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  In the same vein as the Second Heroic Age Sourcebook, this document started as a private reference and slowly got banged into shape for public consumption. Like that file, this is divided into General Topics (groups, places, concepts, etc), Characters and Timeline.


  It should be noted that the tack taken in telling stories of the First Age has varied. The Beacon miniseries shifted style each issue, trying to convey more of a pulp feel and later a golden age feel. On the other hand, tales from Coherent Super Stories set in this Age are meant to evoke the 1970s revisionism seen in Marvel's Invaders title, and later seen in the 1970s and 1980s with DC's All-Star Squadron.


  GENERAL TOPICS


  List: The First Heroic Age, Aliens, Anchor, Bakajin, Division 13, Edison Project, Freedom Alliance, Knights of the Thule, Mad Science, Manhattan Project, MTO, Mysteryman, OSS, Paranormal/ Supernormal, Pentagon, Second Squad, Teams, Tesla Index, Ubermenschen, Zeroth Heroic Age


  The First Heroic Age: 1938-1947, the first era of significant superhuman activity in modern times. The Second Heroic Age ran from 1967 to 1976, the third from 1986-1998, and the Fourth started in 2022. The science hero Beacon had been active in the 1920s and early 1930s, first going "costumed" in 1928, but it wasn't until Minuteman and the Second Squad came onto the scene in 1938 that the Age was considered to be underway. Most of the "Mysterymen" of the First Age either lacked powers or had only minor enhancements, and most of the more effective ones relied on special devices. It was not known during this age what the common link between superhumans was, and many superhumans claimed origins later revealed to be delusional or outright fabrications. For instance, the Nazi Zukunftmench claimed to have come from the future, when he actually made use of supertech created by either him or one of the other "mad scientists" in Nazi employ.


  This age was marked by a wild sense of possibility, when you could pass off any crazy story as your origin and have half a chance of being believed, since a lot of the crazy stuff was true. Prior to the outbreak of actual war, the activities of Mysterymen tended for focus on crimebusting and fighting saboteurs, but during the war a sort of secondary "theater of operations" seemed to open up to accomodate the battles of Allied and Axis heroes.


  It should be noted that the First Heroic Age was never referred to as such until after the Second Heroic Age was well underway. It was sometimes called just "the Heroic Age" during the years 1947-1968.


  The remaining entries are in alphabetical order.


  Aliens: While some supernormals claimed to have been empowered by extraterrestrials, there was no actual contact with other worlds during this Age. In 1947, a Scytharian trade ship was discovered in Libya by those who were in the process of founding Khadam, but they had no idea at the time who had once owned the ship.


  Anchor: This term was unknown to any but the mysterious Conclave and a select few others during this age (Division 13 was aware of it). With very few people really aware of the nature of superhuman abilities, there was no real reason to think that there was a consistent way to counter them. A few exorcists and other holy persons with Anchor abilties used their talent against demonic possession and evil magic, however.


  Due to the general level of "normalcy" following the spiritualism of the Victorian Age (as evidenced by the ease with which Houdini, a non-Anchor, debunked mediums), Anchors were not born in large quantities and were therefore fairly uncommon during the First Age. Even families with historically strong Anchor tendencies birthed normals in this time.


  Bakajin: See Ubermenschen. These were Japanese superhumans created using German research, late in the war. Bakajin was not their official title, but rather a derogatory nickname given them by Allied Mysterymen. It means, roughly, "idiot people". Not that Bakajin were generally mentally defective (although some were), rather that the process tended to be fatal within a month of completion, making one a fool to want to undergo it.


  Bogatyr: A Soviet Mysteryman, after the term for medieval Russian heroes. It is thought that Stalinist purges in the 1930s were a major reason the Bogatyr were never significant in numbers or individual power. Lysenko's efforts to create Bogatyr were spectacularly unsuccessful, even when using stolen Ubermensch program data.


  Division 13: An arm of the Office of Strategic Services tasked with investigating the supernatural. Beacon became a member in late 1939, and Johnny Angel joined on an intermittent basis in 1940. Led by the mage John Doe, and occasionally assisted by the enigmatic Wanderer, they preferred to remain behind the scenes (something that Johnny Angel wasn't so good at). Officially, Division 13 does not exist, because officially, the paranormal does not exist.


  Edison Project:A sort of weird sister to the Manhattan Project, this group was initially tasked with figuring out how to make Nikola Tesla's "death ray" work, but when they stumbled on his notes about the Magene they were attached to Division 13. They made little progress with either their original task or the Magene during the war, but when the OSS was dissolved at the end of the war, most of Division 13's personnel were transferred to the Edison Project, which became an autonomous bureau.


  Freedom Alliance: The only major supernormal team to be organized in the United States. Membership tended to shift some, but the core members were Lady Lawful I, Centurion, the Gauntlet, Minuteman and Johnny Angel. Lack of strong leadership and the fact that they were largely a publicity exercise kept the team from ever being very effective outside of a few engagements, and the heroes mainly operated solo or with other groups, such as the Second Squad or Division 13.


  Knights of the Thule: Nazi occultists, one of several branches of the SS that was concerned with amassing mystical power. They went rogue in 1940 while courting the goddess Nyx, and the organization's survivors were heavily purged in the wake of this event. Afterwards, they were more of an information gathering and treasure hunting group, lacking the raw mystic power or political independence to partake in direct action.


  Mad Science: A primary expression of the magene in the First Heroic Age was through scientific achievement that was at best irreproducible and at worst outright insane. Many frustrated geniuses swore revenge on the fools that laughed at them when it turned out that no one could replicate their results. Due to the fragile sanity of many practitioners, there was something of a stigma attached to those practicing science beyond the borders, and many with the talent for mad science hid it, or tried to pass their more outlandish results off as alien technology or even magical artifacts.


  Many Mysterymen owed their powers or equipment to the fruits of mad science.


  Manhattan Project: This progressed much as it did in the real world. The contributions of "mad science" averaged out to zero, since for every genius who advanced the work, there was a paranormal whose inventions wouldn't work properly for others. By 1942, most of the paranormal types had been moved to the Edison Project, as it was starting to become apparent that mad science and regular science might not always be compatible.


  MTO: "Mysterymen Theater of Operations", an informal term that referred to how the battles between Allied and Axis superhumans tended to take place in their own sphere, rarely impacting or impacted by regular army or navy actions. The higher mobility of many Mysterymen meant that many MTO engagements took place deep into the home territory of one of the sides, usually Allied. Just as the air war was largely a sideshow in WWI with some tactical and strategic benefit, the MTO was splashy and got attention while only having minor effects on the outcome of WWII.


  ETO and PTO refer to the European and Pacific Theaters of Operation, respectively.


  Mysteryman: Anyone who put on a costume to fight crime or the Axis. Later came to be applied to Axis superhumans as well, and was a general term used to refer to superhumans, even though some Mysterymen lacked powers. However, given the lack of knowledge on what constituted the boundary between powered and normal, a number of otherwise normal Mysterymen were able to convince people they had some sort of knack or power.


  OSS: The Office of Strategic Services, an umbrella organization that brought together the somewhat scattered U.S. intelligence assets such as the Army's Signals Intelligence Service and the Navy's OP-20-G. It also revived assets lost when the State Department's MI-8 was disbanded in 1929. In the real world, the OSS was formed in 1942 in response to comments made to Roosevelt by Canadian spymaster William Stephenson.


  However, in the ASH Universe, the various paranormal threats that arose in the 1930s accelerated the creation of the organization. Most importantly, the growing power of the Knights of the Thule convinced John Doe and others that a centralized group was needed to coordinate response to threats that were too small-scale for the military to deal with but too powerful for the police. In 1939, Roosevelt signed orders forming the OSS, and secret orders forming Division 13 of the OSS.


  Paranormal/Supernormal: Terms not really in use during this age. "Mysteryman" was used instead.


  Pentagon: The home of the War Department was built for mystical reasons as much as practical ones. The shape was intended to be the focus for powerful anti-scrying spells, to keep the Knights of the Thule from magically spying on war planning. Division 13 played a large role in its construction, and moved its headquarters to a secret bunker under the center of the Pentagon in late 1942, a few months ahead of the official completion (January 15, 1943).


  Second Squad, the: A group of enhanced humans who aided Minuteman and sometimes undertook missions of their own. Supposedly the subjects of a refined version of the Minuteman process, less powerful but also with a lower mortality rate. In truth, the process was inevitably fatal when applied to anyone over the age of three months, and members of the Second Squad rarely lived more than two years after induction. However, their missions were of such a risky nature, especially after America entered the war, that they tended to die in action instead of from the genetic tampering.


  Members of the Second Squad concealed their identities in large part to let their successors pass themselves off as the same men. Prior to the end of the war, official news sources only reported the deaths of five members, all due to enemy action. In truth, over twenty Squadders died before the program was retired in 1945.


  Teams: There weren't a lot of teams, in part because the density of Mysterymen was rarely high enough in any one area to warrant it. The Freedom Alliance was created mostly as a propaganda tool and to face the occasional serious supernormal threat. The Second Squad was Minuteman's support team, more akin to sidekicks than a regular superhero team, and Division 13 was as covert as it could manage to be. Axis teams tended to be short-lived, and also more an exercise in propaganda than an actual strategic asset.


  Tesla Index: This scale was not invented until after the end of the First Heroic Age.


  Ubermenschen: Overmen, supermen, what have you. Various products of Nazi super-science as they attempted to create superhumans. These soldiers tended to be even shorter-lived than members of the Second Squad, and their powers varied erratically...even within an individual, who might be very powerful on one day and little better than a well-trained normal the next.


  This research was later transferred to the Japanese, although it didn't work as well on non-Aryans. The so-called Bakajin were even more unstable and shorter lived than their German cousins.


  "Zeroeth Heroic Age": Not coined until during the Second Heroic Age, this unofficial term refers to the very limited activity seen between 1900 and 1938, largely behind-the-scenes struggles of a mystical nature. It is known that the Wanderer and Doctor Huang Sheng were both active during this time, as was Beacon. Sometimes also called the "Pulp Age" after the popular media of the day. It has also sometimes been stretched to include the occultism of the earlier Victorian years and postbellum America.


  CHARACTERS


  These will be presented alphabetically by codename where there is one, or by last name when there isn't a codename. When the post-First-Age activities of the character are known, they'll be lumped into the final paragraph of the background. Following the list of more detailed entries will be shorter entries for characters who haven't been developed as much yet, or who are more accurately part of a different Heroic Age.


  http://www.eyrie.org/~dvandom/ASH/gallery/firstage.html has art for some of these characters.


  Full entries: Beacon, Centurion, The Gauntlet, Johnny Angel, Minuteman (Public), Minuteman (True), Nyx, Z-Man.


  Short entries: ADA, Silvio Archangeli, Boss Cravat, John Doe, Dragon Samurai, General Eight Ox, Extortion Racquet, Horatio the Hexbreaker, Doctor Cosmo Kirby, Lady Lawful I, Malscripto, Dr. Thomas L. Morrow, Jack Ripley, Doctor Huang Sheng, Colin Surrey, the Wanderer, White Hat.


  Beacon


  AKA: Harry Parker


  Role: Detective, Science Adventurer, Superhero


  Born: 1899


  Died: Unrevealed, but after 1946.


  Appearance: Slender build, legs partially withered. Brown hair and eyes,graying by 1940. During the 1930s wore a suit of red, white and bluearmor with external coils that granted him limited mobility. Armedwith various light-based weaponry, such as the Magnalux and the LightLance.


  Powers: Super-scientist, later light-based powers.


  Background:


  A soldier in World War I, Harry was crippled and lost the use of his legs. Turning to academia after the war, he found a talent for experimental optical physics and developed a number of inventions later recognized to be similar to later lasers. Trouble seemed to follow him, though, and he became a consulting detective in the 1920s, a sort of scientific Sherlock Holmes, clashing with various criminals and cultists. Notable foes included the serial killer Midnight and several groups of Nyx cultists.


  In the 1930s, he refined his devices into a suit of armor that gave him the ability to walk, albeit jerkily, and a more portable laser weapon he called his Light Lance. As the first "costumed hero", his activities largely predated the official onset of the First Heroic Age in 1938. During the early pre-war days he worked with Division 13 to hunt down Nyx cultists and other occult threats, finally discovering that what he had thought was advanced science on his part was more akin to magic. The realization caused a crisis of faith, and his exoskeletal armor ceased to work properly for him, so he turned to laboratory work. He developed most of the gear worn by The Gauntlet, patterned in part after his own Beacon armor.


  After the post-war dissolution of Division 13, he joined the Edison Project along with many of his coworkers.


  Centurion


  AKA: Rico Calvano, Bert Calvano, Tony Russo, Tony Calvano, Joey Calvano,Sal Russo


  Role: Superhero


  Born: Variable, between 1917 and 1923


  Died: 1941 (three times), 1944, 1945


  Appearance: Curly black hair, brown eyes, swarthy complexion. Heightvaries between 5'10" and 6'1". Wears armor based on that of a RomanCenturion, but with steel plates under the linen armor of the chest.


  Powers: None


  Background:


  On the eve of WWII, the Calvano brothers of Little Italy in Manhattan wanted to serve their country, but they had a little problem. Namely, cousins fairly high up in the Mussolini government, which brought them under suspicion even among the Italian-American community. Rico, the eldest, was inspired by the exploits of Minuteman and the Second Squad to become a Mysteryman himself, crafting a suitably Italian (but non-Fascist) costumed identity from a Halloween costume and some boiler plates. His career was splashy and rather short, as he was shot in the head by a criminal in late 1940.


