Mercenary
RACE: Human

MYSTELOR

Dex: - 5 Str: 2 Booy: 4
INT: 6 Wi 6 Mmnp: 5
INFL: B Aura: 5 SprIT: 4
INITIATIVE: 16 Hero PoinTs: 45
POWERs:

Mind Probe: 12, Telepathy : 8
MOTIVATION: Not known
WEALTH: Comfortable
JoB: Taurus member
RACE: Human

QUANTO

CHIEF ZOLTAURUS
Dex: 4 StR: 3 Bopy: 3
INT: 6 WiLL: 3 Minp: 4
INFL: 2 Aura: 2 SprIT: 2

Hero Pomnts: 35

INITIATIVE: 12

SKILLS:
Charisma: 6, Detective: 5, Spy: 3
Vehicles: 4, Weaponry/Firearms: 4

MOTIVATION: Power Lust
WEALTH: Multimillionaire
Jon: SP Chief turned traitor
RACE: Human

BLACK MACE

Dex: 10 StR: 6 Boby: 9
InT: 4 WiL: 5 MmNnD: 5
INFL: 3 Aura: 2 SpiriT: 3

InimiaTive: 17 (24) Hero Points: 60

SKiLLS:
Martial Artist: 7, Weaponry/Melee and
Exotic Weapons: 16

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

Dex: 8 STR: 3
In: 4 WiLL: 5 Mmp: 4
IneL: 5 Aura: 4 SpriT: 4
| INITIATIVE: 17 Hero Pomnts: 35

PowERs:
Self-Link Flash: 29

MoOTIVATION: Not known
WeaLTH: NA

JoB: Taurus member
RAce: Normal Human

ROGARTH -
Dex: 20 Str: 45 Bopy: 58
INT: 3 Wi 5 MinDp: 4
INFL: 2 Aura: 2 SpriT: 3
INTiATIVE: 25 Hero Ponts: 50

MOTIVATION: Mercenary
WEALTH: Comfortable
Jos: Mercenary

RACE: Normal Humanoid

[sHAGREK

Dex: 6 STR: 4 Bopy: 8
INT: 4 WiL: 4 Minp: 3
INFL: 3 Aura: 2 SPIRIT: 2

INITIATIVE: 13

PowERs:
Bio-Energy Blast: 43 (antennae)

MOTIVATION: Mercenary
WEALTH: Comfortable
Jos: Mercenary

RACE: Strange Humanoid

Hero Points: 30

TIME TRAPPER

Dex: 7 STr: 4 Bopy: 10
InT: 26 WL 256 Minp: 28
INFL: 6 Aura: 4 SpRIT: 6
INITIATIVE:39  HERO PoINTs: 195

PoOwERs:
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

JoB: 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
mightiestvillains the Legion hasfaced.
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: 6 Bopy: 16
INT: 4 WiL: 7 Mmnp: 5
INFL: 4 Aura: 3 SpriT: 4
IniaTIVE: 16 (24) HEero Pomts: 80
SkiILLS:

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

LMITATIONS:
Gun Hand can fly only when detached
from Tyr.



MoTivaTION: Power Lust
WeALTH: Multimillionaire
Jos: 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 their
third incarnation, he escaped from
prison to return to Tyrraz

Tyr’s exact role on his homeworld
is unknown but appears to be some-
thingbetween warlord and champion.
As such, he was chosen to attack the
Legion prior to Tyrraz’s arrival at the
UP borders. He is now on ‘I'yrraz with
the rest of his people, their home-
world rendered immobile.

UNIVERSO atius “vidar

Dex: 6 STR: 3 Boby: 5
InT: 12 WiLL: 16 Minp: 15
Inr: 4 Avra: 3 SririT: 4
InTiaTIVE: 22 Hero Points: 90

Powers:

Hypnotism: 14
SKILLS:

Charisma: 5, Gadgetry: 11, Scientist: 7
EQUIPMENT:

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.

LiviTATIONS:
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
WeEALTH: Multimillionaire

Jop: Former Green Lantern,
now professional criminal

RAcE: Normal Human

Vidar was a renegade Green Lant-
ern, drummed from the corps for at-
tempting torepeat 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 Presi-
dent Mojai Desai with plans to use his
position to achievedomination 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 Desai.
His plans rarely require him to con-
front the Legion directly.

[VIBREX

Dex: 6 Str: 4 Bony: 5
InT: 4 WiLL: 3 Minp: 4
INFL: 2 Aura: 2 SeriT: 2
INTIATIVE: 12 Hero Points: 50

Powkrs:
Matter Manipulation: 25
Sonic Beam: 12

SKiLLS
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

We:aLtH: Comfortable

Jos: 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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his is potentially one of
the most fertile areas for
your imagination in the

30th century. Bear in

mind the unlimited number of worlds
existing in the United Planets (UP)
and neighboring political systems.

In order to make any game or story
more consistent, werecommend that
either the general style and logic of
the DC Universe be followed for all
NPCs, or that the GM select a specific
work of science fiction known to all of
the players and require that NPCs be
based on that environment.

Given the number of Legionnaires,
there is rarely an:® portumty to de-
éngth in any one
t consider fol-

A

lowing comie iniques and al-
low play, y developed
charactersfi oanother
allowing th ore fully

Pages 15-2%
Heroes' Game I
course, recom

riate (for instance, J
found under R, while Cir
is under C).

Certain NPCs who are
a group will be found unde;
phabetical listing for that gro
examples include Gas Girl
under L for Lallorians), ngh :
(under L for Legion of Substit i
Heroes), and Elvo (under W for Wan
derers).

ANTONIO STEFANCCI
Dex: 3 STR: 2 Bopy: 2
InT: 4 WiL: 2 Minp: 3
InFL: 4 AURA: 2 SPIRIT: 2
INtTiaTIVE: 11 Hero Points: 0

SKILLS:
Charisma/Persuasion: 2
Occultist/Identify Object: 9
Scholar (Mystic Lore): 14

WEALTH: Multimillionaire
JoB: Museum Curator
RACE: Human

ancyclopedia galact,
NPCs

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.

CONTROLLERS

Dex: 15 Str: 10 Bopby: 40
In: 23 WiLL: 35 Mmnp: 30
InFL: 8 Aura: 10 SpiriT: 10
IniTIATIVE: 46  HERO PoiNTs: 110

CIRCADIA SENIUS 7
Dex: 2 STR: 2 Bopy: 2
INT: 9 WL 2 MinD: 4
INFL: 2 Aura: 2 SpiriT: 2
INITIATIVE: 13 Hero Points: 0

SKILLS:
Scholar (Computer Science, Temporal
Physics): 9, Training: 19, Scientist: 20
WEALTH: Multimillionaire
JoB: Chronarch
RACE: Alien

Circadia Senius is the Chronarch
(Director) of Time Institute,a branch
of Metropolis University.

The true father of time travel, Seni-
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.

Heis Brainiac 5’sfriend in subplots,
and occasionally encounters other
Legionnaires.

COMET QUEEN alias Grava

Dex: 9 STRE T 5 3 Bopy: 3
InT: 2 WiL: 3 MiNnp: 2
InFL: 2 Aura: 2 SPIRIT: 2
INTiaTIVE: . 13 Hero Points: 20

WERS:

Flight: 12, Fog: 15
MoTivaTION: Thrill of Adventure
WEALTH: Comfortable
Jos: Legion Academy student
RACE: Alien

A native of Quaal-III, Comet Queen
is a youth whotried 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
hasundertakentrainingatthe Acad-
emy.

PowEks:
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-
pairKrona’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 himselfthrough
the alleged intercession of their dead
comrade’s ghost.

The Legion was later rewarded by
the gift of a Miracle Machine, which
could transform thoughtsintoreality.

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 aremore dependent on de-
vices than their kindred and will usu-
ally have equipmenton hand suitable
to whatever their mission requires.



CRYSTAL KID atias sosh Koran

Dex: 7 STR: 53 Bopy: 4
InT: 3 Wi 2 Minp: 2
InFL: 2 AURA: 2 SpRIT: 2

INITIATIVE: 12 Hero Points: 15

-

PoweRs:
Transmutation; 6

LMITATIONS:
Crystal Kid can only Transmutate in-
organic objects to crystal, and objects
will only remain transmuted as long as
he concentrates on them.

MoTivaTioN: Upholding the Good
WEALTH: Comfortable

Jos: 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 wasrejected because
of the relative uselessness of his pow-
er. He is currently a trainee at the
Legion Academy.

DVRON
DeEx: 3 STr: 2 Bopy: 2
INT: 4 WL 2 Minp: 2
INFL: 2 Aura: 2 SeiriT: 2
INITIATIVE: 9 HeroPomnts: 0

SKILLS:
Detective: 4, Vehicles: 3
Weaponry/Firearms: 3

MomivATION: Upholding the Good

WEALTH: Affluent
JoB: Science Police Officer
RACE: Human

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 atias immy ot

Dex: 4 STR: 2 Bopy: 3
INT: 2 WiL: 2 Minp: 2
INFL: 2 Aura: 2 SeiriT: 2
INITIATIVE: 8 Hero PoiNts: 5

POWERS:
Stretching: 5

SKILLS:
Detective: 1

MoTivaTion: Thrill of Adventure
We:ALTH: Comfortable

JoB: Newspaper Reporter/Honorary
Legionnaire

RACE: Human

Besides his historyin the 20th cen-
tury,Jimmywascontacted by the Le-
gion for membership after he gained
the power of stretching by imbibing
anelastic 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 Bopy: 2
InT: 4 WiL: 2 Minp: 2
INFL: 2 AUra: 2 SpiriT: 2
INITIATIVE: 9 HeroPowvis: 5

SKILLS:
Charisma/Persuasion: 3, Detective: 5
Vehicles: 3, Weaponry/Firearms: 3

MoTIvATION: Upholding the Good
WEALTH: Affluent

JoB: Science Police Officer

RACE: Human

Cusimanois aseasoned officer who
is considered the most likely Earth-
stationed SP officer to rise to com-
mand rank. She went through the SP
Academywith Gim Allon (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 Bopy: 2
INT: 8 WiL: 4 Minp: 3
InFL: 2 AUrRa: 2 SpiriT: 2

INITIATIVE: 12 0

——

HERro PoINTS:

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 Bopy: 2
INT: 4 WiL: 7 Mivp: 8
INFL: 12 AURA: 16 SpIrIT: 13

Hero Points: 25

INTIATIVE: 19

Powens:
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 herselfto
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 Orando out of the Legion’s
universe.

