~ Captain America ~

- William Nasland -
William Nasland adopted the costumed identity of the Spirit of '76 at the beginning of World War II as an agent of the U.S. government, fighting Nazi espionage at home. In 1942 he moved to Great Britain and joined a group of British super heroes called the Crusaders. This group discovered that they had been organised as part of a Nazi plot, but they conquered their backers. Nasland returned to America and, aside from various missions against saboteurs on the home front, lent aid to the Liberty Legion.
Fearing that the deaths of Captain America and Bucky, if publicly revealed, would be a devastating blow to morale, President Truman personally asked Nasland to assume the identity of Captain America. Assisting him as Bucky was Fred Davis, a former bat-boy for the New York Yankees, who had briefly posed as Bucky in 1942. The new Captain America and Bucky finished the rest of the war together and continued to fight crime with the All-Winners Squad.

Although Nasland has no superhuman powers, he is a highly athletic man and superb hand-to-hand combatant. As the Spirit of '76, he designed and wore a cloak made of an unknown bulletproof and fireproof material. As Captain America, he wears a recreation of the original Steve Rogers costume, made from the same material as his old cape. He is armed with a 2.5’ diameter superalloy shield, fashioned for the U.S. government by Howard Stark after the original design used by the first Captain America.

Fighting........Excellent

(20).





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

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

Strength........Good



(10).





Karma.............40.

Endurance.......Excellent

(20).

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



(10).





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

Intuition.......Excellent

(20).

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



(10).





Popularity........100 / 6.

Quirks ~ Ambidexterity, Fighting Logistics, Natural Talent (Weapons Specialist Shield), 3-D Sense, Alertness, Benefactor (Howard Stark), Fame (+1CS), Luckiness, Charmed, Personal Code (“Truth, Justice, and the American Way”), Bigotry (Nazis) (-2CS).
Talents ~ Weapons Specialist (Shield), Martial Arts A & E, Acrobatics, Tumbling, Detective / Espionage, Chemistry. English is Nasland’s native tongue. In his school years he studied Latin, French, and Italian. He has also picked up some informal Yiddish from childhood friends.
Contacts ~ Incredible Law Enforcement, Excellent U.S. Government, Good Military, Good Street. As Captain America, Nasland can always find some journalists to chat with and generally bounce ideas off.

Shield ~ Nasland’s shield is composed of a nickel-based superalloy and was crafted by Howard Stark. It has Monstrous Material Strength and Automatically Provides Two Block Moves Per Round at Monstrous. Can Block Slugfest and Ranged Attacks. Can Even Stop Bullets, Burst Attacks, and Energy Discharges. In tough situations, Nasland can use his own actions to add additional Block Maneuvers.

Nasland employs his shield with Amazing Fighting, Monstrous Agility, and has an Initiative Modifier of 2. In slugfest he can inflict up to Excellent Blunt damage with the shield.

Nasland can throw the shield up to two areas away, inflicting Excellent Blunt Throwing damage with a successful strike. One of his established Power Stunts is to bounce the shield off a number of hard surfaces and have it return to him the following round. He also can use this move to blindside foes with a shield attack from an unexpected angle.
Costume ~ Nasland's costume is made of a tough and hardwearing material that is bulletproof and fireproof. It provides him with Good protection against Shooting Attacks, Typical protection against other physical attacks, and Typical resistance against heat & fire.

Motorcycle ~ Nasland’s rides a modified Indian 841 motorcycle. His shield rests in front of the handlebars in special clips. This machine has Good Control, Remarkable Speed, Typical Body, and Shift-0 Protection.
~ Bucky ~

- Fred Davis -
Fred is the quintessential spunky side-kick. He's not a very talented speaker or fighter like his predecessor, but he nonetheless makes his best effort whenever he's battling the forces of evil. Patriotic and helpful, he goes out of his way to make the world a better place for everybody, either by helping old ladies cross a street or pounding villainous scum into pulp.

Fighting........Good



(10).





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

Agility.........Excellent

(20).

Strength........Good



(10).





Karma.............26.

Endurance.......Good



(10).

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


(6).





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

Intuition.......Good



(10).

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



(10).





Popularity........50 / 3.

Quirks ~ Ambidexterity, Sensory Increase (Sight), Likeability.

Talents ~ Martial Arts A / B / E, Acrobatics, Tumbling, First Aid, Repair/Tinkering. Fred is a skilled baseball player and a grade A fan (being the bat-boy for the New York Yankees, and all). This allows him a +1 CS to any FEAT rolls pertaining to baseball and such, including the use of a baseball bat as a weapon.

Contacts ~ Good Street, Good Journalism, Typical Military.

