
A B S O L U T E  P O W E R  |  T H E  S U P E R H E R O  R O L E - P L AY I N G  G A M E

Table of Contents – Book On e

4

TOC
CHAPTER 01: 
INTRODUCTION TO 
HEROISM 7

Hope Survives .........................................7
A Brief History of Comics ........................8
Beyond the Silver Age ...........................17

The Mantle of Heroism ............................. 17
Superhero Gaming ...............................18

What is a Role-Playing Game? .................. 18
What do You Want in an RPG? ................. 18
What’s New in Absolute Power ................ 18
Meet Rain Killer.........................................20

Concise Glossary ...................................21
Creation Example .................................22

CHAPTER 02: 
CHARACTER BASICS 25

Session Zero ............................................... 25
The Sentinel-Earth Setting ........................ 25
Collective Creation ..................................... 25
Power Level ................................................ 26
Table 2-1: Character Power Levels............ 26
Character Benchmarks .............................. 27
Table 2-2: Character Benchmarks ............. 27
Establishing Boundaries ............................ 27

Your Character’s Framework ................28
Structure of the Game Mechanics ........30

Simplicity Scale ........................................... 30
Absolute Power Character Quiz ............31

CHAPTER 03: QUICK-PLAY 
TEMPLATES 33

Reading Templates ..................................... 33
Table 3-1: Power Templates ...................... 33
Modifying Templates ................................. 34
Meet Sentinel ............................................34

Power Templates ..................................36
Acrobat ....................................................... 36
Animalist ..................................................... 37
Champion ................................................... 38
Dynamo ...................................................... 39
Elemancer .................................................. 39
Farce ........................................................... 40
Inventor ...................................................... 40
Mastermind ................................................ 41
Powerhouse ............................................... 41
Prowler ....................................................... 42
Psychic ........................................................ 43
Shapechanger ............................................ 43
Speedster ................................................... 44
Thaumaturge .............................................. 44
Weaponeer ................................................ 45
Fiction: Slipstream and Caliburn ..............46

Size Templates ......................................47
Modified Shrinking Templates .................. 47
Assigning Size ............................................. 48
Table 3-2: Size Modifiers ........................... 49

Origin Templates ...................................50
Immortals of Concordance ....................... 50
Organisations ............................................. 51
Superpowered Crisis Response Units ....... 51
Haud Regime Species ................................ 52
Stellar Alliance Species .............................. 53
Empowerment Sources ............................. 54

CHAPTER 04: STATS AND 
DERIVED VALUES 57

Body Stat .................................................... 57
Mind Stat .................................................... 57
Soul Stat ...................................................... 57
Balanced Abilities ....................................... 57

Reading Stat Values ..............................58
Stat Costs .................................................... 58
Shortcoming Defect ................................... 58
Table 4-1: Stat Values ................................. 58
Stats of Zero – Derived Values .................. 58

Calculate Derived Values ......................59
Combat Value ............................................. 59
Health Points .............................................. 59
Energy Points .............................................. 59
Damage Multiplier ..................................... 59

CHAPTER 05: CHARACTER 
ATTRIBUTES 61

Attribute Levels .......................................... 61
Enhancements and Limiters ..................... 61

Attribute Entries ...................................62
Stacking Attributes ..................................... 62
Table 5-1: Character Attributes ................. 63
Meet Red Phoenix .....................................64
Table 5-2: Example Features ..................... 83
Table 5-3: Mini Object Sizes ...................... 98
Gaming With Skill Groups ....................... 113
Examples of Weapon Levels ................... 129
Alternate Attacks ...................................... 129
Alternate Weapon Uses .......................... 130
Table 5-4: Weapon Enhancements ........ 130
Table 5-5: Weapon Limiters .................... 136
Modular Character Design ...................... 138
Meet Slipstream ......................................139

CHAPTER 06: ATTRIBUTE 
CUSTOMISATION 141

Enhancements .................................... 141
Table 6-1: Allowed Enhancements ......... 142