KID PSYCHO atias Grit Opra)—Decrasad

Dex: 4 STR: 2 Bopy: 2
InT: 6 WiL: 7 Minp: 4
InFL: 3 AURA: 2 SeiriT: 2

INTIATIVE: 13 HERro Points: 30

PowERs:
Force Shield: 45

LIMITATIONS:
Each use of Force Shield causes Kid
Psycho to age 1 year.

MoTIvAaTION: 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 aspace 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 discoveredthatthe
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 Bopy: 4
InT: 6 WiL: 3 Minp: 3
INFL: 2 Aura: 2 SPiRIT: 2

INnTiaTIVE: 13 Hero Poinys: 15

SKiLLs:

Charisma: 5, Detective: 7

Military Science/Demolition

and ECM: 5

Spy/Coding: 3, Weaponry/Firearms: 6
MorTivaTioN: 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 thebuild-
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.

n accidental atomic ex-

A
their children were born
of Lallor and deceived by Dr. Marden
standing was eventually cleared up,
and they became the champions of
their home planet, as well as natural

LALLORIAN CHAMPIONS
plosion irradiated five
couples, and as a result

with extraordinairypowers. The child-
ren were exiled by the then-dictator
King, brother of Jungle King, into at-
tacking the Legion. The misunder-
and they returned to Lallor. There
the Prime Minister had been deposed,
their home planet. Since that time,
four of the heroes have fought evil on
disasters, and assisted the UP several
times.

BEAST BOY pwisn
DEx: 6 STR: 4 Bopy: 5
INT: 3 WiLL: 4 Minp: 3
INFL: 3 Aura: 2 SPIRIT: 2
INITIATIVE: 12 Hero Points: 30

Powkrs:
Shape Change: 6
MoTIvATION: Responsibility of Power
WEALTH: Struggling
Jos: 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 hislifeto
save a girl from being killed by one of
the monsters.

DUPLICATE BOY adiasOr d Quely/Quelu Ord
Dex: 3 StR:: 3  Booy: 4
INT: 2 WiLL: 2 Minp: - 3
INFL: 2 Aura: 2 SprIT: 2
| INITIATIVE: 7 Hero Points: 45
Powtrs:

Mimic: 65

LIMITATIONS:

Cannot duplicate powers that directly
affect an opponent’s MIND or SPIRIT.

MortivaTioN: Thrill of Adventure
WEeAaLTH: Comfortable

Jos: Champion of Lallor

RAck: 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, asuntilrecently he was
involved with Shrinking Violet in one
of her Subplots. The two broke up
when Duplicate Boyjealously refused
to comment on her imposture.

EVOLVO LAD

Detective: 16, Gadgetry: 10

Medicine: 10, Scientist: 16

(Past Self) Military Science/ Tracking:
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

Jos: Champion of Lallor

RACt: Human

Evolvo Lad usually chooses to re-
main in his evolved form, as his physi-
calstrength is relatively inconsequen-
tial when teamed against Duplicate
Boy’s. As a result, he acts as leader of
the Champions of Lallor.

GAS GIRL alias Sev

Dex: 6 Str: 2 Bopy: 4
INT: 3 WiL: 3 Minp: 2
INFL: 3 Auvra: 2 SeiriT: 2

Hero Points: 45

INITIATIVE: 12

Powsrs:
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

Jos: Champion of Lallor

RACE: Normal Humanoid

I:IFE LASS alias Soni

Dex: 5 St 2 Bopy: 3
INT: 3 WiL: 3 Minp: 3
INFL: 3 Avra: 3 Seirir: 2

INiTIATIVE: 11 Hero Points: 65

Powers:
Animate Objects: 35

MoTivAaTION: Upholding the Good
WEALTH: Comfortable

Jon: Champion of Lallor

RacEe: Normal Humanoid

Dex:4/8 Str: 2/8 Bopy: 3/10
INT: 23/2 WiLL: 15/5 Minp: 18/6
INFL: 4/4  Aura: 3/3  SprRITL5/5
InTiaTIvVE: 31/14  Hero Points: 35

SKiLLS:
(Future Self) Charisma/Persuasion: 8

LAMPREY atias Tayia Swoz
Dex: 5 Stx: 3 Boby: 4
INT: 3 WiL: 3 Minn: 2
INnFL: 3 Auvra: 2 SpPIRIT: 2

INITIATIVE: 11

Hero Points: 20




PoweRrs:
Lightning: 18, Swimming: 4
Water Freedom: 6
LiMITATIONS:
Lightning can only be used
underwater.

MorTivaTion: 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 tosurvive 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
SUBSTITUTE-HEROES
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-
ingthe Earthwar and the Great Dark-
ness. After a battle with Pulsar Star-
grave on Bismoll, Polar Boydisbanded
the Subs and joined the Legion. Night
Girl went with Cosmic Boyon his va-
cation and the other Subs have re-
turned to their own private affairs.

CHLOROPHYLL KID atias xat Benem

Dex: 5 STR::H 42 Bopy: 3
INT: 4 Wi: 3 Mmnp: 2
INFL: 2 Aura: 2 SpiriT: 2

INITIATIVE: 11 Hero Points: 35

PoweRs:
Plant Growth: 8

SKILLS:
Vehicles: 3

EQUIPMENT:
A variety of different seeds.

MorTivaTiON: 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 togrow 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 uias 1 vark

Dex: 4 Sta: 3 Boby: 3 7
InT: 4 Wi 4 Minp: 2
InFL: 3 AuRa: 2 SpIRIT: 2

INnTiaTiveE: 11 Hero Points: 25

Powkrs:
[llusion: 16

LiMITATIONS:
[llusion can be used only to change the
color of an object, or anything else. it
should be noted that most people will
not bother to disbelieve this.

MortivaTioN: Responsibility of Power
WeaLTH: 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 aias Stug Meien

Dex: 4 STR: 3 Boby: 4
InT: 3 W 3 Minp: 2
INFL: 2 AUra: 2 SeiriT: 2
INITIATIVE: 9 Hero Points: 20
Powers:

Flame Projection (Breathing): 14
SKiLLs:

Vehicles: 3

LIMITATIONS:

Miscellaneous Limitation: Fire Lad.
suffers from allergies, which are tm
ed as a Serious Attributes Lum}:
resist sneezing (fol gam
see PM, pg. 30)« ;
MoTivaTion:Upholdin,
WEALTH: Comfortable
JoB: Ex-Substitute Hero

RACE: Human

Stagwashikingon his home planet
of Schwar by himself and was there-
forethe only witness to the crash of a
fiery meteor. Inhaling its fumes, Staq
gained the ability to breathe flames.
He was amember of the Subs although
his allergies never made him the saf-
est member.

.

INFECTIOUS LASS

BEX ;. 3 STR. 14 Bopy: 2
INT: 3 WiL: 3 Minp: 2
JNEL: ) AURA: 2 SeiriT: 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

JoB: 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 wasoffered 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 GIRLtias 1.ydda Jar

Dex: 9 SR 45 Boby: 35
InT: 3 WiL.: 6 Minp: 3
INFI: 2 AuURa: 2 SeiriT: 3

INITIATIVE: 14 HeroPoints: 45

SKiLLs:
Vehicles: 4

LIMITATIONS:
Night Girl's STR and BODY drop to 3 in
the presence of sunllght/ ultra-violet
rays.

MoTivaTion: Responsxbllny of Power

WEALTH: Comforta ble

: JDB ExJSubsmu_; gHenq S5
' RACL Human v

i

ey nghtGlrl is the daughter ofone of
~ the most renowned sClentlsts of Ka-
thoon a planet. with no sun whlch is
~ heated by internal geptherma} action.

She received the first and only treat-
ment of her father’ svntallzmg ray,en-
dowing her with extraordlnary_
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.

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 contesttheLegion 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.
PORCUPINE PETE
DEXS B W5V # 'STRILT 2 Booy: 3
INT: 3 W 2 Mmip: 2 MYG
INFL: 4 Aura: 2 SpiRiT: 2 Dex 9 S 4 Booy: 6
INITIATIVE: 12 HEro Points: 30 IN:m 4 WL 10 Mmo: 6
Rt INFL: 3 Aura: 3 SpirIT: 4
%ﬁ:&i (Quills): 9 InmaTive: 16 (36) HEeRrRoPowvrs: 40
LIMITATIONS: SKILLS:

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.

MorivaTion: Upholding the Good

WeALTH: Comfortable

Jos: 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 seived in only two cases be-
fore the group was disbanded by Po-
lar Boy.

STONE BOY wlias Dag Ventim

Dex: 4 STR: 3 Bony: 4
INT: 3 Wi 4 MinD: 2
INFI: 2 Aura: 2 SpiriT: 2
INITIATIVE: 9 Hero Points: 25

PowERS:
Skin Armor: 41, Suspension: 22

SKiLLs:
Vehicles: 3

LIMITATIONS:
Stone Boy can use only Suspension
and Skin Armor simultaneously.

MorivaTion: Upholding the Good
WEALTH: Comfortable _*(.
Jos: Ex-Substitute Hero o
Rack: Human

Dag, like all of the natives of Lwen

possesses the ability to freeze himself
into a stone-like form and go into
suspended animation for the six-
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Acrobatics: 5, Martial Artist: 20
MoTIVATION: Mercenary
WEeALTH: Multimillionaire (in Lythyl)
Jos: NA
RACE: Human

Myg is an immigrant to’ Lythyl a
planet that is ruled by om* law—
“Survivalof the Fittest.” He klsasknlled

fighter, skilled enough that he was
made one of the three #ko judged
incoming immigrants was de
feated by Sensei and T Wolfand
brought back by the er, who
wished to try to referm him. Myg is
currently under t ge of Kar-

. somewhat

| NIGHWINDGI“B Bearta Harts

Dex: 5 STR: 2 Boby: 3
INT: 4 WiLL: 4 Minp: 2
INFL: 3 Aura: 2 SrriT: 2
]NITIATIVE 12 Hero Points: 30

wasn't judged ade-
quaf eno 1owever, and upon re-
jection she“aﬁmed for Leglon Acad-
emy membership and was accepted.

