~ Siberian Tiger ~

- Illyich Lavrov -

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


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

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

Strength.........Excellent

(20).


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

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

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


(10).


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

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

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


Popularity........20.















60 = Russian Lands.

Tiger Affinity ~ Siberian Tiger is a tigerish young man. Short and lean and smoothly muscled. He has Good vision, which extends into the ultraviolet spectrum, his sense of smell is Remarkable and he has Excellent Tracking abilities. His tough hide provides him with Typical protection from physical attacks. His heightened metabolism grants him Good resistance to cold. Siberian Tiger can leap with Monstrous ability. He can cover 75' (5 floors) up, 75' across and 105' (7 floors) down. He has Excellent Climbing (5 areas/round) and Typical Swimming (3 areas/round). Siberian Tiger has natural claws of Excellent material strength, which allow him to inflict up to Remarkable Edged Attack damage and rend materials with Excellent ability.

Regeneration ~ Siberian Tiger rapidly recovers from any wound. Cuts quickly close and disease symptoms disappear. This Remarkable power allows the regrowth of large areas of lost tissue, without scarring. Siberian Tiger recovers 3 points of Health every round. Even severed limbs will be regrown in time.
Invisibility to Machines ~ Siberian Tiger and the X-Men who fought against S’ym during the Inferno were rewarded with Unearthly invisibility to cameras and other mechanical devices. Siberian Tiger cannot be photographed and will not be detected by sensors or robots, including Sentinels.

Talents ~ Martial Arts A / B / C / E, Acrobatics, Tumbling, Resist Domination, Leadership, Languages (Russian with Bulgarian, Czech, Ukrainian and English).

Contacts ~ Siberian Tiger has extensive espionage, primarily KGB, and Russian military contacts. He can call on government resources given time. Siberian Tiger is currently the leader of the Peoples' Protectorate. They have a Karma Pool of 510. Siberian Tiger is a friend of the X-Men (Blue Team) and the Defenders.

Costume ~ Siberian Tiger's blood red and shadowy black costume is composed of advanced bioplastics. The costume has Remarkable material strength, provides Excellent protection against physical attacks, Remarkable protection against energy attacks and Good protection from visual sensory overload (mirrored and polarised lenses). The costume also integrates an organic electro-chemical-gravitic system. This provides Siberian Tiger with anti-gravity flight at up to Remarkable air speeds (15 areas per round or 225 mph), an Amazing intensity force field (useable for only 5 turns per hour) and a static discharge (Monstrous electrical attack, 1 area range, useable only 5 times per hour). Further, the costume is equipped with a radio comm-link that provides mobile communications links at a range of up to five miles and GPS.

Utility Belt ~ This is a key component of Siberian Tiger's costume and contains various useful items. Infrared Contacts (Typical Intensity with a 5 Area Range), Polarised Lenses (Good Intensity), Flare Launcher, Halogen Flashlight (Remarkable Intensity with a 3 Area Range), Digital Camera and Accessories, Palm-Top Computer, Translation Device, Underwater Breathing Pills, Grapple Gun and Accessories, Lock Picks and Skeleton Keys, Ball Bearings, Caltrops, Airfoil Smoke Grenades, Airfoil Stun Grenades and Anti-Gravity Disks (Good Gravity Manipulation and Monstrous Bonding).

~ Sea Wolf ~

Sea Wolf (P. C. Kaulthco) is a bold and daring Lemurian mutant and eclectic magician (disciple), who is considered a renegade by his people. After an unfortunate incident in Vladivostok, he was ‘invited’ to join the KGB. It was there that he met and befriend Siberian Tiger.

Physically, Sea Wolf possesses a rare and classic beauty. He has the smoothly muscled and athletic form of a Michelangelo sculpture. He stands some 5’9” with skin of a bluish tinge highlighted with silver, close cropped blue hair that is so dark as to be almost black, sea green eyes and slight webbing between his fingers and toes.

Fighting.........Good


(10).


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

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


(10).

Strength.........Amazing

(50).


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

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

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


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

Intuition........Excellent

(20).

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

(50).


Popularity........10.

Water Freedom ~ Sea Wolf’s body is well adapted for life at any depth of the ocean. Due to the modified chemical makeup of his skin he can move through the water as effortlessly as a hawk moves through the air. His body alters its own pressure to match that of whatever depth he is in. His eyes are adapted to focus in water, and are slightly more sensitive to the blues and greens of the visual spectrum. All of this combines to provide Sea Wolf with Monstrous resistance to cold, Good protection from physical attacks, and Poor protection from energy attacks.

Air / Water Breathing ~ Although Lemurian, Sea Wolf is fully amphibious, possessing both gills and lungs. He is able to extract dissolved oxygen from the Earth’s oceans and rivers, and can survive indefinitely in open air. He has normal human resistance to heat and dehydration.

Hyper-Swimming ~ Sea Wolf can swim with Remarkable ability, providing him with waterborne speeds of up to 90 mph (6 areas per round).

Ultimate Skill ~ Sea Wolf has Unearthly ability with Repair / Tinkering. He is considered to have Unearthly Reason when involved in the repair and modification of existing items, but not the building of new items.

Astral Projection ~ Using personal energies, Sea Wolf can enter a deep trance and send his astral body abroad in the world. The astral body is linked to Sea Wolf’s physical body by a magical silver cord (Class 1000 intensity) and can instantly travel anywhere with a 20,000 mile radius area (Monstrous ability) centred upon his physical body. The astral body is intangible and can either be invisible or visible as a ghostly faintly glowing figure. Aside from senses, only purely mental or magical powers can interact between the astral and physical worlds.

Magic Detection ~ Using personal energies, Sea Wolf 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, Sea Wolf 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.