  His brother Bert picked up the sword, improved the armor and charged into action, creating and fostering the myth that the Centurion was immortal and could recover from even fatal injuries. He lasted about five months before meeting his end in a car wreck on the way to a crime scene. Bert was quickly replaced by his cousin Tony Russo, who was tragically underprepared and died on his first outing. Tony Calvano, who learned from his cousin's mistakes, spent several months honing his skills before doing anything more dangerous than publicity appearances, and managed to last longer than any of the Centurions. However, in joining the Freedom Alliance, he was vaulted into the world of the superhuman, and even his training and experience was insufficient, leading to his death in 1944 at the hands of one of the Bakajin. Joey Calvano replaced him for several months before retiring to marry his childhood sweetheart. Sal Russo was the last Centurion, dying in the Pacific Theater on a mission with the Freedom Alliance. Joey came out of retirement a few times for bond rallies and the like before the war ended, but never went into actual danger again. In 1954, Joey wrote "The Heroic Century" about his time as the Centurion and as a biography of his brothers and cousins. One of Tony's old enemies came looking for vengeance in the wake of this revelation, but was stopped by Lady Lawful I.


  The Third Age hero Centurion (AKA the original Strafe) had no ties to the Calvanos or Russos, but may have been subconsciously influenced by them when his supernatural powers erupted in 1990.


  The Gauntlet


  AKA: Kevin Bakker


  Role: Superhero


  Born: 1927


  Died: Unrevealed


  Appearance: 5'11" and bulky, like a linebacker, with brown hair and blueeyes. Typically wore green and brown armor and a gold-colored devicestrapped to his right forearm. A modified "soup pot" helmet, maskand goggles conceal his face.


  Powers: Electrical generation, Gauntlet weapon


  Background:


  Kevin was a big boy, fast-growing and a little awkward. He tended to get teased in school because he looked like a much older child who had been held back, despite being slightly smarter than normal for his age, although the teasing slacked off when he started playing football. When Pearl Harbor was attacked, he tried to sign up for the Army despite being only 14 years old, and since he looked like an adult he got past the initial screening. However, when his parents came looking for him, the truth came out, and he was gently told to come back in a few years.


  Before he could start to get over this, Kevin was contacted by John Doe of Division 13, who suspected the young man might be a superhuman. Testing showed that in addition to his unnaturally quick maturation and impressive strength, he could generate powerful electric currents within his body. Unfortunately, he couldn't really release them in any practical way.


  Looking to replace Beacon as a field agent, Doe had Harry Parker design a modified Light Lance that drew power directly from Kevin's body via a surgically implanted socket. With this "Gauntlet" and a modified set of Beacon's old armor, Kevin became The Gauntlet, supposedly given his technology by an alien race devoted to fighting oppression and promoting civilization throughout the universe. This was partly for propaganda reasons, but also in order to deflect attention from the possibility that the power resided within Kevin himself.


  Thanks to his nearly superhuman strength, Kevin was able to carry a heavier weight of armor than Beacon had, which saved his life on several occasions. The Gauntlet itself underwent modifications over the years, gaining additional offensive and defensive capabilities. It initially had a Light Lance, an electrical stunner and a magnetic field generator, and kept those capabilities throughout the war. Later additions included strobes, grappling lines, pneumatic air-blasters and even a flamethrower.


  By the end of the war, Kevin was only 19 but looked like he was approaching middle age. He retired from active duty and worked with Project Edison to try to understand his powers and halt his rapid aging, but it has not been revealed if they were successful.


  Johnny Angel


  AKA: John Travers, Hellbound


  Role: Superhero


  Born: 1920


  Died: 1939 (supposedly), 1945 (banished), 1998 (finally)


  Appearance: 5'6", slender, with blond hair and blue eyes, a general "kidnext door" look. Wore a pale blue aviator's jacket with gray pantsand a blue domino mask.


  Powers: Enhanced agility, teleportation (later replaced by flame control)


  Background:


  In 1939, John Travers was a pilot in the U.S. Army Air Corps who was considering mustering out and joining a foreign air force just to see some action when a mechanical problem with his fighter led to a fatal crash. However, Johnny found himself alive and in a diner some unknown distance away. When he tried to get back to his plane, he found he had suddenly translocated there, and decided he must have died. Passing out from the stress, he dreamed that the waitress from the diner (named Angel) had given him a mission to earn his wings as an angel-in-training.


  Calling himself Johnny Angel, John set out working to earn those wings. He soon came to the attention of Division 13, who hired him as an occasional agent, although he pointed out that he already had a job and a boss. Still, he figured the guy upstairs worked in mysterious ways, and probably intended Division 13 to help point him at stuff that needed doing. Not to mention, since he wasn't a full angel yet, he still needed to eat and sleep, so having a little money in his pocket couldn't hurt.


  Of course, John was really a supernormal teleporter who had instinctively teleported to safety during the crash, but it would be years before he truly believed that. Tragically, shortly after that acceptance, he was banished to a hellscape dimension by a sorceror while helping the time- traveling ASH of 1990 prevent a demonic apocalypse. His already damaged faith was strongly tested by 45 years of torment and combat against the native demons before he was freed by ASH. With powers gained during his exile, he became the flame-wielding Hellbound. He left ASH in 1992, and presumably vanished in 1998 with all other paranormals.


  Note: in ASH #50 reference is made to "Johnny Angel's ring of teleportation". This artifact never belonged to Johnny Angel, but was misattributed to him by a later owner.


  Minuteman (Public)


  AKA: Charles Grey


  Role: Actor


  Born: 1917


  Died: Not established


  Appearance: Light brown hair, blue eyes, movie star good looks. Wears anolive green bodysuit with black gloves and boots, and black helmet.


  Powers: Minor physical enhancement.


  Background:


  In 1936, a strange green meteor fell in Alaska, where it was recovered by government scientists who noticed that gases emanating from it had caused mutations in the local wildlife. Refining the chemicals, they created a formula that could give a man nearly superhuman physical abilities...or kill him. Several men volunteered to serve their country, and one survived to become the Minuteman! A weakened version of the chemicals was then used to create his helpers, the Second Squad.


  This, of course, is all a lie. The true origin of the Minuteman can be found below.


  When Dr. Huang Sheng offered his son Chieng as a superhuman agent in the fight against Japan in 1938, it was clear that there were many reasons Chieng's identity could not be revealed. After crafting the Minuteman identity, the U.S. government found a convincing actor to play the role in public appearances, and subjected him to a much-weakened version of the process that created the Second Squad. Charles Grey was that actor, classically trained and a decent acrobat to boot, skills that were further honed so that he could put on a good show at rallies. And he was an almost exact match for the dimensions Chieng presented while in his padded uniform and elevator boots.


  Minuteman (True)


  AKA: Chieng (Jiang) Sheng


  Role: Superhero


  Born: 1921


  Died: 1998 (sort of)


  Appearance: Slender and muscular Chinese man, wearing a padded olive greenuniform with black boots, gloves and all-concealing helmet to make himappear two inches taller and more "beefy". The costume never comesoff in public.


  Powers: "Perfected" human, longevity


  Background:


  See Second Age Sourcebook for general details. Unknown to the public, and even to Chieng's later allies in the Second Age, he was the true man in the Minuteman costume during World War II and the leadup to it. Still obedient to his father at this time, he played the part of patriotic American hero to better fight the Japanese, and was mostly active on the Pacific Rim. Due to the fact that Doctor Sheng's genetic perfection formula could not be made to work non-fatally on adults, it was impossible to give those abilities to someone "acceptable" and Chieng was placed in a fully concealing costume to be the lead Mysteryman of the government.


  He was assisted by the Second Squad, adults subjected to later versions of the genetic processes that had created him, at the cost of vastly shortened lifespans. Charles Gray played his public face. It is likely that his time as Minuteman helped plant the seeds of rebellion that bloomed at the dawn of the Second Heroic Age.


  There is no evidence that Chieng ever resented being asked to hide his true face, even in later years. When the truth came out in the mid-1980s, he modestly withdrew from the public eye until the furor died down. With the isolation of DNA in the 1950s, Doctor Sheng was finally able to devise a less fatal version of the process, but did not match his successes with Chieng until the 1980s.


  Nyx


  AKA: Nox (Roman), Dark Lady (unconfirmed)


  Role: Goddess of Darkness


  Born: Unknown


  Died: Unknown


  Appearance: Whatever she desires, usually a feminine shadow.


  Powers: Fullblood Mage, with vast powers over time and space. Her specificportfolio is darkness. She rarely acts directly, due to the need tofocus most of her attention on the ongoing wars of the gods, actingthrough avatars and worshippers.


  Background:


  Born of Chaos, wife and sister of Erebus (Darkness) and mother of Momus (blame), Ponos (toil), Moros (fate), Thanatos (death), Hypnos (sleep), the Oneiroi (tribe of dreams), the Fates, Eris (strife) and many others, a mostly unpleasant brood. While not the most prominent of the Greek pantheon, even Zeus fears her wrath, suggesting her powers are greater than would be suggested by the mere accumulation of worshippers.


  In the early part of the 20th Century, Nyx started courting worshippers and cults in various parts of the world, empowering worshippers such as the killer known as Midnight, the Blue Mound cult in Wisconsin, and the Knight of the Thule known as Ritternacht (Night Knight). She was repeatedly opposed by Beacon.


  In China in 1935, Jack Ripley encountered followers of a "Dark Lady" who shares characteristics with Nyx. However, it is unknown whether Nyx was dabbling in Chinese affairs or if there was an unrelated demon of darkness active in China.


  Z-Man


  AKA: Zukunftmensch, Hermann Richter


  Role: Nazi "Superhero"


  Born: 1946 (claimed), 1916 (true)


  Died: Unrevealed


  Appearance: Blond haired, blue-eyed Aryan specimen, 6'0" tall and well-muscled. Tended to dress in a mix of anachronistic fashions, such asbell-bottom jeans, disco shirts and tie-dyed headbands.


  Powers: Super-inventor


  Background:


  In 1939, a strange thing happened. A number of Panzer units vanished during the invasion of Poland, only to return just as mysteriously a few days later. They claimed to have visited the future, one in which Germany lost the war but seemed to be doing fairly well for itself in the peace, despite decades of troubles. While they had no hard proof of any of this, mesmerists were able to extract a number of interesting details, and the few "mad scientists" Hitler could trust were tasked with attempting to replicate the technology the tank crews had seen.


  Hermann Richter was far from the most talented of that group, but he had a flash of inspiration. Much of the information gleaned from the "lost Panzers" was useless trivia, but it could be used to fabricate a convincing case that one had traveled back in time. Suggesting this to his superiors, he was assigned the job of crafting such an identity, and hence "Futureman" was born.


  As Zukunftmench, or Z-Man, Hermann used the trappings of the future to bolster his claims to be from a future in which the Reich won the war. His actual technology was contemporary mad science, but he peppered his descriptions with future-jargon and claimed to have brought the devices with him or built them from plans he brought. He didn't always do so in a sensible way, though, talking about things like "transistor-powered strength". He designed some of his own gear, but it was mostly built by more capable (but less photogenic) colleagues.


  



  The following characters are, as yet, not important enough to merit full entries, or they have entries in the Second Age Sourcebook and need only a few notes here to add a detail or two. Or they simply haven't been nailed down yet. :)


  ADA (Advanced Difference-Engine Autosophont): The first true machine consciousness created by modern humanity, ADA was built by Charles Babbage (real historical figure) shortly after the death of his longtime collaborator Ada Lovelace, with funding from Thomas L. Morrow. ADA's impact on her own era is unknown.


  Archangeli, Silvio: A member of the Army's Signals Intelligence Service and founding agent of Division 13. Unlike his infamous grandson Pino and great-grandson Lorenzo, Silvio was either not an Anchor at all, or such a minor one that it never became apparent. Worked with John Doe during the mid to late 1930s, and was attached to the Minuteman project.


  Boss Cravat: British national who set himself up as a faux aristocratic gang leader in New York City in the mid 1930s, affecting Victorian-style dress. Fought Beacon a few times before finally being put away for good by Minuteman in 1938.


  Doe, John: A mage whose talents mainly extended to the realm of scrying, he was a natural spy and rose quickly through America's disorganized intelligence services during the 1930s. When the Office of Strategic Services was formed in 1939 (in large part due to his behind the scenes efforts), he was named head of its "Division 13", concerned with mystic threats. Doe joined the Edison Project when Division 13 was dissolved after World War II, his fate after that is unknown. A master of disguise, it's an ironic quirk of fate that John Doe is his real name, since everyone assumed it was an alias.


  Dragon Samurai: A man born too late, he would have been far more comfortable during Shogunate Japan instead of the Meiji era of his birth. Versed in secret ki-manipulation techniques, he could wield a katana better than any man alive, and was even rumored to be able to deflect bullets with his blade. In the 1930s, despite being well into middle age, he became an agent of the Imperial Japanese Army, mostly for propaganda purposes, but also useful on covert missions in enemy territory, where a swift blade was more subtle than a gun. He clashed with the Freedom Alliance on several occasions, later backed by "Bakajin". Prior to the end of the war he escaped an assassination attempt sent by his own superiors, who feared he might try to take control amid the rising chaos, and fled to Southeast Asia. Crafting a new identity for himself there, he would later pass his secrets on to Chuck Morse, the "Weapons Master" of the Second Heroic Age.


  Eight Ox, General: A warlord in southwestern China, near the border with Bhutan, in the 1930s. Due to the isolation of his territory, he was largely left alone by the Nationalists, Communists and Japanese in 1935, although this situation eventually would have to change. He may or may not be the same person as Premier Niu in 2026.


  Extortion Racquet: A gimmick criminal and occasional foe of Centurion's, he used tennis-themed devices and plans. A bored socialite who'd stolen from friends a few times during the Depression, he found he liked the thrill of it, and got deeper and deeper into crime for psychological reasons, not out of need. When Mysterymen started popping up, he decided he needed a costume as well, and became the Extortion Racquet.


  Horatio the Hexbreaker: Active in the late 1920s, it has not been revealed whether he was an Anchor or a mage specializing in counterspells. Either way, he was knowledgeable about magic and the workings of the gods. He was able to resist Colin Surrey's "curse" and remember the man.


  Kirby, Doctor Cosmo: A so-called "mad scientist" who created the Enhancement Belt used by Lady Lawful. While creating his second belt, he was driven insane and became a mad scientist in fact as well as in name.


  Lady Lawful I: See the Second Age Sourcebook. She was 18 when she got the Enhancement Belt in 1941, and quickly became one of the more visible Mysterymen. She was also the only female Mysteryman of note, although there were a few others who came and went without leaving much of an impression, such as Red Widow.