POWER BOY utius sed Rikane

Dex: 8 Str: 184 Booy: 15
InT: 3 WiL: 4 Minp: 3
INFL: 3 Avura: 2 SpirIT: 2
IniTiaTive: 16.(18) Hero Points: 45
POWERS:

Density Increase: 5, Skin Armor: 7
SkiILLS:

Martial Artist: 4, Vehicles: 3
MoTIVATION: Thrill of Adventure
WEeALTH: Comfortable
Jos: Legion Academy Student
RACE: Normal Humanoid

Jed is another Legion Academy
member. It is not known 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 S1R: 1 Bopy: 3
INT: 2 WiL: 2 MinD: 2
INFL: 2 AURrRA: 2 SpIRIT: 2
INITIATIVE: 7 Hero Points: 5

Powers:

Shape Change: 3, Telepathy: 2
SKILLS:

Artist/Photographer: 4

MOTIVATION: NA
WEALTH: Comfortable
Jos: Photographer
RACE: Alien

Proty Il 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 Il now works as a
fashion photographer, although he
took time out from a busy scheduie to
take some shots for the recent Legion
anniversary.

R. J. BRANDE
Dex: 4 STR: 3 Boby: 3
INT: 7 WiL: 5 MinD: 4
INFL: 3 Aura: 2 SPRIT: 2
INITIATIVE: 14 Hero Ponts: 6




SKILIS
Charisma: 6
Schatar (Business. Nuclear Physics): 16
Scientist: 8

Maorivation: Upholds Good

WeaLth: Billionaire

Jo Businessman

Race: Humanoid

As noted in the Introduction, it was
Rrande’s life, saved by three youths,
that gave him the inspiration to form
the original Legion. Brande has cre-
ated a fortune with the otherwise un-
known skill of creating stars and
supplying them to needy customers,
but he has vastly muitiphed his for-
tune by shrewd investments. Until
Legion financing was taken over by
the UP Government, Brande's monies
were the major source of Legion in-
come.

It was not until recently, however,
that it was revealed that Brande was
actually a Durlan, the father of Cha-
meleon Boy (Reep), and trapped in
his current, human-appearing form
by a debilitating disease. He was re-
united with his son, Reep, although
their situation was somewhat unten-
able at first. The difficulties were re-
cently resolved when the pair re-
turned to Durla to find a way to
restore Chameleon Boy's power.
Brandechose toremain in his human
form, however, and he has since gone
on an extended vacation.

RELNIC
Dex: .. 38 Str: 2 .Booy: 2
INT: 6 Wi 4 Minp: 4
InFr. 2 Auvra: 2 SpiriT: 2
| InmaTive: 11 Hrro Points: O

SKiLLs:

Charisma: 1, Spy/Coding: 3
MoTIvATION: Responsibility of Power
WEeaLTH: Multimillionaire
Jos: UP Diplomat/Ambassador at Large
Race: 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

Dex: 3 Sti: 2 Booy: 3
Inr: 8 Wi 3 Mixp: 5
INEES o2 AURA: 2 Senar: 2
Inrriative: 13 (16)  Hero Poms: 10
POWERS

[ron Will: 15

SKILLS:

Gadgetry: 7
Scholar (Computer Science,
Temporal Physics): 18
Scientist: 14
MaomvaTion: Responsibiliy of Power
WEALTIE: Multimillionaire
Jon: Time Institute Researcher
RACE: 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, and is
Brainiac 5's closest friend. It is not
known who his mother is, although
she is or was presumably a human.
Rond wasmade 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: 10 Str: 3 Bopy: 6
InNT: 4 WiLL: 13 Mine: 6
InFi: 5 AUra: 4 SeiriT: 4
INnmaTiVE: 19 (33)  HERO Points: 60

PowERs:

Iron Wiil: 9, Mind Over Matter: 10
SKiLLs:

Acrobatic: 3, Martial Artist: 14
MoTivATION: Responsibility of Power
WEALTH: Comfortable

Jos: 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,
Senseitraveled to Lythyl with Timber
Wolf to fulfill Val's last wish. They
brought back Myg, a youth who Sen-

sel saw as redeemable. Sensei's skills
have declined with encroaching age,
but he is sLill 2 formidable opponent.

SHADOW IAT) u:n ;}v o Mation

Dex: 6 STr: 3 Bony: 5
InT: 4 wiL: 4 M 3
InFl: 3 Auvka: 2 Seierr: 2
INcriaTive: 13 (17)  Hero Powrs: 25

PoweRs.
Darkness: 15, Encrgy Absorption: 15,
Thermal Vision: 3
SKILLs
Martiat Artist: 4, Weaponry: 4
LiMITATIONS:
Energy Absorption can only be used in
conjunction witir Darkness, and will
only absorb heat-radiation -based
attacks.
Morivarion: Responsibility of Power
WeaLti: Comlortable
Jos: Champion of Talok Vil
Rack: Human

Grev and his cousin Tasmia Mallor
entered an ancestral cave together.
and both gained the power to project
impenctrable darkness. As the elder
of the two, Tasmia hecame champion
of Talok VIII. leaving Grev out of the
limelight.

After Talok's devastation by the Fa-
tal Five, and Tasmia's joining the Le-
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 VIII
and serve as their champion in Tas-
mia's absence.

SHVAUGHN ERIN

Dex: 4 Str: 2 Bovy: 3
InT: 4 Wi 3 Minn: 3
InFL: 2 Auvra: 2 Serir: 2

INTIATIVE: 10 HEewro Points: 10

SKILLS:
Charisma/Persuasion: 3, Dctective: 4.
Vehicles: 4, Weaponry/Firearms: 4
MoT1IvATION: Upholding the Good
WEALTH: Affluent
JoB: 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. PersuadingZen-
dak to create the post of Legion liai-
son,shethen filled itand 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.

TORNADO mNSalintlknandl)nuw Allen

Dex: 5 STR: 3 Bopoy: 4
INT: 2 WiL: 2 MiND: 2
INFL: 2 AUrA: 2 SpiriT: 2
IniTiaTIVE: 8 [32] HERO POINTS: 40

PowERs:

Air Control: 10, Superspeed: 28
SKILLS:

Vehicles: 3

MorTivaTION: Thrill of Adventure
WeaALTH: Comfortable

Jon: Museum Employees

RACE: 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-
NITEEARTHSIs 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-
vealingtheir identities, they launched
aseries 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 ltves were
later threatened by a robot assassin
programmed by an old foeofthe 20th
centuryJustice League, and they were
saved by the Legion.

he Wanderersarea group
of normal humanoid he-

WANDERERS
roes who operate far be-

yond the limits of the UP.

They have met the Legionnaires once
or twice,andaidedthe UP against the
Daxamite invasion under Darkseid.
Their primary motivation is the thrill
of adventure, and they have no go-
vernmental or planetary ties.

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 Bopby: 4
INT: 4 WiL: 4 MinDp: 4
INFL: 3 Aura: 3 SpPRRIT: 3

INITIATIVE: 15 Hero Points: 65

SKILLS:
Weaponry/Exotic Weapons: 18

EQUIPMENT:
Blow Gun: (DEX: 0, STR: 6, BODY: 5,
Uses: 15, Duration: 18)
Variety of Darts: AP. 8

Note: Dartalg has darts that can dupli-
cate alarge number of effects,ordo 8 APs
of effect. Some examples can be seen
under descriptions of Green Arrow’s equip-
ment.

ELVO

Dex: 9  Str: 5 Boby: 6
InT: 4 wiL: 4 Minp: 4
INFL: 4 Aura: 4 SpiriT: 4
INITIATIVE: 17 Hero Points: 60
SkiLLs:

Weaponry/Melee Weapons: 19
EQUIPMENT:

Energy Sword:

(DEX: 0, STR: 18, BODY: 8,
Uses: 1, Duration: 24)

IMMORTO
Dex: 10 STR: 4 Boby: 10
F InT: 5 N ATINE A Minp: 7
INFL: 3 Aura: 3 SpIrIT: 4
INiTIATIVE: 18 (20) HEero Points: 40

PoweRs:
Invulnerability: 28, Regeneration: 19,
Superspeed: 12

SKILLs:
Gadgetry: 3, Medicine: 4, Science: 4

LLIMITATIONS:

CELEBRAND Regeneration only works immediately
Dex: 7 s 1 Bl after a use of Invulnerability.

INT: 9 WL 6 Minp: 5

INv. 4  Aura: 4  SpriT: 4

InimiaTive: 20 (25) Hero Points: 50 ORNITHO

PoWERS: Dex: 8 Ste 4 Boov: 5
Comprehend Languages: 10 INT: 4 Wi, 5 Minp: 4
Danger Sense: 8 INF. 3 . Aura: 2  SpriT: 4
Hypersensitive Touch: 5

Mind Over Matter: 4

|LINmiaTive: 15 Hero Points: 55

PowkRs:
Flight: 8, Shape Change: 7
LIMITATIONS:

Shape Change can only be used to
change into any bird form.

PSYCHE

Dex: 4 STR: 2 Bopby: 4
Treres Jilel Wie: 5 Mmnp: 9
INFL: 5 AURA: 5 SPiRIT: 4

Hero Points: 50

INITIaTIVE: 20

Powers:
Broadcast Empath: 13

QUANTUM QUEEN

DEXS 7 STR: 4 Bopby: 4
INT: 5 WiL: 5 Minp: 4
INFL: 4 Aura: 3 SeiriT: 3
INITIATIVE: 16 Hero Poixts: 60

Powtrs:

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 Boby: 2
INT: 3 Wi 2 MinD: 2
INvL: 2 AURA: 2 SpirIT: 2
INITIATIVE: 8 Hero Points: 5

PowERsS:
Shape Change: 4

SKILLS:
Artist/Actor: 6

MoTivAaTION: Thrill of Adventure
WEeALTH: Affluent

JoB: Aspiring Actress

Racr: Alien

Yera was chosen by Imskite rebels
toimpersonate Shrinking Violet while
they mentally tortured her to gain in-
formation. Yerawasunaware of their
trueplans andwentalong, butduring
her time as “Shrinking Violet” she and
Colossal Boy became romanticallyin-
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.



¢ the authors have tried to

kcep the addition of new

powers to a minimum, but

have found several powers
that are nccessary in represcnting cer-
tain characters in this book. K nowlcdge
of these powers 1s nor necessary to play
the regular game, but GMs should feel
free to let players use thesc powers if
thev find them suitable for their cam-

paign.

ADAPTATION Memal

Livk: INE
RANGE: Special
TvrPE: Automatic
Bast Cosr: 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 (GM discretion). No extra
Hero Points are received for this
Limitation.

