~ Corporal Thaddeus Aloysius Cadwallader Dugan ~

- Dum Dum Dugan -

- 1940s -
A rough old warhorse, Dum Dum Dugan is a belligerent but witty gent. He’s a tough-as-iron fellow who hates injustice and is extremely loyal to his comrades. As the fireteam leader of the Howling Commandos, he's recognised as one of the most skilled soldiers in the US Army. He's highly trained and possesses a great amount of physical strength. He is likely most recognized for his trademark derby hat, complete with rank insignia, and bristling red moustache.

Fighting........Remarkable
(30).





Health............80.

Agility.........Good



(10).

Strength........Excellent

(20).





Karma.............50.

Endurance.......Excellent

(20).

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



(10).





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

Intuition.......Excellent

(20).

Psyche..........Excellent

(20).





Popularity........20.

Quirks ~ High Pain Threshold, Rapid Healing, Strong Bones (+2CS), Sturdiness, Alertness, Bluntness (-2 CS), Weirdness Magnet.

Talents ~ Marksman, Martial Arts A / B / C / E, Military, Streetsmarts.

Contacts ~ Amazing Military, Excellent Street, Excellent Criminal, Good Journalism.

Helicarrier Flight Suit ~ This outfit is composed of Beta-Cloth, a waterproof yet breathable light-weight synthetic fabric developed by Howard Stark. It has Excellent material strength and provides Typical protection from physical attacks with Excellent protection from heat and radiation.

Weapons ~ GyroJet Pistol, 3 Clips of Explosive Ammo, 3 Clips of Heat-Seeker Ammo, 1 Clip of Explosive Heat-Seeker Ammo, Riot Gun, 3 Loads of Standard Shells, 1 Load of Smoke Canisters, 1 Load of Explosive Canisters, 1 Load of Incendiary Canisters, 1 Fragmentary Grenade, 2 Smoke Grenades, 1 Flash Grenade, Fairbairn-Sykes Fighting Knife, V-42 Stiletto.
Core Launcher ~ This bulky rife has a targeting sight with Feeble Telescopic Vision and Incredible Ultraviolet Vision. Rugged and tough, it has Remarkable Material Strength. It fires pulsed blasts of ionizing radiation. These highly charged bolts inflict Remarkable Energy Damage and Remarkable Stunning with an 8 Area Range. It is powered by special atomic power slugs that provide 10 shots each.
~ Corporal Thaddeus Aloysius Cadwallader Dugan ~

- Dum Dum Dugan -

- Cold War -

A rough old warhorse, Dum Dum Dugan is a belligerent but witty gent. He’s a tough-as-iron fellow who hates injustice and is extremely loyal to his comrades. As the fireteam leader of the Howling Commandos, he's recognised as one of the most skilled soldiers in the US Army. He's highly trained and possesses a great amount of physical strength. He is likely most recognized for his trademark derby hat, complete with rank insignia, and bristling red moustache.

A great enchanted tattoo, crafted by the Tong of the Black Scorpion, covers Dum Dum Dugan’s entire back and upper arms. Shrouded in smoke and flame is Godzilla in luminous charcoal greys and shimmering yet strangely ethereal greens. This mystical tattoo suffuses his body with eldritch energies which provide him with various superhuman abilities.
*******

Pulsing and rippling the magical energies played over his naked skin as he lay spreadeagled upon the ancient mossy stone slab. Pain flooded his mind. Bringing him to the edge of madness. Indescribable pain. A pain that flooded every nerve and fibre of his body with liquid fire. Sweat highlighted his hairy ruddy hide, making it gleam like oiled rawhide. Then the tattooing began...

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





Health............130.

Agility.........Excellent

(20).

Strength........Remarkable
(30).





Karma.............80.

Endurance.......Incredible
(40).

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



(10).





Resources.........Excellent.

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

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





Popularity........20.

- Combat Sense (Distance Attack Option) @ Amazing
- Danger Sense @ Amazing

- Resistance to Radiation @ Monstrous
- Regeneration @ Amazing
- Recovery @ Monstrous
- Self-Revival @ Remarkable

Quirks ~ High Pain Threshold, Rapid Healing, Strong Bones (+2CS), Sturdiness, Alertness, Bluntness (-2 CS), Weirdness Magnet. His mystical tattoo is the lingering upshot of a failed Black Scorpion Tong attempt to turn him into their deadly pawn after kidnapping and brainwashing.
Talents ~ Marksman, Martial Arts A / B / C / E, Military, Streetsmarts.

Contacts ~ Amazing Military, Excellent Street, Excellent Criminal, Excellent Law Enforcement, Good Journalism.

Combat Garb ~ Dum Dum Dugan wears a costume of army surplus with an armoured utility vest and specialist belt. This allows him to carry a significant amount of gear and yet move freely.
Weapons ~ GyroJet Pistol, 3 Clips of Explosive Ammo, 3 Clips of Heat-Seeker Ammo, 1 Clip of Explosive Heat-Seeker Ammo, Riot Gun, 3 Loads of Standard Shells, 1 Load of Smoke Canisters, 1 Load of Explosive Canisters, 1 Load of Incendiary Canisters, 1 Fragmentary Grenade, 2 Smoke Grenades, 1 Concussive Grenade, Fairbairn-Sykes Fighting Knife, V-42 Stiletto.

Core Launcher ~ This bulky rife has a targeting sight with Feeble Telescopic Vision and Incredible Ultraviolet Vision. Rugged and tough, it has Remarkable Material Strength. It fires pulsed blasts of ionizing radiation. These highly charged bolts inflict Remarkable Energy Damage and Remarkable Stunning with an 8 Area Range. It is powered by special atomic power slugs that provide 10 shots each.

Utility Kit ~ Walkie-Talkie (2 Mile Range), Normal Flashlight (Typical Intensity with 2 Area Range), Folding Telescope (8x) with Leather Belt Case, Notebook (Waterproof Cover with Pen & Pencil), Zippo Cigarette Lighter, 3 Road Flares, Spy Camera (Takes 50 Shots on Microfilm), Pry Bar (18”), Swiss Army Knife, Hank of Parachute Cord, APC Pills (Vial of 25), Military First Aid Kit, Hip Flask with Brandy, 3 Sesame Seed and Almond Bars, 3 Scorched Peanut Bars, Military Wristwatch (Wind-Up, Water Resistant, Luminous Dial).

Disc Jet ~ Type: Air, Control: Amazing, Speed: Unearthly, Body: Remarkable, Protection: Good, Options: STOL. Armament = Nose Laser (Range: 20 Areas, Damage: 30), Two Launches with Fragmentary Missiles (Direct-Fire, 20 Area Range, Damage as Frag Grenade, Ammo 10 Each).
Pusher Helicopter ~ Type: Air, Control: Amazing, Speed: Unearthly, Body: Remarkable, Protection: Good, Options: VTOL. Armament = Nose Machinegun (Range: 10 Areas, Damage: 30), Two Launches with Fragmentary Missiles (Direct-Fire, 20 Area Range, Damage as Frag Grenade, Ammo 10 Each).
Helicarrier ~ Airbourne Aircraft Carrier with Six Propeller Towers, Cavorite Panels, Micro-Nuclear Supply Pack (Mark II), Compartmented, Fully VTOL Capable. Type: Air, Control: Incredible, Speed: Incredible, Body: Monstrous, Protection: Incredible.