Animal Transformation – Self ~ After his arrival in Russia, Sea Wolf has continued to pursue his eclectic magical studies. An old Siberian spiritualist recently taught him the secrets and witchery of the Russian wolf. Using personal energies, Sea Wolf can transform himself into a Russian wolf with Remarkable ability. In wolf form he stands 32” at the shoulder and weighs some 130 lbs. He can move at Good ground speed (4 areas per round or 60 mph) and traverse snowy areas with ease. His body design and thick coat provide him with Poor Body Armour and Incredible protection from cold. He possesses a Remarkable sense of smell and good hearing, and can track by scent with Excellent ability. His attacks are resolved on the Edged attack column.

His physical attributes change, but his Health remains the same.

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


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

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

Strength.........Excellent

(20).

Endurance........Excellent

(20).

Eldritch Bolt ~ Using universal energies, Sea Wolf can launch eldritch bolts of pure magical energy. These bolts have a range of 12 areas, use Psyche to hit and can either inflict Amazing Force damage or reduce the target’s Karma by 50 points. Eldritch bolts pass through most forms of body armour and degrade force field defences by -1CS.

Fiery Eyes ~ Using universal energies, Sea Wolf can cause his eyes to glow with an unnatural fire. So lit they project beams of bright light to a range of 1 area, clearly illuminating the space as if lit by a lantern. By fixing his gaze upon one spot for 3 rounds, Sea Wolf can cause combustible materials to burst into small, flickering flames. In addition, any creature encountering Sea Wolf with Fiery Eyes, must make an Intuition Feat against Remarkable intensity. If failed, the creature hesitates for an instant, fascinated by the unearthly light, and looses initiative for that round. Sea Wolf can control the colour of the light emitted from his eyes, ranging from a reddish glow through fierce orange to brilliant yellow. Fiery Eyes can be developed into various hypnotic power stunts, but Sea Wolf has yet to do so. He learned these abilities from a wandering Taoist priest in the Cave City of Vardzia.

Gateway ~ Using dimensional energies (Seraphim), Sea Wolf can travel to any point in space, time, or other dimensions by travelling along bridges he creates himself with Remarkable ability. He can travel along a bridge from his current location to a location in space (a green Feat), time (a yellow Feat), and other dimensions (a red Feat). The destination of each Gateway is a fixed point in space but the departure end always moves with Sea Wolf.

A bridge to another location is created by a Feat. A green Feat creates a spatial bridge. The maximum distance the target can be from Sea Wolf at the time the bridge is created is 250,000 miles. A Gateway through time is created by a yellow Feat. The maximum distance into the past or future the power can reach is 30 centuries. Gateways into other dimensions or alternate timelines require a red Feat. These transdimensional bridges are initially limited to reaching only one dimension, in Sea Wolf’s case it is a mysterious realm of dragons. Additional dimensions require development as power Stunts. Once created, the bridge functions no matter how far away Sea Wolf is in space, time, or the Multiverse.

Sea Wolf has a finite number of locations he can bridge to. Once he has established the bridge, he always returns to it when creating that type of Gateway. The maximum number of different Gateways Sea Wolf can create is equal to his power rank number. If he exceeds this limit, a previously established bridge is replaced by the one he is trying to add.

Gateways automatically transport willing passengers. The power can be used to catch and transport unwilling passengers (like foes or rampaging wild animals) by means of an Agility Feat. The would-be transportee is allowed to resist in any way he can.

Gateways deal with size and not mass. Sea Wolf can transport a black hole as long as it's small enough. The maximum size of a Gateway is the number of square feet equal to the power rank number. For example, Sea Wolf’s Remarkable rank creates a thirty square foot Gateway, some 6’ by 5’, that most people could easily pass through. However, he cannot transport a mammoth. The Gateway forms within ten feet of Sea Wolf. It maintains its existence for as long as he concentrates on it or until he passes through it.

Talents ~ Engineering, Physics, Occult Lore, Mystic Background. Sea Wolf can speak rough Russian and some broken English. He is fluent in Esperanto.

Contacts ~ Sea Wolf has somewhat shaky KGB contacts and is an active member of the Peoples' Protectorate. He counts Topaz and Rintrah as close personal friends.

Costume ~ Due to his amphibious nature, Sea Wolf's costume is necessarily brief. It consists of a simple pair of board shorts, commercially available and changed (colour and style) as the mood strikes him. He carries a radio comm-link that provides mobile communications links at a range of up to five miles and GPS.

~ Colossus ~

Colossus (Piotr Nikolaievitch Rasputin) is a quiet and stalwart hero. Colossus's function as a key member of the Peoples’ Protectorate is to often be the shield of the team, or the sledgehammer. This constantly places him in great jeopardy, but he accepts the risks without hesitation. Recently Tatiana Romanova and Piotr have begun to see each other socially. It is rumoured that his great grandfather was none other than the infamous Grigori Rasputin.

Fighting.........Excellent

(20).


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

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

(20).

Strength.........Excellent

(20).


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

Endurance........Excellent

(20).

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

(6).


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

Intuition........Typical

(6).

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

(20).


Popularity........15.

Armoured Form ~ Colossus can instantly change his soft tissues into an organic steel-like substance. While in this form he gains the following abilities:

Fighting.........Excellent

(20).


Health............165.

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

(20).

Strength.........Monstrous

(75).

Endurance........Amazing

(50).

· Amazing Protection from Physical and Energy Attacks.

· Monstrous Resistance to Heat and Cold.

· Remarkable Resistance to Radiation and Electricity.

· Excellent Resistance to Corrosives.

· Self-Sustenance with no need to eat, drink or breath.

Talents ~ Martial Arts A & B & E, Pilot, Resist Domination, Artist, Languages (Russian and English).

Contacts ~ Colossus is on good terms with all of the X-Men groups. He is an active member of the Peoples' Protectorate. Ursa Major (Mikhail Urlokovitch Ursus) is a close personal friend.

Gear ~ Colossus carries a radio comm-link that provides mobile communications links at a range of up to five miles and GPS.