  Malscripto: Frustrated playwright who came into possession of a pot of magical ink that let him rewrite reality. Clashed repeatedly with Lady Lawful I. He didn't always have access to a supply of his magical ink, instead relying on hired goons and "gimmick crimes," so his power level varied drastically through his career. The Second Age villain "The Hack" inherited the formula for Malscripto's ink, and in turn passed it on (willingly or not) to the Third Age villainess "Scriptalicious".


  Morrow, Dr. Thomas L.: "The Shadow Earl of Galloway", he displaced Adam Worth as Doyle's inspiration for Professor Moriarty in the ASH Universe. A "Zeroeth Age" villain, he funded the later works of Charles Babbage for his own nefarious purposes.


  Red Widow: Laverne Bishop, active for a few months in 1944 in the Miami area. She had no powers, relying on rope tricks and a pistol, plus the distraction value of her somewhat skimpy costume. Gave up on it when she had one brush with death too many, but had one last case in 1946. While she never used a whip, a few mistaken newspaper articles (and perhaps some wishful thinking) caused the weapon to become associated with her.


  Ripley, Jack: AKA Jack of All Trades, (fictional) younger brother of the famous Robert LeRoy Ripley of "Believe It Or Not" fame. After an experience in India in 1925, he gained the ability to copy the skills of anyone with whom he made skin to skin contact, along with any memories specifically tied to those skills. He could not copy personal memories, but he could make inferences about a person based on what they'd learned in pursuit of the borrowed skills. Once his older brother became too famous to travel covertly, Jack took over many of the more fantastic expeditions in search of the odd and unusual, including a fair share of "or not" stories. He likely worked with John Doe during WWII, assuming he didn't die before the war.


  Sheng, Doctor Huang: See the Second Age Sourcebook. He lent his scientific expertise and the services of his son to the United States to aid in the fight against the Japanese, who Huang detested. Primarily acted deep behind the scenes in this era.


  Surrey, Colin: Also known as The Forgotten Man. A former police officer in Hawaii who was seemingly cursed by vengeful gods to be forgotten by the world until such time as he redeemed himself. He later discovered that the curse was his own doing, untrained mystic powers combined with his own guilt to cast a worldwide spell of forgetfulness. He may be the same man as John Doe, having overcome his guilt and started to learn to use his powers properly. If that is the case, then "John Doe" really is an alias, despite claims to the contrary.


  The Wanderer: See the Second Age Sourcebook. Worked with Division 13 on occasion, but was not officially or even unofficially on their payroll.


  White Hat: Dirk Landon, along with the ghost of his murdered uncle Abe Landon. A hero of the "Zeroeth Age" active from 1895-1910, after which he changed tactics and made movies that fictionalized his struggle against his uncle's murderer. The movies succeeded in ruining the killer where the law had failed to bring justice, but eventually Abe's thirst for vengeance proved too great (see CSS #12 for details). Most people think he's fictional, only film buffs and historians know the truth behind the movies.


  TIMELINE


  - Prior to 1938 -


  Harry Parker has a career as a consulting detective in the 1920s, followed by a costumed adventuring career as Beacon in the 1930s. He frequently clashes with cultists of the darkness goddess Nyx.


  Jack Ripley travels the world in search of the weird and wonderful, often encountering things too outlandish for publication in "Believe It Or Not".


  John Doe works for both the Army and Navy signals intelligence branches as well as the Secret Service, all under different identities, and manipulates events to ensure the early creation of the OSS.


  - 1938 -


  The First Heroic Age is considered to start with the introduction of Minuteman. The Sino-Japanese War is well underway, but the mood of Europe is still guarded, with Hitler taking territory without overt fighting.


  July 4: Minuteman and the Second Squad are introduced to the public.


  August 3: Minuteman and the Second Squad fight Boss Cravat in their first public case. Via careful media management, it is made to look like a more impressive struggle than it really was. Almost simultaneously with the actual events, the Minuteman comic hits stands, including a highly fictionalized account of the conflict as its lead story (October cover date).


  - 1939 -


  World War II starts. The Office of Strategic Services is formed. The Knights of the Thule are approached by the goddess Nyx, and start to drift away from their loyalties to Germany.


  September 1: Germany invades Poland, "officially" starting WWII. A number of Panzer units fall through a crack in time to 2026, returning a few days later.


  October 13: John Travers goes down on a training flight and is listed as MIA, as no body is found. Johnny Angel starts his activities on the West Coast.


  - 1940 -


  The war heats up, with the Axis powers making large strides. Some Axis Mysterymen appear, but mainly seem to be propaganda tools.


  April 12: Centurion first spotted in action.


  September 13: Ritternacht is created in Macedonia and defeated. The Knights of the Thule are heavily purged in the aftermath of this.


  October 2: Z-Man's first appearance in the skies over London.


  - 1941 -


  The United States enters the war at year's end. Mysterymen appear in growing numbers during this year, and while most are simply talented normals a few have genuine powers.


  April 1: Centurion dies of a gunshot to the face.


  April 9: Centurion returns to action. In reality, it's not the original man, but the replacement pretends to be the original, fostering the myth of Centurion's immortality.


  May 2: June Hartworth obtains the Enhancement Belt, which will turn her into Lady Lawful.


  May 3: Lady Lawful first introduced to the public.


  November 21: The second Centurion dies in a car accident, but the public does not know that he was Centurion.


  December 6: The third Centurion vanishes on his first mission, presumed dead. The news is buried by events of the next day.


  December 7: Japan bombs Pearl Harbor.


  December 8: The United States enters WWII.


  - 1942 -


  The Centurion spends most of his time the first several months of this year training, making public appearances at war bond rallies and the like, but not actually fighting crime or saboteurs. The war starts to show signs ot turning around.


  May 10: The Gauntlet makes his first public appearance, apparently arriving from space and landing in the middle of a Brooklyn Dodgers game.


  May 14: The Centurion stops Agent K from blowing up the Manhattan dockyards.


  September 28: Division 13 moves into their new headquarters under the still incomplete Pentagon.


  - 1943 -


  The Freedom Alliance is formed. Lady Lawful, Centurion, The Gauntlet, Johnny Angel and Minuteman are charter members. The Italian front is opened, and Japanese expansion in the Pacific is reversed.


  January 15: The Pentagon is dedicated. With War Department operations moved there, planning is significantly shielded against mystic scrying, denying the Axis a major intelligence asset.


  - 1944 -


  The war is going against the Axis in all theaters and on all fronts, but desperation breeds invention. Japan starts to use the fearsome Bakajin, and Nazi Ubermenschen acquire greater powers but greater insanity.


  March 13: The fourth Centurion dies in the Pacific Theater, fighting Dragon Samurai and a squad of Bakajin.


  June 6: The D-Day invasion at Normandy.


  July-September: The Red Widow is active in Miami, Florida. She's more notable for her costume than her accomplishments.


  - 1945 -


  Germany and Japan seem determined to go down fighting, and mad science gives both powers the potential to wreak horrible vengeance as they fall. For every superweapon the public hears about, there's ten that are nipped in the bud by the actions of the Freedom Alliance and other Mysterymen.


  January 1: The fourth Centurion retires, quietly passing the sword on to another.


  March 21: The Freedom Alliance and the time-traveling Academy of Super-Heroes (from 1990) prevent a major demonic invasion centered on Chicago. Out of spite, the thwarted sorcerer behind the attempt banishes Johnny Angel to a hellish realm, where he remains trapped for 45 years.


  April 2: The Centurion is killed during action in the Home Islands of Japan, preventing the Japanese from developing a nuclear weapon. The fourth Centurion agrees to put the costume back on for publicity purposes, but refuses to go back into action, as he has married and has a son on the way.


  April 23: The Freedom Alliance has their final combat mission. Their roster and the details of this mission have yet to be revealed.


  May 7/8: VE Day. The war in Europe is over.


  August 14/15: VJ Day. The war in Asia is over.


  September 2: The official surrender terms are signed by the Japanese on board the USS Missouri. Minuteman and the remaining members of the Second Squad are on hand.


  September 3: Chieng Sheng is recalled to China by his father, leaving behind the costume. Charles Grey continues to appear in public, with one or another of the Second Squadders wearing the costume for serious missions.


  October 1: The Freedom Alliance is disbanded.


  - 1946 -


  With the war over, Division 13 is dissolved and integrated into Project Edison. Centurion publicly retires. The Gauntlet ceases making public appearances but does not officially retire. Minuteman shifts his activities to fighting Communist agents, but the program is largely shut down. No further volunteers are subjected to the lethal enhancement process.


  - 1947 -


  The last surviving member of the Second Squad dies of the effects of his enhancement. Minuteman officially retires, ending the Second Heroic Age. By this point, the only Mysteryman still active is Lady Lawful, although the Gauntlet does some behind the scenes work with the Edison Project. Lady Lawful "inherits" a number of surviving mad scientists and other villains from retired or dead Mysterymen, enough to keep her active until the Second Age.


  =============================================================================


  Author's Notes:


  A bit sparser on the timeline than the Second Age Sourcebook, but I'm releasing this after only a single Mega-Sized issue, so that's going to happen. :)


  I was inspired to get into this in part by Eric Burns's "Home Front" stories, posted to his Banter Latte site, although the forces have been building for a while now. There's a definite move in comics to look back to the Golden Age...December's supposed to see two separate "mining the obscure Golden Age publishers for material" series, one from Marvel and one from Dynamite Entertainment, for instance. [Later note: one of these, Project Superpowers, is still going strong but I've given up on reading it. The other, The Twelve, is in limbo, neither finished nor cancelled, as of late 2009.]


  One of these days, I should get around to doing something like this for the Fourth Age. When I have a spare year to spend doing nothing else on ASH.... [Later note: Well, ash.wikidot.com is "something like this" for the Fourth Age, albeit without a timeline.]


  ============================================================================


  For all the back issues, plus additional background information, art, and more, go to http://www.eyrie.org/~dvandom/ASH !


  



  To discuss this issue or any others, either just hit "followup" to this post, or check out our Yahoo discussion group, which can be found at http://groups.yahoo.com/group/ash_stories/ !


  



  There's also a LiveJournal interest group for ASH, check it out at http://www.livejournal.com/interests.bml?int=academy+of+super-heroes


  



  ============================================================================


  Second Heroic Age


  Cover shows various Second Age heroes and villains flying or running towards the reader.



  COHERENT SUPER STORIES


  An ASHistory Series


  Second Heroic Age Sourcebook


  copyright 2010 by Dave Van Domelen


  Latest Update: 5/18/10 - Vencedor added to minor characters.



  



  The following handbook was compiled during the planning for and writing of Coherent Super Stories #1-4 as an aid to writing, but I decided to clean it up a bit and post it for all to see once the arc was over.


  It consists of three sections: General Topics (groups, places, concepts, etc), Characters and Timeline. It's entirely possible that it will be updated later as more stories set in the Second Heroic Age come out, or at least get referred back to, hence the "Latest Update" bit above.


  GENERAL TOPICS


  List: The Second Heroic Age, Aliens, Alliance of Super-Heroes, Anchor, Antigravity Technology, Department of Super-Human Affairs, Dimension Z, Edison Project, Galactic Warrior Corps, Ghostworld, Quality Motors, Paranormal/ Supernormal, Pseudoscience, "Suits and Serums", Teams, Tesla Index.


  The Second Heroic Age: 1967-1976, the second era of significant superhuman activity in modern times. The First Heroic Age ran from 1938 through 1947, the Third Heroic Age from 1986 through 1998, and the Fourth Heroic Age began in 2022. This is not to say that there were no superhumans active outside of these eras, however. The Second Heroic Age was marked by a wild profusion in apparent origins of superhumans and theories regarding how their powers worked. Most commonly seen were the "suits and serums" origins, whereby pseudoscientific means were used as crutches or catalysts for paranormal abilities, but there were those with other origins.


  This age was marked by optimism and excitement at the outset, but disillusionment and pain in the end. Many of the pseudoscientific origins of powers came with side effects that led to death or madness, and the general mood of the mid-70s was also reflected in the end of this age.


  The remaining entries will be presented in alphabetical order.


  Aliens: During the Second Heroic Age, Earth was at the very fringes of the space explored by the Planetary Confederation, and no official contact was made until the 1980s. The Galactic Warrior Corps (see entry) did send an agent to investigate, as well as to help keep an eye on any unofficial contact that might be made.


  The Pranir were the most commonly-encountered aliens during this era, and they operated using a variety of holographic disguises, leading to the impression that the galaxy was full of a confusing and contradictory variety of alien races and empires. To further confuse matters, some Terran criminals posed as aliens to throw off the police. There were some contacts with other secondary races, however.


  There were no significant alien incursions prior to the 1980s, however.


  Alliance of Super-Heroes: In a divergent timeline seen in CSS #4, the Second Heroic Age does not end in 1976. Instead, Weapons Master founds the first real superteam of the age, the Alliance of Super-Heroes. Because of this, and because of other changes made by JakZak Taylor before leaving for his own timeline, the Second Heroic Age did not end, and blended seamlessly into what is known as the Third Heroic Age in the main timeline. This will be referred to as the Alliance timeline in the rest of this sourcebook.


  Anchor: The term was not in common use during the Second Heroic Age, and only a select few knew that there was a qualitative difference between Anchors and those with supernormal abilities. Most people who even know Anchors exist think that it's just another common sort of power, like flight or strength.


  Antigravity Technology: A large number of superhumans had access to this by the end of the Second Heroic Age, due mainly to the efforts of Dragonfly. While his particular brand of antigravity tech did require some Violation Physics to function, it was surprisingly close to that developed using Normaltech in the Planetary Confederation. As a result, while weaker, it did function for normals, such as Weapons Master. Not obsessed with "ownership" as many "mad scientists" were, Dragonfly supplied the technology to as many of his friends and allies as he could. Additionally, Don Quixote copied it on his own...although Dragonfly would have given it to him if asked.