Armament = 3 Super Heavy Artillery Pieces with Canister Shot, 5 Heavy Artillery Pieces, 7 Launches with Fragmentary Missiles (Direct-Fire, 20 Area Range, Damage as Frag Grenade), 20 Machineguns (Swivel Gun Style).

Rather than use an Aircraft Catapult with Arresting gear, the Helicarrier uses magnetic fields to aid the takeoffs and landings of its aircraft complement – 20 Hawker Sea Fury F-10s, 10 Grumman F7F-1N Tigercats, and 10 Grumman F9F-2 Panthers. Plus Special Aircraft – Disk Jet, Pusher Helicopter, and Nine Air Cars.
~ Howard Stark ~

Fighting........Good



(10).





Health............36.

Agility.........Good



(10).

Strength........Typical


(6).





Karma.............80.

Endurance.......Good



(10).

Reason..........Incredible
(40).





Resources.........Incredible.

Intuition.......Excellent

(20).

Psyche..........Excellent

(20).





Popularity........30.

Mental Acuity ~ Although a normal human, Howard Stark has such a talent for engineering and invention that he considered too have Excellent Weapons Tinkering and Incredible Hyper-Invention.

Quirks ~ Natural Talent (Piloting), 3-D Sense, Attractiveness (+1CS), Fame (+1CS), Reputation (+2CS).
Talents ~ Piloting, Military, Business/Finance, Journalism, Physics, Trivia (Film Industry), Languages (English with French, German, and Italian).
Contacts ~ Incredible Engineering, Remarkable Business World, Excellent Military, Excellent Journalism, Excellent Street, Excellent Law Enforcement, Excellent Espionage (CIA), Good Computing.

Cavorite Grenades ~ Designed along the same lines as a spray-paint grenade, these small thrown bombs will ‘detonate’ when subjected to any sharp sudden impact. This blast fills 1 area with a splash of liquid Cavorite. The metallic particles can temporally blind an opponent, Intuition Feat against Excellent Intensity to avoid. But the greatest danger posed is the fact that Cavorite shields the target from the effects of gravity. Thus the target is launched into space at Shift-Z speeds by the affect of the Earth's revolution fling them upward.

Field Spheres ~ Stark always keeps a rough dozen of these small spherical devices about his person. Each is somewhat smaller than a squash ball and they can be thrown with ease. Each is a one shot item that when activated produces an energised field of Excellent intensity for 10 turns. After these 10 turns the field sphere burns out, micro vacuum tubes burst, tiny transistors fry, and the device is ruined.

The following effects are possible:

· Force Field Versus Energy

· Null-Field

· Micro-Environment

· Magnetic Deflection Field (Stops All Metal)
· Bubble of Static Electricity (20’ Diameter)

Utility Satchel ~ Of Inhuman design and crafting, this stylish device appears to be made of the finest calfskin. It is significantly larger on the inside than normal and has a weight of only two pounds regardless of whatever is packed inside. Stark uses it to carry Pager, Fire Extinguishing Grenades, Passive Infrared Goggles, Infrared Flashlight, Polarized Lenses, Camera with Accessories, Fingerprint Analysis Kit, Blood Type Analysis Kit, Small Utility Tool Roll, Deluxe Slide Rule, Write-Anywhere-Pencil, Ring of Skeleton Keys, Shock Cord, Folding Grapple, Small First Aid Kit, Vial of Acid Neutralizer (Remarkable Intensity), Smoke Pellets, Flare Pistol, Thermite Packets, Electromagnetic Beamer, Graviton Repulsor, Fusion Lance, Zero Cannon, Active Camouflage Cloak (Good Blending).
Costume ~ Stark likes to wear business casual outfits with various stylish hats, soft leather gloves, and assorted smoking pipes. Underneath is a body stocking composed of Spandex and Beta-Cloth, a waterproof yet breathable light-weight synthetic fabric weave. It has Excellent material strength and provides Typical protection from physical attacks with Excellent protection from heat and radiation.

Sports Car ~ 1951 Chrysler New Yorker, Two Door Convertible, Four Speed.

Luxury Car ~ 1950 Cadillac Series 75 Business Sedan.
WWII Bomber ~ Fairchild C-119 Flying Boxcar, Civilian Options, New Engines.
Battle Copter ~ Experimental, Intermeshing Rotors, Experimental Weapons.

Air Car ~ Experimental Sky Tank, Energy Screen, Missiles and Lasers.

Mini-Sub ~ Experimental Sea Tank, Energy Screen, Missiles and Lasers.
Ocean Resources ~ In addition to the various airborne resources of SHIELD, Stark funds and helps maintain two WW II French Destroyers. These fast sea vessels are fully armed and are fitted with Radar and ASDIC. They also have a compact yet extensive weather station onboard. Auxiliary systems include magnetometers, lidar, optical spectrometer analysis, ionization detectors, and even a vacuum-tube tape-memory computer. Instead of being used as combat or patrol craft however, they most often conduct extended investigations into unusual phenomena.

Stark Tower ~ Las Vegas Office Building, 8 Floors, Business Interests on Bottom Two Floors, Workshops and Laboratories on Middle Five Floors, Penthouse on Top Floor, Rooftop Aircraft Facilities, Underground Car Park.
~ Miki Saegusa ~

Miki Saegusa is a gifted psychic and before joining SHIELD was a prominent member of the JSDF (Japan Self-Defense Forces). A bright and bold soul, Miki is a compassionate and kind-hearted woman from Matsuda in Ashigarakami District, Kanagawa Prefecture. She dislikes violence and conflict, but realises that evil must be confronted.

Miki is a skilled exponent of Japanese Jazz. In addition to being a professionally trained singer, she is an exceptional musician with the wide array of Japanese bamboo flutes. Her grandfather taught her the Kokyū, a bowed lute, as a child.
Fighting........Excellent

(20).





Health............76.

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

Strength........Typical


(6).





Karma.............90.

Endurance.......Excellent

(20).

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

(20).





Resources.........Excellent.

Intuition.......Remarkable
(30).

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





Popularity........25.

- Resistance to Mental Attacks @ Monstrous
- Animal Empathy (250 Mile Range) @ Incredible

- Empathy (6 Mile Range) @ Monstrous

- Psychokinesis (11 Area Range) @ Incredible
- Telekinesis (8 Area Range) @ Remarkable
- Remote Sensing @ Touch (Only with Psycho & TK) - Good

- Neural Manipulation (6 Area Range) @ Excellent
- Purge @ Incredible

- Will Force @ Amazing

Miki can empathically inspire doubt in a chosen target with Incredible ability. The individual so targeted will become unsure of their actions. Intuition drops to Good (10) for purposes of initiative and all actions.

Miki can animate an opponent’s hair and clothing as an Entangling attack.

Miki can provide telekinetic flight for self and others within one area at up to Excellent air speeds (10 Areas/Round or 150 mph). She can lift some four people aloft, herself included.
Miki can summon a telekinetic force field of Good intensity.
Miki can launch telekinetic force bolts that inflict Excellent Force damage at a range of up to 6 areas and use Psyche to hit.