Limiters ............................................... 144
Table 6-2: Limiters .................................... 144
Table 6-3: Sample Unique Limiters ......... 149

CHAPTER 07: CHARACTER 
DEFECTS 151

Defects and Social Awareness ................ 151
Physical vs. Social Defects........................ 152
Table 7-1: Defects .................................... 152
Table 7-2: Awkward Size .......................... 153

CHAPTER 08: 
SUPERHERO ACTION 165

Taking Action ...................................... 165
Describing Actions ................................... 165
Fractional Power Use ............................... 165

Game System Summary Graphics ....... 166
Game Time ......................................... 168

Scene, Round, and Initiative ................... 168
Dice Rolls ............................................ 168

Table 8-1: Target Numbers ...................... 168
Target Numbers ....................................... 169
Opposed Rolls .......................................... 169
Margin of Success .................................... 169
Table 8-2: Margin of Success .................. 169
Understanding Target Numbers ............. 169

Roll Types ........................................... 170
Stat Rolls ................................................... 170
Skill Rolls ................................................... 170
Initiative Rolls ........................................... 171

Beyond Two Dice ................................ 172
Edges and Obstacles ................................ 172
Hedging Rolls ............................................ 173

Combat Flowchart .............................. 174
Combat ............................................... 175

Determining Initiative .............................. 175
Character Action ...................................... 175

Tactical Actions ................................... 176
Aim, Wait for an Opening, Total Defence. . 176

General Actions .................................. 176
Free Actions ............................................. 177
Attributes in Combat ............................... 177
Sphere of Control ..................................... 177
Character Movement .............................. 178
Movement Speed & Jumping Distance ... 178
Meet Kreuzritter ......................................179

Attack Actions ..................................... 180
Attack Roll ................................................. 180
Melee vs. Ranged Attacks ....................... 180
Touch Attack ............................................. 180
Knockback ................................................ 181

Defence .............................................. 182
Defence Roll ............................................. 182

Damage .............................................. 183
Weapon Damage ..................................... 183
Non-Combat Damage ............................. 183
Table 8-3: Impact Damage ...................... 184
Environmental Damage ........................... 184
Armour Ratings and Damage .................. 185
Damage to Health Points ........................ 185
Character Damage Effects ....................... 185
Character Death ....................................... 185

Recovery ............................................. 186
Energy Points ...................................... 186

Fatigue ...................................................... 186
Dramatic Feats ......................................... 186
Player Retcon ........................................... 186

Tri-Stat System Foundation ................ 188
Effects-Based System ............................... 188
Sources of Power ..................................... 188
Dynamic Powers vs. Power Flux.............. 189

Table of Contents – Book On e

A B S O L U T E  P O W E R  |  T H E  S U P E R H E R O  R O L E - P L AY I N G  G A M E 5

TOC
CHAPTER 09: OPTIONAL 
AND EXPANDED RULES 191

Meet Iron Duke .......................................191
Optional Attributes ............................. 192

Combat Technique ................................... 192
Skills .......................................................... 192
Individual Skills vs. Skill Groups ............... 193

Optional Defects ................................. 193
Derived Values .................................... 194

Shock Value .............................................. 194
Social Combat Value ................................ 194
Sanity Points ............................................. 194

Individual Skills ................................... 194
Skill Ranks ................................................. 194
Skill Specialisations .................................. 195
Genius Skills .............................................. 195
Skill Entries ............................................... 195
Table 9-1: Individual Skills ........................ 196
Meet Ghost Lion .....................................203