~ Ivich the Gladiatrix ~
Ivich the Gladiatrix is a very beautiful woman with a dusky green complexion. Lithe and muscular with tousled hair and a smart mouth. She is something of a lone wolf and frequently acts as the teams scout. On these forays, Sea Wolf sometimes accompanies her in astral form.

Born in the Georgian city of Kutaisi, Ivich grew up on the mean streets and spent her teenage years in various street gangs. At nineteen she was kidnapped by the Gladiators, an American criminal organisation of mercenaries that compelled kidnap victims and adrenaline junkies to fight in an arena for the pleasure of the bored and depraved idle rich. These fights, reminiscent of ancient gladiatorial games, were often to the death. Some of the fighters were drugged, but many lived for the exhilaration of the blood sport and the applause of the crowds. Ivich was one of the latter. Eventually Dazzler and the New Mutants became involved, and the whole mad scheme was shut down. Ivich wandered for a time. She spent a few seasons in Las Vegas working a magic act. Later she was in Seattle for a year, conducting ghost tours. Then she became involved with some smugglers in the Hawaiian islands for a time. She eventually fell in with a wandering Colossus. She joined the Peoples' Protectorate when he did.

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


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

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

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


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

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

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


(10).


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

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

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


(10).


Popularity........10.

Heightened Senses ~ All of Ivich's senses operate at the Incredible level. She can see in the dark, utilising extremely dim light to find her way. She can use her senses to track a character through alleys and streets, just like a bloodhound. Her sense of taste is so sensitive that she can detect poison in solid, liquid, or gas before it has a chance to do any harm. Her hearing and touch (feeling vibrations in the floor) are so acute that she is impossible to surprise when she operates alone.

Blending ~ Ivich has the Amazing ability to change her skin, hair, and eye colouration and shading to blend in with her surroundings. She has in effect a specialised form of Invisibility. When using this mutant power, Ivich is hidden with Amazing ability, and will not be detected until she moves or acts. She has developed a power stunt that allows her to alter the colour and shading of her costume and weapons. Ivich has developed a power stunt that is specific to crowds too. She can make herself simply unnoticeable in any crowd or in any busy place, such as a subway station. She simply blends into the situation. People can see her, but they don't recognise her or think of her as anything special.

Talents ~ Thrown Weapons, Blunt Weapons, Weapons Specialist (Sword), Acrobatics, Tumbling, Sleight of Hand, Performer, Trivia (Stage Magic), Languages (Georgian with English and Russian). Ivich has a Remarkable talent for survival in wild areas and ruins. This includes the ability to hide and remain motionless for hours at a time if necessary.

Contacts ~ Excellent Street and Good Criminal. She is an active member of the Peoples' Protectorate. If pressed, she could probably call upon Dazzler and the New Mutants for help.

· Costume: Ivich’s costume is composed of Beta-Cloth, a Good material strength fabric. It provides her with Typical protection from physical attacks and Excellent resistance to heat & radiation. Her arms are protected by articulated steel alloy gauntlets, which provide a +3 CS bonus on all Blocking Manoeuvres and +1 CS bonus on all punching damage. Integral to her costume, a radio comm-link provides mobile communications links at a range of up to five miles and GPS.

· Shield: Amazing Material Strength (Osmium Steel), Amazing Fighting, Amazing Agility, Initiative Modifier 3, Incredible Blunt (Attack or Throwing) Damage, 4 Area Thrown Range. Fitted with non-conductive grips so blocking electrical attacks will not conduct a shock to the user (as Incredible Electrical Resistance).
· Sun Sword: Enchanted Monstrous Material Strength (Atlantean Bronze), Shift-X Fighting, Shift-X Agility, Initiative Modifier 6, Amazing Edged (Attack or Throwing) Damage, 4 Area Thrown Range. Fitted with non-conductive grips so striking into robots or electrical machinery will not conduct a shock to the user (as Incredible Electrical Resistance). Furthermore, the blade has a special sunlight power. Once a day, upon command, the blade can be swung vigorously above the head, and it will shed a dazzling golden radiance that is just like full daylight. The radiance begins shining in a 10-foot radius around the sword-wielder, spreading outward at 5 feet per round for 10 rounds thereafter, creating a globe of light with a 60-foot radius. When the swinging stops, the radiance fades to a dim glow that persists for another 10 rounds before disappearing entirely.

· Spear of Throwing: Enchanted Monstrous Material Strength (Atlantean Bronze), Monstrous Fighting, Unearthly Agility, Initiative Modifier 5, Amazing Edged (Attack or Throwing) damage, 10 Area Thrown Range. Fitted with non-conductive grips so striking into robots or electrical machinery will not conduct a shock to the user (as Incredible Electrical Resistance).
~ Wraith ~

Tatiana Romanova is a former Russian cipher clerk, originally stationed in Istanbul. She was recruited to the Peoples' Protectorate due to her latent mutant and psionic powers. Once trained, she assumed an active roll and took the code name Wraith.

Her grandparents, on her father’s side, were distantly related to the Imperial Family. Her mother’s comes from a respected Russian family with an illustrious military tradition. Tatiana has classic Russian features and is a very beautiful woman. Eyes of the deepest blue under silken hair of a rich dark brown. Soft pale skin with an ivory sheen, a straight rather imperious nose and a wide mouth with full and finely etched lips. Some say that there is a touch of the young Greta Garbo about Tatiana.

Recently Tatiana and Piotr (Colossus) have begun to see each other socially. Ursa Major (Mikhail Urlokovitch Ursus) is her mother’s younger brother and Tatiana’s favourite uncle. He calls her Tania.

Fighting.........Typical

(6).


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

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

Strength.........Typical

(6).


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

Endurance........Good


(10).

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


(10).


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

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

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


Popularity........15.