  Department of Superhuman Affairs (DSHA): Originally formed as a branch of the military to enforce the Paranormal Warfare Treaty's provisions, by 1971 it was clear that there were enough civilian superhumans that the government needed a dedicated service to deal with them. So the DSHA was split off from the military, merged with the remains of the Edison Project, and slowly given greater and greater law enforcement powers. They were also initially in charge of dealing with extradimensional entities, but this function was eventually split off and given to the InterDimensional Immigration and Naturalization Service (IDINS) in the early 1980s.


  By the Third Heroic Age, the DSHA was also involved in the marketing of superhuman likenesses, with the proceeds being funnelled into a fund that helped pay for the damages caused by superhuman battles, as well as supporting superheroes themselves when necessary (it having been recognized that poverty drove many would-be heroes to villainy, so it was cheaper to put them on the payroll than to clean up the messes they made after turning villain).


  Sometimes jokingly called the NSSA, or National Super-Security Agency.


  Dimension Z: An "inverted" pocket reality, home to a race of giants that could mystically disguise themselves or turn invisible. Where a "normal" reality expands into infinite possible space, Dimension Z slowly contracted over time. The boundary of the dimension was the ground, which got pushed up into ever-higher mountains as the total surface area decreased, resulting in a terrain full of fjords and mountain peaks. Once a day, the universe would contract, compressing the air at the very center into a flaming ball of plasma that served as their Sun. It would generally burn out less than halfway through the compression cycle.


  Unknown to all but a few, the inhabitants of Dimension Z were actually a lost colony of Jotuns, Norse giants who had abandoned their origins but not their mystic heritage. Supplementing their magic with technology, the giants of Dimension Z were able to thrive in the somewhat hostile conditions of their new home, but they longed for a better place to call their own... especially once they had calculated how long it would be before the reality would contract to the point of becoming uninhabitable.


  To that end, they refined the spells that had brought them to Dimension Z in the first place and turned to Midgard...or Earth. They slowly infiltrated human society over the centuries, occasionally discovered and opposed by the Quixano family. Tales of their first clash with the Quixanos, who were the only humans able to see through their disguises, inspired the Cervantes novel Don Quixote.


  Their most recent push started in 1969, culminating in open invasion when Dragonfly helped the current Don Quixote develop a device that would expose the giants to the world. After the failure of this invasion, they were contacted by other Jotuns and brought back into the fold, abandoning the increasingly inhospitable Dimension Z, which had started to shrink at an accelerated rate after the destruction of their Dimensional Inverter (a device intended to turn Dimension Z inside-out and drop it on top of much of Michigan and Ontario).


  The technological savvy of the former residents of Dimension Z was a great aid when the Jotuns attempted to establish a power base on Earth in the late 1980s and early 1990s, but they were finally exposed (although the Dimension Z connection was never made) and defeated in 1994. Dimension Z itself may still exist in the 2020s, but the odds are that it is no longer capable of supporting any life.


  Edison Project: Formed during the First Heroic Age in parallel to the Manhattan Project, this governmental organization attempted to study and understand superhumans and supertech. It made some progress on the theoretical front, establishing the Tesla Index after rediscovering lost notes of Nikola Tesla, but failed to provide sufficient hard benefits and was eventually merged into the DSHA.


  Galactic Warrior Corps: An arm of the Planetary Confederation with the mission of policing "dangerous" technology, initially intended to help keep the fruits of T!rir tech in Santari hands. However, when the first reports of Earth started trickling in from the hinterlands of the Confederation, a rookie Corpsman named Delta Rose was sent to investigate.


  Ghostworld: An alternate reality that was partially in contact with the ASH Universe, allowing occasional overlap and transit. It turned out that the region with the greatest potential for overlap was an inhospitable portion of the Ghostworld used as a penal colony, which meant that every so often an extradimensional criminal would find himself straddling two worlds and able to affect both. Fantom discovered the existence of this world and spent several years fighting its criminals in his own world, where they manifested as all sorts of "traditional" ghosts and spirits, before finally discovering the truth about Ghostworld and convincing its rulers to move their penal colony elsewhere.


  Paranormal/Supernormal: While these terms were more strictly defined by the 1980s, they're used interchangeable during the Second Heroic Age to refer to anyone with powers beyond those of mortal men, including powers granted by alien technology or even extensive training.


  Pseudoscience: A catch-all term for any endeavor that was scientific on the face of it, but didn't seem to be easily reproducible by others. Pseudoscience often led to amazing results far beyond what normal science could even explain, much less duplicate. Would later be formalized as Violation Physics.


  Quality Motors: A significant "second tier" automotive manufacturer between 1946 and 1983, after which it was bought out by General Motors. Focused heavily on "muscle cars" in the early 1970s, and was hurt by the collapse of that market. Revived as a specialty line in the early 1990s, only a few models were put out before the economic upheavals of 1998. Their most famous car was the Caballero, manufactured from 1969-1977 and again from 1994-1998. It was notable as the model most frequently used by Don Quixote, which brought it both positive and negative press over the years.


  "Suits and Serums": A pithy catchphrase often used to describe the nature of most superhumans in the Second Heroic Age. The inborn powers of most paranormals were fairly minor, but they could be used to unlock supertech by providing loopholes in physics, leading to a large number of device-based heroes and villains. Magic potions or scientific concoctions were also frequently seen as crutches for those who had more impressive inborn powers, but had trouble believing in their own abilities.


  Teams: The Second Heroic Age saw no large, stable superhero teams. While there were frequent team-ups and alliances made for specific purposes, the largest long-term units were either duos (such as Dragonfly and Ladyhawke or Flower Power and Union Label) or the small cadres of "talented normals" that worked as support teams for solo heroes. On the other hand, other than the Tinker Ten, there were very few long-running villain teams either, and even they weren't exactly a stable roster.


  In the Alliance timeline, the formation of the Alliance of Super-Heroes was considered a watershed event, and some of the pickier scholars of history claim it marked a dividing line between the Second and Third Heroic Ages.


  Tesla Index: This scale had been devised by the time of the Second Heroic Age, but it was not in common usage due to the lack of reliable means to measure it. A measure of how strongly someone can violate natural law.


  CHARACTERS


  These will be presented alphabetically by codename where there is one, or by last name when there isn't a codename. When the post-Second-Age activities of the character are known, they'll be lumped into the final paragraph of the background. Following the list of more detailed entries will be shorter entries for characters who haven't been developed as much yet, or who are more accurately part of a different Heroic Age.


  http://www.eyrie.org/~dvandom/ASH/gallery/secondage.html has art for many of these characters.


  Antiochus V


  AKA: L.A.B.R.A.T., the Metal Messiah


  Role: Supervillain


  Created: 1969


  Destroyed: 1976 (Alliance timeline), 1997 (main timeline)


  Appearance: Varies. Humanoid robot, spindly in build. Later added variousarmor plates and weaponry. Never concerned much with beauty.


  Powers: Varies. Killer robot stuff. Gained mystical skills in 1997.


  Background:


  One of many seemingly useless projects created by Dr. Samuel King, a high-end gadgeteer paranormal whose work was never really duplicable by normals. A victim of the lack of understanding of Violation Physics, he was laughed out of the academy, swore revenge, etc. Bobby Baines managed to get LABRAT working, though, and found him a useful lab assistant.


  Of course, one day, LABRAT rechristened itself Antiochus V and set out to replace humanity with robot life. Thus began a series of battles through the early 1970s, ending with his apparent destruction in 1975.


  He briefly reappeared in the late 1980s, but was taken aboard Devastator's satellite headquarters and studied for several years. In the early 1990s, when Devastator was lost in another dimension, Antiochus V suborned the satellite's systems and grew himself a synthorganic body dubbed "Lysias-13" and once again menaced the world, before being destroyed once again by Tymythy Twystyd and the Raiders. He re-surfaced once more in robotic form in 1997, seeking a way to integrate science and magic in the so-called TechnoMystical War, but met another destruction at the hands of WarStar. Given that he did not return again before 2026, the odds are good that he met his final end in the climax of the TechnoMystical War.


  In the Alliance timeline, he was destroyed permanently on July 4, 1976.


  Brightsword


  AKA: Jim Jackson


  Role: Superhero


  Born: 1947


  Died: Not established


  Appearance: White bodysuit, blue gloves, trunks and boots, red belt andmask that covers the top half of his head. Beefy.


  Powers: Superhuman strength, endurance and invulnerability. Wields a plasmacutting torch of alien manufacture.


  Background:


  Born and raised in Omaha, Nebraska, Jim served in the Army after graduating high school. After a tour in Vietnam, he mustered out and was immediately captured by "aliens" in San Francisco. As far as he knows, their experimentation gave him his powers, and he was later able to establish that his "laser sword" was of Santari manufacture. However, in truth, he was captured by Dr. Huang Sheng as part of the insidious doctor's experimentation on the Magene, and his powers were merely unlocked by the stress of the experimentation (Jim had been drugged as part of his capture, which warped his perceptions and memories of these events).


  Considered the first major superhero of the Second Heroic Age, he repeatedly clashed with the Communist agent Darkshield. He had a reputation as a very patriotic but not very smart hero. Most of his career has not been revealed, but he retired without being forced to, perhaps in response to his marriage to Dr. Julia Adams and the birth of his daughter. His daughter inherited his powers, and in the early 1990s also inherited his sword and identity as the second Brightsword.


  Delta Rose


  AKA: "Rose Dawson" (real name is a hue)


  Role: Superhero


  Born: 1950 (so says her faked ID, she was really born in 1964, but herspecies hits adulthood fast)


  Died: Still alive in 2026


  Appearance: Short pink hair, often dyed brown. Eyes artificial withvariable tint, usually blue as Rose Dawson, pink as Delta Rose. 5'8"and athletic build.


  Powers: Gliding (tech-assisted into flight), light emission, cyborg


  Background:


  A rookie in the Galactic Warrior Corps, Delta Rose is a mutant among her race, with an uncommon but non-unique mutation that lets her emit light strong enough to melt steel (her race communicates via light emission, but most can only glow). Such mutants are often cyborged into a Santaroid shape and put into service in either the military or the GWC.


  Fairly fresh out of training, Delta Rose had been given her first solo assignment, to check out this strange world the Pranir have recently discovered and started trading with. It was possible that dangerous technology could be found on Earth, and early scans indicated that the natives were remarkably similar to Santari. Her inborn powers made her well-suited to a mission with minimal support and resupply.


  Her cyborg body has great strength and durability, and her artificial eyes and ears have a wide range of frequency response. Additionally, her race is able to see with its skin, albeit not very clearly, giving her vague all-around sight. Her costume during the Second Age was a modified version of the GWC uniform, and was resistant to small arms fire and temperature extremes. Plus, it had glider wings to simulate the natural shape of her original body. She had a full kit of GWC gear and a scoutship, but preferred to avoid using them in order to maintain her cover as a human mutant. Her cybernetics were shielded against magnetic influence and detection, at least at the tech level humanity can manage, so she didn't set off metal detectors.


  Recalled to Santar in 1977, she was sent back to Earth during the Third Heroic Age, and was more or less continuously stationed there from that point onward. Promoted to the administrative levels of the GWC, she is in charge of Earth's sector, although manpower shortages mean that most of her resources are supplied by the United World government rather than by her own organization. In 2026 she looks no older than she did in 1972, due to her mostly artificial body.


  In the Alliance timeline, she was never recalled in the late 70s, and was a founding member of the Alliance of Super-Heroes.


  Don Quixote


  AKA: Alessandro Quixano


  Role: Superhero


  Born: 1934


  Died: 1975


  Appearance: Dashing Spaniard with slightly graying short black hair, hazeleyes. 6'2" tall and wiry.


  Powers: Able to detect invisible invaders from Dimension Z. Magic sword,high tech gear.


  Background:


  Alessandro was born into a hidalgo family that was lucky enough to flee Spain the year he was born, but not TOO lucky...they fled to France and ended up stuck there during the Vichy years. However, after WWII the Quixanos emigrated to the United States, where family patriatch Eduardo turned contacts made during the war into a small fortune. Alessandro went to Harvard Business School and soon turned that small fortune into a large one as the head of Quality Motors.


  Then Eduardo died of lung cancer. On his deathbed, he told Alessandro the family secret...the story of Don Quixote was indeed based on their ancestor. But that the truth was that every so often the world faced invasion by giants from another world, giants who could turn invisible or disguise themselves as mundane objects. And only men of the Quixano line could see through these veils. Alessandro was given the family's enchanted sword, which unlocked his dormant potential...and he saw that a new invasion was underway!


  With the help of bodyguard Joaquim Panza (who adopted the pseudonym Sancho), his magic sword, and the best gear money can buy (not to mention the latest muscle cars from Quality Motors), Alessandro became the new Don Quixote, fighting a war that no one else could see!


  At least, that was, until 1975, when he and Dragonfly found a way to globally disrupt the disguises of the giants from Dimension Z. Sadly, he died destroying the Dimensional Inverter that was key to the invasion, but was remembered as a hero. And one day, should the invaders try to return...well, he did have three sons and a daughter before giving his life to fight the good fight.


  The fate of his progeny after 1998 is unknown, and they were not involved in the Jotun affair during the Third Heroic Age.


  Dragonfly


  AKA: Robert "Bobby" Baines


  Role: Superhero


  Born: 1946


  Died: 1979


  Powers: Super-gadgeteer, specialty on gravity tech


  Appearance: Wavy black hair, brown eyes, slightly asiatic features.


  Background:


  Jimmy Baines was a SeaBee in WWII who brought a Filipino bride from the PTO. Bobby grew up dealing with prejudice because he was different, but it wasn't quite so bad once the Baines family moved to Seattle. He picked up tinkering from his father, and showed a natural talent for it. But he really loved pure science, and went to University of Washington on a full scholarship, graduating with a Physics BS in three years. He went on to get a PhD at age 23, and in 1971 was a newly-minted Assistant Professor at Michigan State University. His specialty was gravitics, and in 1972 he had realized that he'd been delving into "Pseudoscience," especially with the antigravity harness he'd invented as a practical test of some of his theories of electrogravitic interaction. His girlfriend was the original test "pilot".