AFFECT DISPERSED #aysicat

Link: NA

RANGE: As Applicable
Tvpr: Standard

Base CosT: 15

This Power allows a character to use
one of his Powers to affect Dispersed
characters. STR can also be used in
place of a Power. A character can use
ouly 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 AP
Bio-Energy Blast at a Dispersed char-
acter.

encyclopedia 8alactjp.,
POWERS AND RULES

CLAWS siaar

Link- DEX

RANGE: Touch
Tvre: Standard
Base Cost: 15

The Claws Power is for characters
who have claws or other natural shar-
pened-attack forms (e.g. tecth, tusks,
etc.). The APs of Claws arc trcated as
the AV/ EV of the attacking character.
Claws APs can also be treated as STR

for Cutting (but not lifting or movmg) e Time Travel:

matenals.

CONTIUUM CONTROL umaf

Link: WILL
RANGE: Normal
TyeE: Automatic
Bask CosT: 175

Continuum Controlisa very potent

well as t’iﬁkcnng with the nature of
matter.’

Continuum Control may be used as
one or more of the following Powers:
Bio-Energy Blast, Damage Transfer-
ence, Matter Manipulation, Regenera-
tion, Teleportation, and Time Travel-
ling.

"%he APs of Continuum Control are
the APs of the Power which Continuum
Control is mimicking.(The player may
divide the APs in the increments he
wishes).

It is important to note the following
two points:

1. Use of Continuum Control takes one
phase. A character must “activate”
this Power for one phase. Then, in
the following phase he mimics a
Power or Powers with the RAPs of
Continuum Control.

2. When mimicking 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-

mentioned powers in the same
phase.

The RAPs of Continuum Control arc
distributed as the character wishes to
becomethe APs of mimicked Powers. as
long as the total APs do not exceed the
RA Ps of Continuum Control.

The powers mimicked by Continuum
Control function as indicated below:
® Damage Transference and Regen-
eration: As described in the Powers
and Skills book.

As indicated in this
! section.

:'0 ‘Bio-Energy Blast: As described in the

Powers and Skills book.

If a character cnters Killhing
Combat and combines Teleporta-
tion and Bio-Encrgy Blast on the
same target in the same phase, the
RAPs of Bio-Encrgy Blast arc con-
sidercd scattercd over a distance
equal to the runge of the Teleporta-
tion. A separate roll for the Tele-
port attack must be made. If a char-
acter has his current BODY reduced
below 0 in this way, he is certain to
die. Invulnerability cannot help. for
the character’s atoms are scattered
throughout space. Recovery Rolls
are not allowed, so the character
loses BODY until he is dead.

® Matter Manipulation: Asdescribed in
the Powers and Skills book, but it
also works on living creatures and
organic materials as well.

® Teleportation: As described in the
Powers and Skills book with the
following exception: the range of
the Teleportation is Normal rather
than +7 but the character may Tele-
port any target within range, not
just those within 0 APs of him.

NEUTRALIZE Memal

Link: WILL
RANGE: Normal
TvpE: Standard
Basg CosrT: 20

This Power allows a character to ne-
gate one of an opponent’s powers. The
OV/RV are the APs of the opposed
Power. The RAPsare 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 OV/RYV 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 istreated as a Physical
Attack against Physical Powers, a Men-
tal attack against Mental Powers, and a
Mystical Attack against Mystical Pow-
ers.

REFLECTION/DEFLECTION #enso

Link: WILL

R ANGE: Self
TvypE: Automatic
Base CosT: 15

Reflection may be used to 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). He may
then make a Standard Action to deflec-
t/reflect up to two attacks.

The OV/RV on a Reflection attempt
are the APs of the incoming Power. If
positive RAPs are indicated, the attack
is is successfully deflected. If the user
wishes to redirect the Power at a new

not have to be dec
necessary.

SELF LINK Vlmahl‘?
Lik: Variabie
RANGE: Self

TypPE: Automatic
Base Cost: 25

This is not a specific Po

er the ability to vary the standard effect

of a Power. Self Link allows thecharac-
ter to assume an actual form related to
the Power which is }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.

® Mpystical: Lightning, Plant Growth,
and Transmutation.

EXAMPLE: A character wishes to be
a living bolt of electricity. He pays the
base cost of 10 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 APs of
electrical damage, or attack atarange of
5 APs. 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 living space Warp. The APsin
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 acqunrcs whatevcr wea-

would normally take.

GMs 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 OV isthe APs of time the user
wishes to bridge, the RVisthe BODY of
the target the user isattempting to bring
to the present. Unless controlled in some
way, the target will react as appropriate.
Again, an attempt 1o 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
AV/EV arc the APs of the of the Power,
and the OV/RYV are as above.

The user may be able to duplicate
himself only, but he will not be able to
change eventsthat have already occured.

RULE ADDITIONS

The powers listed below are in the
Powers and Skills book, and the follow-
mg additions are suggested but not

S Ihatd’uphCaTc'Powcrs in whu.h caselhe

TIME TRAVEL Mental
Link: WILL
RANGE: Normal
Type: Standard
Bast 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 RV the MIND. The RAPs are
the APs of time 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

~ APs of Force Manipulation act as the

- EXAMPLE: 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 elementsintoone 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 aranged
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 hedoesso,his APsin STR are
subtracted from any Knockback 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 that these worlds have
spawned many forms of unique (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.

encyclopedia galact;

BESTIARY

PowEks:
Flash: 15; Running: 3

A species native to the hunter’s
world of Vorn, Flasher Beasts are 18-
20’ tall, heavy-set creatures 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 12" horn atop
their forchead. Despite its bulk and
apparent strength, the Flasher Beast
normally attacks by radiating daz-
zling flashes of light from its eyes,
temporarily blinding its 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

[EARTHQUAKE BEAST

Dex: 2 STR: 5
INT: 1 WL 2
INFL: 2 Aura: O

Boby: 14
Minp: 1
Sprn: 2

POWERSs:
Earth Control 8; Running 3

This greyish reptile stands over 40
feetin 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 Beast's real danger liesin
its tail. When slammed against the
ground, the tail produces a devastat-
ing 2 AP radius earthquake around
thecreature. 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.

Boby: 5-
Minp: 1
SprIT: 1

Dex: 4 S1r: 4
Inr: 0 Wi 1
INFL: ] Atra: 1

PowkRs:
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 nuclear
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 Boby: 6
InT: 1 WirL: 0 Minp: 1
FLASHER BEAST INFL: 2 Aura 2 SpRIT: 2|
Dex:. 2 STr: 4 Boby: 5 . o B
PowERs:
InT: 1 WILL: « 41 Minp: 1 ey < sl
i 1 rinee 7 SPBIE Flight: 16; Full Vision: 4;

Animal Mimicry (Giant Spider): 8

Draigo are enormously large (10-
15’ or larger) insectoid creatures 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 has
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 (BODY of web = 8
APs) until it is hungry. When in full
{light, 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 Sti: 9
In: 1 Wi: 1

Bony: 10 V
Minn: 1

ﬂﬂ': 1 AURA:-O SpiriT: 1

PowtRrs:
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
rowsoflong,sharprendingteeth.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 STR: 3 Boby: 3'
INT: 1 Wie: 1 Minp: 2
IINFLZ 1 Aura: 0 SeiriT: 0
Powrrs:

Flight: 4; Analytical Smell/ Tracking
Scent: 18 (Electrical Energy Only)

An indigenous life-form of the
planet Korbal, 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 find 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 Bopy: 7
HINT: 2 Wi, 1 Minp: 1

INFL: 1 Aura: 1 SpriT: 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 an
sos similar in shape to_that
Earth rhinoceros, asréddis]
coat, and a small|
ing

make). Unlike many of the other
creatures detailed in this bestiary,
Lightning Beasts are usually encoun-
tered in packs of 3-8,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.

STr: 4 Boby: 1
Wi: 1 Minp: 1
Auvra: O SeriT: 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 welght in
X D >

prodigious eatmg
metabollsm is,

‘| METALLIC MONSTERS

Dex: 5 St 11 Bopy: 8 |
INT: 1 Wie: O Minp: 1
InkL: 1 Auvra: 1 SpIRIT. 2

Attack Advantage: 3
PowERs:
Running: 3; Skin Armor: 7

These 20-60' tall creatures, whose
skins are composed of a mixture of

metallic and organic clements, 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) thatenabled them torepel 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: 5

INT: 2 Wi, 1 Mmp: 1

INFL: ] AUra: 1 SeriT: 2
Powers:

Bio-Energy Blast: 6; Omni-Arm: 4;
Passive Sonar: 4; Running: 1

The Octosaurusis a 12’ 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: 2 STr: 3 Boby: 5
InT: 1 WiL: 2 Mmp: 2
INFL: O Auvra: O SewriT: 1 I

PoweRs:
Running: 5

Theseblue-skinned creatures weigh
about5APs and can carryup to3 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
LD}:x: 4 Str: 6 Bomy: 10
InT: 1 Wi 1 Misp: 2

Inn: O Atra: 0 SeiriT; 2

Powens:
Running: 4

This two-ton grecnish beast with
yellow spots resembles a floppy-eared
dog in both appcarance and temper-
ament — the problem, of course, is
that when it wants to play, it can
crush your body with one ill-timed
leap into your lap. A popular speci-
men for UP zoos, a loose schnauzer
phantis a handful of innocent, totally
non-malicious trouble, though it can
often be diverted from a destructive
rampage by a “toy” or food treat.

SLITH |
Dex: 4 Str: 5 Bovy: 6
Int: 1 Wno: 2 Mivo: 2

Auita: 0 SeiriT: 1

Ine: 1

Attack Advantage: 2
PowErs:
Running: 3

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
graspits opponentin a vise-like “hear
hug”.

planets, as female dragons would
enter the planetary atmosphere and
begin to send out their powerful tele-
pathic mating calls, causing massive
interference with planetary life. Im
skian scientists eventually unraveled
the dragons’ migratory patterns, and
placed beacons in space which now
draw the dragons a safe distance
away from Irulan’s true sun.

Spacc Dragons are 60-90 fect wall
from head to tail, and have a wings-
pan of 40-50 fcet. The hides of the
beasts are much prized as a source of
durable leather, and represent an
important trade good for Imsk. UP
quotas on Space Dragon hunting and
leather exports have been a tradi-
tional source of contention with the
people: of Imsk, and were one of the
principal factors leading to the for-
mation of the Imskian Liberation

Front.