Miki can use her telekinetic abilities to imitate Pyrokinesis. She has the Excellent the ability to start small fires.

Miki can use her telekinetic abilities to imitate Cryokinesis. She has the Excellent the ability to generate cold spots and freeze liquids.

Miki can use her telekinetic abilities to imitate Electrokinesis. She has the Good the ability to generate static electricity.

Combining her Empathy, Psychokinesis, Telekinesis, and various power stunts Miki can simulate a haunting. She subtlety alters existing materials to form floating spirit forms, projects moving cold spots, starts fires, shorts out electronics, and sows doubt and uncertainty in her opponents. Various objects will move by themselves, doors creak open, mysterious footfalls are heard, and strange tappings and distant muffled thumps echo disturbingly.

These hauntings can move from the merely spooky to the dangerous (clothing entangles and TK thrown objects strike individuals) and even to the deadly (individuals are frozen, burnt, electrically shocked, and smashed with TK force bolts).
Miki can also enhance her hauntings through the use of Neural Manipulation. Targeted individuals will suffer muscle spasms or uncontrollable exaggeration of their action or even paralysis.
Quirks ~ Sensory Increase (Hearing @ +1CS), Ally (Mothra & Shobijin), Attractiveness (+1CS), Allergy (Sonic Attacks @ +3CS). Miki also possess the neurological condition of Synesthesia, in her case it is Sound - Colour Synesthesia.
Talents ~ Martial Arts A & D, Law Enforcement, Mesmerism and Hypnosis, First Aid, Performer, Languages (Japanese with English, Chinese, and German).

Contacts ~ Incredible Journalism, Remarkable JSDF, Remarkable Military, Remarkable Law Enforcement, Excellent Japanese Jazz Scene.

Helicarrier Flight Suit ~ This outfit is composed of Beta-Cloth, a waterproof yet breathable light-weight synthetic fabric developed by Howard Stark. It has Excellent material strength and provides Typical protection from physical attacks with Excellent protection from heat and radiation.

Sidearm ~ The standard issue firearm of SHIELD is a Variable Pistol (9 Round Box Mag). It comes with a ballistic nylon belt slide holster, military belt, and 4 clips of ammo. There is one clip of each of the following speciality ammo types - Mercy Shot, Rubber Shot, AP Shot, and Explosive Shot.
Electro-Knucks ~ These articulated metal gauntlets fit snugly over the hands and are charged with static electricity. In addition to a normal slugfest blow, they deliver an electric shock of Remarkable intensity. The gauntlets themselves are composed of Good material strength metallic alloys and hold sufficient charge for 10 turns of continuous use. They are insulated and provide Incredible protection from electrical damage to the hands.

~ Robert ‘Rob’ Takiguchi ~

Robert ‘Rob’ Takiguchi is a quick and lively teenage Japanese-American lad with an impish smile that people can't refuse. He is the only grandson of Professor Takiguchi and a great fan of Godzilla. He never lets anyone leave him behind. Rob is a regular little loose cannon whom no one can oppress. He is constantly in good spirits, always siding with the underdog. He’s completely loyal to Godzilla and Dum Dum Dugan, and likes to tag along with them when he can get away with it.
Due to a persistent quirk within the security lockout subsystems, Professor Takiguchi and his direct descendants are the only ones able to pilot Red Ronin. Rob has taken the massive robot into battle a handful of times and has proven himself and inventive and determined combatant.
Fighting........Typical


(6).





Health............52.

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

Strength........Typical


(6).





Karma.............60.

Endurance.......Good



(10).

Reason..........Remarkable
(30).





Resources.........Poor.

Intuition.......Good



(10).

Psyche..........Excellent

(20).





Popularity........15.

Quirks ~ 3-D Sense, Ally (Professor Takiguchi), Benefactor (Howard Stark), Likeability, Luckiness, Reputation, Gullibility, Honesty, Impulsiveness.

Talents ~ Martial Arts A, Piloting, Repair/Tinkering, Languages (Japanese, English, Spanish).

Contacts ~ Good Journalism, Typical Engineering, Typical Archaeology, Typical Military.

Helicarrier Flight Suit ~ This outfit is composed of Beta-Cloth, a waterproof yet breathable light-weight synthetic fabric developed by Howard Stark. It has Excellent material strength and provides Typical protection from physical attacks with Excellent protection from heat and radiation.

~ Red Ronin ~

- SJ3RX -

Red Ronin is a massive transistorized robotic vehicle with thick steel alloy plating, fully protected articulated joints, and an internal framework composed of a nickel-rhenium superalloy. It is powered by absorption/storage engines that utilise electrical and solar energy with a Micro-Nuclear Supply Pack (Mark III) as backup. It was designed to combat giant monsters by Takiguchi & Hashioki with input and funding from Howard Stark.

Fighting........Remarkable
(30).





Health............250.

Agility.........Excellent

(20).

Strength........Unearthly

(100).




Karma.............0.

Endurance.......Unearthly

(100).

Reason..........Shift-0


(0).





Resources.........Nil.

Intuition.......Shift-0


(0).

Psyche..........Shift-0


(0).





Popularity........22.

Growth ~ Always On, 90' Tall, +3CS To Be Hit, Monstrous Intensity.

Energy Resistance / Absorption ~ The robotic Red Ronin is partially powered by electrical and solar energy. It can absorb up to a Monstrous amount of energy from either source per turn. The energy storage subsystems can handle up to 750 points of potential energy. This energy is then expended through normal use. Exceeding this absorption or storage capacity will cause the absorption circuitry to burn out, but the energy storage subsystems will be unaffected.
Body Armour ~ Red Ronin has Unearthly protection from physical attacks and Amazing protection from energy attacks. An experimental fused ceramic refractory coating provides Unearthly resistance to Heat and Radiation. An integral diffusion field provides Unearthly protection from Force and Ranged Kinetic attacks.
Flight ~ Multiple gyro-stabilized universal ion thrusters with chemical booster jets installed in the lower legs and feet allow flight at up to Unearthly air speeds (40 areas/round or 600 mph). Employed as weapons, the exhaust inflicts Amazing Heat damage against targets in the same area as Red Ronin. There is sufficient fuel onboard for flights of up to 10 hours duration.

Hyper-Running ~ The robotic Red Ronin can move at up to Excellent ground speeds (5 areas/round or 75 mph) and it can easily stride over obstacles up to 15’ high without breaking pace.

Control Systems ~ The head of the robotic Red Ronin contains the spacious control room and cybernetic impulse helmet for the robot. This helmet allows the pilot to control the massive robot as easily if were their own body. Due to an error with the computerised imprint and security lockout subsystems, only members of the Takiguchi family are currently recognised as pilots.

The control room is fully sealed and provides Unearthly protection from toxic gases, airborne pathogens, radioactive fallout, and all other gaseous agents. The internal air supply has a duration of some twelve hours.

The command chair is armoured and has a five point restraint harness, it is considered to be a crash couch and provides Monstrous protection to anyone strapped in if a crash occurs.

Advanced visual and audio filtering provides the pilot with Remarkable protection from sensory overload based upon sight or hearing. The sealed nature of the control room also provides Unearthly protection from odours.
Image Enhancement can also be engaged. This system of mechanically moveable optical lenses with an analogue computer allows the pilot to enhance and refine images viewed. When activated, it increases Ocular Intuition Feats by +1CS, allowing the pilot to pick up visual cues in greater detail.