Costume ~ Fred's costume is made of a tough and hardwearing material that is bulletproof and fireproof. It provides him with Good protection against Shooting Attacks, Typical protection against other physical attacks, and Typical resistance against heat & fire.

Transport ~ Fred has access to a modified 1942 military Indian Scout motorcycle. This machine has Good Control, Remarkable Speed, Typical Body, and Shift-0 Protection.

Whizzer (Robert Frank)
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LIGHTNING SPEED: The Whizzer can move up to 10 areas per round because of his superhuman metabolism. He has also developed his fighting skills to compliment his speed, and his Fighting rises to Incredible when he is in motion.
Martial Arts A, Piloting, Repair/Tinkering.
Miss America (Madeline Joyce)

Dragon Mag #104 & Updates 1990
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LEVITATION: Miss America has the power to levitate by her mental powers, allowing her to rise into the air as high as normal breathing would allow (20,000 feet) and to hover in place, staying aloft up to 2 hours. By careful jumps, she can fly at 4 areas per round with Excellent control, though she has to land and kick off again to keep going.
Acrobatics, Tumbling, Business/Finance.

Union Jack (Brian Falsworth)

All This and World War II
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ELECTRICAL MANIPULATION: Union Jack can manipulate and generate electrical energy with Remarkable ability. By tapping into the natural static patterns of the Earth, Union Jack is able to glide with Good ability at up to 8 areas per round. Union Jack is able to create electro-magnetic discharges that inflict Excellent Energy damage up to 2 areas away. By cloaking himself in an electrical field, Union Jack gains Good protection from physical & energy attacks. 

Martial Arts A/B/C/E, Wrestling, Acrobatics, Tumbling, Heir to Fortune.

Speed 6 - Union Jack drives a glossy black 1930s Bentley 6½-Litre Speed Six Tourer that has been enhanced by The Spider with Inhuman technology. It possesses Remarkable Skywalk with Remarkable Control, Incredible Speed, Excellent Body, and Typical Protection. It also has off-road suspension and rugged touring tires. The headlights have Typical Intensity over 2 Areas.
~ The Spider ~

The Spider is a young Inhuman who has exiled himself from his people due to their continuing use of the Alpha Primitives as a slave race. He is an overzealous, gregarious, and extremely hyperactive fellow with delusions of grandeur. He is fanatically loyal and dedicated to crime fighting, justice, and the American way. He is very reactionary, takes needless risks, and has a complete disregard for his own personal safety. His intentions are always 100% sincere, but he acts without considering the consequences. Basically, he’s a nutcase with a heart of gold.
The Spider is enamoured with human culture and the natural world. In his youth he read everything from the Earth that he could find in the Great Library of Attilan, mainly National Geographic and Time magazines. This has given him a broad, if slightly odd, view of the world.

The Spider is a slim young man with olive skin tones and darkly luminous eyes. His dark wavy hair is close cropped and slicked back with Brilliantine. His face is strong featured with high cheekbones and a firm jaw. He has a neatly trimmed down swept moustache above a sardonic, some would say devilish, smile. Something of the mystical gypsy seems to cling to him.
The Spider's secret ID is that of offbeat NYC Inventor Professor Caliban. In this persona, he adds a few grey hairs to his head hair and moustache, dons a salt-&-pepper false goatee beard, wire-rimmed spectacles, and a shapeless old grey tweed suit. He rounds this out with a charcoal grey trilby hat, cream shirt, black-&-brown striped tie, brown leather belt, and brown derby shoes.
Fighting........Good



(10).





Health............155.

Agility.........Amazing


(50).

Strength........Excellent

(20).





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

Endurance.......Monstrous

(75).

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





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

Intuition.......Excellent

(20).

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


(50).





Popularity........15 / 0.

Psychokinesis ~. The Spider can manipulate and control materials by force of will with Amazing ability at a range of up to 20 areas. He can animate an individual’s clothing and use it as a Grappling Attack, with a Strength Attribute equal to the material strength of the clothing. As an established Power Stunt, The Spider can use his Psychokinesis to form webbing. As these webs are formed from locally available materials, like fabric scraps and plant materials, they usually only have Typical material strength. These animated webs can be used as an Entangling Weapon. The webbing can also be used for Ranged Blunt Attacks, Grabbing Attacks, Swing Lines, Shields, Parachutes, and even Hang Gliders. All of these additional web options have an intensity equal to the material strength of the webbing.
Metabolic Resistance ~ The Spider has an innate Unearthly Resistance to Drugs, Toxins, Diseases, and other harmful and/or damaging factors involving his metabolism. This also shields him from the adverse affects atmospheric pollution usually has upon Inhumans.