Shadow Powers ~ Wraith can manipulate and generate shadows with Excellent ability at a maximum range of 1 area. She can increase or degrees the intensity of existing shadows by 20 points. She can create shadows where none existed before. Wraith's shadows are of such power that she can cloak not only light, but heat as well with Excellent ability. She can form shadows into two-dimensional constructs that possess Excellent material strength and can inflict up to Excellent Energy damage (such as shadowy walls and beams of shadow stuff). When manipulating shadows, Wraith's sense of touch extends to encompass the dancing shadows. She has Excellent ability to see through shadowy areas and Excellent resistance to shadowy attacks. Wraith can also employ her shadows to disrupt Darkforce manifestations.

Telekinesis ~ Wraith has Typical strength Telekinesis that can be used at a range of up to two areas. She can only manipulate one object at a time, but with fine precision. As a power stunt, she has Poor rank Cryokinesis, the ability to rapidly chill and freeze an item or small localised area.

Telepathy ~ Wraith can read minds and project her thoughts with Incredible ability. Wraith’s maximum range for communication is 250 miles.
She has fully developed the power stunts of Hallucinatory Invisibility and Mental Probe with Excellent ability. Wraith can link the minds of her team (as they are sharing a Karma Pool), so that all members of the team are aware of each other's actions. Non-verbal orders may be passed, and all characters are considered to have Wraith’s Intuition. Her area of effect for linking her team is a sphere of 125 mile radius.

As an established power stunt, Wraith is able to telepathically broadcast commands to others, giving her Good Mind Control. Her victims usually do not realise they are being manipulated. She can only give simple commands (such as "Look at me" or "Fire your gun"), and rarely uses this power on opponents once combat has begun. Out of combat, she can make a man fall in love with her if she succeeds in a Good Feat against her target's Psyche.

Animal Empathy ~ Wraith can communicate with animals on an empathic level at Amazing rank. She can detect and influence the surface emotions of the animals involved, and instil fear, hunger, affection, exhaustion, or other emotions on a successful Power Feat.

Focus ~ Wraith can channel all her raw energy into a single burst of a chosen Ability or Power. All her Power and Ability rank numbers are totalled together, giving her a current total of 258 (Shift-Y). This rank number replaces the rank number for a chosen Ability or Power. Upon completion of releasing the energy, all of Wraith’s Powers and Abilities temporally drop to Feeble. She recovers with Good ability, regaining 10 points per turn.

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

Talents ~ Martial Arts D (Wraith's psionics allow her to use this talent without the two rounds of study), Psychiatry, Detective / Espionage, Computers, Trance, Trivia (Cryptography). Russian is Tatiana’s native language. She has a smattering of Turkish, Greek and Arabic as well.

Contacts ~ Good Russian Diplomatic Corps and Typical Espionage. In her days as a cipher clerk, she dealt with both GUR and the KGB. She is an active member of the Peoples' Protectorate.

Costume ~ Wraith is garbed in a costume that once belonged to Adrienne Frost. Her fellows have dubbed it the Ice Queen ensemble. It is composed of magical cloth, an Incredible strength material that does not provide body armour. The enchantments woven throughout the fabric provide Wraith with Monstrous resistance to magic however.

She carries a radio comm-link, that provides mobile communications links at a range of up to five miles and GPS. Tatiana also keeps a military walkie-talkie and a cellular phone handy.

~ Sergeant Kourov ~

Sergeant Kourov (Starisha or Master Sergeant) is a broad-gutted and barrel-chested rugged beast of a man, some 6' tall and heavily muscled, with close cropped dark brown hair and beard. His eyes are grey-blue, like a storm at sea. Sergeant Kourov served several tours of duty in Afghanistan, before his recruitment into the Soviet Spetznaz. Nearing retiring age from the special forces, he was offered a post with the Peoples' Protectorate, a position which he readily accepted. He now serves as military specialist and commander of the commando elements of the Peoples' Protectorate. Kourov is a fiercely patriotic man, he loves everything Russian. He is something of a father figure to his young team mates.

Fighting.........Excellent

(20).


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

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

(20).

Strength.........Good


(10).


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

Endurance........Excellent

(20).

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


(10).


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

Intuition........Excellent

(20).

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

(20).


Popularity........20.















30 = Russian Lands.

Talents ~ Martial Arts A & E, Marksman, Law Enforcement, Military, Languages (Russian with Persian and Turkoman).

Contacts ~ Excellent Military and Good Law Enforcement. He is an active member of the Peoples' Protectorate. Ursa Major (Mikhail Urlokovitch Ursus) is a close personal friend.

Crimson Dynamo Battle Armour ~ This is the latest generation of the iconic Soviet Crimson Dynamo armour (Model VI), based on the plans of Soviet scientists Anton Vanko and Alex Nevsky. Re-created by Sea Wolf, Kourov’s armour is composed of Amazing material strength duralloy with reinforcing plasteel. It’s redesign has been so radical, that it is no longer a derivative of the Iron Man Armours and does not employ ‘S’ Circuits. The armour provides Kourov with the following abilities:

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


Health............205.

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

Strength.........Amazing

(50).

Endurance........Monstrous

(75).

Body Armour - The armour provides Kourov with Amazing protection from most physical and energy attacks. It provides him with Unearthly resistance against radiation and cold. It further provides him with Monstrous resistance against heat and corrosives.
Flight - A rocketry-based flight system has been integrated into the armour. It allows Kourov to fly at up to Amazing air speeds (25 areas/turn or 375 mph). The system has diffuse venting and as such cannot be employed as a backup weapon system. It will function underwater and in space.

Power Horn ~ Sea Wolf has re-created Anton Vanko’s greatest weapon and integrated it into the new Crimson Dynamo armour. This cybernetically-controlled system is capable of firing a range of energy bolts from the crown of the armour’s helmet. The range of all the diverse beams is 20 areas. The Power Horn can project laser beams, including infrared and ultraviolet lasers, for up to Monstrous Energy damage. It can project neutron- and electron-beams for up to Monstrous Force damage. The power requirements are such however, that the Power Horn can only be employed every other round.

Plasma Gauntlets - These integrated weapons allow Kourov to project plasma fields with a range of 11 areas. Due to the unique nature of plasma, it does damage on two levels. The primary level is brute force. The field inflicts up to Incredible Force damage. There are also electrical and heat side-effects at –2 CS.