The Red Ronin robot provides its pilot with Remarkable Hyper-Hearing, Feeble Telescopic Vision, Incredible Thermal Vision, and Incredible Ultraviolet Vision. There is an inertial navigation system of Excellent effectiveness. A standard aircraft radar unit of Excellent ability, with automatic proximity warnings, can be activated as needed. The pilot also has access to standard flight instruments – altimeter in feet, airspeed indicator in knots, turn and bank indicator (turn direction and coordination), vertical speed indicator (feet per minute), artificial horizon (attitude indication), and directional gyro / heading indicator (degrees).

Rob has added a external loudspeaker that amplifies the volume of his voice much like a bull horn. He has also installed a military field radio with wide-band transmitter and receiver, frequency equalizer, field strength detector, scrambler, and long range capabilities of some sixty miles.

Magnetism ~ The robotic Red Ronin can generate magnetic fields with Remarkable ability up to 8 areas away. Rob is familiar enough with the system so as to be able to pull artillery shells out of the hands of a gun crew or reverse the course of thrown metallic objects. In such a case, treat the reversed object as a thrown object, using Red Ronin’s Agility.

Entangling ~ There is a retractable airlift grapple cable in each foot of the robot, designed for cargo handling while in flight. They are some 3 areas long, possess a material strength of Shift-Y, and are fully articulated. They can be used to perform an Entangling Attack, but this is effective only while flying.

Blaster ~ The left hand of the robotic Red Ronin can convert into a variable blaster. It has a range of some 20 areas and inflicts Unearthly damage as either Energy (ultraviolet laser) or Force (proton beam).

Shield ~ The main armament of the robotic Red Ronin is its devastating shield. This is a highly sophisticated, and largely experimental, energy conversion and energy storage device. It has the same Body Armour and related defences as the main robotic unit.
The shield can be used to perform a Block Defence with Shift-X Strength, taking the place of an attack to do so. Due to the energised nature of the shield, it can be employed to oppose any form of assault, even Shooting attacks and Energy blasts.

The shield can deploy a solar enhanced laser sword that inflicts Shift-X damage as an energised Edged Attack. The laser sword is of such a size that it can reach into adjacent areas without penalty. Note that the shield cannot be thrown while the laser sword is deployed.

Red Ronin can throw the shield up to 8 areas away, for Shift-X Throwing Blunt damage, and it will return to the thrower in the same round whether or not it scores a hit.

The shield contains a battery of direct fire concussion rockets that have a range of 16 areas and inflict Unearthly damage, as a Blunt Attack, to all in the target area. The internal ammo hopper holds enough rockets for four volleys before becoming exhausted.
Also housed within the shield is a gatling laser. This ultraviolet weapon inflicts Remarkable energy damage with a range of up to 20 areas. It fires bursts and can affect up to three adjacent targets on one attack roll.

~ SHIELD ~

- Special Hazard Investigation & Evaluation Legion of Defence -
SHIELD is an independent international organisation that investigates and combats colossal, paranormal, and extraterrestrial threats to the Planet Earth. They also keeping track of giant monsters and oppose such monstrous treats when population centres are endangered.

SHIELD has strong links with the United Nations, the Council of Europe, the Arab League, and the African Union. They are also tied in with the SIS, the CIA, International Criminal Police Commission, World Organization of the Scout Movement, International Committee of the Red Cross, Weird Happenings Organisation (W.H.O.), the Monster Hunters, JSDF, the Godzilla Prevention Network, and the Godzilla Squad. Special American links include Inter-Agency Defence Command (I.A.D.C.), Majestic 12, Empire State University, and Golden Goblin Press.
SHIELD is a cultural melting pot. Much like the French Foreign Legion, it is a military group dedicated to getting dangerous jobs done in difficult situations. There is a great tradition of camaraderie within SHIELD. The training, lifestyle, retirement options, hard sports, and social clubs all foster this feeling of belonging to something very special.

Here one can find war veterans who cannot deal with civilian life after all the danger and death they have lived through, there are political refuges, those escaping religious persecution, young and gung-ho youths looking for adventure, old career spies who have been left out in the cold, hit men who have seen too much of the world through sniper sights, old tough-as-nails ex-cops, doctors who have seen too much blood, out of favour scientists, shady lawyers on the run from organised crime, bankrupt businessmen, and those who have lost loved ones to giant monster attacks and now need a focus just to keep going. The reasons for joining are endless, but all who join are seeking a new start in life.

All of the SHIELD grunts are Normal Folks. They are either rolled up on the Random Ranks Table 2 or pulled from the ‘Thugs, Crooks, and Supporting Cast’ article.

Anyone joining SHIELD as a grunt, receives extensive training. Initially this runs to six weeks of callisthenics, isometric exercise, and freestyle grappling.
After this initial period, games are introduced and include Team Handball, Basketball, Flag Football, and Softball. All good for team building and improving overall hand-eye co-ordination.
These new recruits also study hard and put in long days at drill and practical exercises. Thus they gain the following Talents – Guns or First Aid, Martial Arts A or Repair/Tinkering, Piloting or Detective/Espionage, and Military or Streetsmarts.

They are also introduced to international cinema, foreign languages, exotic cuisines, and various handy hobbies. All of this is designed to ground the new recruits and give them a more global scope.

All of these fresh recruits improve significantly. All their physical stats are raised to Typical. They gain +2 CS on their Agility, if this would raise it above Excellent then the CS bonus can be applied to Fighting or Endurance. No physical stat can be raised above Excellent by these bonuses. The new recruits also gain +1 CS Intuition and +1 CS Psyche, which can go above Excellent.
International travel papers are issued, bank accounts (Union Bank of Switzerland & Barclays Bank) are set up, and a network of contacts is formed. These run to Typical Military and Typical Law Enforcement.

After ten years of solid service with SHIELD, the individual old soldier gains a Green Card (United States Permanent Residency), an Ongoing Pension (Poor Resources), and a rambling bungalow (Medium House) in either American Samoa, Guam, Northern Mariana Islands, United States Virgin Islands, or Puerto Rico.

Such veterans do not need to retire, they can remain with SHIELD if they so desire. Usually at this time they scale back their active role within the organisation and help staff their local SHIELD station house on a casual basis.

SHIELD maintains an operations base in each of the following cities – Agrigento (Italy), Albany (Australia), Amsterdam (Netherlands), Athens (Greece), Bombay (India), Charlotte Amalie (United States Virgin Islands), Fukuoka (Japan), Hagåtña (Guam), Halifax (Nova Scotia - Canada), Hong Kong, Invercargill (New Zealand), Istanbul (Turkey), Kingston (Jamaica), London (England), Mayagüez (Puerto Rico), New York City (USA), Ormara (Pakistan), Pago Pago (American Samoa), Punta Arenas (Chile), Reykjavík (Iceland), São Paulo (Brazil), Saint-Nazaire (France), Seattle (USA), Shimoni (Kenya), Singapore, Suez (Egypt), Sydney (Australia), Tinian Town (Northern Mariana Islands), Tokyo (Japan), Trincomalee (Sri Lanka).
Each of these bases consists of an Office Building (8 Floors). These sturdy towers are formed from reinforced concrete with tough bullet-proof glass windows and all doors have a steel core. There is a small amount of land, with ornamental shade gardens, around each tower. At the rear is a concrete apron for vehicle parking. This is all fenced off with an 8’ brick wall topped with a few feet of wrought iron spikes.
On the ground floor is an Excellent Garage Package with a motorbike and two modified cars (Police Car). The motorbike is a Vincent Motorcycles 1948 Black Shadow (Motorcycle) and the two cars are local sedans. There is also a Remarkable Workshop Package and an Incredible Power Room down here.