Edetic Memory ~ The Spider has a variant of Hyper-Intelligence that applies to numbers, codes, mathematical problems, and the like. He can remember, calculate, and read anything that's mathematical or encrypted with Monstrous ability.
Enhanced Vision ~ The Spider has superhuman visual acuity. He can sight distant objects with Poor ability, giving him a range of some 25 miles. His eyes function as organic telescopes, magnifying distant visual images without distortion. He can also see Kirlian Auras and Psionic Auras with Incredible ability. The Spider can visually detect both actual psionics and the potential to use them. He can identify the past use of psionics on a living subject and with a Red Feat can identify the specific psionic Power employed. He can even visually detect flaws and stress points in a given target with Incredible ability. His augmented vision can spot mental and physical weaknesses.

Quirks ~ Natural Talent (Streetsmarts), 3-D Sense, Alertness, Fame, Fan Club, Allergy (Airbourbe Pollutants and Toxins), Action Addict, Honesty, Impulsiveness, Alien Customs (Inhuman).

Talents ~ Martial Arts A / B / E, Criminology, Electronics, First Aid, Repair/Tinkering, Streetsmarts, Languages (Kree {Inhuman Dialect}, English, French, Russian, Yiddish).
Contacts ~ Excellent Street, Typical Criminal, Poor Engineering.
[image: image1.jpg]



Costume ~ The Spider wears a black jumpsuit, as dark as activated charcoal, of Inhuman origin. His reactive gloves and boots are crafted of the same Good strength alien material. The malleable plasticised material provides Good protection from Blunt Attacks and Typical protection from Force Attacks. Over this he dons a slate grey homburg hat and slate grey leather trench coat. To preserve his secret identity, The Spider also employs a Venetian Mask of the Columbina Style. This being an extravagantly ornate half mask in black-&-gold.

NYC ~ The Spider enjoys the boxing scene and learned his boxing skills from Abe Goldstein, who is a good friend. He is a regular at Katz's Delicatessen and Showman's Bar too.
Base ~ The Spider has created his own private estate on the Lower East Side of New York City, financing the various initial purchases with a collection of rare gemstones he brought with him from Attilan. He continues to expand and tinker with the place to this day.
It is owned, on paper at least, by offbeat NYC Inventor Professor Caliban.

The place is surrounded by a 10’ tall ornate wrought iron fence, backed by a planting of pencil pines that form an evergreen hedge. The grounds consist of an acre of neatly trimmed lawns with a few ornamental trees - Black Cherry and Black Oak.
Under the largest tree on the estate, a magnificent black oak, there is a life-size bronze sculpture of Abe Goldstein. This is a commissioned artwork by Richmond Barthé. At the main gate is a fountain by Naum Gabo and close by is a large Developable Surface sculpture by Antoine Pevsner. At the rear of the estate, were it reaches down to the East River, is another large Developable Surface sculpture by Antoine Pevsner.

Centrally located is a 1920s Office Building (4 Floors) of concrete and brick and a slightly more modern Medium Factory of reinforced concrete. The office block is of Art Nouveau design and features strong curves, arched windows, and decorative surfaces with plant-like designs. The functional, almost Brutalist, factory is shrouded in English Ivy.
The office block has an Excellent Trophy Room Package (American Boxing Memorabilia), Remarkable Conference Room Package (Option One), and an Excellent Office Package on the ground floor. It is used whenever Professor Caliban needs to hold meetings or deal with the public.
On the 1st floor there is a Remarkable Office Package, Remarkable Computer Room, and a Remarkable Communications Room. This is the private administrative centre of The Spider.

The 2nd floor is something of a private lounge with a Good Living Room Package and a Remarkable Rec Room Package. Here one can find a Games Table with Playing Cards (6 French Decks, 3 Russian Decks, 2 German Decks), Backgammon, Chess, Checkers, Dominoes, and Criss-Crosswords (Original 1938 Set, Alfred Mosher Butts).

