~ Captain America ~

Fighting............Amazing


(50).




Health............140.

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

Strength............Excellent

(20).




Karma.............150.

Endurance...........Remarkable
(30).

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



(10).




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

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

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



(10).




Popularity........75 / 6.

Super Soldier Serum ~ Captain America is the epitome of Homo sapiens, thanks to the Super Soldier Serum. The serum prevents fatigue poisons from building up within his system, bolsters overall fitness, and acts as an Excellent immune system, protecting Cap from diseases and ageing.

Talents ~ Weapon Specialist (Shield), Martial Arts A / B / C / D / E, Acrobatics, Tumbling, Thrown Objects, Military, Artist, Leadership.

Contacts ~ Cap is currently the leader of the Defenders. They have a Karma Pool of 351. He is a reserve Avenger and is on friendly terms with most superheroes, including Spider Man and the Original Fantastic Four. He has, although it is currently strained, a long-term relationship with the U.S. military. Cap is a personal friend of Nick Fury and Jack Steel. Cap and Vagabond are romantically involved.

Shield ~ Cap’s primary weapon and defence is his unique disk-shaped shield. It is formed from Class 3000 strength material, immune to harm from any force except for magic or psionics.

Cap employs his shield with Unearthly Fighting and Agility. He can throw the shield up to 3 areas for Remarkable Blunt Attack damage. Cap’s classic power stunt is to bounce the thrown shield off a number of hard surfaces, up to 3 targets, and have it return to him the following round.

Cap can use his shield to block any known attack. He cannot be Slammed or Stunned by concussion force attacks (Sonic attacks, Force attacks, and the shock waves from explosions) due to the force-absorbing qualities of Myron MacLain’s alloy. Against all other forms of physical and energy attack, Slam and Stun effects are reduced by –4 CS.

Body Armour ~ Cap’s chain mail vest and reinforced costume provide Good protection against Physical attacks and Remarkable resistance to heat & radiation.

~ Vagabond ~

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



(10).




Health............46.

Agility.............Excellent

(20).

Strength............Typical


(6).




Karma.............150.

Endurance...........Good



(10).

Reason..............Typical


(6).




Resources.........Typical.

Intuition...........Good



(10).

Psyche..............Typical


(6).




Popularity........25 / 0.

Talents ~ Martial Arts A / B / E, Wrestling, Acrobatics, Tumbling.

Contacts ~ Vagabond and Captain America are romantically involved. She is an active member of the Defenders. Gateway has become something of a mentor to Vagabond, and is currently teaching her the mysteries of magic and the occult.

~ Bat Girl ~

Bat-a-rang ~ Vagabond carries three solid weighted boomerangs in the shape of a stylised bat upon her belt. Each has Excellent material strength. Highly aerodynamic, she can throw these weapons up to 3 areas for Excellent Blunt Throwing damage.

Bat Staff ~ Vagabond carries a traditional Japanese Bo Staff of seasoned and bound hardwood, Good material strength. This allows her to inflict Good Blunt Attack damage in melee combat and enhances her acrobatic leaping (20’ up, 20’ across, 30’ down).

Flight (Bat Cloak) ~ Vagabond currently employs Falcon’s old jet-powered wing-harness. Of Wakandan design, it was a gift from the Black Panther. Supplementary impellers are located in the boots and the whole system is controlled by cybernetic circuitry in her cowl and mask. While wearing this Vagabond is able to fly at up to Excellent air speeds (10 areas per round or 150 mph). For short periods, 10 rounds maximum, she can fly at Remarkable speeds (15 areas per round or 225 mph), but this requires a Green Endurance Feat roll because of the strain placed on her arm muscles and general breathing limitations. Vagabond can shut down the wing-jets and glide with Good ability (8 areas per round or 120 mph). This manoeuvre allows her to blindside unsuspecting opponents.

As established power stunts, Vagabond can use her wings as a shield to provide Excellent protection from physical and energy attacks. She can also use her wings to attack, inflicting Good Blunt attack damage.

Falcon Claw (Bat Claw)~ Vagabond also employs Falcon’s old grappling hook, shaped like a falcon claw, and cable (3 area length). Both are considered to have Remarkable material strength. She uses this to swing from rooftops and to achieve sufficient height for gliding.

Bat Costume ~ Vagabond’s costume resembles a stylised bat, it’s identical in appearance to the Bat Girl costume from the classic 60s Bat Man TV Show. It’s composed of Beta-Cloth, a Good material strength fabric. It provides her with Typical protection from physical attacks and Excellent resistance to heat & radiation.

~ Falcon ~

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




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

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

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



(10).




Karma.............150.

Endurance...........Remarkable
(30).

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



(10).




Resources.........Typical.

Intuition...........Good



(10).

Psyche..............Typical


(6).




Popularity........40.

Animal Communication and Control (Birds) ~ Falcon can communicate with and control birds with Excellent ability. When working with Redwing this power increases to Incredible.

Talents ~ Falcon has Martial Arts A and E, as well as Acrobatics. He has a +1CS to Fighting and Agility Feats in flight due to his training in Aerial Combat. He also has Law and Criminology, due to his years of experience in the field of social work.

Contacts ~ Falcon is a personal friend of Captain America. Black Panther is a solid ally and provided Falcon with his old wings. As both Sam Wilson and Falcon, he has worked with Sgt. Tork of the NYPD. Falcon is an active member of the Defenders.