TENTACAGLOR

Dex: 4 St 10 Bopy: 6
InT: 2 WiL: 1 Mimp: 1
IINFL: | Atra: 2 SeiriT: 0

Attack Advantage: 3
Powkrs:
Acid (Contact only): 5; Running: 3

The Tentacaglor, a 12’ greenish
mass ol malevolent protoplasm is
native to the swampy backwaters of
Saturn’s largest moon, Titan. It has
cmerald green eyes, a set of 60
remarkably even tecth, six very pow-
erful 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

SPACE DRAGONS metals in a matter of minutes.
Dex: 6 StR: 13 Boov: 9
Inv: 2 Wi 2 Mixp: 4
InFr: 3 Aura: 1 Sewit: 2
Powkrs:

Flash: 41; Mind Blast (unintentional):
28; Skin Armor: 6

The so-called “Space Dragons of
Imsk™ are actually migratory space-
faring creatures whose biennial
galactic route traditionally brought
them to the Irulan system (home of
Imsk and its sister planet Orsde) to
mate. These periodic visits were usu-
ally disastrous for the people of both

PoweRs:
Running: 2; Skin Armor: 5

Another of the uniquebeastsofthe
hunter's world of Vorn, the Vran is a
four-legged beast which looks much
like an alligator with a thick metallic

carapace around its torso. Though
the creature's Fangs are sharp and its
disposition vicious, the Vran is slow-
moving and is vulnerable if toppled
over onto its back.

VOLCANO BEAST
Dex: 2 Srr: 4 Bovy: 6
InT: 0 WiL: 0 Ming: 1

Auvra: O Seirtr: 1

InFL: 1

PowWERS
Fog: 4 (AV/ EV: 4 APs (works as Poison
Touch Power)) Running: 33; Skin
Armor: 8

Voicano Beasts live in volcanic
craters and other sulfur-laden atmos-
pheres and requirc a 10% or greater
sulfur content in the air that they
breathe to survive. They are 8-9°long.
with thick, armor-plated skin, wide
faces, and nostrils that emit noxious
clouds ol steam.

VORNIAN MOLE

Dex: 3 Sm: 2 Booy: 3|
INT: 1 WiL: 0 Minn: O
I 0 Acka: 0 Seuat: O
Powkks:

Digging: 7: Running: 2

Vornian Moles areburrowing mam-
mals with long tails and pinkish fur
that are generally 6' long. They are
retiring beasts that would far rather
flec than fight. Vornian Moles are
capable of using their tails in a sweep-
ing motion that closes the tunnels
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 visited, and
utilize them. Thesameideaholds 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 whatis 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 humanoids come from the
same seed stock, deposited on Earth
atapproximately 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 humans of
Earth descent on Earth are human.
This includes many of the Legion-
naires and their related characters,

emc\opedia galzu:r,'a7
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some of whom have an ethnocentrici-
ty great enough thattheycontinueto
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 haslittle 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
separateloosely into three convenient
groupings:
® The Mystic Worlds

Early in Earth’s history, before
technological means of departing the
planetexisted, 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-
timatelyspread 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 thiswas 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 amutagenic 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 Braal 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
Colu, 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.

Notablealien 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.
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highly decentraliz€dbasis. Just as the
UP has no central bureéaucracy suffi-
cient to maintain rol over its
member worlds, neithiér does the SP.

Each world that chggSes to operate
its own branch uses té¢hniques com-
monly available but Rot necessarily
commonly accepted. In addition, the
SP operate common functionsforthe
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-

LAW ENFORCEMENT

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 officially only
about a hundred SP officers. 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
ofthe planet’s contingent, and officer
Shvaughn Erin, liaison officer with
the Legionnaires.

However, this count does not in-
clude SPs from other worlds in tran-
sit through Earth’sspaceports, or ac-
companying officials of their own
world to the UP’s infrequent meetings.

SP officers are carefully screened,
including brain scans developed by a
group of Titanian and Coluian scient-
ists working in collaboration. Howev-
er, this has not prevented traitors
from reaching high rankin 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.

TheGuardianshave 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 withdrawn
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
first 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 alaw 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 fighting evil.

o 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, Thanagar hasbecome 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
particularlyharshandinhumane,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, aformer mining colony whose
interior is combed with tunnels in
which the prisonersreside. 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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NOTES

CHRONICLER’S NOTES
Accuracies and Inconsistencies

A to make 30th century

technology and society

comprehensibleto 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 finally 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 hasbeen 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-
atelytold 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 thestories 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

Il Legion chroniclers have
labored under the need

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
whosescience fictionbackground was
extraordinary and primarily centered
in the golden age of science fiction:
Otto Binder (the writer of the first
Legion story), Mort Weisinger (their
editor for the first twelve years of the
publication), Jerry Siegel and Edmond
Hamilton (the first two writers of the
Legion’s own series). Although the
characterizations 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 because the social and philo-
sophic bases of the works have di-
verged so far from the earlier ones.

DESIGNER’S NOTES

I

've been a fan of the Le-
gion for about eight years
and a module designer
for alittle over ayear (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, |
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.
Brande, but also lesser luminaries
like Immune, Sden, Elastic Lad, and
Antonio Stefanacci.Anyreader should
find characters of any and all power
levels available to them.

Needless to say, 90%ofthe material
found within had to do with assigning
valuesto 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 hop¢
that it meets everyone’s expectations

DC HEROES 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.

Thesecond Legion Sourcebook which
will deal with the Legion HQ, 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.

Paze 07

Steve Crow



Absorbancy Boy. ...... ... ..ol 50
Allen Overview . . ......ciiiiiiii ittt it 84
Amalgamax (Xun) «.eeuverirrtent i 50
Antonio Stefancci ........ ... . i i 72
e L e O ot Do O e C D T e T O DT T — 55
Beast Boy . .....ccniviiit it eisee e e e 74
BenN PaBes s b al sl maobr st e b rlata e Bt 2 ook 51
Bestiary . ... ..o 81
Blalck-MaCe g 4 rs - Cr R L Py SRk Lk GHls 7 hedesonetole 70
BlackoutBoy ..........c i 66
BISK oo v e e e N o e R R Bl L L G 4]
Bouncing Boy (rekkKrin). ... ooi it 26
BOUNLY rvs vt e alroer et 4 Mo oo P o ey 51
Brainiac 5 (Querlbox) . - ot it e 20
Calorie QUEEeN (Tarynloy) « . v oo v e mv e e eeeeaeeannnn 61
Celebrand ..........coiiiiiiii i i 78
Chameleon Boy (keepDaggte) . o o oo vveeveieninnnnnnn. 16
Chameleon Chief ....... ... ... ... . iiiiiiinn.. 64
Chameleon Kid (roogLintens) . . « oo oo v v iie i innnnnnn 61
(CITEY d11F B o o O R S B D O e T T i e 51
Chemical King (CondoArlik) . v oo veveevnenennnennnnnn. 36
“Chemoids” . .......oiiii i i 66
ChiefiZ/01taANITUS, .. ruipen: frmskoxen matolls ) v ooy WAoo s moxege SRR 70
Chlorophyl Kid qratsenem) ..o vvvievien i iennn .. 75
Circadia Senius ............c.iitiiiiirinnnnennnn 72
Color Kid (Um vark) « oot vvveiiii e it it ceieeie e 75
COlossal Boy (1 AN T e O e S GO D D O e e O o0 00 O Mo e 17
Comet Queen (N 10 ORI0 a3 0 SIoIP ololo G olole” o SO Tl o oI o o 72
Command Kid ..........coiiiiiiiiiiiiiiin.. 51
COMPULO axrmrr rrs T o T SRR 6T s R T ke s 3 51
Controllers .......coviiiiiin ittt 72
Cosmic BOy rokk Krin). <« cveii i il
CosmicKing .........ccoiiiiiiiiiiii ittt 64
Crystal Kid (mobbKohan) .+« oo oo ii e it i iiieie e 73
Dagonthe Avenger............ccciiiiieniinnnnnn. 52
Dark CircleSoldier .. .........cccoiiiiiiiinnnnn... 53
DABKSEIA 1 ciieiereree 2101 Ko w0720 21585 oo o) o (oMo e elRe ol 53
Dartalg. ...t i e 78
DAWISEAR %, copeonoreso ororarsl s s s o aue s ol ote isonstaiatote s ohstonsiohe o n 40
IDEREBON ... 1o . «/eis el emals <o = (ols s = a1 shsl s Lo lake: sFole = sispe s sfele os 53
Doctor Zaxton Regulus ........................... 54
Dream Girl (NUraNAD N s ™ B R ETEE Sk e e B fasks 31
Duo Damsel (LuornuDUrgoTaing) - . v oo e v v v o nsonnnosooos 14
Duplicate Boy (ord Quetu/Quels0rd) - - v oo vevvoaneenn.n.. 74
DIVEOIV . i vie e in e b e e et oia e e mpeksie sasus oie o oiouaie o s omars s se 73
Elastic Kid (TiMMY OISEN) et o o1 aue 5 ofle) o el ie Vel sy ol oqe « ool o) B 73]
Dynamo Boy (vorm) « v v viii e 55
Element Lad wanarcah) « o vveininiiiiieienn.n. 29
Ol e e o o T s e o 78
Emerald Empress ...............ciiiiiiiiiiin.. 57
Esper Lass (Melallnoor) + o oo cveeinniieinenennenennn. 61
Equipment ......... ... .. ... . i 48
EVillo sty el rrar e ey R ek T L R LG 55
EvolvoLad ........ ... i 74
Fenton PiKe .m. .. s v o farad sllole Agepere el wexers S5 2ioke 53
Ferro Lad (andrewNotan). . . . oo oo 33
Fire Lad (StagiMevien) Siouenaevane (oFenele o ol Aoy e aait et o Ko ldlate oFells 75
GAS GIFl (Sev)e v v ettt it ettt ettt e 74
GigiCusimano .........c.cviiiiiiiiiinnnnnennnn. 73
GM Reference. .........coiiiiiiiiiiieiiann... 89
GOlgOth ... i i e e 53
(CTHTTI CIC B & O L i I AT T3 N R 58
e e 73
H A B AN et oy e Ak PR BB e o oK 73