The local cars run to:

· Ford 1947 (4-Door Sedan, American Areas)

· Jaguar Mk IV 2½ Litre (4-Door Saloon, European Areas)

· Fiat 1500B (4-Door Sedan, Italy and Some Asian Area)

· Renault Juvaquatre (4-Door Sedan, France and Some Asian Areas)

· Holden 48-215 (4-Door Sedan, Australia and Some Pacific Areas)

On the floor above the garage there is an Excellent Trophy Room Package, Remarkable Conference Room Package (Option Two), Excellent Living Room Package with Radio, Excellent Kitchen Package with Refrigerator, and an Excellent Dining Room Package.
The next few floors are administrative areas and feature over a dozen Excellent Office Packages. Each of these floors dedicated to bureaucracy also has a Good Living Room Package with Sofa-Bed.

On the floor directly below the helicopter hanger there is a Remarkable Medical Package, Remarkable Laboratory Package, Excellent Library Package, and an Incredible Gym Package. Here one can also find a Remarkable Imprisonment Package.

On the roof there is an Excellent Hanger Package with a Sikorsky S-51 (Traffic Copter), Remarkable Workshop Package, Shortwave Radio Room, and an Excellent Office Package.
The building has Excellent Fire Protection Packages (Good Intensity Sprinkler Systems), Good Security Packages (Hand-Set Burglar Alarms & Mechanical Locks), and Excellent Defence Packages (Pre-Set Entangling Nets of Remarkable Intensity).

All SHIELD operations bases are located in coastal cities, and as such the base personnel have access to a lavish mahogany hulled Chris-Craft Runabout (Speedboat), which is kept handy in its own Remarkable Dock package.

Sidearm ~ The standard issue firearm of SHIELD is a Variable Pistol (9 Round Box Mag). It comes with a ballistic nylon belt slide holster, military belt, and 4 clips of ammo. There is one clip of each of the following speciality ammo types - Mercy Shot, Rubber Shot, AP Shot, and Explosive Shot.

Radio ~ All SHIELD agents are issued with a rugged old WW II Walkie-Talkie (2 Mile Range). It is designed to be worn on the standard issue ballistic nylon belt, opposite the sidearm.

Clothing ~ The garb employed by SHIELD agents varies with their current assignment. Those on the Helicarrier or the two Destroyers wear midnight blue jumpsuits of Grenfell Cloth with a military field cap of the same colour and black tanker boots while on duty. Agents at an operations base usually wear dark grey suits. One of the perks of the job is an open wardrobe. A complete range of civilian clothes, along with army surplus, is available to all agents of the organization. Quality is quite classy, comparable to the stuff found in a good department store (such as Macy's) or a recognised mail-order catalogue (such as Sears).

Pager ~ All Agents of SHIELD carry an advanced pager designed by Howard Stark. This small and rugged wireless telecommunications device receives and displays short text messages sent from SHIELD bases relayed via orbital micro-satellites. The agent is alerted to an incoming message by a subtle vibration and a brief musical tone. These one-way pagers can only receive messages. To reply, one must find a handy payphone or some such device.
Just pushing fifty, Ahmal Ben Gazi is a short and stocky gent with thick close-brushed greying hair and a deep olive complexion. His beard is full and broad, yet his moustache is shaved. Ahmal’s merry brown eyes dance with good humour and exuberance. He is fit and sturdy despite his years, a tough fellow used to hard physical labour.

Ahmal is a native of Egypt, born-&-bred in Bawiti on the edge of the Western Desert. His old yet spry father is involved with the El-Beshmo Lodge Hotel and also organises tours of the White Desert. Ahmal was raised in the Sunni Muslim tradition. Always conscientious and insightful, he considers himself a Sufi these days.

For over thirty years, before joining SHIELD, Ahmal worked in the maritime industry. Firstly in the merchant navy and then as an oil rig roughneck. He spent most of his time as chief engineer and tool pusher on various drill ships and offshore oil rigs. He also put in some solid years of dive work and deep water welding. He has worked in the North Sea Oil Fields, throughout the Americas from north to south, and in North Africa.

These days he acts as something of an office manager for all of the SHIELD organisation. He can usually be found aboard the Helicarrier, but also enjoys spending time on the Destroyers and at the Suez operations base.
Fighting........Good



(10).





Health............60.

Agility.........Excellent

(20).

Strength........Good



(10).





Karma.............70.

Endurance.......Excellent

(20).

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

(20).





Resources.........Excellent.

Intuition.......Remarkable
(30).

Psyche..........Excellent

(20).





Popularity........30.

Quirks ~ Ambidexterity, Natural Talent (Repair/Tinkering), Sturdiness, 3-D Sense, Alertness, High Stress Capacity, Sanity, Reputation (+1CS), Bluntness (-1CS), Honesty (-1CS).
Talents ~ Martial Arts A & D, Boat Pilot (As Piloting, But with Ships), Business/Finance, Geology, Occultist, First Aid, Repair/Tinkering, Trivia (Oil Industry), Streetsmarts, Leadership, Languages (Arabic with English, Danish, Norwegian, French, Spanish, and Portuguese).

Contacts ~ Remarkable Engineering, Remarkable Street, Excellent Law Enforcement, Excellent Maritime, Good Military, Good Business World, Typical Journalism, Typical Occult Lore.
Costume ~ Charcoal Gray Fedora (Borsalino), Charcoal Gray Imperial Suit (Double Breasted & Three Buttoned), Apple Green Turtle Neck (Schroeder's of London), Black Dress Belt & Shoes (Fiorucci of Italy).

Weapons ~ Ahmal carries a SHIELD Variable Pistol with Various Clips in a Concealable Shoulder Rig. He also packs a Fighting Knife in a belt sheath.

Alicia is a street kid from London’s East End. She is the illegitimate daughter of parapsychologist Victor Lazlo and a young wayward Felicity Lemon. Alicia is self-educated through wide reading at various public libraries. In WWII she joins the ATA (Air Transport Auxiliary) as a courageous pilot and reaches the rank of Flight Captain.

Just before the end of the war she was assigned to Project Ghost Owl, an experimental spy plane, as test pilot. The experimental aircraft broke up on the first test flight out over the North Sea and Alicia fell into the icy waters from a burning parachute.

Alicia was lucky to get out of it alive, but her legs are now all but useless. She was invalided out of the service and told she would never fly again. She was saved by the direct intervention of Dum Dum Dugan, who needed someone competent and dedicated to oversee operations of the SHIELD Helicarrier.

Alicia is cool, confident, and always composed. She is tough yet fair, known for keeping her head in the most dangerous of situations. Alicia has never asked anyone to do anything she is not willing to do herself. She has experienced a large slice of the world and, rather than make her cynical, it has given her a zest for life and a love of new adventures.