Optional Combat Rules ...................... 204
Combat Manoeuvres ............................... 204
Readying (Holding Actions) ..................... 204
Called Shots .............................................. 204
Striking to Wound .................................... 205
Total Attack ............................................... 205
Surprise Attack ......................................... 205
Attacks With Two Weapons .................... 205
Multiple Targets with One Attack ........... 205
Attacks and Movement ........................... 206
Combined Attacks .................................... 206
Range Penalties ........................................ 207
Table 9-2: Range Penalties ...................... 207
Critical Hits and Failures .......................... 208
Table 9-3: Critical Failure ......................... 208
Grappling .................................................. 209
Optional Defence Rules ........................... 210
Using Attributes Defensively ................... 210
Fiction: Matthews and Kreuzritter .........211
Attribute vs. Attribute .............................. 212
Dynamic Initiative .................................... 212
Table 9-4: Opposing Attribute Types ...... 213
Absolutes in Absolute Power .................. 214

Expanded Damage Rules .................... 214
Shock ........................................................ 214
Knockout ................................................... 214
Serious Injury ........................................... 215
Catastrophic Damage .............................. 215
Wound Difficulty Penalties ...................... 215
Pain and Health Points ............................ 215
Immediate Executions ............................. 215
Variable Damage ...................................... 216

Pushing Your Powers .......................... 217
Social Combat ..................................... 218

The Social Battlefield ............................... 218
Table 9-5: Social Damage ........................ 219

Sanity Rolls ......................................... 220
Table 9-6: Sanity Rolls .............................. 220
Recovering Sanity Points ......................... 220
Table 9-7: Sanity Spirals ........................... 221

NPC Morale ........................................ 221

Mass Combat ...................................... 222
One-Roll Resolution ................................. 222

Character Creation Options ................ 223
Alternate Stat Costs ................................. 223
Fixed Attribute and Defect Levels ........... 224
Table 9-8: Fixed Level Assignments ........ 224
Min/Maxing .............................................. 224
Balancing Hit-and-Run Manoeuvres ...... 225
Table 9-9: Defence Roll Modifiers ........... 225
Table 9-10: Attack Roll Modifiers ............ 226
Table 9-11: Grappling Roll Modifiers ...... 226
Table 9-12: Attack Roll Modifiers ............ 227

CHAPTER 10: 
ITEMS AND GEAR 229

Creating Items .................................... 229
Temporary Items ...................................... 230
Bases of Operation .................................. 231
Hybrid Equipment .................................... 231
Equipment Modifications ........................ 232
Meet Alice ...............................................232

Weapons ............................................ 234
Splash Weapons ....................................... 234
Archaic Melee Weapons ......................... 234
Table 10-1: Weapons ............................... 235
Archaic Ranged Weapons ....................... 236
Archaic Siege Weapons ........................... 236
Conventional Melee Weapons ............... 236
Conventional Ranged Weapons ............. 238
Conventional Ordnance .......................... 238
Types of Ammunition .............................. 238
Hyper-Technology Weapons ................... 240

Armour ............................................... 242
Animal Armour ......................................... 242
Archaic Armour ........................................ 242
Conventional Armour .............................. 242
Hyper-Technology Armour ...................... 242
Table 10-2: Armour .................................. 242

Shields ................................................ 244
Shield Sizes ............................................... 244
Shield Materials ....................................... 244
Table 10-3: Shields ................................... 245
Fiction: Five Shields .................................246

Adventuring Equipment ..................... 247
Conventional Gear ................................... 247
Hyper-Technology Equipment ................ 248

Items of Power ................................... 249
Protective Devices .............................. 252

Conventional Suits ................................... 252
Hyper-Technology Suits ........................... 253

Vehicles .............................................. 255
Locations .................................................. 255
Conventional Vehicles ............................. 255
Hyper-Technology Vehicles ..................... 260

Breaking Items .................................... 264
Table 10-4: Item Armour Ratings ............ 264
Destroying Buildings ................................ 265
Table 10-5: Building Armour Ratings ...... 265

Blowing Up Worlds ............................. 265
Table 10-6: Planetoid Armour Ratings ... 265

CHAPTER 11: COMPANIONS 
AND MINIONS 267

Humans .............................................. 267
Meet Caliburn .........................................278