Flight ~ Falcon flies through technological means, originally using a glider arrangement and later a jet-powered wing-harness of Wakandan design, a gift of the Black Panther. These days he uses an advanced system of Judd’s (AKA The Marsh Fly) design that incorporates advanced anti-gravity technology and “solid light” wings. The whole system is controlled by cybernetic circuitry in Falcon’s cowl and mask. He is able to fly at up to Monstrous air speeds (30 areas per round or 450 mph). For short periods, 10 rounds maximum, he can reach Unearthly speeds (40 areas per round or 600 mph), but this requires a Green Endurance Feat roll because of the strain to his musculature and lungs. Falcon’s flight is relatively silent and he can further reduce what little noise there is by gliding, which he does with Excellent ability (10 areas per round or 150 mph). This manoeuvre allows him to blindside unsuspecting opponents.

As established power stunts, Falcon can use his wings as a shield to provide Remarkable protection from physical and energy attacks. He can also use his wings to attack, inflicting Excellent Blunt attack damage.

Costume ~ Falcon’s current costume is composed of Beta-Cloth, a Good material strength fabric. It provides him with Typical protection from physical attacks and Excellent resistance to heat & radiation.

Redwing ~ An extraordinary hunting falcon from Rio, Redwing has a permanent semi-empathic link to his master. Redwing can fly at up to Excellent air speeds (10 areas per round or 150 mph). His talons inflict Poor Edged Attack damage.

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



(10).




Health............64.

Agility.............Excellent

(20).

Strength............Poor



(4).




Karma.............150.

Endurance...........Remarkable
(30).

Reason..............Feeble


(2).




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

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

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

(20).




Popularity........25.

Wedge-Tail Eagles ~ While adventuring in Northern Australia, Falcon befriended a mated pair of Wedge-Tail Eagles and saved them from an unscrupulous hunter. They can usually be found circling about the Defenders’ Bungalow Complex, although Falcon occasionally takes them into the field. Eagles fly at up to Poor air speeds (4 areas per round or 60 mph) and have Excellent vision. Their talons inflict Poor Edged Attack damage.

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



(10).




Health............44.

Agility.............Good



(10).

Strength............Poor



(4).




Karma.............10.

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

(20).

Reason..............Feeble


(2).




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

Intuition...........Typical


(6).

Psyche..............Feeble


(2).




Popularity........0.

Abner Darwin is a lean and wiry man with his thick black hair closely cropped, finely chiselled facial features, a neat moustache and goatee beard. Abner’s eyes are an icy violet, so pale that they almost seem to glow. He was born in Cairo, when it was still part of the British Empire, and educated in Canada. His parent’s were minor English diplomats. Until Mojo intervened, he spent his adult life teaching computing at the University of the Pacific in Fiji.

Abner gained all of his powers during one of Mojo’s mad media schemes, where Abner was unwittingly and unwillingly cast as “Doctor Who”. Thus all of his powers have an alien magical origin.

Abner currently spends much of his time repaying an “obligation” to the Trader. He compiles and files regular economic reports on the earth, both macro and micro. He has agreed to do this for the next 250 odd years.

Abner is a humanitarian and an environmentalist, both causes on which, given the opportunity, he will preach to companions and opponents alike. He always seeks to negotiate a peace between intelligent species, encouraging tem to live together in harmony rather than fighting, and he greets the unknown with a "How do you do" rather than a gun. Dangerous or pollution-creating technology is an immediate target for his scathing criticism and he is quite prepared to interfere to encourage environmentally sound progress.

Rules and authority figures irritate Abner. He detests the stonewalling of politicians and bureaucrats when action must clearly be taken. He is the voice of reason when others prove indecisive or obstructive.

Very much a man of action, Abner is always ready to risk himself to save others. Yet he abhors violence and is always ready to criticise the excessive or unnecessary use of force.

Abner is an incorrigible tinkerer and a great lover of gadgets and different means of transport. One of his current pet projects is the implementation of the Earth’s first orbital beanstalk.

Fighting............Typical


(6).



Health...........82.

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

Strength............Typical


(6).



Karma............150.

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

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



Resources........Excellent.

Intuition...........Good



(10).

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



Popularity.......23.

Serial Immortality ~ Abner can suffer damage, ageing, the ravages of disease and can even die, but all of this it is not permanent. Upon dying, his spirit is freed from his old body and enters the nearest dead male humanoid body with Amazing ability. The power then regenerates the body within one day and restarts life processes. Abner awakens, more often than not in a morgue, and can continue with his existence. If the body possessed intrinsic physical powers in life, these are gained by Abner for the duration of his life living in that specific body. Abner’s RIP abilities and mental powers manifest upon awakening, but his FACE abilities are now those the body.

Time Control ~ Abner can alter the flow and form of time with Incredible ability. This grants him Incredible resistance to time manipulations that directly impact upon him. As a developed power stunt he can negate others time manipulations with Incredible ability at a range of up to 2 miles.

Linguistics ~ Abner has a knack for languages, whether human, machine, or alien. He can learn any language with Amazing ability, including written and non-spoken forms of communications. He has used this to crack thousands of computer codes, and this makes him a hacker par excellence. If the language he is attempting to decipher is utterly alien, it may take him minutes (or even hours), but he will crack it.