Fighting........Excellent

(20).





Health............70.

Agility.........Excellent

(20).

Strength........Good



(10).





Karma.............50.

Endurance.......Excellent

(20).

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



(10).





Resources.........Excellent.

Intuition.......Remarkable
(30).

Psyche..........Good



(10).





Popularity........20.

Quirks ~ Natural Talent (Piloting), 3-D Sense, High Stress Capacity, Static, Fame, Luckiness, Lameness (-2CS on Leg Feats - Such as Running, Kicking, and the Like), Bigotry (Nazis), Unattractiveness (Obviously Damaged Legs).

Talents ~ Martial Arts A, Piloting, Military, Archaeology, Occultist, Trivia (Cultural Anthropology), Languages (English with French, German, and Greek).

Contacts ~ Remarkable Street, Excellent Aircraft Industry, Good Journalism, Good Criminal, Good Law Enforcement, Good Espionage (SIS), Typical Military.

Flight Suit ~ This advanced armoured flight suit was created by Howard Stark and when in stand-by mode has a deep purple hue with a narrow white stripe on the arms and legs. There is a matching flight helmet, also in deep purple with a mirrored metallic gold visor. Activated it is ultraviolet with silver highlights. As such it provides Alicia with Good Body Armour, Remarkable Reflection, Excellent Protected Senses, and Micro-Environment (Monstrous Intensity & Feeble Range).

Sidearms ~ Paired SHIELD Variable Pistols with Various Clips.
Tommy Baringa is a wild bearded and darkly dusky skinned Aboriginal man from the Yolngu lands of the Far North (Australia). Though lightly built, Tommy Baringa is tough and lean, with a wiry strength. His strong featured face is dominated by his intense brown eyes, which flash with devilish humour and mysterious knowledge.
During WW II, Tommy was part of the Coast Watch Network. He is a skilled hunter and fisherman, familiar and comfortable out in the wilderness. He is a solid field mechanic and outstanding emergency medic too.

Fighting........Good



(10).





Health............60.

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

Strength........Good



(10).





Karma.............60.

Endurance.......Good



(10).

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



(10).





Resources.........Excellent.

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

Psyche..........Good



(10).





Popularity........15.

Enhanced Awareness ~ Tommy has a preternatural awareness of the natural world and this allows him to employ Monstrous Tracking Ability and Remarkable Telelocation. He also possesses Poor Environmental Awareness.

Magic ~ Although not really a magic wielder, Tommy knows enough Dreamtime Lore to be considered a Novice of Nature Magic. He knows the following spells, taught to him by his outback uncles.

- Remarkable Alteration – Bone (Personal Energies)

- Excellent Damage Conversion (Personal Energies)

- Excellent Nature Control – Air (Universal Energies)

- Excellent Plant Control (Universal Energies)

Quirks ~ Fighting Logistics, Learned Resistance (Magic @ +1CS), Alertness, Honesty, Personal Code (Tree Hugger & Greenie), Alien Customs (Aboriginal).

Talents ~ Thrown Weapons, Thrown Objects, Military, Occult Lore, First Aid, Repair/Tinkering, Languages (Yolngu Matha, Aussie Kriol, Aussie English).

Contacts ~ Incredible Street, Good Criminal, Good Law Enforcement, Good Military, Good Aboriginal.

Helicarrier Flight Suit ~ This outfit is composed of Beta-Cloth, a waterproof yet breathable light-weight synthetic fabric developed by Howard Stark. It has Excellent material strength and provides Typical protection from physical attacks with Excellent protection from heat and radiation.

Thrown Weapons ~ Tommy makes his own throwing knives and always packs some about his person. He also uses airfoil grenades (Frag, Smoke, Concussive, Sonic). In Tommy’s hands, these aerodynamic weapons have a range of 3 areas.

Narindar Singh Amritdhari is a dusky brown and smoothly muscled Sikh from Patiala with sweeping mustachios and a bristling beard. He’s affable and hearty, although prickly about comments concerning his combat prowess and beard. To his mind, the only good defence is a strong offence, and thus he values good fighters of any breed.

In his long life of wandering, Narindar has journeyed throughout Japan and the Pacific, he’s spent time with various circuses, glimpsed the fading wonders of the British Raj, travelled the Silk Road, quested through ancient libraries, faced danger in the Lands of the Tiger, defended the Khalsa, and faced death in the shadowy world of international espionage.

Narindar is a dedicated if eclectic martial artist. He follows a daily regime of body hardening exercises and Gatka training. He practices sword skills under icy waterfalls, takes full power strikes and kicks from sparring partners, swims several miles, spends an hour or two weight training, and rounds it all off with yoga. His focus is on strength, endurance, and power.

Fighting........Excellent

(20).





Health............70.

Agility.........Good



(10).

Strength........Excellent

(20).





Karma.............60.

Endurance.......Excellent

(20).

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



(10).





Resources.........Excellent.
Intuition.......Good



(10).

Psyche..........Good



(10).





Popularity........15.

Body Armour ~ Narindar’s tough hide and dense flesh, cultivated through years of martial arts training, provides him with Poor protection from Physical and Force attacks.

Extra Attacks ~ Narindar has especially trained himself for fast and furious combat. When attempting to make multiple attacks, he uses Monstrous intensity instead of his normal Fighting ability. He can automatically make two attacks per turn or on a Green Feat he can make 3 attacks per turn. All multiple attacks are made at -1CS to hit. If the Monstrous FEAT fails, only one attack is allowed, but due to his intense training Narindar avoids the usual -3CS penalty.
Quirks ~ Ambidexterity, High Pain Threshold, Rapid Healing, Strong Bones (+1CS), Honesty (-1 CS).

Talents ~ Gatka Weapons, Martial Arts C, Detective/Espionage, Archaeology, Trance, Trivia (Sikh Culture & History), Languages (Punjabi with English, Japanese, and Mandarin Chinese).

Contacts ~ Excellent Street, Excellent Journalism, Excellent Political (Shiromani Gurdwara Prabandhak Committee), Good Performing Arts (Circus & Carnie Scene), Good Criminal, Good Law Enforcement, Typical Espionage (SIS), Typical Law.

Modern Weapons ~ M1911A1 Pistol (Handgun with 7 Round Box Mag), 3 Clips of AP Shot, Small-of-the-Back Holster, Mauser C96 Schnellfeuer M712 (Machine Pistol), 2 Clips of Standard Ammo, Belt Holster, 3 Frag Grenades, 2 Smoke Grenades, Military Belt.

Chakram ~ Narindar carries five of these flat steel throwing rings about his turban. Honed to razor sharpness, they have Remarkable material strength, inflict Excellent Throwing Edged damage, and can be hurled up to 3 areas. He can toss multiple Chakram in a round, but each additional attack is at a cumulative -1CS to hit. His Agility is considered Excellent when handling Chakram.
Lathi ~ This seasoned bamboo fighting stick inflicts Remarkable Blunt Attack damage. Narindar wields it with Amazing Fighting. It has Excellent material strength.

Talwar ~ This finely crafted curved steel sword inflicts Excellent Edged Attack damage. Narindar wields it with Incredible Fighting. It has Remarkable material strength.