  After the Antiochus incident, he decided to become a superhero, creating a flight suit with a laser weapon in a robotic tail. He later created miniaturized, capacitor-driven agrav "stingers" he could throw into a target to render it weightless for a few seconds at a time. His girlfriend became Ladyhawke, in a similar suit, but with razor-edged wings. They married in 1974, and in late 1976 had a son, Rodney. Rodney grew up to become Rad of the original ASH.


  Exposure to esoteric radiation eventually gave Bobby bone cancer, and he lost his left leg to it in early 1976. He died in 1979. His secret ID did not become public until the early 1990s when his son joined the original Academy of Superheroes.


  In the Alliance timeline, he mentored a young Eric Harris during his final years, and Eric took up the Dragonfly identity in 1978.


  Fantom


  AKA: Spencer Turner


  Role: Superhero


  Born: 1941


  Died: Unknown (disappeared 1977)


  Appearance: Thinning sandy brown hair, gray eyes, sallow complexion. Notvery tall, but thin.


  Powers: Super-gadgeteer


  Background:


  Spencer's father Quentin was a part of the Edison Project, and Spencer grew up wanting to do whatever his father did...despite security concerns keeping him from knowing exactly what that was. Taking a fancy to ghost stories in college, he theorized that ghosts were merely living beings from a reality not quite properly separated from our own, and built a suit that would let him visit that other reality. On his return, his father let him in on the family secret, and Spencer was recruited into what was left of the Edison Project.


  Not a great fighter due to his physical frailty, Fantom concentrated on espionage and psyops. He got very good at frightening opponents, aided by an assortment of devices he has invented over the years. While his suit's sickly yellow-green color looked almost silly when inactive, once turned on the effect of being partially out of phase with reality made the color scheme eerie and vaguely nauseating.


  Fantom vanished into the "ghostworld" in 1977 and was never heard from again. It's theorized that he simply liked it better there, or possibly he had met someone in that world and wanted to settle down and raise a family.


  In the Alliance timeline, he was contacted by the Wanderer in 1978 and returned to join Weapons Master's new team.


  The Freemason


  AKA: Samuel King


  Role: Supervillain


  Born: 1924


  Died: Unknown, presumably did not survive past 1998


  Appearance: Gray hair and eyes, distinctive European Jewish features


  Powers: High-end supergadgeteer


  Background:


  His family barely got out of Germany in the early 30s, but otherwise did pretty well for themselves. They were so proud when Sam got a job at Michigan State University in the physics department...but then he started chasing down all sorts of crazy ideas. He had this notion in his head that he could make a golem with science, and other foolishness. Naturally, it got him thrown out of the university, and his family just doesn't talk about him anymore. Such a waste.


  But the fools at the academy would pay! Samuel had indeed uncovered the ancient secrets of the Temple, and applied them to modern science as well. But the blind, blinkered fools around him couldn't see that which was self-evident to any who would open their eyes...and so he would have to SHOW THEM ALL!


  Sadly for Samuel King, he's a powerful supernormal inventor, to the point that his inventions are wholly irreproducible. But that doesn't make them any less dangerous. It should also be noted that the genuine Freemasons disavow him entirely, so they're on the "fools who will pay" list too. He sometimes affiliates himself with the Tinker Ten, but generally finds them to be small-minded fools, if not as bad as most. Most of his minions are robots, because even the dullest of human thugs has trouble putting up with him for very long.


  His career after the Second Heroic Age has not been revealed, but it is likely he was a resident of Haven in the 1990s if he survived that long.


  Lady Lawful


  AKA: June Hartworth-Blair


  Role: Superhero


  Born: 1924


  Died: 1998


  Appearance: Blond hair, blue-green eyes. 5'4" tall, athletic build,like a runner or skater. Despite her age, Lady Lawful looks to be inher mid-30's.


  Powers: Enhanced strength and invulnerability, slightly enhanced speed.All boosted by device.


  Background:


  As a telephone operator in Chicago in the 1940s, June Hartworth overheard plans to rob the lab of Doctor Calvin "Cosmo" Kirby. In the course of foiling this, she acquired his Enhancement Belt, and thus began a long career as Lady Lawful. The belt only seemed to work for her, and over time she found that she had some limited powers even without it.


  One of the few heroes to remain active after WWII, her slowed aging due to the effects of the belt let her stay in the business long after most had retired. However, she met and married Wilson Blair, and the birth of their daughter in 1972 effectively ended her secret career, with her last outing as Lady Lawful happening in the summer of 1974.


  She began to age normally after hanging up the belt, but still looked young for her age when she and Wilson retired to Florida in the 1990s. She vanished with the rest of the world's paranormals in 1998. Wilson's fate has not been revealed. Her daughter Jennifer became the second Lady Lawful in the 1990s, as seen in LL&DD, and also vanished in 1998. The Enhancement Belt survived into the 2020s, and is rumored to have been passed to a third wearer.


  Her career in the Alliance timeline is unknown, but she did not leave retirement to join the Alliance.


  Ladyhawke


  AKA: Amy Baines (nee Corrigan)


  Role: Superhero


  Born: 1951


  Died: 1998


  Powers: Super-Agility, ability to use supertech


  Appearance: Reddish-blond hair, green eyes, generally Irish features. Talland built like a gymnast otherwise.


  Background:


  Amy was always astoundingly agile and flexible, something that let her compete in gymnastics despite the fact she hit 5'11" by age 13. Still, she thought of it as a hobby rather than a career, and ended up majoring in pre-med at Michigan State. There she met and fell for Bobby Baines, and when she graduated she decided to take a year off and help him with his antigrav harness project...her grace made her the perfect test subject for the finicky device.


  After the Antiochus incident, she joined Bobby in becoming a superhero, under the codename Ladyhawke. Her flight suit used larger wings with razor edges, and had a small nuclear powerpack at the small of her back. She discovered she was pregnant shortly after Bobby was diagnosed with cancer (it inspired her to get a checkup, since she HAD been wearing a nuke on her back for a couple of years before they had replaced the power packs with safer alternatives), and decided to retire for the sake of their baby.


  In 1980, inspired by what she'd learned in helping take care of Bobby in his final days, Amy went back to school and became an oncology nurse. Residency made it hard to raise Rodney, but she managed (superhuman stamina helped a lot in that department). When Rodney manifested powers in his teen years, she initially thought it was a result of radiation she'd been exposed to in her superhero career, but eventually found that it was most likely the Owens Effect at work. His powers over radiation may have been influenced by her exposure, though.


  In the Alliance timeline, she did still become an oncology nurse, but it has not yet been revealed if she ever returned to action as Ladyhawke, or if she passed the role on to someone else.


  Powerhouse


  AKA: Joseph Little


  Role: Supervillain


  Born: 1943


  Died: 1998 (presumed)


  Appearance: Muscular black man with short-cropped curly black hair and browneyes. About 5'11" tall.


  Powers: Alchemical serum gives him great strength and lets him change partsof his body into various elements, but he needs his control harness andregular injections to use his powers.


  Background:


  Brilliant but denied opportunities in his native Alabama due to the color of his skin, Joseph grew up to be a bitter young man. After a stint in Vietnam in the mid 60s, he went to college on the GI Bill, where he found a talent for chemistry. Working late at night and alone, he rediscovered the secrets of alchemical transformation of the human form, but was expelled when his excitement resulted in a fire that burned down the chemistry building.


  Stealing what he needed to complete his experiments, Joseph created his first Perfection Serum, which turned an already well-toned former soldier into a veritable powerhouse. He has since come up with variant serums that let him turn his hands (or other body parts) into metal, diamond, water, or even acid.


  By 1976, while he had avoided jail by dint of luck and sympathetic heroes (he never seriously hurt any civilians, and tended to stick to stealing from socially irresponsible companies), he found that the cumulative side effects of his serums were killing him, and he retired. A bout of "cold turkey" almost killed him, but in the wake of it he met and fell in love with Felicia Katzenberg, and they ended up having a daughter (Cassie) who grew up to inherit her father's strength (and also dated Rodney Baines).


  In the Alliance timeline, he was pardoned by President Ford in recognition for his help in defeating Antiochus V, and the mystic Wanderer was able to help him refine his serums to reverse their side effects. He joined the Alliance, and while he never met Felicia, he did eventually marry someone else.


  Rush, Bennett


  AKA: Doublecross (1986-1998), Simon Smith (1998 onward)


  Role: Government Agent (1971-1994), Supervillain (1986-1998)


  Born: 1949


  Died: Still alive in 2026


  Appearance: Short brown hair, blue eyes, looks like a government agent, evenwhen he's trying not to. (Hair and eyes gray by 2026.)


  Powers: None exhibited (pre-1986), Supertech (1986-1994), Photonic Lifeform(1994-1998), Magic (2025 onward).


  Background:


  A hot-shot Quantico graduate, Bennett Rush was recruited in 1971 for the newly-reorganized Department of Superhuman Affairs (DSHA) as one of its first civilian field agents. He ended up assigned to Detroit and the surrounding area when it became a supernormal hotspot in the early 70s, and worked closely with Dragonfly and Ladyhawke.


  However, in 1975 he was caught in a tryst with the trophy wife of a senator and "promoted" to warehouse duty at "Warehouse 51" in Nevada, a storehouse of seized supertech and alien hardware.


  Over the next ten years, he carefully raided the warehouse for technology that he could use (it turned out he was a low-level paranormal, but he mostly stuck to alien tech and the odd aberrations like Beacon's Light Lance that were feasible normaltech) and became Doublecross. He was transformed into living light by an accident in 1994, then stripped of powers and memory by the Sun god Apollo in early 1998, becoming the man known as Simon Smith. By 2026 he had regained his memories and gotten new powers as the mystical Vizier of Q'Nos, making him one of the few people to be of importance in three Heroic Ages.


  In the Alliance of Super-Heroes timeline, a grateful President Ford granted Dragonfly's request that Rush be returned to field duty, and Bennett ended up as DSHA liaison to the Alliance. He never became Doublecross.


  Sheng, Doctor Huang


  AKA: Fiend of the East, Scourge of the Pacific Rim


  Role: Supervillain


  Born: 1892


  Died: Still alive in 2026


  Appearance: Bald, with Fu Manchu mustache (graying in 1967, white in 2026).Tends to dress in clothing inspired by Mandarin fashions, if morepractical. Slender in build, but muscular.


  Powers: Superhuman intellect (nanotech enhancements in 2026)


  Background:


  Initially active in the 1920s as an alchemist in the chaos of post- Imperial China, he discovered the secret of great longevity and health in 1921, a serum that would fend off the ravages of time. His activities during the First Heroic Age have not been revealed as yet, but he mainly acted behind the scenes. By the dawn of the Second Heroic Age, he had largely abandoned the "superstition" of alchemy for advanced genetic research, and had acquired early examples of alien technology to aid him. During this time, he clashed frequently with his son Jiang.


  In the Third Heroic Age, he gravitated towards the rogue nation of Khadam and largely dropped from the public eye, although he continued to be opposed by his son, as well as by the adventurer Morgan Adams. Ascending to the Council of Technomancers, Dr. Sheng was instrumental in the Onslaught Project that created a non-paranormal superhuman, based in part on the work he had done on his own son.


  Via means he has never revealed, Dr. Sheng was able to remove his Magene and thus survived the great vanishing of 1998 (Coherent Super-Stories #6 will delve into this matter more fully). A one of the few super-scientists to survive, he was able to establish himself as a major power in Khadam, although by 2025 he had largely become something of an elder statesman, exercising subtle influence rather than ruling overtly.


  Sheng, Jiang


  AKA: Chieng Sheng (alternate romanization)


  Role: Adventurer, Hero


  Born: 1921


  Died: Unrevealed


  Appearance: Slender and muscular Chinese man, typically dressed in loose-fitting clothing suitable for fighting. In 1967 he appeared to be onlyabout 20 years old.


  Powers: "Perfected" human, longevity. No Magene.


  Background:


  Sired upon a concubine as part of an experiment, Jiang was the first successful subject of Dr. Huang Sheng's rejuvenation formula. Aging at slightly less than half the normal human rate, he spent his first forty years as a "dutiful, contemplative son", until he met Sir Montegue Preston. The adventurous Englishman convinced Jiang that his duty to mankind was greater than his duty to his father, creating a rift between father and son that would never heal.


  Both alone and with allies, Jiang opposed his father's activities through the 1960s and 1970s, using his mastery of martial arts and his perfected physique against his father's guile and scientific genius. Along the way, he also fought other evils, such as the Tiger Tong and the Giants of Dimension Z. He went into semi-retirement after that, joining a secluded monastery hidden underneath San Francisco's Chinatown, but emerged on occasion to battle his father alongside Morgan Adams.


  As he did not possess a Magene, it is possible he survived past 1998, but his fate has not yet been revealed. See Coherent Super Stories #6 for that fate.


  The Tinker Ten


  Membership: Shifting, rarely actually ten members.


  Role: Supervillain Team


  Founded: 1968


  Dissolved: 1978


  Theme: Gadgeteer villains and their minions.


  Background:


  The Communist supervillain Darkshield assembled several "mad scientists" in 1968 as part of a plot to trigger earthquakes in the San Andreas Fault. Like most of his activities, it was a mere distraction, but the assembled scientists found that they liked the synergy of working together. If the fools in the academy wouldn't have them, they'd form their own academy!


  The name was chosen more for sounding good than because there were ten founders. In fact, over the decade of their operations, only once has the roster included exactly ten members, and only the Clockwork Ibis was a member of all rosters.


  By 1978, the Tinker Ten was really just the Ibis and his two assistants trying to set up a protection racket in Cleveland, where they were stopped by the unpowered Weapons Master. After that humiliating defeat, no one used the team name again.


  In the Alliance timeline, defeating the Tinker Ten was the first case of the Alliance of Super-Heroes, and while not as humiliating as in the mainline, it was just as thorough.


  Weapons Master


  AKA: Charles "Chuck" Morse


  Role: Superhero


  Born: 1952


  Died: Unknown


  Appearance: Brown hair, brown eyes. 5'6" tall, built like a boxer.


