Akali (Jaginder Singh) is a lean and athletic Punjabi with dusky brown skin tones, liquid brown eyes, a curly black beard, and expressive features. He is ways tightly turbaned in peacock blue. Akali is a tough and hearty fellow with a fierce inner strength. His word is his bond unto death.

Akali gained his powers when the time travelling Phaser saved the young infantry lieutenant’s life with a field hospital transfusion, using his blood’s ‘universal donor’ nature.

Fighting............Good



(10).





Health............90.

Agility.............Amazing


(50).

Strength............Good



(10).





Karma.............280.

Endurance...........Excellent

(20).

Reason..............Good



(10).





Resources.........Good.

Intuition...........Incredible
(40).

Psyche..............Remarkable
(30).





Popularity........50.

Fire Generation ~ Akali has pyrotechnic capabilities at Excellent rank. His flames are a vivid blue. Akali has developed the following power stunts.

· Jets of flame (using Agility to hit and inflicting up to Excellent Energy damage at a range of 6 areas).

· Fireballs (using Agility to hit and inflicting up to Good Energy damage to the entire target area at a range of 3 areas).

· Nova flame (blast of Monstrous intensity in Akali’s area, blast of Incredible intensity in all adjacent areas, flame powers reduced to Feeble for 1-10 rounds).

· Flame constructs (barriers and cages of Good intensity flame with a duration of 10 rounds).

· Flaming sky writing (up to 20 words with a 10 minute duration).

· Fire control (increase or decrease a fire’s intensity by Excellent rank).

· Healing (absorption of heat and flame will restore the fire’s intensity in Health every round, up to a maximum of 20 points per round).

· Surrounding himself in an aura of flame (Excellent resistance to heat & flame, automatically melts materials of Typical strength or less on contact, Typical intensity flaming touch, flight at Typical air speeds {6 areas/round or 90mph}).

· Combining phasing with aura of flame to become a living flame and travel at up to Shift-X air speeds (50 areas/round or 750mph).

Phasing ~ Akali can move his body out of phase with his surroundings with Excellent ability, allowing him to pass through solid objects for as long as he can hold his breath. While he phases, he can be harmed only by multi-dimensional, magical, psionic, or out-of-phase attacks. Akali may only pass through materials of Remarkable strength or less, passing through force fields of Excellent strength or less requires a green power Feat. Akali has developed a number of power stunts:

· Disrupting electrical equipment. Non-sentient equipment is deactivated and scrambled on a power Feat. Sentient electrical beings must make an Endurance Feat or be knocked out for 20 rounds and suffer 20 points of damage. Battlesuits, computers, and other systems are rendered useless for 20 rounds.

· Moving on air as if it were solid ground. Akali may move normally regardless of lack of floors.

· Render others out-of-phase by touch. They remain out-of-phase for as long as Akali is in contact with the individual.

· Attacking with phased objects which become “normal” when released. If released inside a living target, the victim suffers damage equal to the material strength of the item as an edged attack. This attack form can also be employed to destroy physical barriers.

Resistance to Energy Attacks ~ Akali has Excellent resistance to all forms of energy attack, excluding only physical attacks, magical effects, and mental powers.

Specific Regeneration ~ Unlike normal humans and most mutants, Akali can heal damage to his brain, neural tissues, and vascular systems. This constantly occurs with Monstrous (75) ability, restoring roughly 3 points of Health an hour. This is in addition to normal healing.

Infinity Formula ~ Critically injured by Baron Blood during an attack on the Nazi scientific research facility at Castle Vladistopol, Akali was saved by a massive dose of the Infinity Formula. The formula prevents fatigue poisons from building within his system and acts as an Excellent immune system, thus protecting Akali from disease, toxins, and ageing. The formula also grants him Feeble regeneration, allowing him to recover 1 Health every 5 rounds.

Talents ~ Oriental Weapons, Martial Arts C, Acrobatics, Tumbling, Military, Repair / Tinkering, Languages (Punjabi with English and Italian).

Contacts ~ Excellent Street, Good Journalism, Typical Occult Lore, Typical Military.

Kora ~ As a Sikh, Akali employs a heavy short sword with a wide forward curving blade. Of a style used in ancient times in Northern India and Nepal. This example of the sword smiths art is decorated with delicate floral etchings in the steel of the blade. It is a hacking weapon, sharp only on its inner edge, and has no thrusting point. It is composed of Remarkable material strength steel alloys and inflicts up to Excellent Edged Attack damage in Akali's hands.

Chakram ~ Akali has 3 of these flat steel rings looped about his turban. They are employed as a ranged attack by spinning each one about the index finger and then releasing it in a shallow arc. They are composed of Remarkable material strength steel alloys and inflict up to Excellent Edged Throwing damage with a range of 2 areas.

Costume ~ Akali employs chain mail body armour, that is a gift from Myron MacLain, and is formed from a vibranium-steel alloy with Remarkable material strength. It is of traditional Indian style, being a full-length hooded tunic and trousers padded with peacock blue beta-cloth. This is rounded out with etched and engraved Punjabi chahar-aina and matching dastana, a saffron yellow sash, and traditional peacock blue turban. This armour combination provides Akali with Amazing protection against concussive force attacks (sonics, shock waves, force beams, and the like), and negates any slam or stun effects from such attacks. It further provides Excellent protection from Edged attacks and Good protection from Blunt and Shooting attacks, which can slam or stun Akali. The beta-cloth padding also provides Excellent resistance to heat and radiation.