History . ... i e e 4

HOLAUE . xoxongens sxoenaornste, ok okesens_sKoRaRs, SHoRRe KoKosReRe Lot SRoe 59
OO vy rensrororaorer - eroners Loyl noone voxe) lole" Shoowowme e keoters 64
0100 4 110] v ) e 78
D T e TR S e S e 59
Infectious Lass. . .......coiiiiiii ittt 75
InfiniteMan .........cuiiiiriii i, 59
Introduction......... ... ..t 3
Invisible Kid I - YARPNOTE) kore! o elore sonolelle shope e (ahakaye e fakel o fafofieqore 18
Invisible Kid I1 (DacquesiForcant)) wwmars % Wewe o S| oW e & SFewel e rewa ol 42
JungleKing.................. B T SRR LI 59
SKANDAKE”  rerwewereraerar: oo sy el er v e ool et 3 54
Karate Kid (vaarmorr) « oo vvvit i it ieeeeeenn 34
Khund Cyber-Warrior ...........covvuivenninn.... 60
Khunds ...... ... it eieann 59
Khund Soldier ........ ... ... ... 60
KhundWarlord ..., 60
Kid Psycho nitiopral). - oo covivee i i i 73
Kimball Zendak .......... ... i, 74
Lallorian Champions ............ccciiiueeiiana... 74
Lamprey GLaylaSKott) Fr-r Ty B R B N At s 74
Law Enforcement ............ccoviiiiininnnn.n.. 85
D T e e B 0 o o ool 60
League of Super-Assassins ............. 0w o 60
Legionnaires. .........coiviiiiiiintiiinnennnnnnn. 10
LegioN HISEORY: . o cia cucis cionene s1e o 4 aone o ool < 6 5151 50e ais) ons™s & 4
Legion of Substitute-Heroes ....................... 75
Legion of Super-Rejects . ...................coio... 61
Legion of Super-Villains. .......... ... .. . it 64
Life Lass 0 e o e o e e 0.0 BP0 SRR e T Ao OO0 o 74
Lightning Lad (GarthRanze) « .o ovvvvvnnneennneeenn.. 13
Lightning Lass (aylaRanez) ... oovevienneninnennenn. 30
LightningLord..........ccciiiiiiiiiiinaininnnn.. 65
Magnetic Kid @oikrinn) .. .oovviiniii i 45
Magnetic Kid: . ..ok cieeieionse oheiols o oie olalele s shoneioors ke 66
MagnoLad xunGrez). . oo vvvtiie i 61
Malg Pie] s e Pt 20 et IR Lo Lo L L L e 65
ManO ..iiit i e 58
MantisMorlo ...........ciiiiiiiiiiiiniinnnnnn. 66
Matter-Eater Lad (renzitkem). . o oo vvoiii i 28
Micro Lad (Lalo Muidron) « « ¢ efao s e o6 s 0o o0 o aces o bana s 61
MiSt MaSter . . ... ittt it ittt enennennenns 60
Molecule Master ...........couitiriieinrnennenn. 66
Mon-El 6 1)) 006 ol 00 C OO OB T 6 S 0000, oo o000 aaD 27
MOEATUR oy, 5 creversmimarsmarrsmeromays ol awsa sHovers SHameremem [oFonsrarenavarerens 66
MUMBAN SPIES! dore; s = ohore ko) shete sne) sofobshofens e foseratols ok 66
MY . 5518 s rams s sl B v MK 1o TS TN #9T SRV Y e ] WP & 76
MY/SECIOT Lxt e S A s o R r s e A ek F e o 5 70
Nemesis Kid ...ttt 67
N UL A . s S e A e A R e A e e s 60
Night Girl @wyddagam). . .o .o cv v i i i e i 75
nghthnd (RQriatHaris) oweveni fime w5 Pl 55 0 L [ o o s 76
NOLES .ottt et e e e e e 86
INRE S, 5 A T T T TR Y T TP T e e 72
B0 7 1 (R 54
OLVIT 2w w1 a6 3 HT e ToTewe) T 1 I T 3 30 ST oMY oo 67
L0 ) ¢ T2 T 67
O EN . rovws v e st o W e e RN 67
ONUIR 55 s A o - S T e o 53
O ANUS ooy o sosagsososeragesonanskose [skossp=r-Rags =gk o) < Bos suge = gasarasss 67
SOGION, sarytrame e o = g B aal Sae Tonr 3 T 54
(0] 22 (] 5] 110 ) S O E pp 78
Phantom Girl (AN YalWAL20 ) s (o esfole Mo Reis ol Mo el e oka)"s (oL slislonellol off-Ke 15
Phantom Lad (SOIONIDATR Y oneme e Mo lor - MoRe g SFofie] SRoRe I sHane) oNenswe e 61

87



88

PRAROXRE oo s e v R e ek O SR G e R
Polar Boy rekBannin) « oo oo vt
BORcupine PEte mwme i s tlup T Sorls o B ot rohe
Power Boy edikane) .. .. ocoiiiii
PowersandRules ............ ...,
RO PIE U - comemoons it Bogo nomo oo o ke We RN 15 (T e oo N TokoMoN) o masto e’
BROGYAILL . e fvereromersrm e B e e e S s
BSYICNE) . i e cpopene oiononesshogessisl -KetoksmaneonsReh-Re R Ao KR Ao g Koy ReRae
Pulsar Stargrave .......... ...t
(1T 0 ¢ o XSOt
Quanti QUEER:. o s s riwamiar: = nowrs GarsEiakos ks s
Quicksand . ....... ... e i e
QUISIE L., .o o E T R R F ) R e e NN Ty T F I
Radiation ROy ...........cciiiiiiiiiiiiininn,
] (N Ry by s S R e e
Resource Raiders ............... .. .. .. ..
Rl BRaTVAC] oot oxe monss - chione o 5o, Haseno nie¥o (omaonagomotey Momsxonerans
ROZATLN & iy - reianms - 1m0 96 615 ST e T e o o e
RondVidar .......... .0t
SAAANNIN .50 oxetem s 776 ST A RIS Ay
Saturn GII'I ImgalATdeen[Ranag ), oper. s Aualipenl srons el rarenive s
SALUENIQUEC Darre. w15, Ao 1T ST R MR LTk I TR T
Ce ] 0 [ T e o e
S E NS A oxv s n s alrexes ok ARk e, C SRR RN ) KA R
Sensor Girl (Proiectra) oo vt e it it et e e
Shadow Lad (GrevMallor) « oot veneieieieiieienennnnnn
Shadow Lass (lasmiaMalor) o o v o vttt e e e et s enanvenncnnns
“Shadow Woman” .............ciitiiiinnennnnann.
] (e S Y SO
Shrinking Violet (sambigoy) .- .. cvvreieeeiiiieaen.
Shvaughn Erin. ... ... ... .. i,
Silver Slasher ............ ittt
SIZCLIKIAL -csoninenne orone romsnessnck sonsrokens. » (oKome ChdNeRRoReReRaF o Ko s Koo e
SPIAer "Gkl o iwoniarrereramrareiaberaramsrrerammaror srereraparadibe s
Star Boy (TROMKGF) @ oo et e it et et e teoeneronncennnans
Starburst Bandits, . . apsrpe oo asemms smmma o s wrmes @ann
Starburst Bandits’'Mounts ........................
Starﬁnger (Dr. Lars HANSCOM) « ¢ « ¢ o o s oo oo oo oesoceocsasssas
Stone Boy wagventim) + v i e e
S U BV Vg e R B R R o e e e e o e
Sun Boy (AL G 1) IR O R ol 11 .0 el b i T e o e
Sun-Eater ......... ... e
SUN EMPeror ......cvovviiviiiiniinininiennnnenns
Superboy (kal E1ClarkKent) « v vveie et eneeeaneaneannn
SUPETEIT] (KaraZordide o e e & e e o S R A el
S P EIAINT, oot v e N RS S oot ol RO 5 e ST (o e

Table0flCONEENTS i o @ ane Lo R Sk s SANss oz

R K RV T Ch. o o s e e b B e K e e o SRt
RAURU S G TR o e 1w e e R A T SR A T ST
Tellus (01 | ) o R P i - S50 N SRR S L S se s X R R e R T 1 0

Tl DAGKSCIARGIC, o i, srgar st e mev o e B s g 3
TheEMATIIMAN] ottt oo e S e Ao S e r ATy :
The Fatal Five ............... o o R S T C TR €
THENPERSUAAET, s/ orins Firions o tsbismsr e Foe T lowe ¥t S5 o450 D

TROROKE: st ot fmvemgs b s Ao Harsrs oo e aysks ol
Timber Wolf (BrinLondo) « oo v et v ieninennneennennss :
TAMIC TRADPE R Aol St st nsmss b S A s :
T 1 e i 1 5
Tornado TWins (non&Duwn Allen) <« v oo veeieenneennann
T)’TOC RO VST ATL) - uiaiins o rie o mu e e o oo g o 1 0 i e

g 7 T o
WIEHEas BOYATS/SE0), S0 5 Sahls oty i bk n ekt a5

) NIV E TS @ fE T iyttt e g R Moo e MR NN S WS

VAl iANS s g il fove e i AT S h e i s ey &

Vi REX: - o et s xos (e maao O e ST A X KRN
VAIIANS = o e P e S T e e AT
Wanderers ........... ...
White*Witeh (vysalliily: s wmems s s oo 4.
Wildfire (NTEARCIBUTTOMBIE) o copisna). o5 olis. ohsMiosisl swoonon sils'ne comorops foksiks . . .
Wald HOUNESMAR; mes . s gaea sammmemsmrsrenmen sl
ViERA . cm S O et Lk IR e Lot e M AT I o P




BLOK )
Dex: 4 St 30 Bovy: 35
INT: 5 WiLL: 5 Minp: 8
INFL: 4 ACrRA: 4 SeitT: 4

INITIATIVE: 13 Hero Points: 45

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

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

RACE: Alien

GM REFERENCE

IBOUNCING BOY aticis (huck Taine— Rexerwe

Dex: 10 STR: 3 Beny: 5
INT: 5 WiL: 5 Minp: 3
INFL: 3 Avra: 3 Spirit: 3
INITIATIVE: 18 Hero Ponts: 30

PoweErs:
Jumping: 10, Shape Change: 2
SKILLS:
Acrobatics: 10, Charisma/Persuasion:
5, Scholar/Training: 5, Vehicles: 5
LIMITATIONS:
Power Limitation: Shape Change only
atlows Chuck to “inflate” himself, with
the 2 points going to BODY.
Arobatics: Can only be used with
Jumping.
MoTivaTION: Thrill of Adventure
WEALTH: Affluent

Jos: Legion Instructor
Ract: Human

BRAINIAC 5 atias Querl Bwr

Dex: 5 STR: 3 Bony: 4
INT: 25 WiLL: 15 Minp: 20
InF: 4 Auvra: 4 SeiriT: 4
|InmiaTive: 34 (39) Hero Pomts: 5
PowERs:

Recall: 25

SKiLLs:

(*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 FField Belt (DEX: 0, STR: 0, BODY:

5, Uses: 4, Duration: 16), Force Field:
40, Force Shield: 25, Sealed System: 16

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

MoTIvATION: Responsibility of Power
WEALTH: Multimillionaire

Jos: Legionnaire/Inventor
RAcCE: Normal Humanoid

CHAMELEON BOY aias Reepogyle
Dex: 7 STr: 4 Boby: 6
INT: 9 Wi, 7 MinD: 6
INFL: 4 Aura: 4 SpiriT: 4
INTIATIVE: 20 (24)  Hero Points: 60)
PowERs:

Dispersal: 4, Omni-Arm: 13, Shape
Change: 10

SkiLLS:
Artist/Actor:5, Detective: 10, Martial
Artist: 4, Spy: 10

LimMiTations:
Loses all powers when exposed to
Cancelite.