  Powers: None


  Background:


  Chuck Morse was a talented high school athlete, lettering in wrestling and track, but he didn't have the brains to get into college or the connections to stay out of the draft, so to Vietnam he went. While he never really saw combat in his brief tour, he excelled at all the armed and unarmed melee combat styles offered to him in military training, and even found a mysterious master in Saigon who taught him a great deal more. Unknown to him, this mysterious master was actually Japanese WWII supervillain Dragon Samurai, who was in hiding in Southeast Asia, but who saw potential in Chuck and wanted to pass on his secrets before dying (Dragon Samurai had been 60 years old at the start of WWII, but spry for his age due to training).


  Ending up in Detroit after his tour, Chuck was fascinated by the active superhero scene there, especially Dragonfly and Ladyhawke. In 1974, he made himself a costume, outfitted himself with a variety of weapons and entered the fray...only to get smacked down hard. He wasn't paranormal, and even his esoteric training didn't give him enough of an edge. But Dragonfly was impressed by his tenacity, and outfitted Chuck, now calling himself Weapons Master, with a few gadgets that a normal could use. These included a low level antigrav belt that let Chuck leap great distances, and variants of Dragonfly's antigrav "stings".


  He continued to act occasionally through the early 1980s, once teaming up with the contemplative and serene Jiang Sheng in San Francisco, but "getting too old for this crap" finally took its toll and he retired. It is not known what happened to him after his retirement.


  In the Alliance timeline, after hearing about his lonely fight from Solar Max he resolved to change things, and he assembled a team of heroes. As a result, the Second Heroic Age did not end, and may well have continued unbroken for decades.


  Finally, here's a few names that may come up, but don't yet merit full entries.


  Akers, Colonel: DARPA representative in San Francisco, worked with Brightsword at least once.


  Arc Wielder and Wanda: Sometime members of the Tinker Ten. Arc Wielder was a supertech user, but his actual skill at invention has not been established. Wanda was his normal human assistant.


  Beacon: A hero of the First Heroic Age, who invented several light-based devices, some of which were actually highly advanced Normaltech. He was involved in the founding of the Edison Project, but passed away some time before the start of the Second Heroic Age.


  Blair, Wilson: Husband of the first Lady Lawful, father of the second. A leading early researcher in Violation Physics.


  Clockwork Ibis: Roboticist with an Egyptian theme to his automata. Didn't get along with the Freemason. The only member of every incarnation of the Tinker Ten.


  Darkshield: Secretly a communist agent, his supervillain identity was pure distraction. His bulky armor really didn't give him the raw power to beat Brightsword, but his goal as a supervillain was to divert attention away from his real operations. Hence, his overt plots were often flashy and totally impractical. His son became a real supervillain in the 1990s.


  Flower Power: A hippie-wannabe with plant control powers. Most of the airhead personality she projected was an act, and underneath she actually agreed with her partner Union Label in most matters. Believed her powers came from the pollen of a special flower her parents bred. Retired after the Dimension Z invasion.


  Graybar: A three-time loser who found himself an unwitting guinea pig in experiments secretly arranged by the insidious Doctor Sheng, he was turned into living iron. Not particularly smart, and too full of himself to follow orders for long, he was rarely successful at his endeavors. He was killed during the Dimension Z invasion.


  Harris, Eric: In 1976, he was a college student majoring in physics and hoping to go into Violation Physics, if he could find a program offering it. In the main timeline, his research led to a lab accident in 1989 that blinded him and drove him mad, but also gave him incredible powers over forces. Adopting the name Devastator, he decided that humanity was a blight on the universe and needed to be destroyed. The greatest villain of the Third Heroic Age, he was trapped between dimensions in 1997 and thus survived until 2023, when he freed himself by taking over the body of the Template Killer, only to be slain by the Academy of Super-Heroes. In the Alliance timeline, he became the second "official" Dragonfly and was never in the lab accident that scarred his body and soul.


  LSDemon: Psychically able to send anyone on a mind trip. Looks vaguely like Timothy Leary, but wears an outfit similar to the Sgt. Pepper's Lonely Hearts Club Band members.


  Montessi, Iago: An alchemist in Renaissance Italy, he discovered the secret to immortality but was buried alive while in the deathlike coma caused by his serum. In the main timeline, he would be accidentally freed by Tymythy Twystyd in 1992 to become the villainous Lord Ebon, but in the Alliance timeline his prison was reinforced by the Wanderer in 1976.


  Panza, Joaquim: Going by the pseudonym Sancho Panza, Joaquim started as the bodyguard of industrialist Alessandro Quixano and then became his sidekick when Quixano took up the hereditary mantle of Don Quixote. Panza was a normal human, but with extensive (and mostly unrevealed) military experience and training as a bodyguard and driver.


  Preston, Sir Montegue: Ally of Jiang Sheng. A globe-trotting Englishman with no known powers, he was considered more of a holdover from the two- fisted mysterymen style of the First Heroic Age.


  Rechtigkeit I (Richard Konigswald): Patriotic hero of West Germany. His mother was a Jotuness summoned by the Knights of the Thule in 1937, but she didn't want anything to do with them and ran off, eventually marrying a mortal. Her son inherited much of her physical power, but none of her mystic skills, and became a superhero in the late 1950s through the early 1970s. He wielded a magic axe his mother had been given by her mother. He did not publicly acknowledge his heritage (trying to avoid the Nazi ties). His own son, the self-proclaimed "Strongest Man In The World" Herr Stark, killed him in 1993 but failed to claim the axe, which found its way into the hands of Rechtigkeit II in 1994 and Justice in the 2020s. Stark's bragging about being the grandson of a Jotun is pretty much the only information available to the public to suggest Rechtigkeit's lineage, and some think that Rechtigkeit may have instead married a half-Jotun. Rechtigkeit mainly stuck to solo work in Europe, but teamed up with Lady Lawful I a few times. "Rechtigkeit" means "Justice" (or "Rectitude") in German.


  Tinker Tom: Villain of the First Heroic Age, minimal paranormal talent, but a genius at souping up normal technology, especially hotrodded cars. Was a recurring foe of the original Lady Lawful, and a founding member of the Tinker Ten. Between his lower power level and his code against killing, he wasn't a very good fit with the more psychotic members, so he left the Tinker Ten early on. Mentored the young man who would later become Doctor Developer, died in 1983.


  Union Label: Strongly pro-U.S. hero who claimed to have the strength of America's workers. Dressed like the stereotypical hard-hatted construction worker with a flag tattooed on his arm. In private was less strident than his public persona, and he genuinely loved Flower Power despite their public bickering. Crippled in the battle against the invaders from Dimension Z, he was forced into retirement.


  Valkyrie: Teenaged Argentinian political refugee who dabbled in magic and was bound to the spirit of a Norse chooser of the slain. Primarily active in other dimensions until the Third Heroic Age, helping rebuild Asgard and fighting Jotuns, but did participate in the Dimension Z War for reasons she never explained (Odin told her they were Jotuns). Founded the Superhero Bar & Grill chain in 1987, and was later credited/blamed with helping inspire the more mercantile aspects of the Godmarket.


  Vencedor ("Victor"): Brazilian patriotic hero. He may not have had any powers (he hasn't appeared in any stories yet), and was primarily a propaganda tool for the military government. A captain in the FAB (Brazilian Air Force), his costume was a modified flight suit.


  The Wanderer: Long-lived Romanian mage. He was around during this time, and occasionally helped out on cases with a mystic angle, but did not become an out-and-out superhero until the 1990s. In the Alliance timeline, he was convinced to join Weapons Master's team.


  Zeemon, Professor: Ally of Brightsword's in his attempt to find the aliens he thought gave him his powers.


  TIMELINE


  - 1967 -


  General: The Second Heroic Age is considered to have started this year. A few heroes, such as Lady Lawful and Jiang Sheng, were active prior to this, but an upsurge in activity in San Franciso is generally considered to mark the beginning of the Age.


  March 5: Jim Jackson is abducted, and in the course of his escape discovers he has superhuman powers. He uses these, along with an alien weapon taken from his captors, to become Brightsword.


  April 14: Brightsword makes his first appearance in San Franciso, fighting a cell of Communist agitators.


  May 20: Communist supervillain Darkshield challenges Brightsword to a fight atop the Golden Gate Bridge. He has the upper hand until Brightsword is joined by Union Label and Flower Power, a duo later nicknamed the Odd Couple of the superhero set. Most mark this battle as the kickoff of the Second Heroic Age.


  August 1: UN Resolution 214, aka the Paranormal Warfare Treaty, declares that no member nation will knowingly use paranormals in military operations. Concerned by its lack of paranormals, the Soviet Union and China push for its acceptance and enforcement (although they publicly disclaim any affiliation with Darkshield or Dr. Sheng).


  - 1968 -


  General: There are rumored paranormal actions in Vietnam, but nothing is ever proven.


  March 15: San Francisco's Chinatown is rocked by numerous explosions as the insidious Dr. Huang Sheng's underground base is destroyed by the efforts of a loose team of government agents and Sheng's own son Jiang. While never high profile, Jiang is considered one of the city's superheroes by most who know of him, even though he doesn't seem to have any powers.


  August 21: The Tinker Ten are brought together by Darkshield. While their Earthquake Machine is destroyed before it can be used, the team of gadgeteers remains together in some form for the next decade.


  - 1969 -


  General: Supernormal activity becomes common in New York City. (Exactly who was active there has not been decided on yet by the writers.)


  July 20: Neil Armstrong is the first normal human to set foot on the Moon. There are rumors of Edison Project launches in the 1950s, but they have never been confirmed.


  - 1970 -


  General: San Francisco's status as a supernormal hub starts to fade. Jiang Sheng is still spotted occasionally, but seems to be fighting mundane criminals rather than his father. Flower Power and Union Label start traveling the country, and while they return to their "home" city every so often (such as during the 1975 Dimension Z affair), they prefer to go wherever people need help during the next five years.


  - 1971 -


  General: Miami sees a great deal of supernormal activity, including a trio of paranormal Cuban exiles who call for the U.S. to withdraw from the Paranormal Warfare Treaty and send them to Cuba.


  November 12: Antiochus V declares his war on humanity and rampages across the campus of Michigan State University.


  December 3: Dragonfly and Ladyhawke are first spotted in Detroit.


  December 25: Brightsword saves McMurdo Base from a mutant space penguin, and meets the woman he will eventually marry. Whether he was there on a mission from Santa Claus is a matter of some debate.


  - 1972 -


  General: Detroit becomes a hub of superhuman activity. Primary heroes are Dragonfly, Ladyhawke and Lady Lawful.


  March 13: The villain known as Powerhouse makes his first known appearance.


  - 1973 -


  General: New York City ceases to be a hub of superhuman activity.


  January 2: The Pranir make their first known contact with humanity, setting up a small trading post in Grand Rapids, Michigan. They are driven away by Delta Rose, who at the time is not publically known to be an agent of the Galactic Warrior Corpse.


  June 16: Dragonfly and Ladyhawke are wed, in a ceremony presided over by the original Lady Lawful.


  - 1974 -


  General: Miami ceases to be a hub of superhuman activity. Watergate brings down the Nixon administration, but no superhumans are involved in those events. Some of the Nixon tapes reveal he dismissed the idea of sending superhumans to Cuba out of hand, seeing them as a worse problem than Castro.


  May 12: Weapons Master makes his inauspicious debut in Detroit. He is recognized as the last "new" superhero of the Second Age. While a couple of heroes make their first public appearances later than this, they are known to have been active in secret before May 1974.


  August 1: Lady Lawful makes her last public appearance, fighting Arc Wielder and Wanda. There are rumors that she's actually aided by old sparring partner Tinker Tom. There is no announcement of retirement, however, and it is not until months later that rumors circulate that she has hung up the mask for good.


  - 1975 -


  General: The invasion by Dimension Z becomes harder and harder to deny as the year goes on. Detroit is the only concentrated hub of superhuman activity, although this is in part because most of the still-active superheroes and supervillains have started playing a game of cross-country hide and seek.


  February 2: Antiochus V makes his final appearance in the Second Age (in the main timeline). After this, he spends nearly 20 years in hiding, rethinking his plans and developing new technologies.


  April 30: Saigon falls, and Brightsword is rumored to have been involved in the evacuations, although he is never captured on film during the months leading up to the airlift.


  October 30-31: The Z-ruptor designed by Dragonfly and Don Quixote disrupts the disguises of a group of Z-lians, forcing the invaders from Dimension Z to move up their timetable and attempt a full invasion immediately. Forces in several cities across the globe start to seek out superhumans as well as military bases and attack them, with Boston, New York, San Francisco, Berlin and Tokyo being particularly hard-hit. A small force of heroes led by Don Quixote enters Dimension Z and destroys the Dimensional Inverter, saving the world. But Don Quixote has to sacrifice his life in the process.


  Union Label is crippled during the invasion, both he and Flower Power retire in its wake.


  - 1976 -


  General: Detroit ceases to be a hub of supernatural activity. This is the last year considered to be part of the Second Heroic Age. At some point during this year, there is a split in the timeline. One branch leads to the main ASH setting, the other diverges due to an unknown effect, creating the "Alliance timeline". Events that occur in only the Alliance timeline will be have an asterisk after the date. Events that only happen in the main timeline will have two asterisks. Unasterisked events happen in both timelines.


  January 1: Dr. Robert "Dragonfly" Baines is diagnosed with bone cancer in one leg. The leg is amputated soon after, effectively ending his superheroic career.


  January 8: Amy "Ladyhawke" Baines discovers she is pregnant.


  Spring: The Alliance timeline diverges.


  March 12 *: The Western Dragon successfully leads a revolt that pushes China out of Tibet. In the main timeline, the additional injuries sustained by her in 81AD kept her from waking up prior to 1997, and even then her power was much reduced.


  June 30 **: Dragonfly and Ladyhawke announce their retirement via a letter sent to local media outlets. They had not been active for months prior to this, and many see this as the official end of the Second Heroic Age.