Non-Humans ...................................... 279
Animals ............................................... 288

Animal Stats.............................................. 288
Table 11-1: Animals ................................. 289

CHAPTER 12: PLAYING 
SUPERHEROES 291

Give Your Creation Life ....................... 291
Facet One: Team Role .............................. 291
Facet Two: Secret Origin .......................... 293
Facet Three: Motivation .......................... 294
Facet Four: Style....................................... 296
Intangibles ................................................ 297
Solo Play ................................................... 297

Super-Questionnaire .......................... 298
Character Quiz – Part 2 ........................... 298

Daily Life ............................................. 300
Being a Hero ....................................... 302

Lone Wolves ............................................. 304
Great Power ....................................... 304

Measuring Might ..................................... 304
Crisis Management .................................. 306
Consistency and Growth ......................... 307
Changing Powers ..................................... 308
GM Controls ............................................. 309
Character Reactions................................. 309

Tools of the Trade ............................... 310
Wonderful Toys ........................................ 310
Information Gathering............................. 310
Fiction: Sentinel and Witchlight .............312

Building Superhero Teams .................. 313
More than the Sum ................................. 313
United We Stand: Team Origins .............. 313
Team Name .............................................. 314
Team Purpose .......................................... 314
Team Size .................................................. 316
Organisation ............................................. 316
Rules and Regulations ............................. 317
Team Property .......................................... 319
Designing Headquarters .......................... 319
Team Tactics ............................................. 320
Team Archetypes ..................................... 320
Meet Grandmother Raven .....................322

Mythic Heroes, Any Scale ................... 323
The Past is Prologue ................................. 323
Power Fantasy vs. 

Absolute Power Fantasy ................... 323
Dark Empires: Less Than Heroes ......... 324

Antihero Principles .................................. 324
Antihero Characters ................................. 324

Player Advice Summary ...................... 326

SHEET AND INDEX 327



A B S O L U T E  P O W E R  |  T H E  S U P E R H E R O  R O L E - P L AY I N G  G A M E

Table of Contents - Book Two

2

TOC
CHAPTER 01: 
GAME MASTERING 
SUPERHEROES 5

The Game Master’s Role ..............................5
Power Levels Revisited ...........................6

High-Powered Campaigns are Fine .............7
Player vs. Character Ability ...........................7
Low-Powered Campaigns are Also Fine ......7

World Building ........................................8
Points of Divergence .....................................8
Table 1-1: Superpowered Names ................8
Sources of Power ..........................................8
History ........................................................ 10
Flow of Time ............................................... 10
Setting Period ............................................. 11
Tone ............................................................ 12
Society and Superheroes .......................... 14
Locations .................................................... 16
Supporting Cast.......................................... 17
Organisations ............................................. 18
Soft Reboots ............................................... 18
Meet Witchlight ........................................19
Sample Campaigns .................................... 20

Creating Villains ....................................22
Villainous Motivations ............................... 22
Supervillains are Irrelevant ........................ 23
Villain Design .............................................. 24
Threat Scores for Villains ........................... 25
Justification ................................................ 26
Power Dynamics ........................................ 28
Opposition Force ....................................... 29
Matching Ambition to Might .................... 29
Meet Janus ................................................31

Five Tools of Villainy .............................32
Tactics ......................................................... 32
Finding Good Help ..................................... 34
Villainous Arsenals ..................................... 35
Secret Lairs ................................................. 35
Getting Away: With or Without it ............. 36

Supervillain Teams ................................37
A Gathering of Villainy ............................... 37
Leaders of Evil ............................................ 37
The Revenge Squad ................................... 38
True Believers ............................................. 39
Super Crime Families ................................. 40
The Team with the Theme ........................ 40
Funhouse Reflections ................................ 41
Almost Heroes ............................................ 41
The Vile in Villainy ...................................... 42

The Role of Neutrals .............................43
Organisations .......................................44