Telepathy ~ Abner can read minds and project his thoughts with Incredible ability. Abner’s maximum range for communication is 250 miles. He has yet to develop any power stunts.

Telekinesis ~ Abner has Poor strength Telekinesis that can be used at a range of up to 1 area. He can currently manipulate only one object at a time, but with fine precision.

Resistances ~ Due to his enhanced magical nature, Abner has Amazing resistance to mental attacks, magical attacks, diseases and toxins.
Talents ~ Business/Finance, Detective/Espionage, Electronics, Computers, Sleight of Hand, Occult Lore, First Aid, Repair/Tinkering, Trivia (Super Heroes and Villains).

Contacts ~ Excellent Street, Good Business World, Good Engineering, Typical Law Enforcement, Feeble Criminal. Abner is an active member of the Defenders.

Costume ~ Abner dresses in Victorian Era fashions. He favours dark colours and tweeds with frock coat and top hat. It should also be noted that Abner’s ornate walking stick is in reality a sword cane. His dandified image is complemented by an appreciation of fine wine and food. Abner is undoubtedly a connoisseur.

Resourceful Pockets ~ MicroMind, Various Infotabs, Minidoc, Handful of Oxytabs, Lensmen, Folding Optical Binoculars (7x - 20x), Sensordisk, Scanner, Chemkit, Flashlight Laser, Combination Pocket Tool (Folding 8cm Microsteel Blade, Microscopic Enhancer, Sonic Knife, Semi-Permeable Sonic Rain Umbrella), Combosolve Lockpick (Good Intensity), High Glitter Duralloy Knife (13cm Blade and Moulded Handle), High Glitter Duralloy Revolver (Six Round Cylinder) with Silver Bullets, Ear-Mounted Audioplayer with 3 Songpearls (Jazz), Four-Octave Music Synthesiser, Transfer Booth Token from Alpha Plateau.

Armadillo (Antonio Rodriguez of San Antonio in Texas) is a simple man who has been transformed into a huge, orange-skinned behemoth (7’6” & 1100lbs) in order to help his wife, Bonita, who later proved to be unfaithful to him. Slow in mind and easily manipulated in his early exploits, Armadillo was used by various individuals to further criminal ends. After a time Armadillo developed a close friendship with the Defender (AKA Jack Steel) which lasted until the latter’s retirement in the Caribbean. Armadillo even helped the Avengers on a few occasions. Since then he has drifted into street deals, seeking acceptance, purpose, and his own place in the world. His most recent venture has been to help found the Defenders in Australia.

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




Health............120.

Agility.............Good



(10).

Strength............Amazing


(50).




Karma.............150.

Endurance...........Remarkable
(30).

Reason..............Typical


(6).




Resources.........Typical.

Intuition...........Typical


(6).

Psyche..............Typical


(6).




Popularity........20.

Body Armour ~ Armadillo’s body is covered with thick hide and tough armour plates, providing him with Amazing protection from physical attacks and Remarkable protection from energy attacks.

Claws ~ Armadillo’s hand and feet end in long natural claws of Amazing material strength. In combat, Armadillo can inflict up to Monstrous Edged Attack damage.

Climbing ~ Armadillo can climb vertical surfaces by using his claws to gouge handholds and toeholds as he climbs. His claws can easily penetrate surfaces of up to Remarkable material strength. The need to make claw pits limits Armadillo to 1 floor per round.

Tunnelling ~ Using his powerful claws, Armadillo can burrow through soil and rock of up to Remarkable material strength with ease. He may move in this fashion underground at a rate of 1 area per round.

Talents ~ Martial Arts C, Wrestling, Languages (Spanish & English).

Contacts ~ Armadillo is on good terms with Jack Steel and Iron Man (Anthony Stark). He also has some contacts with the World of Professional Wrestling. Armadillo is an active member of the Defenders.

Wings (“Chicken Hawk”) was a New York street kid. His mutant heritage turned up when he was ten years old. It transformed him into a strange, ugly flying thing. In short order, he linked up with the Morlocks and spent the next few years drifting between the tunnels below Manhattan and the twilight rooftops of the city. He survived the Mutant Massacre, despite being shot in one wing by Scalphunter and mauled by Sabretooth. Armadillo found the youth on the mean streets of the South Bronx and helped him out. In early ‘97, Wings answered Gupta’s call for allies. He has been with the Defenders ever since.

Wings’ appearance is certainly unusual. His wings are flaps of skin stretched between immensely elongated finger bones, anchored at wrist and ankle. He doesn’t have real hands, but his fingers extend a little bit past the wing-edge and are weak but useable gripping digits. His feet are prehensile and are also useful in gripping and manipulating objects. A long barbed tail gives some stability in flight. Unable to wear ordinary clothes, Wings wears woollen Rasta tams upon his head and covers his small, twisted body with knotted breach cloths of brightly patterned and tie-dyed Jamaican hemp. He has a complexion not unlike chicken skin, with thin, scruffy patches of feathers covering some parts of his body and purple and red wattles dangling beneath his receding chin. Wings stands 5’3” tall and bulks a mere 60lbs.