  July 4 *: Antiochus V attacks Washington DC and is opposed by Dragonfly, Ladyhawke, Delta Rose, Fantom, Weapon Master and the villain Powerhouse. Antiochus V is utterly destroyed. Known to only a handful, the costumes of Dragonfly and Ladyhawke are worn by visitors from another timeline, who then act to ensure certain disasters from their own history are not repeated in the newly diverged Alliance timeline.


  August 4: Rodney Baines is born.


  - 1977 -


  General: This year is not considered to be part of the Second Heroic Age, but a few events of note related to heroes of that age occurred. By the end of the year, the only superhero known to be active is Weapons Master, who spends most of his time fighting the remnants of the Tinker Ten.


  January 2 **: Fantom leaves for Ghostworld and never returns.


  January 6 *: Fantom leaves for Ghostworld, but he returns in 1978. He left slightly later in this timeline, due to delays resulting from the Bicentennial battle.


  February 13 **: Delta Rose is recalled by the Galactic Warrior Corps, and leaves Earth after informing key government officials of the true nature of her mission. She would not return until a decade later.


  - 1978 -


  General: All events described for this year only happen in the divergent timeline of the Alliance of Super-Heroes.


  April 2 *: Weapons Master founds the Alliance of Super-Heroes, with Wanderer, Powerhouse and Delta Rose as founding members.


  July 21 *: Eric Harris becomes the new Dragonfly, and joins the Alliance.


  August 14 *: The Wanderer contacts Fantom in the Ghostworld, and convinces him to return and join the Alliance.


  - 1979 -


  April 1: In both timelines, Robert Baines finally dies from metastatized cancer. In the main timeline, he lived long enough to see the Second Heroic Age come to a definite end. In the Alliance timeline, he lived long enough to see it coming into full blossom.


  =============================================================================


  A Final Note:


  What can I say? I like worldbuilding. A lot of this stuff came out of background already established in ASH, or was mined from my Champions campaign in college, or even taken from my pre-college superhero creations. And some of it was made up on the spot to fill in gaps or serve the needs of the story I wanted to tell. I can't even remember the names of all the people whose ideas found their way into ASH in general, or this sourcebook in particular, but a goodly chunk of the new material came from or was inspired by conversations with Andrew Burton. Marc Singer reminded me about the Sheng family, as mentioned in CSV #19.


  ============================================================================


  For all the back issues, plus additional background information, art, and more, go to http://www.eyrie.org/~dvandom/ASH !


  To discuss this issue or any others, either just hit "followup" to this post, or check out our Yahoo discussion group, which can be found at http://groups.yahoo.com/group/ash_stories/ !


  ============================================================================


  Third Heroic Age
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  COHERENT SUPER STORIES


  An ASHistory Series


  Third Heroic Age Rosterbook


  copyright 2011 by Dave Van Domelen


  Latest Update: 4/1/11 - Vectrox and Ghostflare added, Lord Ebon updated



  



  In the wake of the Second Age Sourcebook and First Age Sourcebook, I figured it'd be a good idea to at least do something for the Third Age, which ran from 1986-1998 (and incorporates a lot of material from my college Champions campaign 1988-1992 and grad school Modern Knights stuff 1992-1994). However, one of the defining characteristics of the Third Age was the overwhelming number of superhumans and concepts and organizations and... just plain STUFF. It'd be easier to do a Fourth Age Sourcebook properly than a Third Age one. But some sort of reference material is necessary, to avoid things like the whole Veterans/Elite Brigade oops, and other cases where I re-mine my college and grad school RPG campaigns. So I decided to do a "short" rosterbook. And yes, this monstrosity IS short, compared to what could have been had I used the same format and level of detail as the First and Second Age Sourcebooks!


  The teams and individuals listed in this file have either appeared in ASH canon, been mentioned, or are things I intend to have show up someday. The level of detail is intentionally low, to avoid fixing in stone something I may want to change later. I don't plan to write a lot of stories about Third Age characters (most set then are about First or Second Age characters who lived long enough), so I don't need a lot of detail. Andy Burton's LL&DD series is Third Age, but he's got his own Wiki set up for that.


  Some of these characters use pretty much their original RPG campaign backgrounds, but many have been altered to avoid trademark issues, and some of the new backgrounds were written specifically for this document.


  There will be two sections to this rosterbook. Teams and Individuals, each broken up into Hero, Villain or Unaligned (which includes those who play both sides of the fence). The Teams section also includes organizations, races, etc.


  -----------------------------------------------------------------------------


  CONTENTS


  -----------------------------------------------------------------------------


  TEAMS AND GROUPS


  Heroic Teams/Groups - ASH (KCASH, LAASH, MASH), Elite Brigade/Veterans, London Knights, Raiders, St. Louis Cavaliers, Three Strikes/Four Strikes


  Villainous Teams/Groups - CSV, The Guys (The New Guys), JESTER, Jotuns, Khadam, Shunters, They Might Be Villains, Vipercoil


  Unaligned Teams/Groups - The City-State of Septimus Artorius, The Conclave, DSHA, Godmarket, Paranormal Liaison Department (NYPD), Planetary Confederation, Pranir


  INDIVIDUALS


  Heroes - Morgan Adams, Aleph Null, Angleman, Balder, Banshee, Barnstormer, Barrage, Bastion, Black Opal, Blackjack, Blitzkrieg!, Brightsword II, Bubba da Gargoyle, El Caballero Verde, The Catman, The Colonel, Commander Force, Constellation, The Darkling, Delta Rose, Doctor Developer, EMerald, Farrenheit, Fracture, Gravitrak, Ghostflare, Haze, Hellbound, John "Steel Jack" Hendrick, Horus, The Juggler, Lady Lawful II, Lightfoot, Liquid, Llama, LU-61, Matrix, Mylink, Opal, Pain Miser, Panzer, Professor Shade, Psiberpunk, Pushover, Rad, Rasher, Ravenfire, Rechtigkeit II, Redeemer, Set, Jiang Sheng, Solar Max I, Sproinger, Spyder 9000, Stormcloud, Strafe I-III/Centurion, Strafe IV, Jack Striker, Sword of David, Triple Eagle, Tymythy Twystyd, Valkyrie, Vectrox, Vencedora, The Wanderer, Warendja, Weapons Master, Will Zimmerman


  Major Villains (and their common minions) - Antiochus V (Lysias-13, Lysias-15), Devastator (Annihilators, Doctor Pue), Doublecross (Ringers, Light Brigade), Lord Ebon (Elementals, Undead, Magnum Suits)


  Other Villains - Alchemist, Pino Archangeli, Bacteriomage, Brawllerina, Challenger, Chesspieceface, Chro-Know, The Chuckler, The Copy Editor, Darkshield II, Depot, Doc Droid, Doctor Apostate, Flood, Florakyll, The Fomorian, Hellrazor, Herr Stark, Horus, KnockKnock, Erik Magnum, Max & Dex, Meathead, The Minotaur, Mistah Mekanique, Mr. Claw, Mr. Maze, Mylink (CSV), Naobata, Onslaught, The Persuader, Professor Upgrade, Ramjet, Doctor Huang Sheng, Skarr, Skulldigger, Sluggo the Buggo, Software Pirate, Strafe (CSV), Sutekh, Triangle Man, WarStar


  Unaligned - Avatar, Eye of Horus, President Danforth Quayle, Hector Rodriguez


  ----------------------------------------------------------------------------


  TEAMS AND GROUPS


  ----------------------------------------------------------------------------


  Heroic Teams/Groups


  ASH


  The premiere team of the Third Heroic Age, founded in late 1988 in Chicago IL, although they later moved to an artificial island off Milwaukee's shore after several high-property-damage incidents. Early members included EMerald, Set, Bubba da Gargoyle, Warendja, Mylink, Stormcloud, Strafe, Barnstormer and the Colonel. It went through various incarnations and dozens of different members over the years, with a roster once reaching 14 active members before the decision was made to split off "franchises". Lord Ebon nearly destroyed the team in 1997, causing much of the membership to decide it was time to retire. In 1998, membership of the core team was almost entirely made up of high powered avatars such as Set, the reformed Horus, Stormcloud, Balder and Valkyrie.


  KCASH - Kansas City ASH (pronounced "Kay-Cash"). The first "franchise" team, it was largely a collection of mid-powered misfits thrown together in 1990 because they hadn't made the cut to join the original team. During the Soviet Hardliner incident of 1991 they lost three members in the failed attempt to stop a fusion bomb aimed at Wichita KS, and disbanded soon after. There were plans to revive the team in 1998, but it had only gotten to the planning stages before the Barrier went up.


  LAASH - Los Angeles ASH (pronounced "Lash"). The second franchise, built around a small core of experienced superheroes that included pre- rejuvenation Valkyrie. This team was notable for dealing with menaces that were bizarre even by the standards of superherodom. Founded in mid-1990, drifted in and out of existence for several years.


  MASH - Manhattan ASH. The third and shortest-lived franchise. New York City in late 1990 really had no need for a high powered team, and the mismatch between MASH's power levels and the sort of street crime they encountered led them to disband rather than inspire escalation. They invited Black Opal to join, but he declined. The most prominent member of MASH was Solar Max I, who was only a part-timer.


  Elite Brigade/Veterans


  This was a team composed mainly of "former" military veterans who publically acted as a regular superhero team in the Washington D.C. area under the name "the Veterans". Due to treaties signed in the 1960s, the U.S. military could not officially use superhuman soldiers, but this didn't stop them from trying to find loopholes. Project Electric Warrior was an attempt to create cyborgs who could operate at superhuman levels without violating the treaty, but the only successes (the Colonel and Strafe IV) turned out to be supernormals "underneath" the cybernetics. As the Veterans, they protected the eastern seaboard after MASH failed to take hold. As the Elite Regiment, they engaged in quasi-legal activities in support of military objectives, such as Operation Stormfront in Kuwait in 1991.


  The Colonel led the team and represented the Army. Strafe IV was the Air Force's contribution, and Barrage was the Navy man on the team. Former ASH member Barnstormer was the token civilian, and was generally not involved in the Elite Regiment missions. Canada's Commander Force occasionally worked with the Elite Regiment. The Marines and National Guard had representatives as well.


  London Knights


  Mentioned in passing in WarStar #3, nothing else has been revealed about this team. They may not even be European, but from London Ontario.


  Raiders


  Based on Columbus, Ohio in the early 1990s, this started as a simple case of paroling a not-particularly-villainous superhuman (Bastion) into the custody of a trusted government-sponsored hero (Matrix). The duo clashed with the demon Naobata and ended up teaming with the Wanderer, who had been drawn to the area by the blood magic practiced by Naobata's followers. The trio formalized their grouping as the Raiders, and the team endured even after both Bastion and Matrix left. The Scytharian cyborg Blitzkrieg! and the spatial mage Tymythy Twystyd replaced the founding duo, and they were later joined by former DSHA agent Haze.


  The Raiders tended to clash with powerful mystic foes, in large part because the Wanderer knew where to find them, and were recurring thorns in the side of Lord Ebon. They broke up in 1995 after several roster changes that saw people enter and leave in weeks or even days, but Tymythy and the Wanderer remained close allies until the bitter end.


  St. Louis Cavaliers


  A low-powered team that tended to concentrate on street-level crime despite their flashy powers and costumes. Once in a while they'd participate in major events, such as the fight against the City-State of Septimus Artorius, but their contentment with their niche helped them stay together far longer than most teams.


  The core members were Opal, Farrenheit and the Juggler. The roster never grew to more than 5 people. It was rumored that the team was actually a polyamorous group, but they never confirmed or denied the rumor.


  Three Strikes/Four Strikes


  A semi-covert team sponsored by the DSHA, they tended to take on missions that were "under the radar". Led by Jack Striker, the team included armored hero Depot and strongwoman Lady Lawful II. Later, Depot went rogue and was replaced by Doctor Developer. Based in Chicago, but with worldwide range.


  Originally named the Three Strikes, it was renamed when the mage Will Zimmerman joined and expanded the roster to four.


  * * * *


  Villainous Teams/Groups


  CSV


  When ASH traveled to the Curseworld and helped Preserver (the local alternate of Devastator, who had ironically been turned good by his lab accident) defeat their own evil counterparts, the surviving members of the Conclave of Supervillains found a way to follow ASH home, and soon set themselves up as the ruling faction of Haven, an artificial city of supervillains and mad scientists in the Mediterranean. Their roster rarely changed, as they didn't trust "aliens", but once in a while they would replace a member lost in action...or to Haven's cutthroat politics.


  Challenger generally led the team, with Strafe (CSV) and Horus as his enforcers. Mylink (CSV) was the most likely to scheme for that position, and eventually Challenger tired of this and took her into orbit and left her there to wait for her Safsuit to run out of power.


  The Guys


  A loose alliance of self-proclaimed "macho" villains, who took on punnish codename when working together. For instance, a weather-mage might call himself Harry Kane while on a mission with The Guys. No women allowed. Alan Steel, a robot, was the only consistent member of the group, and acted as a stabilizing influence through his quest to be "just one of the guys".


  Their most notable mission was also their last. They successfully ambushed President George H.W. Bush in 1990 by hiding under the Reflecting Pool and attacking savagely before defenses could be activated (defenses that were suspiciously slow in coming online). They were defeated by ASH and imprisoned, but vanished soon after, never to be seen again. Conspiracy theorists claimed that newly-installed President Quayle used his power to make them vanish, lest they reveal his part in the death of his predecessor.


  The New Guys - Formed in 1992 in Detroit, although they had no fixed base. They kept the alternate codename gimmick, but did allow some female members, as well as "non-gendered" alien and robotic members, so long as they were sufficiently manly. At times the New Guys seemed more like a supervillain social networking tool than an actual team.


  JESTER


  Justice-Evading Superhero-Tormenting Entertaining Rogues. Despite their avowed goal of bringing fun to the world, they were definitely villains, and possibly the ones a hero team least wanted to see coming their way. Not all of their members had actual powers, some were just wannabes who put on wacky costumes and set out to get on the news. However, there was a small core membership that was a lot more organized and clueful than they let on, and these were the ones who made sure all the goofballs got to have their fun without getting killed. They even managed to infiltrate ASH with one of their own (Barnstormer). Other known members include KnockKnock and Sluggo the Buggo.