Body Armour ~ Narindar wears Ghughuwa chain mail armour which provides him with Good Protection against Edged and Blunt attacks. It also provides Poor protection from Shooting attacks. Ghughuwa is a tunic and trousers of mail that incorporates torso armour with a mail coif, all combined and laced into a single sturdy outfit. It is padded with velvet for additional utility and comfort.

Skysled ~ An experimental open vehicle, created by Doctor Daisuke Serizawa, that employs dynamic gas inversion technology. A waist-high railing extends completely around the open sled. One person is all that is needed to pilot the craft. The forward area has four crash couches, while the rear section serves as a cargo area. A crash couch provides Monstrous protection to anyone strapped into one in the event of a crash. The skysled has Incredible Control, Amazing Speed, Remarkable Body, and Shift-0 Protection. Narindar has mounted four machineguns on the railing, in a style reminiscent of the swivel guns of old, and has reinforced the crash couches with ballistic nylon so that they now provide Poor protection from physical attacks.

~ Mothra ~
- Moth Form -

Fighting........Remarkable
(30).





Health............270.

Agility.........Incredible
(40).

Strength........Unearthly

(100).




Karma.............135.

Endurance.......Unearthly

(100).
Reason..........Good



(10).





Resources.........Poor.

Intuition.......Amazing


(50).

Psyche..........Monstrous

(75).





Popularity........-20.

· Kinetic Bolt (Antenna) - Unearthly
· Mind Blast (Antenna) - Amazing
· Electrokinesis (Wings) – Monstrous (@)

· Web Casting (Silk Jet) – Unearthly (#)
· Spray with Bio-Toxin (Choking Cloud of Wing Scales) – Shift-X (*)
· Spray with Reflection (3D Mirror Cloud of Wing Scales) – Shift-X (*)
· Natural Weaponry (Mandibles) - Monstrous
· Body Resistance - Unearthly
· Life Support - Unearthly

· Serial Immortality (Spontaneous Creation + Newborn = Egg) - Monstrous

· Energy Detection - Remarkable

· Environmental Awareness - Monstrous

· Omni-Knowledge - Good

· Empathy - Monstrous

· Winged Flight (100 Areas/Round or 1500 mph) – Shift-Y (&)
· Super Flight (8x Speed-of-Light) - Feeble

· Growth (Always On, 90' Long, +3CS To Be Hit) – Monstrous

@ = Mothra can charge her wings with static electricity which causes Monstrous magnetic attraction and can disrupt electronic communications with Monstrous ability, she can launch lightning bolts from her wings that inflict Monstrous Energy damage with a range of 40 areas, she can produce a field of alternating current that can either energize or overload electrical devices with Monstrous ability, she can produce a field of direct current that can energise or overload battery systems with Monstrous ability. This direct current can also short out devices that use alternating current with Monstrous ability.
# = Web Casting is an Entangling Attack, Amazing Material Strength in 1st Turn, Hardens to Unearthly Material Strength in 2nd Turn, Dissolves in 10 Turns. On a Yellow roll the effect is a Bullseye and the webbing temporally blinds the target. On a Red roll the effect is a potential Stun and the impact of the webbing with the target’s head can daze and stagger them.
Mothra can use her silk to form tough web Stingers. Instead of soft webbing, this flurry of hard barbs acts like a Stun Blast if the Stingers impact with a target's peripheral nervous system. This stunt is treated as a Throwing Edged attack which inflicts Amazing damage, but ‘Kill’ is ‘Stun’. 

Mothra can use her silk to form Impact Webbing. Instead of a steam of webbing, Impact Webbing forms web-balls that rapidly expand and ensnare on striking. Impact Webbing is +1CS To Hit, but affects the entire target area, not just a specific target.
* = Each use of Spray decreases Mothra's flight by -1CS, cumulative. With extended used it can render her unable to fly at all.

& = Mothra can use her wings to generate a devastating Windblast. This is an Unearthly intensity shockwave directed against a single target or an entire area, up to 20 areas away.
Quirks ~ Rapid Healing, Luckiness, Allergy (Fire @ +2CS).
Talents ~ Aerial Combat, Martial Arts A & D, Occult Lore.
Contacts ~ Mothra and the Shobijin are mystically linked in some inexplicable manner. They will aid each other in all circumstances and will willing risk their lives for one another.
Mothra continuously goes through the following life cycle: Egg, Larva, Pupa, Moth. Although inactive in Egg and Pupa forms, these forms do possess Unearthly Resistance to Physical Attack and Monstrous Cocoon.

~ Mothra ~

- Larva Form -

Fighting........Remarkable
(30).





Health............260.

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

Strength........Unearthly

(100).




Karma.............110.

Endurance.......Unearthly

(100).
Reason..........Good



(10).





Resources.........Poor.

Intuition.......Amazing


(50).

Psyche..........Amazing


(50).





Popularity........-20.

· Web Casting (Silk Jet) – Unearthly (#)

· Natural Weaponry (Mandibles) - Monstrous
· Body Resistance - Unearthly

· Life Support - Unearthly

· Serial Immortality (Spontaneous Creation + Newborn = Egg) - Monstrous

· Energy Detection - Remarkable

· Environmental Awareness - Monstrous

· Omni-Knowledge - Good

· Empathy - Monstrous

· Growth (Always On, 90' Long, +3CS To Be Hit) – Monstrous

# = Web Casting is an Entangling Attack, Amazing Material Strength in 1st Turn, Hardens to Unearthly Material Strength in 2nd Turn, Dissolves in 10 Turns. On a Yellow roll the effect is a Bullseye and the webbing temporally blinds the target. On a Red roll the effect is a potential Stun and the impact of the webbing with the target’s head can daze and stagger them.

Mothra can use her silk to form tough web Stingers. Instead of soft webbing, this flurry of hard barbs acts like a Stun Blast if the Stingers impact with a target's peripheral nervous system. This stunt is treated as a Throwing Edged attack which inflicts Amazing damage, but ‘Kill’ is ‘Stun’. 

Mothra can use her silk to form Impact Webbing. Instead of a steam of webbing, Impact Webbing forms web-balls that rapidly expand and ensnare on striking. Impact Webbing is +1CS To Hit, but affects the entire target area, not just a specific target.

Quirks ~ Rapid Healing, Luckiness, Allergy (Fire @ +2CS).

Talents ~ Quick-Striking, Martial Arts A & D, Occult Lore.

Contacts ~ Mothra and the Shobijin are mystically linked in some inexplicable manner. They will aid each other in all circumstances and will willing risk their lives for one another.

~ Shobijin ~

- (Mothra's Twin Fairies) -
Fighting........Typical


(6).





Health............92.

Agility.........Incredible
(40).

Strength........Typical


(6).





Karma.............100.

Endurance.......Incredible
(40).
Reason..........Excellent

(20).





Resources.........Poor.

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

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





Popularity........15.

· Empathy (6 Mile Range) - Monstrous
· Telepathy (6 Mile Range) - Remarkable
· Empathic Mind-Link with Mothra (2.5 Million Miles) - Incredible
· Linguistics - Incredible
· Hypnotic Control (Song) - Good

· Telekinesis – Remarkable
· Displacement - Monstrous
· Shrinking (Always On, 9” Tall, +0CS To Be Hit) – Typical

Quirks ~ Attractiveness (+1CS), Likeability, Honesty, Pacifism.