In recent times, Wings has become something of a hedge wizard. He has managed to acquire a hodgepodge of studies from Gateway, Rintrah, a small coven of English witches and various gypsy healers in the Balkans. He has a large collection Neo-Pagan and Wiccan literature at the Defenders’ Outback Centre.

Fighting............Typical


(6).




Health............50.

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

Strength............Poor



(4).




Karma.............150.

Endurance...........Good



(10).

Reason..............Typical


(6).




Resources.........Typical.

Intuition...........Good



(10).

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

(20).




Popularity........20.

Gliding ~ Wings can glide with Typical ability. He can only gain altitude on a Red Agility Feat, but can maintain his current altitude with a Green or Yellow Agility Feat. These Feats are required each turn. Failure to make any coloured Feat results in the loss of 1 story of altitude. Wings’ top air speed is 6 areas/turn or 90mph.

Flight ~ Wings can attain true flight, with a maximum air speed of Good (8 areas/turn or 120mph). However this places such stress upon him, that for every turn of flight, as opposed to gliding, he looses 1 Health.

Adapted Anatomy ~ Wings’ whole physiology is designed for flight. He has the equivalent of Remarkable body armour when taking a fall, can breath normally at high altitudes and has Good resistance to cold. Also, Wings’ sight is as good as that of predatory birds and is considered Monstrous for purposes of scouting.

Healing ~ Using personal energies, Wings can promote the rapid healing of damage caused by wounds, trauma, toxins, and disease. With a touch, he can increase a targets health by 6 points. This is the maximum benefit Wings can give per day to any specific individual. He must make a FEAT on his Typical ability. A Green FEAT will handle broken bones, non-terminal diseases, and simple wounds. A yellow FEAT will heal physical trauma, wounds to organs, non-fatal poisoning, and terminal diseases. A Red FEAT will cure mortal wounds, coronary attacks, strokes, toxic poisoning, and massive physical trauma. These potent magics seal the body and return any still living tissues to health. The spell cannot replace lost tissue.

Eldritch Shield ~ Using personal energies, Wings can create eldritch shields of mystical energy that provide him with Excellent protection against magical and physical attacks. These shields also provide Typical protection from energy attacks. These shields can be targeted and are considered to have a material strength of Excellent.

Magic Detection ~ Using personal energies, Wings can hyper-sensitise himself to magical impacts upon his surroundings. This spell is of Good potency and has a same area of effect. Whenever he employs this spell, Wings must attempt a Psyche Feat. A white result indicates that the energy patterns are to confused to read, a green result will indicate if magical energies are present, a yellow result will reveal the identity of those involved in the magics casting, and a red result will reveal the type of magics involved. This spell can also be used to detect the past use of magic. Spells that mask or mislead may reduce these chances.

Talents ~ Acrobatics, Tumbling, Aerial Combat (+1CS on Fighting and Agility Feats while airborne), Occult Lore, Trivia (Herbalism).

Contacts ~ Wings is an active member of the Defenders.

Utility Belt ~ Designed by Abner Darwin, this belt is composed of advanced and flexible synthetic fabrics developed by the sports industry. The numerous soft pouches holds various useful devices. There is a halogen flashlight, flares, numerous rolls of tape, multi-tools, and even fire-fighting foam grenades. Offensive devices run to a Variable Pistol with Mercy Shot and Rubber Bullets, a Laser Pistol, and a Stun Pistol.

Gupta is a lean and street smart Hindustani youth with a moustache and beard just beginning to shade his cheerful features. Gupta is of South Indian blood, and as such he has the dusky skin tones, thick black hair, and liquid brown eyes typical of the Telugu people.

Gupta was born into the urban sprawl of Hyderabad during the Ganesh Chaturthi of 1980. He grew up on the streets without family and survived by repairing auto rickshaws for the tourist wallahs. He never knew his parents or learned of their fate. His super powers blossomed during the Inferno, and he ended up in Sydney when the Demons of Denak he was battling faded from this dimension and he was swept up by the Winds of Watoomb.

Shortly after his arrival in Sydney, Gupta’s mutant metabolism was accidentally enhanced by Asgardian magics derived from a Tong experiment involving Mjolnir.

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



(10).



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

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

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



(10).



Karma.............150.

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

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

(20).



Resources.........Typical.

Intuition...........Amazing


(50).

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

(20).



Popularity........33.

Shape Change ~ Gupta is a metamorph, capable of assuming and enhancing the form of any animal native to the Indian subcontinent with Monstrous ability. Gupta's mental abilities and sex are unaffected by these transformations, but he gains and enhances all applicable physical abilities and powers of that animal. Weight and size are that of a typical animal of that particular species. It requires a Power Feat to make the transformation from hero to animal, any colour, but resuming human form does not require a Power Feat.

Environmental Awareness ~ Gupta has increased sensitivity to conditions in, disturbances in, and influences on the environment. He automatically maintains full knowledge of current conditions in his surroundings with Good ability. This awareness extends to such factors as weather, chemicals, movement, and life. His awareness extends outwards in a sphere. Under normal conditions this sphere has a radius of 10 areas. Gupta may consciously attempt to extend his awareness. A green Feat extends the awareness sphere to a 25 area radius, yellow extends it to 1 mile, and red extends it to 2 miles.