Shoulder Rams - The shoulder joints of the armour are heavily armoured to protect the seals. This also allows a +1CS on damage from charging attacks.

Defence Field – Kourov can charge the exterior of the armour with an electrical field that will inflict an Excellent energy attack upon anything that comes into contact with the armour. Thus he can increase the effectiveness of his punch and damage those that attempt to melee with him.

Heat and Electrical Generation ~ By use of this experimental system, Kourov can create electrical streams and generate pure heat (by accelerating molecular motion) at will. He can short out electrical systems with Excellent ability at a range of up to 6 areas. He can change local weather conditions by heating the air, thus causing electrical storms of Excellent intensity.

Sensors – The armour’s HUD and cybernetic thought linkages provide Kourov with computer enhanced imaging, passive light intensification (which negates darkness conditions with Excellent effectiveness), passive thermographic and ultraviolet optics (Good Intensity), passive sonar (Typical intensity, 5 area range) and an electronic range finder accurate up to 15 areas. The armour’s visor is polarised and provides Kourov with Remarkable protection from visual sensory overload. A portable explosives detector has also been integrated into the armour which analyses vapour traces in the air and links them to known explosives. It has a same area range and is linked to the HUD. Other integral sensory related systems include a radar detector, shotgun microphone and digital camera.

Communications - This system incorporates on-board radio (200 mile range across all standard bands), police scanner, mobile Internet links, international digital cellular telephone with all the options, heads-up display (HUD) and satellite navigational displays.

ECMs - The armour has Monstrous resistance to outside override. This even extends to EMP pulses and related attacks. The armour has Remarkable protection from detection by technological means, such as radar.

IR Thermal Dam – This system absorbs Kourov’s IR emissions until they can be safely bled off. This is done in a random pattern, so that it does not appear to come from a humanoid source. This translates into a –5 CS Intuition penalty to all those relying on IR cues to detect Kourov.

Sound Canceller – This system incorporates an array of sensitive audio pickups, noise generators and a matrix of fuzzy-logic microprocessors. This sub-system constantly analyses the sounds being made by Kourov (such as footsteps, hands touching things, et. al.) and instantly emits the ‘opposite’ of that sound. This anti-noise effectively cancels out the original sound, resulting in virtually no sound to all. This imposes a –3 CS Intuition penalty on all those relying on audio cues to detect Kourov.

Camouflage ~ Usually a dusky red, the Crimson Dynamo armour has a programmable transparent outer coating that, when activated, changes to either shadowy black or snowy white. This provides Excellent protection from visual spotting under the appropriate conditions, such as at night or out on a glacier.

Life Support ~ The armour is environmentally sealed and provides Remarkable protection against gas attacks. It also has 2 hours of tanked air, which can be used in hostile environments, such as underwater or in space.

~ Peoples’ Protectorate Commandos ~

Fighting.........Excellent

(20).


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

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

(20).

Strength.........Good


(10).


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

Endurance........Excellent

(20).

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


(10).


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

Intuition........Good


(10).

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


(10).


Popularity........20.

Talents ~ Martial Arts A, Marksman, Law Enforcement, Military, First Aid, Trivia (Emergency Services).

Contacts ~ Good Military. They are all active members of the Peoples' Protectorate.

Body Armour ~ The commando uniform of the Peoples' Protectorate consists of reinforced black beta-cloth fatigues with a slate grey flak jacket. It is rounded out with a black military beret, leather gloves, military webbing, and black combat boots. This provides Excellent protection from physical attacks with Excellent resistance to heat and radiation.

Side Arm ~ All commandos are issued with a Russian machine pistol, along with 5 clips of specialist ammunition and a snap-lock belt holster. The pistol has the following stats: Range: 3 Areas; Damage & Type: Excellent Shooting; ROF: 1; Ammo: 6; Material Strength: Excellent; Burst fire can effect up to three adjacent targets. They have 3 clips of AP ammo and 2 clips of rubber bullets.

Knife ~ All commandos are issued with a rugged Spetznaz commando knife, which rests in a soft leather belt sheath. Handy for melee or throwing.

Radio ~ Each commando carries a rugged military radio comm-link that provides mobile communications links at a range of up to five miles and GPS.

Special Weapons ~ Thanks to Sea Wolf, the Peoples’ Protectorate Commandos have access to a wide variety of high tech gear. There are sniper, laser, concussion and stun rifles readily to hand. There are LAWs for heavy fire power. Each commando will carry a mix of airfoil grenades into the field. Fragmentary, smoke, tear gas, knock-out gas, flash, concussive and sonic are all available. Vehicles range from jeeps and ATVs to snowmobiles, hovercraft and even advanced battle copters. All of these vehicles are equipped with laser and stun cannons.

An experimental Bio-Enhancer, crafted by sea wolf, aids the rapid healing of injuries.
Podpolkovnik Anatol Lenkinovich Orlov

Lieutenant Colonel

Engineer Recon

Martial Arts B & E, Engineering, Physics.

Martial Arts Training = Poor Body Armour.

Starshij Lejtenant Xenia Simonova

Senior Lieutenant

AT Specialist

Thrown Objects & Trivia (Anti-Tank Weapons).

Mladshij Serzhant Arkady Valentinovich Mishkin

Junior Sergeant

Combat Engineer

Repair/Tinkering & Trivia (Explosives).

Mladshij Serzhant Boris Dimitriovich Zukovsky

Junior Sergeant

Human Intelligence

Criminology & Psychiatry.

Mladshij Serzhant Benz Krilencu

Junior Sergeant

Army Pilot

Pilot & Repair/Tinkering.

Mladshij Serzhant Kara Pushkin

Junior Sergeant

Combat Medic

Medicine & Trivia (Slavic Herbalism).

Mladshij Serzhant Georgi Leonidovich Feyador

Junior Sergeant

Vehicle Maintenance

Repair/Tinkering & Trivia (Russian Military Vehicles).