VULNERABILITIES:
“Hard” radiation (20 AP+), Rare
Miscellaneous Loss—Permanent.
Range: |. Affects all powers.

MoTivaTion: Upholding the Good
WEALTH: Multimillionaire

Jon: Legionnaire
Rack: Strange Humanoid

CHEMICAL KlNGalia.-s Comdo Arlik-. awans

Dex: 5 STR: 4 Bopy: 4
InT: 7 WiL: 7 Minp: 5
InFL: 4 Aura: 3 SpiriT: 4
INniTiaTIVE: 16 (20)  HEeRro PoinTs: 55
POWERS:

Bio-Energy Blast: 8, Cell Rot: 55,
Energy Absorption: 17, Neutralize: 20

SkiLLs:
Martial Artist: 4, Vehicles: 3
LmiTATIONS:
Cell Rot does not affect human flesh
Cell Rot has AV of 15
Cell Rot and Neutralize have ranges of
6 APs

MoTivaTioNn: Unwanted Powers

WeALTH: Affluent
Jog: Legionnaire
RACE: Human

COLOSSAL BOY atios Gim attem 7
Boby: 20

Dex 8  Stri(6)30
INT: 6 Wi 7 MiNnD: 5
INFL: 5 AURA: 4 Seirir: 4

INITIATIVE: 19 Hero Points: 70




90

PoweERs:
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

MorTivaTioN: Upholding the Good
WEALTH: Affluent

JoB: Legionnaire

RACE: Human

COSMIC BOY utias Rokk krinn— Reserve

Dex: 6 STR: 4 Boby: 5
INT: 8 wiLL: 6 Minp: 6
INFL: 4 Aura: 3 SeiriT: 4
IniTiaTIVE: 18 (23)  HEero Points: 80
PoweRs:
Flight: 8, Magnetic Control: 17
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 110
degrees+ temperatures

MoTivaTION: Upholding the Good
WeaLTH: Affluent

JoB: Reserve Legionnaire
RACE: Human

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
2D10), anytime she attempts to use it.

MortivaTioN: Responsibility of Power
WEALTH: Affluent

Jos: Legionnaire

RACE: Human

DREAM G]RL alias M raNal

DER T, STR: 3 Boby: 4
INT: 7 WiLe: 10 Minp: 10
INFL: 8 AuUra: 6 SpiriT: 6
INnTiaTivE: 22 (29) HEero Points: 60
Powees:

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 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 sub ject to
determine their future.

ConNecTioNs: Naltorian Council of Seers
(high-level)

MorivaTion: Upholding the Good
WEALTH: Multimillionaire

Jos: Legionnaire
Ract: Human

DAWNSTAR -

Dex: 15 STr: 4 Boby: 6
INT: 5 WiL: 7 Minp: 7
INFL: 6 AURrRA: 5 SeiriT: 7
INiTIATIVE: 26 (30)  HEero Points: 65
PowERs:

Flight: 46, Life Sense: 34
Sealed Systems: 20

SkiLLs:
Detective: 5, Martial Artist: 4

DUO DAMSEL atias Lo urgo Tatne —eee |

DeEx: 5 STR: 4 Booy: 4
INT: 5 WiL: 4 MinD: 4
IinNFL: . 3 AURA:- 3 SeiriT: 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 atias sanArran

DEx: 6 STR: 3 Bopby: 5
InT: 9 WwiL: 6 Mmp: 5
INFL: 4 Aura: 3 SpirIT: 3
INITIATIVE: 19 Hero Points: 70

PoweRs:
Transmutation: 19

SkILLS:
Vehicles/Space: 5

CoNNECTION: Science Police (high-level)
MoTivaTioN: Upholding the Good
WEALTH: Affluent

JoB: Legionnaire

RACE: Humanoid

FERRO
DEx: 8

AD atias Andraw Nolan— Deveased

Str: 4/25* Boby: 5/15*
INT: 5 WiLiL: 6 MinD: 4 |
INFL: 4 AURA: 4 SeirIT: 3

INITIATIVE: 17 HEero 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

JoB: Legionnaire

RACE: Human (disfigured)
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INVISIBLE KID ulias lyle Norg—Uecensed
Dex: 5 StR: 4 Bopby: 5
Int: 10 Wi: 6 Mixp: 6
INFL: 4 Auvra: 3  SpRIT: 5§
INTIATIVE: 19 (24) Here Points: 55
PoweRs:
Invisibility: 15
SkKiLLs:

Martial Artist: 5, Scholar/Academic
Study (Chemistry): 14, Scientist: 12,
Vehicles: 4

MoTivaTiON: Responsibility of Power
WEALTH: Affluent

JoB: Legionnaire

RACE: Human

Dexx 5 St 4 Bopoy: 4
INT: 5 WiL: 5 MiNnDp: 4
INFL: 5 Aura: 4 SpRiT: 5

INITIATIVE: 15 Hero Points: 45

Powers:
Invisibility: 13

SKILLS:
Detective: 5

LIMITATIONS:

Major Fear Limitation: Fear of entering

Killing Combat
MorTIvATION: Responsibility of Power
WEALTH: Affluent
JoB: Legionnaire
RACE: Human

KARATE KID atias vat Armor— Decensed

Dex: 11 STR: -+ 8 Boby: 6
INT: 5 WiLe: 10 Minp: 7
INFL: 4 Aura: 4 SPIRIT: 5
INITIATIVE: 20 (40) HEeRro Points: 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.

MorTivATiON: Thrill of Adventure

WEALTH: Multimillionaire

Jos: Legionnaire

RACE: Human

LIGHTN ING LAD aliasGarth Ran22— Rezeniv

15 P i SRt 4 Booby: 5
INT: 6 Wi 5 MiND: 6
INFL: 3 Atra: 3 SpRIT: 4

INiTIATIVE: 16 Hero Points: 50

PowErs:
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

Jos: Reserve Legionnaire

RACE: Human

-------- K ig
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LIGHTNING LASS atias Ayla ltanzz
DEx: 6 STR: 3 Boby: 5
INT: 6 Wi: 6 MinD: 5§
INFL: 4 Aura: 4 SpiriT: 4
INITIATIVE: 16 (19) HEeRo Points: 60

PowErs:
(As Lightning Lass) Energy
Absorption: 11, 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

Jos: Legionnaire

Race: Human

[MAGNETIC KID atios ot rinn -
Dex: 5 StRe 4 Boby: 5
INT: 5 WiLL: 5 MinD: 5§
InF: 4 Aura: 3 SpRIT: 4
INtTiaTIVE: 14 (17) HEero Points: 40
PowkRs:

Magnetic Control: 12

SKil.LS:

Martial Artist: 3, Vehicles: 3

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

MoTIVATION: Responsibility of Power
WEALTH: Affluent

Jos: Legionnaire

Rack: Human

MATTER-EATER LAD aiias Tenzit kem

DEX:it 145, STR: 4 Booy: 5
INT: 6 WiLL: 5 MinD: 5
INFL: 4 Aura: 3 SpiriT: 4

INITIATIVE:

15 _ HeroPoints: 40

PowERs:
Acid: 35

SKILLS:
Charisma/Persuasion: 4

LiMiTATIONS:
Matter-Eater Lad's Acid is his digestive
Jjuices, has no range, and uses his DEX
as AV. Acid power is useless against
magnozite.

MorTivaTioN: Upholding the Good
WEALTH: Affluent

JoB: Politician/ Legion Reservist
Race: Human

MON'ELOIIM Lar Gand l
Bopy: 37

Dex: 25 Str: 48
Int: 12 Wi 22 Minp: 15
INFL: 10 Aura: 8 SpiriT: 4

INiTIATIVE: 47 HEeRrO Points: 120
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Powrrs:

Directional Hearing: 10

lixtended Hearing: 10, Flight: 44

Heat Vision: 28, Invulnerability: 46

Microscopic Vision: 15, Recall: 25

Sealed Systems: 20, Super Breath: 18

Super Hearing: 10}, Superspeed: 233

Systemic Antidote: 20

Telescopic Vision: 15

Thermal Vision: 15, X-Ray Vision: 20
SKiLLs:

Gadgetry: 9, Medicine: 9, Scientist: 10
EQuipMENT:

Super Uniform:

(DEX: 0, STR: 0, BODY: 20)

Uses: 4, Duration: 26, Skin Armor: 10
MoTivaTioN: Upholding the Good

WEALTH: Affluent

Jou: Legionnaire
RACE: Normal Humanoid

PHANTOM GIRLalilu‘h‘nyn Wuzao

Dex: 7 STR: 3 Bopy: 4
InT: 6 WiL: 5 MinD: 4
INFL: 4 Aura: 3 SririT; 4
InTiaTive: 17 (20)  Hero Points: 65

Powekgs:

Dispersal: 35
SKiLLs:

Martial Artist: 3, Vehicles: 4
MoTivaTiON: Upholding the Good
WEALTH: Affluent
JOB: Legionnaire
RACE: Humanoid

—~ -
B -

™ G35 4

POLAR BOY uatias Hrek Bannin

Dex: 6 STr: 4 Booy: 5
InT: 7 WL 5 Minn: 4
InFL: 3 Aura: 4 SeriT: 3
INITIATIVE: 16 Hero Points: 55

Powkrs:
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

QUISLET )
Dex: 12 STR: 0 Bopy: 1
INT: 5 WiL: 3 Minp: 10
INFL: 3 AURA: 2 SpriT: 4
INmIATIVE: 20 Hero Points: 65 |

PowERs:

Animate Objects: 9

Earth (Metal) Animation: 6:
EQuipMENT:

Exploration Vehicle

(DEX: 0, STR: 2, BODY: 11)

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-
slet 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-
slet 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.