Regeneration ~ Unlike normal humans and most mutants, Gupta can heal all of his bodily tissues, including his central nervous system and even severed limbs. This constantly occurs with Good intensity. As a result, Gupta regains 1 Health every turn. He even regains one lost Endurance Rank per day. This power seems to function even when his Health is reduced to 0. Gupta’s mutant metabolism also provides him with Monstrous resistance to ageing, diseases, and toxins (including alcohol).

Mjolnir Enhancement ~ Gupta has gained limited mystical storm cum lightning powers from a dark Tong experiment involving Mjolnir. He can manipulate and generate elemental electricity with Remarkable ability. Gupta has developed the following established power stunts.

· Sheath - By creating an elemental lightning field around himself, Gupta gains Good protection from physical and energy attacks.

· Bursts - Gupta is able to project elemental lightning charges of Excellent intensity up to 2 areas away. These charges are considered a Force attack.

· Gliding - By generating elemental lightning impulses and riding on the natural electrical charge of the Earth, Gupta is able to glide with Good ability. He can only gain altitude on a Red Agility Feat, but he can maintain his currently altitude with a Green or Yellow Agility Feat. These Feats are required each turn. Failure to make any coloured Feat results in the loss of 1 story of altitude. Gupta’s top air speed is 8 areas per turn or 120 mph.

Thought Suppression ~ More of a learned ability than a true super power, this allows Gupta to use his Psyche as a defence against detection by telepaths and mind-controllers. He also subtracts one from his initiative rolls (in addition to other modifiers) and can blindside people if he has initiative.

Talents ~ Martial Arts C & E, Acrobatics, Tumbling, Repair/Tinkering, Trivia (Indian Culture & History), Languages (English, Hindi, Telugu).

Contacts ~ Incredible Street. Gupta is the founder of the Defenders.

Costume ~ White T-Shirt with Hanuman Logo on Chest (Worn Over Sweatshirt), Pale Grey Sweatshirt, Slate Grey Tracksuit Pants, Black Gym Boots.

Asian Lion - Fighting: Incredible; Agility: Remarkable; Strength: Remarkable; Endurance: Incredible; Health: 140; Special: Fangs & Claws (Edged Attacks), Incredible Hearing, Remarkable Smell, Night Vision.

Bengal Tiger - Fighting: Incredible; Agility: Remarkable; Strength: Remarkable; Endurance: Incredible; Health: 140; Special: Fangs & Claws (Edged Attacks), Incredible Hearing, Remarkable Smell, Night Vision.

Dhole - Fighting: Remarkable; Agility: Excellent; Strength: Excellent; Endurance: Remarkable; Health: 100; Special: Fangs & Claws (Edged Attacks), Incredible Hearing, Incredible Smell, Amazing Tracking.

Ganges River Dolphin - Fighting: Remarkable; Agility: Incredible; Strength: Remarkable; Endurance: Remarkable; Health: 130; Special: Shift-0 Vision, Remarkable Active Sonar (Echolocation), Swimming (Excellent Water Speed, 5 areas/turn, 75mph).

Indian Cheetah - Fighting: Remarkable; Agility: Incredible; Strength: Excellent; Endurance: Remarkable; Health: 120; Special: Fangs & Claws (Edged Attacks), Incredible Hearing, Remarkable Smell, Night Vision, Sprinting (Remarkable Ground Speed, 6 areas/turn, 90mph).

Indian Elephant - Fighting: Remarkable; Agility: Remarkable; Strength: Monstrous; Endurance: Unearthly; Health: 235; Special: Tusks (Edged Attacks), Trunk (Partial Hand), Incredible Hearing.

Indian False Vampire Bat - Fighting: Typical; Agility: Good; Strength: Typical; Endurance: Typical; Health: 28; Special: Fangs & Claws (Edged Attacks), Amazing Active Sonar (Echolocation), Flight (7 areas/turn or 105mph).

Langur Monkey - Fighting: Remarkable; Agility: Excellent; Strength: Good; Endurance: Remarkable; Health: 90; Special: Fangs & Claws (Edged Attacks), Prehensile Paws, Leaping, Climbing.

Leopard - Fighting: Incredible; Agility: Incredible; Strength: Excellent; Endurance: Remarkable; Health: 130; Special: Fangs & Claws (Edged Attacks), Incredible Hearing, Remarkable Smell, Night Vision, Tree Climbing.

King Cobra - Fighting: Remarkable; Agility: Good; Strength: Typical; Endurance: Good; Health: 56; Special: Fangs (Edged Attacks), Remarkable Intensity Poison, Poor Vision, Incredible Smell, Incredible Taste, Heat Sensing.

Sloth Bear - Fighting: Remarkable; Agility: Excellent; Strength: Amazing; Endurance: Amazing; Health: 150; Special: Fangs & Claws (Edged Attacks), Grappling Attacks (Hug), Remarkable Hearing, Incredible Smell.

West Indian Kite - Fighting: Remarkable; Agility: Remarkable; Strength: Good; Endurance: Incredible; Health: 110; Special: Beak & Talons (Edged Attacks), Incredible Vision, Remarkable Smell, Flight (9 areas/turn or 135mph).

Wolf - Fighting: Incredible; Agility: Remarkable; Strength: Remarkable; Endurance: Remarkable; Health: 130; Special: Fangs & Claws (Edged Attacks), Remarkable Hearing, Incredible Smell, Incredible Tracking.