Starshij Serzhant Atik Khan

Senior Sergeant

Scout / Sniper

Amazing scout and horseman. Intuition is Incredible.

~ Nanuchka Class III Missile Corvette ~

The Nanuchka III corvette is produced by the Russians for their own navy, but these ships have also been sold to several countries in the Middle East and to India.

Each corvette has Typical Control, Remarkable Speed, and a Remarkable Body providing Excellent Protection for the crew and ancillary staff.

These missile corvettes were designed for firing antiship missiles. Each corvette has a wide hull which makes it a steady missile-firing platform in rough seas. They operate both as fleet escort vessels and as shore patrol boats. Though lightly armoured, these ships have advanced electronic countermeasures of Remarkable efficiency to prevent them from being seen on radar.

These corvettes are compartmentalised to protect them from flooding. When the outer hull is breached, only one chamber will flood before that chamber is sealed off. Each breach of the hull causes the ship to lose one rank in both Body and Control. Whenever the ship reaches Feeble in either of these ranks, it sinks.

Possible Bull's-eye targets are the radar disc, radio antenna, and any crew members operating on the deck. The disc and antenna each have Good Material Strength. Damaging the radar disc kills the early warning system, while breaking a corvette’s antenna prevents the ship from communicating by radio and cuts off its electronic countermeasures.

A Kill result means one of the three propellers (Excellent Material Strength) has been damaged or fouled. This reduces the ship’s control and speed by one-third. The Nanuchka III corvette has six diesel engines and normally travels at 32 knots.

These corvettes cannot move into water less than 40’ deep or they will run aground. Escape then requires a Green FEAT roll on the Typical column. Escape attempts may only be made once every 10 turns.

The Nanuchka III corvette carries two close-range weapons systems: a 76 mm gun (treated as light artillery in the game rules) and a Gatling turret (treated as a military machine gun).

Its principle long range antiaircraft defence is a twin SA-N-4 surface-to-air missile launcher. The launcher is housed in the deck and requires about five minutes or 50 combat turns to pop up when needed. An SA-N-4

missile is fired vertically, then guided by radar (Good Body, Incredible Control, Excellent Speed, 60 area Range, concentrated-explosive warhead).

The ship’s main weapon is a set of two triple SS-N-9 surface-to-surface missile launchers. The SS-N-9 missile is a radio linked missile, so its course can be corrected if fired at a target over the horizon (Excellent Body, Incredible Control, Excellent Speed, 68 mile Range, high-explosive warhead).

The Nanuchka class was the NATO reporting name for a series of corvettes or small missile ships built for the Soviet Navy and export customers between 1969 and 1981. The Soviet designation was Project 1234 Ovod (Gadfly) Rocket Cutter. These ships were designed around the SS-N-9 anti ship missile and were occasionally deployed to the Mediterranean despite being a relatively poor seaboat with engines which were not considered reliable. Export versions used the SS-N-2, Styx missile.

~ General Characteristics ~

From Conway's All the World's Fighting Ships 1947-1995

Displacement:
560 tons standard, 660 tons full load.

Length:


59.3 metres.

Beam:



12.6 metres.

Draught:


2.4 metres.

Machinery:

3 shaft Diesels, 30,000 hp.

Speed:


32 knots.

Range:


2500 nautical miles at 12 knots.






900 nautical miles at 30 knots.

Crew:



60.

Armament:

 6 SS-N-9 SSM (2x3) or 4 x SS-N-2 (export ships).

 1 SA-N-4 SAM (1x2).

 2 - 57mm guns (1x2) or 1 x 76mm gun (III).

 1 - 30mm gun, AK-630 (III).

~ Peoples’ Protectorate Corvette ~

As the headquarters of the Peoples’ Protectorate, their missile corvette has been significantly customised by Sea Wolf and Ivanov. All of the standard weapon systems have been stripped out. Extensive laboratory and workshop facilities have been installed. Advanced computing systems, of Excellent complexity, now automate much of the bridge and engines.

Hydrographic survey systems allow the vessel to conduct coastal and seabed cartography with Incredible ability at a range of up to 2 miles. As well, it can conduct seismic surveys of the seabed and the underlying geology thereof.

Oceanographic research systems monitor the physical, chemical and biological characteristics of the water, atmosphere, and climate around the vessel with Remarkable ability. This gives the vessel the equivalent of Environmental Awareness(DT-4).

A magnetometer, with dedicated computer analysis, provides the vessel with the ability to detect magnetic fields with Incredible ability at a range of up to 250 miles. This can be used to detect and identify such things as ships and submarines with metallic hulls, superpowered individuals employing magnetic powers, magnetic anomalies (such as submerged shipwrecks and geological structures with a high iron content), and even impending auroral activity. The system can also be used for navigation using the Earth's magnetosphere.

Slung above the bridge is an infrared laser in an articulated mount with an 80 degree forward arc field of fire. The massive weapon is over 3 metres long and is considered to have Monstrous material strength. The articulated mounting has only Incredible material strength however. It can inflict up to Unearthly energy damage at a range of 60 areas.

Using Pym technologies, a large number of vehicles are stored aboard, ready for action. These range from jeeps and ATVs to snowmobiles, hovercraft and even advanced battle copters. All of these vehicles are equipped with laser and stun cannons.
The aft deck of the vessel now sports a reinforced landing pad, suitable for combat helicopters and the like. Currently there is a jump jet located here. Another of Sea Wolf’s hobbies this jump jet is composed of advanced composite materials, has Amazing ECM, and is armed with twin machineguns (explosive ammo) and an infrared laser (Amazing energy damage with a 20 area range).

The aft deck also houses two submersible deployment and retrieval systems, one to port and the other to starboard. Currently these are used to hold one MIRE submersible (Maximum Depth = 6000 Metres) to port and an underwater ROV (Maximum Depth = 9000 Metres) to starboard.