Legacy ......................................................... 44
Organisation Types .................................... 44
Organisation Scale ..................................... 45

Designing Adventures ...........................48
Get the Team Together .............................. 48
Pre-Fight Checklist ..................................... 48
Threats ........................................................ 48
How the Villain Gets Away ........................ 49
The Plot Advances ..................................... 50

Cliffhangers ................................................ 51
Death and the Superhero ......................... 52

Keeping the Players Engaged ................53
Know Your Players ...................................... 53
Listen to the Players ................................... 53
Character Hooks ........................................ 53
Spotlight the Heroes .................................. 53
Let the Heroes Win .................................... 54
You Deserve Fun Too ................................. 54
Shared Campaign Worlds .......................... 54

Navigating the Rules .............................54
Cheating – Just Do It .................................. 54
Rules Questions ......................................... 54
House Rules ................................................ 54
Changing the Rules .................................... 54
Troubleshooting ......................................... 54

Scope of the Game ...............................57
Game Length .............................................. 57

Game Mastering Techniques ................58
Superhero Tropes .................................60

Genre Conventions .................................... 60
Lost in Translation ...................................... 60
Classic Bits .................................................. 62

Character Advancement .......................65
Engagement Bonus .................................... 67
Crafting Items ............................................. 67

GM Advice Summary ............................68
Player Character as Villains ....................... 68
Meet Belleshroud ......................................69

CHAPTER 02: HEROIC 
CAMPAIGN HISTORY 71

Before the Frisco Flyer ..........................71
Optional Rules: Sentinel-Earth .................. 71
Rise of Wonder, Fall From Grace .............. 71
Adventure Comics Entertainment ............ 72
Bronze and Iron: Legends Reborn ............ 73
Steam and Steel: Covert Conflicts ............ 74

Age of Masked Adventurers .................76
Between the Wars ..................................... 76

The Golden Age ....................................78
Dawn of the Modern World...................... 78
Birth of the Superhero............................... 78
The Super World at War ............................ 87
Gold, Silver, and Bronze ............................. 88

Post-War Years ......................................88
The Silver Age .......................................89

MK-ULTRA................................................... 90
Bronze and Iron: The World Shifts ............ 91
Iron Age Complications ............................. 92
Dark Iron and Silver’s Last Gleaming ........ 93
Brief Shining Silver ..................................... 93

Dawn of a New Millennium ..................95
The Haud Crisis .......................................... 96
Metahuman Tier Rankings ........................ 99
Sunrise on a Red Day ............................... 100
Expanding Horizons, Growing Threats ... 100
The Apratzim Revelation ......................... 100
The Wildshimmer .................................... 101
Era of Crossovers and Catastrophes ....... 101
The Breakdown ........................................ 102

Quest for Purity ........................................ 102
The White Rooks Gambit ........................ 102
The Future Will be Livestreamed............ 103

Modern Age Sentinels ........................ 104
Reckoning Against Purity ......................... 104
An Unprecedented Year .......................... 104
Fiction: The Darkness ..............................105
The Endless Night .................................... 105
Soft Reboot: Changes and Legacies........ 106

Sentinel-Earth Timeline ...................... 108
Metahuman Law in the USA ............... 111

Super Crime and Punishment ................. 112
Metahuman Laws for Specific Powers ... 113

CHAPTER 03: 
EMPIRE CITY 115

Why Are They Called “New Yorkers”? .... 115
A Brief History of Empire City ............. 116

The New Century ..................................... 116
A Year Unlike Any Other .......................... 118

The Boroughs ..................................... 118
Map: Empire City’s Five Boroughs .......... 119
Manhattan ................................................ 119
Map: Manhattan ...................................... 120
ACE and Weekly Watchers Chronicle ..... 120
Who Watches the Watchmen ................ 122
The Bronx ................................................. 125
Brooklyn .................................................... 126
Queens ..................................................... 127
Staten Island ............................................. 128