~ Defenders’ Bungalow ~

Down below a rugged escarpment that has endured since the Dream Time, lies the Defender’s bungalow complex. It rests amid a grove of she-oak trees a hundred yards from the ruins of the old Reavers HQ. Stretching out from this grove the sandy ground is scattered with polished shingle, evidence of a long forgotten stream, and the occasional ghost gum. A mile or so further out the spinifex starts and rolls away for thousands of miles.

The complex consists of a sturdy wooden house with seven mud brick cottages behind it. The house is flanked on both sides by a small rammed-earth warehouse. All of the buildings feature corrugated iron roofs painted a deep green. Surrounding the buildings is a shady bush garden with plenty of shade-cloth sails, Australian wildflowers and grass trees.

The house has eight rooms and has been outfitted with a Remarkable Living Room Package, a Remarkable Kitchen Package, a Remarkable Library Package, an Amazing Communications Room Package, an Excellent Crime Files Room Package, a Remarkable Office Package and an Amazing Rec Room Package (2 Rooms). The sweeping verandas of the house are scattered with a happy jumble of cane chairs, smoky green glass-topped tables and various art supplies.

· Captain America’s cottage features a Good Bedroom Package, a Good Office Package, Personal Computer and Half Bath.

· Vagabond’s cottage features a Good Bedroom Package, a Good Living Room Package, Personal Computer and Half Bath.

· Falcon’s cottage features a Good Bedroom Package, an Excellent Library Package, with a focus on social work and counselling, and Half Bath.

· Abner Darwin’s cottage features a Good Bedroom Package, an Excellent Trophy Room Package, Personal Computer and Half Bath.

· Armadillo’s cottage features a Good Bedroom Package, a Good Living Room Package, Large Television with Cable and Half Bath.

· Wings’ cottage features a Good Bedroom Package, an Excellent Rec Room Package, with a pool table, and Half Bath.

· Gupta’s cottage features a Good Bedroom Package, a Good Living Room Package, Personal Computer and Half Bath.

The warehouse nearest the escarpment houses an Amazing Power Room Package (Solar), an Excellent Garage Package (Cap’s Van and Bike, Pickup Truck, Jeep) and an Excellent Hanger Package (Avengers Quinjet).

The other warehouse houses a Remarkable Medical Room Package, essentially just an emergency room, with a Bio-Enhancer and a Healing Tube, an Amazing Gym Package and a Remarkable Workshop Package. There is an outdoor Olympic swimming pool with a diving tower and sun deck out the back of the gym.

All of the buildings are lined with beta-cloth insulation. They are protected by Remarkable Fire Protection Packages, Incredible Security Packages and Incredible Defence Packages (Amazing Intensity Stun Beams and Web Shooters) throughout.

The Defender’s Bungalow complex is maintained by four robots built by Abner Darwin. Each robot is humanoid and composed of super-heavy alloys. They all closely resemble the early red-and-gold Iron Man armour.

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




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

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

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




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

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

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

(20).




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

Intuition...........Shift-0


(0).

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


(0).




Popularity........0.

Body Armour ~ The outer casing and internal framework of each robot is composed of super-heavy alloys. This provides them with Monstrous protection from physical attacks and Incredible protection from energy attacks.

Sensors ~ Each robot has the following range of sensory input. They are always operating and form each robot’s unique view of the world around them. It should be kept in mind they don’t see as most creatures do, having only infrared and ultraviolet visual capacity.

· Good Energy Detection (16 area range).

· Excellent Hyper-Hearing.

· Excellent Hyper-Olfactory.

· Good Hyper-Touch.

· Good Passive Sonar (10 area range).

· Good Thermal Vision.

· Good UV Vision.

Energy Control ~ Each robot is solar charging and they have some facility to manipulate the electromagnetic spectrum. This provides them with the following abilities.

· Excellent Absorption Power (Solar).

· Incredible Electrical Control with Self-Healing as an established power stunt.

· Excellent Light Control with Concentrated Modulated Light Blast (Typical Energy attack with a 2 area range) as an established power stunt.

· Excellent Magnetic Manipulation with Poor Flight and Good Magnetic Field Detection as established power stunts.

· Excellent Radiowave Control with Self-Healing as an established power stunt.

Talents ~ Sophisticated programming provides each robot with the ability to carry out general maintenance procedures, cleaning and gardening with Excellent ability. They are able to converse fluently, if formally, in English, French, Spanish and Telugu.
Overview - Sydney

Sydney grew up originally with no well defined plan. Despite efforts by Governor Phillip to plan the town after he arrived with the first fleeters, he had little success. As a result, some of the inner city streets remain steeply graded, crooked and narrow.

Governor Lachlan Macquarie is generally credited as being the "maker of modern Sydney" during his period of office between 1810 and 1821. He was responsible for the preservation of the 17 ha Hyde Park in the centre of the city. Sydney has two other major park areas - the Domain, 40.5 ha, and the Botanic Gardens, 38 ha, originally a farm in the early years of settlement.

The lifting of height restrictions on buildings in 1957 ushered in an era of unprecedented building activity and the city's skyline changed dramatically. The 1960s and 1970s were years of rapid growth.

In the 1970s, planners took further steps to "green" the city centre, an enclave of 13 square kilometres around Sydney Cove. To enhance the quality of life in the city, they established pedestrian plazas, parks and quiet rest areas, oases amid the high rise development.