VULNERABILITIES:
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
Jus: Legionnaire
RACE: Alien

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

RAck: Human

SENSOR GIRL aies I'rincess Propecira

DEx: 6 STR: 4 Bopby: 4
INT: 6 Wie: 9 Minp: H
InFL: 10 AURA: 8 SpiriT: 8

INITIATIVE: 22 (26) Hero Points: 75

PowERs:
Mystic Link: Directional Hearing: 12,
Extended Hearing: 12, Full Vision: 12,
Illusions: 16, Microscopic Vision: 12,
Passive Sonar: 12, Super Hearing: 12,
Telescopic Vision: 12, Thermal Vision:
12, Truesight: 12, X-Ray Vision: 12
SkiLs:
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

SATURN GIRLnlim Imra Ardeen RarzZa— Riserte

Dex. 6 S 3 Bopov: 4

InT: 14 WieL: 20 Minp: 19

INFL: 3 Aura: 3 SpriT: 4

INITIATIVE: 23 (29)  HEro Poin'es: 30

PowkRs:

Absorption Field: 6, Hypnotism: 17, SHADOW LASS  atias Tasmia Malter

Iron Will: 5, Mind Blast: 7, Mind 3 : ;

Probe: 15, Telepathy: 20 ?:rx ; \S;::‘L, g ﬁ?ﬁgj 2

S*(‘{‘l‘:,*k M AT INFL: 5 AURA: 4 SpmiT: 3
inKe artia rust : o, 5. 1 - ) .

Scientist*: 14, Vehicles*: 6 IniTiaTivE: 17 (23)  Hero Points: 75



PowEkss:
Darkness: 17, ISnergy Absorption: 17,
Thermal Vision: 3

SKILLS:
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: 10, Force Shield: 4

MorTIvATION: Upholding the Good
WeaALTH: Affluent

Jow: Legionnaire

Ract: Human

SHRINKING VIOLET aiassatu vighy

Dex: 7 STr: 4 Boby: 5
INT: 7 WiL: 6 Minp: 5
InFL: 3 Atra: 4 SririT: 4

INTiaTIvE: 17 (22) Hero Pons: 6

Powkrs:
Shrinking: 30

SkiLLs:
Martial Artist: 5, Vehicles: 4

MoTIvAaTION: Upholding the Good
WEALTH: Affluent
JoB: Legionnaire
RACE: Humanoid

STAR BOY alias Thom Kalbr

Dex: 5 Str: 4 Booy: 5
InT: 6 Wi 3 Minp: 3
IneL: 3 AURA: 2 SrmmiT: 3
INITiaTIVE: 14 Hero Points: 55

Powers:
Energy Absorption: 6
Gravity Increase: 24

SkiLs:
Vehicles: 4

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

MorivaTioN: Unwanted Power
WeALTH: Affluent

Jos: Legionnaire

RAcCE: Human

SUN BOY alias {irk Morgna
Dex: 5 STr: 4 Boby: 5
InT: 7 Wire: 6 Minp: 4
INFL: 3 Atra: 3 SeririT: 3
INITIATIVE: 15 Hero Points: 75

Powrrs:
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

WEALTH: Affluent

JoB: Legionnaire

RAce: Human

VULNERABILITIES:

(All of Superboy'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 AP’s
Gold Kryptonite: Rare Miscellaneous
Loss—permanent; Range: 3 Al’s
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
RACE: Normal Humanoid

NOTE: The information given here is
only intended to cover Superboy's carecr
as a Legionnaire. Information regarding
his life in the 20th century will be found
in future material .

SUPERBOY uiias Kata/Clark Kent—Resime

Dex: 24 Str: 47 Bobpy: 35
Int: 10 Wi 16 Minp: 13
INFL: 7  Aura: 7 SririT: 4

Hero Poinns: 180

InTiaTiVE: 41

Powers:

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

SkiLis:
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: 10
LiMITATIONS:
Loses all powers under red sun
radiation.

SUPERGIRL altex Kara L el—fhewased !

Dex: 26 Str: 48 Boby: 36
INT: 13 WiL: 19 Minp: 13
INneL: 10 Aura: 8 Seeir; 4
INITIATIVE: 49 Hero Poinrs: 150 |
Powkrs:

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:
10

LiMiTA" Ns:
Lose .1l powers under red sun
radi. on.

VULNER (BILITIES:
(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.

CONNECTIONS: (in 30th century) None
MoTivaTiON: Upholding the Good
WEALTH: Affluent

JoB: (in 30th century) Legionnaire
RACE: Normal Humanoid

Note: the information given hereis only
intended to cover Supergirl's career as a
Legionnaire. Information regarding her
life in the 20th century will be found in
future material.

TELLUS atias Gangtins
Dex: 4 STR: 6 Bopy: 8
Int:: 10 WL 9 Minp: 10
INFL: 3 Aura: 3 SeiriT: 4
INTIATIVE: 17 Hero Poinis: 45

Powess:
Mind Probe: 11, Telekinesis: 7
Telepathy: 21, Water Freedom: 5
SkiLLs:
Vehicles: 4
EQUIPMENT: Life Support Device
(DEX: 0, STR: 0,BODY: 12)
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. (For game me-
chanics see Staying Underwater,PM,
pg. 25.)
MOTIVATION: Upholding the Good
WEALTH: Affluent
JoB: Legionnaire

RACE: Alien

TIMBER WOLF atias Brin tonds ULTRA BOY atiasjo 5ar
Dex:” 115 = * 1S 134 Boby: 20 Dex: 12 S1r:5/44* BobpY:5/15”
INT: 4 WiLL: 6 MinD: 4 INT: & WiLL: 6 MiND: 5
INFL: 4 Aura: 3 SpiriT: 3 INFL: 3  Aura: 4 SpIRIT: 3
InimaTive: 23 (31) Hero Points: 75 INiTIATIVE: 20  HERO Points: 80
PowtRs: PowkRrs:
Danger Sense: 18, Running: 6 Flight: 40, Heat (Flash) Vision: 38,
SKILLS: Microscopic Vision: 24, Sealed Systems:

Acrobatics: 12
Charisma/Interrogation and
Intimidation: 5

Martial Artist/Attack Advantage and
Taking a Blow: 8

Military Science/Tracking: 9
Thief/Stealth: 9

MorivaTioN: Unwanted Power
WEALTH: Affluent

JoB: Legionnaire
RAce: Human

TYROC atias M.Wn.—km/kaiwd

Dex: . 5 SR 4 Bony: 5
INT: 5 WiL; 6 Minp: 5
INFL: 5 Auvra. 4 SpiriT: 4
INITIATIVE: 15 Hero Points: 50

Powkrs:
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 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

JoB: Legionnaire/Champion of Marzal
RACE: Human

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: F
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 aiias Mysa
Dex: 5 STR: & Bopby: 3
INT: 9 Wi 7 MinD: 6
INFL: 12 Avra: 15 SeiriT: 12
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: 11, 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: 11, 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: 10
(Mysticism/Magic)
LIMITATIONS:
See Below
MorivaTion: Upholding the Good
WEALTH: Affluent
JoB: Legionnaire

Race: Human

Note: The White Witch obtains her
special powersthroughstudyand prepa-
ration. As a result of this, she can only

have up to four special powers, and can
only use each one once before having to
relearn it. Relearning four powers takes
12 APs of time (one Power takes 1 hour).

WILDFIRE atias DrakeBurroughs

Dex: 14 Str: 35 Bopy. 35
INT: 6 Wi.: 4 Minp: 4
InFL: 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 Starbolt 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.

Gamemaster’s Introduction
The Gamemaster’s Introduction provides the Game-
master with the background neededtorun 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 the Module Difficulty Rating System

Each module which Mayfair will publish will have a
estimate on the power of characters. Thisestimate 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 Typical Groups or Characters
250-500 ...l Beginning Level Characters
500-1000 ........ ..., The New Teen Titans
without Raven and Kid Flash
1000-2000 ...........coviunnnn, The New Teen Titans
with Raven and Kid Flash
2000-4000 ......... Justice League without Superman
4000-8000 ............ Justice League with Superman
8000-16000..........ccoivivnininnnn. Wonder Woman
TO000+  rvvamamrsns: momGrre N T T 3 Superman
ABBREVIATIONS
AR e i e sk el Attribute Point
AURA| s o et o o e G Aura Attribute
AV et R R Acting Value
BODY . Lfcenstarae v, apalayaak Body Attribute
DEX  orrmers Rrrrrun T Dexterity Attribute
EV n e e e Effect Value
GMY A Tl T e e Gamemaster
INEE St oo oo it Influence Attribute
INE B e Intelligence Attribute
MIND ... . Mind Attribute
INAY G e e TR R TG T Not Applicable
NPE'  wme:eeserscmsans Non-Player Character
OV e rrrhetk L L Opposing Value
RAR srimranss Wit Result Attribute Point
RV coscmas i mesmstiomssss Resistance Value
SPIRIT oot ioriie e tosamsborsmsropseonsansrossy s Spirit Attribute
STRY  rreir-FrrrrmerrErsah): Strength Attribute
WILL ... ...l Willpower Attribute




BE A PART OF THE LEGION.

Enter the world of the Legion of Super-
A heroes. Contained in this reference
are in-depth, up-to-date articles
on all 37 Legionnaires past and
present. Other articles explain
the Legionnaires’ personal
equipment, discuss their deadli-
est foes and staunchest allies, and
give a concise history of the group
from its beginnings to the latest issue
on the stands today! Co-written by

Paul Levitz, the current author of the

Legion comic books, it includes inti-
mate details on the Legionnaire’s lives
that you can’t find anywhere else. Also
included are comprehensive explana-

_ tions and statistics for use with the DC
HEROES ROLE PLAYING GAME™. As
part one of a two-part series on the Le-
~_gion and its world, you'll find this handy
~ reference work a fascinating step into
 the 30th Century.

ISBN O0~-8Lk2771-52-k

000409
0
29877"'01000

™Indicates Trademark of DC Comics Inc. All character names, renditions, assoclated
log and Indicia are Irad ks of DC Comles Inc. Copyright 1986 DC Comics Inc.
All rights reserved.
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