There is also a Table Football Game (Olympique de Marseille & FC Girondins de Bordeaux), an Air Hockey Table (Inhuman Variant), a 1930s Phonograph with Jazz Records, and a 1945 Viewtone Television.
The 3rd and top floor holds a Remarkable Library Package. Special Items: Detective Comics (Complete Run from 1937 – 1948 {Present}), Ellery Queen's Mystery Magazine (Complete Run from 1941 – 1948 {Present}), National Geographic and Time magazines (Various Older Issues and Complete Run from 1935 – 1948 {Present}), Death from a Top Hat (Clayton Rawson, 1938, Signed, 1st Edition), The Footprints on the Ceiling (Clayton Rawson, 1939, Signed, 1st Edition), The Headless Lady (Clayton Rawson, 1940, Signed, 1st Edition), No Coffin for the Corpse (Clayton Rawson, 1942, Signed, 1st Edition), Nightmare Alley (William Lindsay Gresham, 1946, Signed, 1st Edition), The Street (Ann Petry, 1946, Signed, 1st Edition), The Saint in New York (Leslie Charteris, 1935, Signed, 1st Edition), The Ghosts of London (Henry Vollam Morton, 1939, Signed, 1st Edition).
At one end of the adjacent factory there are four Excellent Hangar Packages, an Amazing Workshop Package, and an Amazing Power Room (Solar). A folding wall of smoky grey bullet-proof glass divides the space. At the other end of the building is an open plan living area that includes an Excellent Library Package, Excellent Rec Room Package with Pool Table, Excellent Living Room Package with Radio (Marbled Green Bendix Model 526C Catalin Table Radio {1945}), and an Excellent Kitchen Package with Refrigerator.

The following vehicles are currently stowed away at the factory complex.

· Inhuman Lunar Shuttle (Type: Space, Control: Good, Speed: Class 1000, Body: Remarkable, Protection, Remarkable). This advanced alien craft has a fully self-contained environment, is capable of VTOL, and seats up to six humanoids comfortably, twice that in a pinch.
· Autogyro (Type: Air, Control: Good, Speed: Remarkable, Body: Good, Protection: Good, VTOL, Seats: 2). This craft is armed with a lightning cannon (Range: 8 Areas, Damage: Good, Material Strength: Good) and a stun blaster (Range: 4 Areas, Damage: Remarkable Stunning, Material Strength: Good).

· Flying Boat (Type: Air, Control: Good, Speed: Remarkable, Body: Good, Protection: Good, STOL, Seats: 4). This craft has floodlights (Range: 4 Areas, Remarkable Intensity) and radar (Range: 25 Areas, Excellent Intensity).
· Small Zeppelin (Type: Air, Control: Good, Speed: Remarkable, Body: Good, Protection: Good, VTOL, Seats: 6).

The office block and the factory have Excellent Fire Protection Packages (Good Intensity Sprinkler Systems), Good Security Packages (Hand-Set Burglar Alarms & Mechanical Locks), and Excellent Defence Packages (Pre-Set Stun Gas Sprayers of Remarkable Intensity).
The office block has bullet-proof glass windows and all the doors are of wood veneer with a foamed iron core. The factory has windows of bullet-proof glass reinforced with high strength plastics and doors of high strength plastic laminate with a foamed iron core.
~ The Beast ~

- Security Robotoid -
This machine was constructed by The Spider as a security guard for his estate. It is armed with a Standard Stun Pistol and will always use that first upon intruders. If the Stun Pistol proves ineffective, the machine will resort to Slugfest. It regularly patrols the estate, checking the various alarms, locks, and defences. It can, but rarely does, speak.
Fighting........Excellent

(20).





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

Agility.........Excellent

(20).

Strength........Excellent

(20).





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

Endurance.......Excellent

(20).

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

(20).





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

Intuition.......Shift-0


(0).

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


(0).





Popularity........0.

Body Armour ~ The steel alloy frame of the robotoid is a hardened combat chassis that provides it with Incredible protection from physical attacks and Excellent protection from energy attacks.

Enhanced Senses ~ The robotoid has Excellent Thermal Vision and Excellent Hyper-Hearing, in addition to simulated human senses. It has a radio-link with a range of some 25 areas to The Spider’s mainframe computer.

Sasquatch Form ~ The robotoid is a 7’ tall roughly humanoid machine. It has a realistic skin overlay, complete with fake musculature, of a deep brown that looks and feels just like the real thing. Over this artificial hide is a layer of deep blood red faux fur some 3” long. It covers all of the machine’s body, save for the face, bottoms of the feet, and the palms of the hands. The machine has realistic eyes of a vivid amber hue. These eyes look and act just like real eyes, complete with contraction-dilation of the pupils in varying light conditions and seemingly random blinking of the eyelids. The facial features are sculpted from an advanced flexible resin and possess simulated muscle movements that complement a full range of facial expressions. The short muzzle and leathery face are particularly effective at giving angry looks.
Artificial Blood System ~ A quarter inch thick circulatory system continuously flows with an artificial blood fluid. The pumping is done with a device that sounds like a real heart, designed to speed up and slow down according to other body movements. If the robotoid is cut, the artificial blood will flow realistically, clot quickly and give the appearance of a real flesh-and-blood injury.