~ Wonder Woman ~

Fighting............Incredible
(40).





Health............160.

Agility.............Remarkable
(30).

Strength............Incredible
(40).





Karma.............210.

Endurance...........Amazing


(50).

Reason..............Good



(10).





Resources.........Good.

Intuition...........Excellent

(20).

Psyche..............Remarkable
(30).





Popularity........80.

Powers ~ Good Body Resistance & Excellent Hyper-Running.

Talents ~ Marksman, Weapons Master, Martial Arts A/B/E, Gymnastics, Military, Business/Finance, Languages (Minoan with English, French, Greek, Persian).

Contacts ~ Remarkable Paradise Island, Excellent Military, Good Business World.

Instant Change ~ Wonder Woman can transform from civilian clothes to her classic costume by use of a twirling spin, accompanied by a dazzling flare of light. She can even use this power to don other clothes, such as a swimsuit costume or anything from her wardrobe.

Lasso of Truth ~ Unearthly Material Strength, Entangling Weapon (Players’ Book, Page 30), Monstrous Mental Domination (‘Must Speak The Truth’), Amazing Hypnotic Control, 1 Area Range.

Bracelets ~ Unearthly Material Strength, Automatically Provides Two Block Moves Per Round at Unearthly, Usually Employed Against Missile Attacks, Most Commonly Bullets. Can Even Stop Burst Attacks and Energy.
Belt of Strength ~ This arcane artifact has Unearthly Material Strength and allows Wonder Woman to maintain her Amazon vigour away from Paradise Island. If removed her Strength drops to Good.

Tiara ~ This arcane artifact has Unearthly Material Strength and allows Wonder Woman to maintain her Amazon agelessness away from Paradise Island. She can also employ it as an impromptu boomerang.

Invisible Jet ~ This advanced and stylish craft is the rough equivalent of an Omni-Jet. It possesses Incredible Electronic Counter Measures, Circular Vision, Poor Telescopic Vision, Incredible Thermal Vision, Incredible Ultraviolet Vision, Good Blending, and Excellent Invisibility (Physics). Armaments run to Dual Omni-Cannons with Remarkable Missile Creation and Remarkable Light Generation = Stunning Missiles, Rainbow Flares, Laser Darts, Optic Blast Bombs. Communications run to an American military radio system and an empathic signaller tied to Paradise Island.
Lady Whirlwind (Angela Mao) has developed her own unique combat style derived from Hapkido, Kung Fu, Tae Kwon Do, and several other forms of martial arts. She is a skilled and deadly opponent. Reactionary and violent, Lady Whirlwind lives by her own code of honour. She deals out justice as she sees fit. When she acts, she strikes without mercy. Lady Whirlwind looks upon people without honour or loyalty as worthless and disgusting low lifes. She has no use for interfering governments, but respects honour, self-discipline, and the concept of just laws. Lady Whirlwind always keeps her word, she is honourable, and upholds any bargains. She will never betray a friend. She has defined her own morals and lives by them, whether anyone else likes it or not.

Fighting............Incredible
(40).





Health............100.

Agility.............Remarkable
(30).

Strength............Good



(10).





Karma.............350.

Endurance...........Excellent

(20).

Reason..............Excellent

(20).





Resources.........Good.

Intuition...........Incredible
(40).

Psyche..............Incredible
(40).





Popularity........30.

Martial Arts Powers: Chi (FASE Boost & Self-Healing) @ Psyche, Combat Sense (Attack Option) @ Psyche, and Incredible Weakness Detection.

Strikes: Iron Fist, Power Punch, Backhand, Ridgehand.

Kicks: Back, Axe, Hook, Scissor, Double, Sweep, Jump.

Throws: Fall, Instant Stand, Hurl.

Push: Concentrated, Reflection.

Vitals: Pain Touch.

Slash: Vein (Requires Edged Weapon).

Blunt: Heavy Blow (Requires Blunt Weapon).

Weapon: Weapon Catch (Requires Weapon or Gauntlet).
Movement: Leap, Missile Deflection, Speed, Great Shield.

Mental: Meditation, Spatial Awareness, Resist Domination, Iron Skin, Pause, Quick Strike.

Special Manoeuvres: Elbow Strike, Hand Parry, Knee Strike.

Talents ~ Oriental Weapons, Martial Arts A/B/C/D/E, Acrobatics, Tumbling, Archaeology, First Aid, Languages (Mandarin Chinese, Japanese, Korean, English, German).

Contacts ~ Incredible Mythology (Chinese), Incredible Espionage (Office of Strategic Services), Excellent Law Enforcement, Typical Crime, Typical Street.

Gear ~ Chang (Spear), Jung Gum (Straight Sword – 37” Blade), Jung Bong (Middle Staff), Fairbairn-Sykes Fighting Knife (3), Colt M1911 Pistol (Handgun), Type A-2 Leather Flight Jacket, M42 Airborne Jumpsuit, Blood Red Silk Sash, Corcoran Jump Boots.