The city's and Australia's tallest building, the 325m Centrepoint Tower, was completed in 1981, providing sightseers with a bird's eye view of the metropolis.

Today the city blends its 18th century heritage with skyscraper office towers on both sides of the harbour and ranks among the great international cities of the world. Its population is around four million, almost 25 per cent of the nation's population.

Sydney Harbour, with 245km of foreshore, divides the city effectively into northern and southern sectors joined at the core by the single span Sydney Harbour Bridge, opened in 1932.

Climate - Sydney

The city is on the east coast of Australia at latitude 33° south, longitude 151° east.  The climate is generally pleasant although tending to be warm and humid towards the end of summer in February and March. The average maximum temperature in summer is 25.3°C and the minimum 18°C . In winter, the average maximum is 16.6°C and the minimum 8.6°C.

Attractions - Sydney

Sydney's ocean beaches provide the venues for exciting surf carnivals and the harbour for the spectacles of 18 footer sailing craft races, the great Sydney ferry boat race held every January as part of the Sydney Festival, the start of the Sydney to Hobart yacht classic on 26 December, and a weekend playground for hundreds of small craft yachts and ferries.

Magnificent beaches stretch north and south of the harbour along the Pacific Ocean coast from Palm Beach in the north to the Royal National Park in the south.

While the harbour has always dominated Sydney, particularly its early development, a major attraction of greater Sydney is that it is almost surrounded by other large waterways: Pittwater and the Hawkesbury River to the north, Botany Bay and Cook's River on the city's southern edge, with Port Hacking further south, and the Nepean River to the west running along the base of the Blue Mountains.

It is also ringed by vast tracts of bushland which act as a buffer, a breathing space and a watershed for its domestic water supply.

Among the many other attractions of Sydney are the Art Gallery of New South Wales, Taronga zoo, a harbour bushland reserve renowned for its fine collection of animals, birds and marine life, national parks and wildlife reserves.

A vital part of Australia's links with the past can be found in The Rocks area, reflecting the lifestyle of the city before the turn of the century, and providing a striking contrast to the flashing neon and nightlife of cosmopolitan Kings Cross. Extensive renovation work has been has been carried out around Sydney Cove, where Macquarie Street runs uphill south from the Opera House past Government House, the Conservatorium, NSW Library, State Parliament House, St James Church, Sydney Hospital, the Mint and Hyde Park Barracks. Many of these historic buildings have been impressively restored.

The Opera House, the $A104 million centre for the performing arts, is a modern manifestation of the city's preoccupation and continuing love affair with its harbour. The building is on Bennelong Point, a peninsula described by the building's designer Joern Utzon, as a "site unequalled in the world".

Older inner city residential areas such as Paddington, Glebe and Balmain have been preserved and in recent years residents have painstakingly restored houses in the area to their original appearance.

Paddington, less than 3km from the heart of the city, has been almost completely refurbished. Rows of terrace houses with wrought iron balconies, quaint shops, restaurants and art galleries have become a major tourist attraction.

Sports and Recreation - Sydney

Sydney is proud to be the location for the 2000 Summer Olympics.

Sydney abounds in sporting fields, bowling greens, tennis courts, swimming pools and golf courses. Of more than 70 courses, 12 are within an 8km radius of the city centre.

Beaches such as Bondi, Manly, Cronulla, Coogee, Narrabeen, Newport, Avalon, Maroubra and Harbord are all within a short distance of the city centre, some only a few minutes by train, hydrofoil or water taxi.

Sydney's giant sprawl across 9,148 squares kilometres extends west to the Blue Mountains, an area of rugged grandeur two hours' drive away.

Sydney's greatest gift to the gastronomic world is the magnificent Sydney rock oyster. The Balmain bug, an odd looking but tasty crustacean, ranks a close second.

The city has 1,360 licensed restaurants, almost 600 clubs with liquor, and slot machine licences, and 617 hotels.

A four hour drive north of the city is the heart of the Hunter Valley, where some of Australia's finest wines are produced.

The bustling port cities of Newcastle and Wollongong flank Sydney to the north and south, establishing a major conurbation serviced by excellent transport links.

Communications - Sydney

Sydney's wealth of information technology (IT) industry expertise has enabled it to emerge as Australia's premier financial and business centre and a telecommunications and IT hub for the Asia Pacific.

The city's pre-eminence as Australia's international gateway is further assured by the construction of a third runway at Sydney Airport and the opening of a new international terminal.

The State Government's plans to build a city-to-airport rapid rail link will further enhance the airport's reputation of excellence as an efficient gateway to cater for tourist arrivals, particularly those from the Asia Pacific region, which are forecast to grow to more than 40 per cent of Australia's international traffic by the year 2000.

The development and planning of world-class facilities in two city zones, Homebush Bay and the Darling Harbour area, as well as exceptionally strong transport infrastructure have, enhanced the city's distinctive competencies to stage major international business, cultural and sporting events.

Darling Harbour already has major convention facilities and associated tourism and shopping centres.

Transport Links - Sydney

Sydney has developed as a major seaport and trading centre for the Asia Pacific region, headquarters of extensive road and rail networks and industrial manufacturing, and a leading financial capital.