Although officially part of the Russian Navy, the vessel used by the Peoples' Protectorate is listed as being on ‘Reserve Status’. In naval records, it is designated ‘RV Svarog’.

~ Underwater ROV ~

Designed over several weeks by Sea Wolf as a hobby using off the shelf supplies, this Remote Operated Vehicle (ROV) has proven both rugged and adaptable. It has a maximum operational depth of some 9000 metres.

The basic ‘skeleton’ of the ROV is a cubic framework box some 1 metre per side. This ‘skeleton’ is composed of metallic midnight blue anodised aluminium, reinforced with high strength plastics. The whole is considered to have Excellent material strength.

The ROV is controlled via custom programs written in a commercially available Russian 4G Language with commands sent over an neutral buoyancy tether and data cable. This cable has Good material strength.

Powered is supplied to electric motors from flow batteries. The ROV is propelled by tiny azimuth thrusters and a simple ballast tank arrangement. It has Incredible Control and Poor Speed (2 areas per round or 30 mph).

A video camera has been installed and enhanced to provide telescopic vision (DT-17 at Feeble), thermal vision (DT-18 at Incredible), and ultraviolet vision (DT-21 at Incredible). A small spotlight provides Typical illumination with a range of 2 areas. This video feed can be recorded onboard the ROV and/or viewed live by the controller, who many also record it to an external system.

The ROV’s other advanced sensor systems give it the equivalent of Good Energy Detection (DT-3, Range of 16 Areas), Good Environmental Awareness (DT-4, Range of 10 Areas), Good Hyper-Hearing (DT-6), and Good Active Sonar (DT-16, Range of 10 Areas).

Utility systems run to a 250 watt ultraviolet laser that is designed to be used as a cutting torch. It inflicts up to Excellent energy damage and has a range of 2 areas. There are three light work arms that fold into the main cubic ‘skeleton’ when not in use. These arms are equipped with padded grippers, electric screwdrivers, a selection of hex keys and sockets, and a prying blade. These arms are considered to have Poor Strength.

If the combined tether and data cable is damaged or severed, the ROV will switch to internal control. It such a situation it is considered to have Poor Reason and Typical Intuition.

~ Baba Yaga's Mirror of Life Trapping ~

This baroque device of silvered crystal and gilt wood is an oval mirror some 6’ tall and 3’ wide. It is useable only by wizards. There are eighteen non-spatial / extra-dimensional cells within the mirror.

It is activated by an arcane phase and mystical gesture. When so active, any creature coming into the same area as the mirror and looking at its own reflection must successfully roll a Psyche Feat against Unearthly intensity or be trapped within the mirror in one of the cells. Only the current owner of the mirror is safe from entrapment. A creature not aware of the nature of the mirror will always see its own reflection, the probability dropping substantially if the target is aware that the mirror traps life.

When a creature is trapped, it is taken bodily into the mirror. Size is not a factor, but automatons and non-living matter (including golems, but excluding intelligent undead) are not trapped. Those imprisoned within the mirror and affected by Shift-Z Control - Negation, Shift-Z Magic Control – Negation, Shift-Y Neural Manipulation – Paralysis, Shift-Y Sleep – Induced, Unearthly Micro-Environment, Unearthly Biophysical Control - Ageing (used only to halt the ageing process) and Monstrous Self-Sustenance.

The current owner of the mirror can call the reflection of any creature that is trapped within to the surface of the mirror, and the powerless creature can be engaged in conversation. If the mirror’s capacity is exceeded, one victim (determined randomly) will be freed in order to accommodate the latest one.

If the mirror is broken, and it has Unearthly material strength, all the victims are freed. Note that the current owner of the mirror can speak an arcane phase to free a trapped creature, but the creature's cell must be known. Example: "In the name of Baba Yaga the Great, I command the occupant of the third cell to come forth!"

Currently imprisoned within are Red Ghost and his Super-Apes, Doppleganger (Doctor Wolfgang Heinreich), Omega Red (Arkady), Stencil, and Blind Faith (Father Alexi Garnoff – Has been dosed with the drug Lot Six by Omega Red and survived).

~ Ilya Ivanovich Ivanov ~

A master of the biological sciences, Ilya Ivanovich Ivanov was born in 1870, within the Russian Province of Kursk. Adept at a wide range of fields, his specific interests run to the hybridisation of animals, the creation of genetically modified foods (apples, onions, mushrooms, and grains in the main) and the evolution of hominids. He is a student of Aristotelian logic.

Ivanov worked for both the Russian and later Soviet governments. His endeavours during these periods were mainly directed towards agricultural purposes. Numerous domestic species owe their providence to his skills.

In the 1920s, he was involved in controversial attempts to create a hominid hybrid. In 1930, he fell under political criticism from the Soviet government and was sentenced to exile in the Alma-Ata during the Great Purge. He died two years later in 1932.

Just before his death, Ivanov’s brain was removed by his few remaining loyal students. He was resurrected shortly thereafter by his friend Alexander Aleksandrovich Bogdanov using esoteric science and the partial notes of the late 18th Century Swiss biologist Baron Victor Frankenstein.

Ethnically Belarusian, Bogdanov was a Russian physician, philosopher, economist, science fiction writer and revolutionary whose scientific interests ranged from the universal systems theory to the possibility of human rejuvenation through energised blood transfusion. In 1938, Bogdanov lost his life as a result of one of his own experiments, when a blood transfusion went wrong. Some scholars have speculated that his death may have been a suicide to avoid political pressure. Ivanov lost a good friend that dark day.

Never been a particularly political fellow, Ivanov has continued his scientific researches in private through out the years. With the establishment of the current Peoples’ Protectorate has he has joined them as technical advisor. He tends to loose himself in academic research. Assisting with the various projects Sea Wolf has up and running at any given time, and teaching various intellectual and spiritual techniques to the different team members whenever needed.