Big City Heroes ................................... 130
The Guard ................................................. 130
Guard Headquarters: Olympian Tower .. 131
Guard Auxiliary and Special Status ......... 133
Ascension Force ....................................... 134
UNION in Empire City .............................. 135
Liberty Enterprises ................................... 135

An Empire of Crime ............................ 136
Murder, Incorporated .............................. 136
An Echelon Empire .................................. 137
White Pawns ............................................ 138
Matthews GenTech.................................. 138

Neutrals and Renegades ..................... 140
The Five Shields ........................................ 140
Red Rush Reckoning ................................ 141
The Sanctuary Alliance ............................ 141

CHAPTER 04: 
SENTINEL-EARTH 143

Global Powers .................................... 143
Apratzim ................................................... 143
Map: Apratzim ......................................... 145
Beqaa ........................................................ 147
Map: Beqaa & Lebanon .......................... 147
China ......................................................... 148
There’s the European Union? ................. 149
Great Britain ............................................. 150
The Marked Card Squad .......................... 151
India .......................................................... 151
Japan ......................................................... 152

Table of Contents - Book Two

A B S O L U T E  P O W E R  |  T H E  S U P E R H E R O  R O L E - P L AY I N G  G A M E 3

TOC
Russia ........................................................ 153
Sabaea ...................................................... 154
Map: Sabaea’s Location ........................... 154
Thule ......................................................... 155
United States ............................................ 156

Overt Organisations ............................ 158
Egide Ubiquiste ........................................ 158
The Puritan Protectorate ......................... 158
The Sanctuary Alliance ............................ 159
Am I a Wizard? ......................................... 160
Cheating for a Living ................................ 161
Why So Secretive? ................................... 162
UNION ...................................................... 164
Wardenclyffe Agency ............................... 165

Covert Conspiracies ............................ 167
Eighth Haven ............................................ 167
The Mordred Society ............................... 167
Organisation Wotan ................................. 169
SECTOR ..................................................... 170
The Temple of Mars ................................. 171
Conspiracies vs. Conspiracy Theories ..... 171

Rising Powers ..................................... 172
Argentina .................................................. 172
Botswana .................................................. 172
Brazil ......................................................... 172
Canada ...................................................... 174
Costa Rica ................................................. 174
Indonesia .................................................. 175
The Koreas ................................................ 175
Mexico ...................................................... 175
Nigeria ...................................................... 176
Seawyck .................................................... 176
Red Anodyne ............................................ 176

Independent Super-Teams ................. 178
Badgirl Brigade ......................................... 178
The Echelon Alliance ................................ 178
Legionnaires ............................................. 179
Neo-Argonauts ......................................... 179
The Untouchables .................................... 180
The White Rooks ...................................... 181
The Zodiac Raiders ................................... 181

CHAPTER 05: 
MAGIC REALMS 183

The Concord ....................................... 183
Chords and Blends ................................... 184

Esoterrena: Worlds Within the World ..185
The Seven Planes ..................................... 185
Axis Mundi and Imperium Eutherion ..... 187
Esoterrene Realms ................................... 191

CHAPTER 06:  
BEYOND EARTH 195

Haud Empire ....................................... 195
A Modern Empire .................................... 196
Subjects of the Realm .............................. 196
The Haud .................................................. 197
Jumadons ................................................. 197
Menceks ................................................... 198
Parousians ................................................ 198

Human Aliens? ......................................... 199
Reserpans ................................................. 199
Selenites ................................................... 199
Yerdith ....................................................... 199
Inorganic Synthetic Entities: Robots ....... 200
Agents of the Empire ............................... 200
Parousian Resistance ............................... 200
Fiction: UNION ........................................201

SAS: Stellar Alliance of Sovereignties.. 202
Sovereign Determination ........................ 202
A Legion of Guardians ............................. 203
Alliance Citizens ....................................... 203
Ailurons ..................................................... 204
Chondroks ................................................ 204
Decavuri .................................................... 205
Factored .................................................... 205
Kosangent ................................................. 206
Lokurans ................................................... 207
Otingans ................................................... 207
Sepharina ................................................. 207
The Stateless ............................................ 208