Sydney Airport is the busiest in Australia, with more than 500 international flights a week provided by more than 40 airlines to more than 100 destinations, and is a key aviation hub in the Asia Pacific region.

Manufacturing Industry - Sydney

Sydney is Australia's biggest manufacturing centre, with more than 10,000 establishments employing 272,000 people.

Plants and factories in Sydney account for almost 26 per cent of the nation's total value of production. Many of Sydney's industries are associated with consumer goods but also include state of the art steel rod and bar, aluminium, glass production and sawmilling for the building industry, engineering, chemicals, plastics. aerospace industries, electronic, petroleum products and refining.

These are backed by modern infrastructure to cater for peak demands for clean water, electricity, natural gas and efficient waste management systems.

New industry support in the form of the internationally oriented Advanced Technology Park is being developed in Sydney. It will pool the innovative talents of three of the city's universities with local and international researchers and companies to develop commercial technologies capable of boosting the competitiveness of Australian industry.

The city's two major harbours, Sydney and Port Botany, handle more than 20 million tonnes of cargo a year.

Darren Taffinder

March 17, 1995

Sydney 2020 - A Precognitive Dream...

The conversion of outback New South Wales to corporate owned farms has caused a migration to the cites on the coast. Sydney, which once prided itself on being the cultural and economic centre of the nation (Melbourne claimed the same, now both are wrong) is now an over-crowded, over-polluted, decaying city. Its corporate centre is slowly being abandoned. Even the Yakuza has relocated overseas. The World Bank regional office is only a five story building on the outskirts of the CBD. A small but well fortified establishment which is little more than a relay point for conveying data to and from the big offices out of the country.

The rich have fled the once fabulously wealthy bayside suburbs of Sydney in favour of the less polluted Gold Coast and Barrier Reef islands of Queensland, now owned by Li H’sen Chang Holdings. The decaying grandeur of the multi-million dollar mansions lining the eroding shores of Sydney Harbour has been appropriated by various criminal elements and even some governmental figures. They screen off the stench of the dying bay with flowering shrubs and ivy covered walls.

Sydney’s outer suburbs, the parts of town closest to the farmlands are filled to overflowing with farmers who have been bought out and pushed off their land. There has been little new construction in the city in the last decade. The government has no money to build public housing and the private investors have moved north or west to where the money is. A recent Red Cross report estimated that over a million of the city’s inhabitants, one-in-five, were living on the streets or in housing unfit for human habitation. The poorer suburbs were compared unfavourably with Calcutta.

~ Gateway ~

Fighting
Good
(10).
Health
70.

Agility
Good
(10).

Strength
Good
(10).
Karma
375.

Endurance
Incredible
(40).

Reason
Good
(10).
Resources
Feeble.

Intuition
Incredible
(40).

Psyche
Monstrous
(75).
Popularity
0.

Gateway ~ Gateway possess the travel power of Gateway at Class 1000. He can travel to any point in space or time, and can even cross into other dimensions. Location requires a green FEAT, Time a yellow FEAT, and Dimensions a red FEAT.

Cosmic Awareness ~ Gateway swims through the wine dark oceans of universal knowledge with Good ability. He automatically detects any Class 1000 or higher Power within 10 miles, he gains +1CS on all attacks by detecting weak spots, and he can intuitively discover information about things in the entire universe. When used more than 5 times in a day, make a secret reason FEAT, or suffer temporarily insanity.

Air Control ~ Gateway has the ability to manipulate the atmosphere, winds and even weather with Good ability. He can create shields of wind that are effective against all physical missile attacks of Good intensity or less. Any creature passing through such a wind shield will suffer Good Blunt Attack damage. Gateway can use air gusts as a distance weapon, inflicting up to Good Force damage at a range of 10 areas. However, these attacks are repelled by any form of force field, including shields made of air. He can generate winds of Good intensity at will. Gateway can summon fog (Good intensity), filling the area he occupies and all adjacent areas within a single turn.

Shadow Powers ~ Gateway can manipulate and generate shadows with Good ability at a maximum range of 10 areas. He can increase or degrees the intensity of existing shadows by 10 points. He can create shadows where none existed before. He can form shadows into two-dimensional constructs that possess Good material strength and can inflict up to Good Energy damage (such as shadowy walls and beams of shadow stuff). When manipulating shadows, Gateway's senses of taste, smell, touch, balance (including gravity sensing), and temperature sensitivity extend to encompass the dancing shadows. He has Good ability to see through shadowy areas and Good resistance to shadowy attacks. Gateway can also employ his shadows to disrupt Darkforce manifestations.

Thought Suppression ~ More of a learned ability than a true super power, this allows Gateway to use his Psyche as a defence against detection by telepaths and mind-controllers. He also subtracts one from his initiative rolls (in addition to other modifiers) and can blindside people if he has initiative.

Talents ~ Criminology, Stealth, Tracking, Climbing, Martial Arts F & H, First Aid, Occult Lore, Artist, Performer, Streetsmarts, Trivia (Aboriginal Culture and Lore), Languages (Aboriginal Tongues / English / French).

Contacts ~ Excellent Street and Good Criminal. He is known to the Australian Defenders and some of the X-Men. Gateway is well regarded within his own culture.

Costume ~ Gateway’s wears a loose knotted loin cloth of undyed hemp.