He was responsible for the training of Wraith, that brought her latent mutant mental powers to the fore, he created the Sputnik android (now destroyed) and developed the enhanced tundra sedge that rehabilitated the Forbidden Zone. These plants possess enhanced photosynthesis in the form of Good Absorption Power (Visible and Ultraviolet Light), Remarkable Resistance to Hard Radiation, Remarkable Energy Conversion (Hard Radiation to Ultraviolet Light), Amazing Plant Growth and Typical Longevity.

Ivanov likes to dress in a neat khaki tunic with a high collar, and dark blue cavalry trousers with two thin red stripes down the sides. The trousers ending in riding boots of soft, highly polished black leather.

Physically Ivanov is a reasonably well blended patchwork. There are faint scars about his neck and the back of the head, as well at the shoulders and thighs. Lingering on from when his body was created.

His head, that of a minor Russian official killed in a railway accident (only the head was left undamaged), is hard and thrusting with dark eyes and a severe mouth. It rides upon a broad and stocky torso from some unknown Bulgarian soldier. His arms come from some strong-backed Russian peasant. While his sinewy legs are those of an Uzbek hill man.

Overall, he is a tough-looking, thick-set man of about fifty. He stands 5’11” tall and bulks some 180 pounds. Since joining the Peoples’ Protectorate, he wears his hair close cropped and sports a handlebar moustache with a short pointed beard.

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


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

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

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


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

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

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


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

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

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


Popularity........0.

Body Armour ~ Ivanov has greatly enhanced physical resilience. He has Good protection against physical attacks. Also, due to his unusual physical toughness, all physical combat effects against him are reduced by one colour. Thus, Green results become White, Yellow becomes Green, and Red becomes Yellow. He is thus immune to “Kill” results from edged attacks and shooting damage. He cannot suffer a “Stun” result from blunt attacks.

Rapid Healing ~ Ivanov can heal from wounds at a much faster rate than ordinary humans. He regains his Endurance rank in Health points once every hour instead of only once a day. This rapid healing provides Ivanov with Monstrous resistance to toxins and diseases. He has Excellent resistance to ageing.

Suspended Animation ~ Whenever Ivanov is subjected to cold of at least Remarkable intensity, he enters a state of suspended animation until he is revived, taking no damage from the chill. An Endurance FEAT is required to avoid this event.

Thought Suppression ~ More of a learned ability than a true super power, this allows Ivanov 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.

Iron Will ~ Through intense mental discipline, Ivanov has gained Amazing control over his own body. He can control his autonomic functions of breathing, reflexes, and heart beat. He can even suppress his body’s reaction to pain and injury. Thus, Ivanov gains a +1 CS on all Endurance FEATs involving toxins, diseases, and raw stamina.

Talents ~ Medicine, Engineering, Criminology, Psychiatry, Chemistry, Biology, Genetics, Trance, Mesmerism & Hypnosis, Resist Domination, Trivia (Teaching), Streetsmarts. Russian is Ivanov’s native language. He has the equivalent of a university education in English, French, and German. Ivanov is conversationally fluent in Esperanto, Classical Greek, Medieval Latin, and Old Persian.

Contacts ~ Excellent Scientific, Good Street, Good Criminal.

~ Ursa Major ~

Fighting.........Excellent

(20).


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

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

(20).

Strength.........Good


(10).


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

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

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


(10).


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

Intuition........Excellent

(20).

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

(20).


Popularity........10.















60 = Russian Lands.

Bear Form ~ Mikhail is a metamorph who can transform himself at will into a large anthropomorphic brown bear. In bear form Ursa maintains his human intelligence and speech faculties. Any damage inflicted to Mikhail in bear form first comes from the additional 60 points difference in Health between his human and bear forms, then from Mikhail's original health. While in bear form he gains the following abilities:

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


Health............150.

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

(20).

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

Endurance........Amazing

(50).

· Good Protection from Physical and Energy Attacks.

· Excellent Material Strength Claws and Fangs.

· Good Land Speed (4 Areas Per Round or 60 mph).

· Remarkable Sense of Smell and Good Sense of Hearing.

· Good Regeneration (1 Health Per Round).

Improved Health ~ As a side-effect of his mutant transformations, Ursa Major is in the peak of physical health. He heals without scarring and ages slowly.

Talents ~ Martial Arts B & E, Military, Trivia (Russian Culture), Languages (Russian and English). Ursa Major has a knack for languages and can get by speaking a rough version of all the languages from the old Soviet Union. Everything from The Baltic Republics to The Caucasus on to the Republics of Central Asia and through to the Western Provinces.

Contacts ~ Ursa Major is on friendly terms with the Russian Military and the KGB. He is a reserve member of the Peoples' Protectorate. Wraith (Tatiana Romanova) is Ursa Major’s niece through his older sister. He calls her Tania. Colossus (Piotr Nikolaievitch Rasputin) and Sergeant Kourov are close personal friends.
One of the first Soviet mutants, Ursa Major (Mikhail Urlokovitch Ursus) was born and trained in the old Soviet Union. His place of birth was the agricultural town of Blagoveshchensk. He has worked with both the KGB and the Soviet army. He was a founding member of the Soviet Super Soldiers, with Vanguard, Darkstar and Gremlin. After working on several cases, Ursus and the others became disillusion with the Soviet State and defected to America. The original People's Protectorate tried, and failed, to prevent their defection.

Ursa Major joined the European Avenger’s upon it’s inception. After a number of successful missions, he left the team after a devastating conflict with Morbius and his Neo-Nazi forces.

Ursa Major has now made his peace with the current Russian administration and is at home once more in his beloved Russian Lands.

Ursa Major has the temperament of a bear – gruff and ornery with a dark sense of humour. Almost gallows humour. He’s a courageous and tenacious fighter. Always a loyal friend. He enjoys being in either form, human or bear, and often likes to wander the huge undeveloped tracks of Russian wilderness, alternatively living off the land and spending time with the rural folk.

Within the Russian Lands, he's know as Balshoy Medvyed (Great Bear).