Independent Factions and Mysteries ...209
Sardathrion: The Magic Planet ............... 209
The Titans of Mars ................................... 209
Survivors of the Titanomachy ................. 210
Starblight Empire ..................................... 210
Crime in Space ......................................... 211
Mysteries of the Void .............................. 211
Spaceflight and the Universe .................. 211

Sentinel-Earth Cosmos ....................... 212
Universal Constants: Concord Trinity ..... 212
The Nimbus .............................................. 212
Lodestars .................................................. 213
Hallows ..................................................... 213
Our Gods are More Ineffable .................. 213
Kosangent and Erdala .............................. 214
Guardians of Solace ................................. 214
The Starbright Patrol ................................ 214
Voidheart Sentinels.................................. 215
Batar Rangers ........................................... 215
The Resonant ........................................... 215

The Sentinel Multiverse...................... 216
Fairshadow ............................................... 216
Wildshimmer............................................ 216
Red Union ................................................. 218
Kingdom-Earth ......................................... 219
Dark Empire .............................................. 220
Dark Empire: Character Visuals .............. 221
Silver-Earth ............................................... 221
Meet Mister Matthews ..........................223

CHAPTER 07: 
DRAMATIS PERSONAE 225

Game Stat Notes ...................................... 225
Heroes – Complete Profiles ................ 226

The Baron ................................................. 226
Britannia ................................................... 228
Caliburn .................................................... 230
Citizen Prometheus ................................. 232
Grandmother Raven ................................ 234
Lady of the Lantern II ............................... 236

Magistrate ................................................ 238
Red Phoenix ............................................. 240
Sentinel ..................................................... 242
Slipstream ................................................. 244
Tokkotai ..................................................... 246

Individual Heroes................................ 248
Ascension Force .................................. 250
The Untouchables............................... 252
Neutrals – Complete Profiles .............. 254

Belleshroud .............................................. 254
Ghost Lion ................................................ 256
Iara. ........................................................... 258
Pan (& Belle) ............................................. 260
Princess Grimalkin ................................... 262
Rain Killer .................................................. 264
Seawolf ..................................................... 266
Ursus Caesar............................................. 268
Witchlight ................................................. 270

Individual Neutrals .............................272
The Five Shields .................................. 273
The Order ........................................... 274
Red Rush Reckoning ........................... 275
Villains – Complete Profiles ................ 276

Alice, Queen of Hearts ............................ 276
Artificer ..................................................... 278
Bloody Mary ............................................. 280
Crystal Pirate ............................................ 282
Dark Queen .............................................. 284
Doc Cimitière............................................ 286
General Winter ........................................ 288
Heartbreaker ............................................ 290
Iron Duke .................................................. 292
Jade Naga ................................................. 294
Janus ......................................................... 296
Kreuzritter ................................................. 298
Mister Matthews ..................................... 300
Requiem ................................................... 302
White Banner ........................................... 304
Zulfiqar ...................................................... 306

Companions ........................................ 308
Cosmic Threats ................................... 309
Super-Agents ...................................... 310
Master Antagonists ............................ 312
Independent Threats .......................... 313
The Badgirl Brigade ............................ 314
The Evil Eyes ....................................... 315
The Echelon Alliance ........................... 316
The Legionnaires ................................ 318

CHAPTER 08: 
ADVENTURE SEEDS 321

Changing of the Guard (150-300+) ........ 322
Independent Infamy (100-149) .............. 323
Criminal Intent (100-199) ........................ 324
Super Agent Schemes (150-249) ............ 326
Masters of Menace (200-299) ................ 327
Meet Seawolf ..........................................329
Cosmic Ambition (250-300+) .................. 330

INDEX 332