Talents ~ Acrobatics, Tumbling, Archaeology, Occult Lore.
Contacts ~ Mothra and the Shobijin are mystically linked in some inexplicable manner. They will aid each other in all circumstances and will willing risk their lives for one another.

~ Godzilla ~

- Giant Radioactive Dinosaur Mutant –

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





Health............420.

Agility.........Good



(10).

Strength........Shift-X


(150).




Karma.............64.

Endurance.......Shift-X


(150).
Reason..........Poor



(4).





Resources.........Feeble.
Intuition.......Good



(10).

Psyche..........Amazing


(50).





Popularity........-50.

· Plasma Generation (Atomic Breath, +3CS Agility To Hit, 80 Area Range, Force Attack with Monstrous Hard Radiation & Monstrous Electricity Side-Effects) – Shift-X

· Heat Generation (Projected from Dorsal Spines) - Amazing

· Magnetism (Aura) - Amazing

· Hard Radiation Emission (Always On, Aura, 2 Area Range) - Typical

· Abnormal Physiology (Radioactive)

· Natural Weaponry (Fangs & Claws) – Shift-X

· Razorskin (Dorsal Spines Only) - Shift-X

· Additional Body Parts (Combat Tail, +1CS Slugfest Strength)

· Armour Skin (Dinosaur Hide) - Unearthly

· Metabolic Resistance – Shift-Z

· Protected Senses - Amazing

· Energy Absorption (Hard Radiation) – Unearthly

· Resistance to Hard Radiation (All Types) - Class 3000

· Regeneration - Amazing

· Self-Revival - Amazing

· Enhanced Senses (Sight) - Remarkable
· Ultraviolet Vision - Remarkable
· Hyper-Running (6 Areas/Round or 90 mph) - Remarkable
· Hyper-Swimming (7 Areas/Round or 105 mph) – Incredible
· Water Breathing & Water Freedom

· Growth (Always On, 120' Tall, +3CS To Be Hit) – Unearthly

· Suspended Animation (Usually Induced By Cold or Burial) – Unearthly

· Serial Immortality – Typical (Special)

Red Spiral Attack - In extreme situations, Godzilla can increase his Atomic Breath potential by sacrificing Health. For each point of Health sacrificed his Atomic Breath damage increases by 2 points for the next attack, it also changes colour from its normal neon blue to a fiery orange-white. This enhanced attack has a range of some 160 areas, rather than the usual 80 areas.
Pulse - Combining Heat Generation, Magnetism, and his generally radioactive physiology, Godzilla can release an energy pulse that has devastating effects upon the local area.
Living beings in the same area as Godzilla are exposed to Shift-X heat and Unearthly static electricity. Electrical systems and non-ferrous constructs in the same area as Godzilla are exposed to Shift-X heat and Shift-X magnetic damage. Ferrous constructs in the same area as Godzilla are exposed to Shift-X heat and Shift-Y magnetic damage. Within the same area as Godzilla, molecular bonds automatically breakdown and atomic bonds break down on a Green Feat using the Shift-X Column of the Universal Chart.

Every area out to five areas away from Godzilla is exposed to Monstrous heat. Within this secondary region, living beings are also exposed to Amazing static electricity. Electrical systems and non-ferrous constructs in this zone also suffer Monstrous magnetic damage. Ferrous constructs in this zone also suffer Unearthly magnetic damage. Within this secondary region molecular bonds breakdown on a Green Feat using the Monstrous Column of the Universal Chart. Atomic bonds are unaffected by this devastating attack.

The pulse also tends to generate an impressive, yet mostly harmless, display of heat lightning. This electrical display is tinged red and can cover several miles.
After this pulse attack, Godzilla’s Heat Generation and Magnetism powers are reduced to Feeble for 1-10 turns. Unless he makes a Red Endurance FEAT, Godzilla is also stunned for 1-10 turns.

This attack is particularly effective if Godzilla’s Atomic Breath is adversely affected, such as by a strangling attack of if something has clamped his mouth shut.

Lodestone - This Magnetism power stunt makes Godzilla himself magnetically attractive at a Strength of Monstrous.

Magnetic Detection - This Magnetism power stunt allows Godzilla to detect the magnetic field of the Earth (and likely other planets as well), as well as aberrations of that field (created by large iron deposits, huge electro-magnetic doomsday devices, and the like) with Incredible ability. It is difficult for Godzilla to become lost, as he is a virtual living compass.

Quirks ~ Adrenal Surge, Hardiness, Sturdiness, Static, Attitude, Impulsiveness, Stubbornness, Enemy (Japan Self-Defence Forces, G-Force, United Nations Godzilla Countermeasures Centre), Weirdness Magnet.
Talents ~ Martial Arts A & E, Thrown Objects, Trance.
Contacts ~ Nil. For some unknown reason Godzilla will actually help Dum Dum Dugan, and has saved his life on more than one occasion. On some instinctually level Godzilla also realises that Red Ronin with Rob Takiguchi is an ally.
Timothy Aloysius Cadwallader "Dum Dum" Dugan is a fictional character in the Marvel Comics Universe. He is an officer of S.H.I.E.L.D. and is one of the most experienced members of Nick Fury's team, known for his marksmanship with rifles and for his impressive physique. He is recognized for his trademark bowler hat. Neal McDonough appeared as the character in the 2011 Marvel Studios film Captain America: The First Avenger.

Dum Dum Dugan first appeared in Sgt. Fury and his Howling Commandos #1 (May 1963), and was created by Stan Lee and Jack Kirby. Dum Dum Dugan received an entry in the Official Handbook of the Marvel Universe Update '89 #2.

Dugan was born in Boston, Massachusetts. During World War II, while working as a circus strongman, Dugan helps Nick Fury and Sam "Happy" Sawyer escape the Nazis during a mission recounted in issue 34. Dugan later joins the British Army, and when Sawyer is charged with creating Fury's First Attack Squad, also known as the Howling Commandos, Sawyer invites Dugan to become second in command. His exceptional strength saves the day in several of his adventures in the Sgt. Fury comic books. Later on in life he is placed in charge of internal security on the S.H.I.E.L.D. Helicarrier. He is a corporal. Dum Dum Dugan is placed in charge of a SHIELD Unit coined The Godzilla Squad, charged with the task of tracking and stopping the radioactive kaiju. Over the twenty-four issue series, Dugan goes from loathing the creature's destructive tendencies to accepting the beast's existence after Godzilla saves him on numerous occasions. Dugan later recalls a long list of his greatest nightmares, one of which includes Godzilla.

APC Pills – These are ‘All Purpose Capsules’ with aspirin, caffeine, and other ingredients. They help grunts handle pain and difficult situations a tad easier.

Gatka Weapons - This special category grants the individual a +1CS to Fighting or Agility when using the weapons of ancient India from the Sikh Empire Era. This includes the following weapons: Chakram, Steel Bow, Lathi (fighting stick), and Punjabi swords & daggers (including the Talwar and the Churi).

Infinity Formula – This rare drug slows ageing, boosts stamina, and improves the immune system. The serum combats all of these physiological issues with Good Intensity.