  Jotuns


  One of the more organized and persistent groups of extradimensional invaders of the Third Heroic Age, these fallen Purebloods were able to see the Godmarket coming, and hoped to get into a position to take advantage of it, possibly leveraging the fall of another group of gods to reascend to full godly status themselves. Powerful mages and shapeshifters, they started getting involved in small ways as early as the 1930s, but it wasn't until reuniting with their lost colony (Dimension Z, see Second Age Sourcebook) that they were really able to get going.


  Their schemes had both mystical and technological aspects, and by 1997 they had significantly infiltrated human power structures despite (or maybe because of) a number of notable defeats at the hands of both ASH and the Raiders. Their greatest success was Magnum Industries, which had managed to consolidate a large percentage of supertech research and development by the mid 90s.


  Khadam


  http://www.eyrie.org/~dvandom/ASH/Academy1 for full details. The quintessential superhuman Rogue State.


  Shunters


  A group of interdimensional invaders who tried to attack Earth in 1979, using teleporters for a tactical advantage. Repelled by purely normal means, however, and their teleportation technology found its way into Doublecross's hands.


  They Might Be Villains


  Very minor team of misfits, led by Chesspieceface, and including members such as Flood, Mr. Claw and Triangle Man. Only notable because at one point a disembodied Lord Ebon chose Chesspieceface as his new host, leading to (among other things) the creation of Constellation from TMBV member Flood. Clashed with the early incarnations of the Raiders, and had an on-and-off rivalry with JESTER.


  Vipercoil


  Snake-themed villain group in Phoenix, included members such as Iron Rattler, Deathfang and the Pit. Torn apart by internal strife, resulting in Deathfang being the only survivor of an intra-team massacre. Held up by Triton during hte Fourth Age as an example of a dysfunctional villain group (CSV #22).


  * * * *


  Unaligned Teams/Groups


  The City-State of Septimus Artorius


  In ASH-Mainline, a young woman in Roman Britain met with an untimely end in an accident in the 5th Century. But in an alternate timeline, she made some small choice that spared her life, and one of her sons was born with paranormal powers of charisma and persuasion. In this other reality, the boy grew to become the Emperor of Rome, reuniting Eastern and Western Empires.


  His power of persuasion was inherited by his children for several generations, leading to a Roman Empire that never fell. By 1990 (or its equivalent in local reckoning), the empire was starting its conquest of North America, facing a powerful Mesoamerica-based empire in land battles that saw mobile cities as the primary military unit.


  Named after the seventh Emperor to take the name of the great unifier, one such war city was hit by a powerful and experimental Mesoamerican spacewarp bomb at the same time that ASH was trying to seal the "hellhole" leading to Hellbound's dimension of torment, and the entire city came bursting through into north-central Illinois.


  After some confusion, the war city decided to start conquering this new land in the name of the Empire, trusting their scientists back home to find a way to follow. After all, they were designed to operate with total independence in the field, with no support for periods of several years at a stretch. With hundreds of genetically augmented Centurions and highly advanced war machines (both supertech and normaltech), they cut a swath across the Great Plains before being driven into Canada, cornered and destroyed by an alliance of dozens of superheroes and several supervillains.


  The city itself was abandoned, and the soldiers sent home or given sanctuary as they wished. Magnum Industries got the contract to study the city, but Antiochus V eventually took it over to use as his base in the TechnoMystical War. Rather than let someone else try that again, the ruins were completely destroyed after Antiochus V's mysterious departure (he was killed by WarStar, WarStar #3).


  They're listed as "unaligned" because they weren't really good guys or bad guys, just lost foreigners trying to carve out a place for themselves. They just got a little too aggressive about it.


  The Conclave


  An ancient order of Anchors, no one knows exactly how far back their history goes. They've always had members in positions of political, economic and religious power, although they would reach their zenith in the early 21st Century.


  During the Third Age, they were best known as a sort of "union" for mercenary Anchors, helping them obtain training and alien technology that would work alongside their Anchor abilities. Known members included Pino Archangeli, Devlin Marx and Hector Rodriguez. Conflicts often erupted between members of the Conclave, however, and the organization could not be said to have a consistent or coherent "mission statement" beyond that of "Do whatever benefits Anchors" and "Keep the peace among Anchors". A significant faction within the Conclave advocated worship of the Egyptian gods, however.


  DSHA


  The Department of Superhuman Affairs, the United States of America's official organization for dealing with superhumans. While they did have highly trained combat operatives, their main focus was on legal matters, especially liability law and intellectual property law. Licensed superhumans essentially had DSHA acting as a combination of agent and legal team, handling things like merchandising, insurance and lawsuits.


  Generally a force for good, the DSHA did have a tendency to meddle, trying to get heroes to reduce property damage and other liability matters, or pushing them to do things that would enhance their marketing potential. As such, they count as "unaligned" because they were often in antagonistic roles.


  Also, it didn't help that Bennett Rush (Doublecross) manipulated DSHA resources for nearly 15 years before being "outed" by the Raiders as a supervillain.


  Godmarket


  Various Purebloods sought to manipulate humanity from practically the start of the 20th Century, but in 1997 it went all-out. Modern advertising techniques were applied to bring in worshippers. Pantheons that had the biggest success in this endeavor were the Greco-Romans, the Aesir, the Egyptians and the Titans (although the Titans were knocked out of the running fairly quickly). Several other pantheons stuck with their traditional audiences, such as the Shinto gods in Japan or various African tribal gods.


  A number of "demons" who had fared badly in earlier publicity wars tried to rehabilitate their images, such as Mammon or Moloch, but with Christianity having painted them in a bad light for centuries they had little luck.


  Paranormal Liaison Department (NYPD)


  Formed by the New York City Police Department to deal with the profusion of superhuman vigilantes in the late 1980s, it had ten officers at its height, tasked with keeping vigilantes at least mostly on the right side of the law. As such, they were seen by heroes in an often antagonistic light.


  There were reportedly over thirty paranormal heroes in New York City in the late 1980s, although few of them were particularly powerful. Their usual foes were equally low-powered, meaning that a group of well-trained and well-equipped police officers could actually make a difference. When MASH came to town for a few months, the PLD was stretched to the limit trying to avoid a superhuman armsrace, and the Liaison Department was instrumental in convincing MASH to disband for the good of the city.


  Planetary Confederation


  See http://www.eyrie.org/~dvandom/ASH/Academy5 (Alien Races) and http://www.eyrie.org/~dvandom/ASH/Space (Space Travel) among other sources. Run by the humanoid aliens the Santari with backing from the insectile T!rir, the Planetary Confederation is roughly a sphere 250 lightyears in diameter. Earth is at the fringe of this sphere, and only started to get attention from the PC in the 1970s.


  The Galactic Warrior Corps is an arm of the PC that concerns itself with dangerous technologies, and they saw a lot to worry about on Earth. While helping protect Earth from some of the more rapacious unaligned alien races, the GWC also tended to move against Earthly interests at times as well.


  Pranir


  In a strict legal sense, the Pranir are affiliated with the Planetary Confederation. However, their own tumultuous political structure means that at any given moment the majority of the Houses tend to feel that agreements with the PC don't apply to them.


  Serpentine bodies covered in feathery fur combine with their beaked faces to give them the nickname "snakeowls". Their four arms are dextrous if not very strong. Pranir are like the Dutch Traders of the spaceways. They're generally honest ("A happy customer is a repeat customer"), but won't bend over backwards to warn a buyer of potential pitfalls. Especially since they may not even be aware of the problems themselves....


  ----------------------------------------------------------------------------


  INDIVIDUALS


  ----------------------------------------------------------------------------


  If the character's real name or aliases are known, they will be listed in parentheses after their codename. Those who have no codename are listed by real name. Those whose real names are deliberately unknown (and not just not yet decided on) will be indicated.


  Those with a single asterisk after their name are considered "first tier" heroes, the ones with the best merchandising the most impressive reputations. Those with two asterisks are either strong second tier, or are first tier only near the end of the Third Heroic Age (avatar types in particular gained power and prestige during the Godmarket).


  Heroes


  Adams, Morgan (real name unknown)


  Unpowered adventurer active in Washington DC and worldwide, often working alongside Jiang Sheng. Survived into the Fourth Age.


  Aleph Null


  A mathematical mage, member of KCASH and later an occasional reservist for the main ASH team. Somewhat fragile in a fight, he was more useful in a support role.


  Angleman


  Active in Salt Lake City. Nothing else known. (Passing mention in Warden #10.)


  Balder **


  Avatar of the Aesir of the same name. He had light-based powers and a vulnerability to mistletoe. It is unknown whether the Balder who served with the first incarnation of ASH was the same as the one who served with its last roster, the nearly ten years of absence suggest the original avatar didn't work out and took a while to replace.


  Banshee


  Power-armored member of ASH, her main offensive system was a sonic screamer. Her armor was constructed by the same people who built Ravenfire's suit and Banshee designed both suits. After Banshee retired the sonic weapon was added to Ravenfire's arsenal. A member of the informal "Armor Angels" subteam along with EMerald and Ravenfire.


  Barnstormer


  Light-controller, focusing on illusions and dazzlement, but also able to create potent laser beams. Also secretly an occasional member of JESTER under the alias Babette. A founding member of ASH, and later the token civilian of the Veterans (representing veterans of superhero groups).


  Barrage


  Naval rating who gained the ability to transform himself into living steel and leap great distances. Unfortunately, he was also not buoyant, making him less useful in his old service branch. Adapted reasonably well to groundpounding missions with the Elite Regiment.


  Bastion


  Good-natured Rastafarian with the ability to create forcefields. His parole on drug possession charges led to the creation of the Raiders, but he only stayed with the group for a few months. Once his parole was up, he left. Occasionally also known as Dredbanger.


  Black Opal (Robert Chin/Chin Tseng)


  A low-level paranormal with enhanced strength and agility and a knack for supertech. He became active in 1983 (contrary to claims in Warden #10 that placed his career as starting in 1976), shortly after Minuteman's true identity was revealed. It's believed that he based his own helmet after Minuteman's as an homage. He also wore a matte black bulletproof costume of his own design and worked out of an underground Sanctuary concealed below a grocery store. Fought street level crime in the New York City area, died shortly before July 1998. He was the first paranormal to work with the Paranormal Liaison Department (NYPD).


  His granddaughter Maddie Chin would later become part of the Hellhound vigilante identity.


  Blackjack


  Possessed a deck of magic cards, some of which accessed alternate or pocket dimensions. Died as he attempted to banish a nuclear missile into one of these pocket realities. Founding member of KCASH.


  Blitzkrieg! (DU-3345)


  Scytharian Defense Unit 3345, he was in suspension on the crashed trade ship that formed the basis of Khadam's technology. Freed from suspension by the Raiders, he joined them for a few months before getting drafted as Delta Rose's lieutenant. As a cyborg, he had few rights under Planetary Confederation law, but fairly substantial rights under United States law, which caused some jurisdictional disputes later on.


  Despite being century-old technology by Scytharian standards, he was still able to compete as a superhuman.


  And yes, the exclamation point is officially part of his name. He insisted on it.


  Brightsword II (Gloria Jackson) *


  Daughter of the original Brightsword, whose genetics had apparently been permanently altered by the experiments than unleashed his superhuman powers, allowing him to pass on his powers without modification (most superhumans who have children find that their kids have different powers). Jim Jackson passed his laser torch on to his daughter as well once she was old enough to put on the mask.


  Aside from the military members of the Veterans, Brightsword II was the most openly patriotic American superhero of the age. While not containing stars or stripes per se, her costume was red, white and blue (white bodysuit, blue gloves, boots and mask, red sword emblem).


  Bubba da Gargoyle


  It's a common staple of horror fiction: don't annoy the old gypsy fortuneteller, she might be a strega. And that goes double in a world where there's plenty of evidence that magic is real. But "Bubba" was too much of a jerk to pay heed to this, and ended up getting cursed. He would slowly turn into unmoving, unliving stone in the shape of a gargoyle. But because of his own unexpressed magene ability, he could control the change, at least for a while. He hoped that be becoming a hero he might convince the strega to lift the curse before he turned into immobile stone, and was a founding member of ASH.


  It has not been revealed whether the curse was reversed, or if he simply vanished in 1998 prior to it taking full effect.


  El Caballero Verde


  Street-level hero in Mexico City from 1988 through 1991. His sole power was that he was unkillable, but he died while saving an Anchor child from a burning building. He was never prominent enough to have attracted official notice during his career.


  The Catman (Edouard) **


  In an alternate reality where the United Empire ruled the world, the brilliant Doctor Moreau was just a little more savvy about things and managed to keep his island from turning into a nightmare. Instead, a new age of legalized slavery began, with domesticated animal uplifts in the place of oppressed human groups.


  Edouard the uplifted feline (slaves didn't get last names) was part of a resistance movement, learning forbidden fighting arts on his Brazilian plantation. Unfortunately, the extended life of the neo-Victorian society came to a violent end in 1989 as one of the many mad scientists of the era succeeded in blowing up the world via a dimensional rift generator.


  Edouard was, as far as he knows, the only survivor of his world, blown through one of the unstable dimensional rifts that tore the planet apart in the wake of Dr. Eric Harris's experiment with Zero Point Energy. It's possible other survivors exist, sent through to other realities, but he has never found another native of his world in ASH-Mainline.


  As one of many interdimensional immigrants of the early Third Age, and possessed of inhuman fighting talents, "Eddy" was placed with ASH as a sort of immigration measure, and ended up leading the team for two non-consecutive terms covering much of the 1990s. As "the Catman" he was never a heavy hitter, but his tenacity and skill let him pull more than his own weight, while his leadership abilities proved more useful than any power.


  The Colonel **


  One of only two successes of Project Electric Warrior, he had enhanced strength and durability, plus electrical generation systems. For a time he rode a flying motorcycle, until tampering by JESTER caused it to "give birth" to a number of miniature three-wheeled AI's known as "The Trikes". That put him right off motorcycles.


  After a short career with ASH, he moved on to lead the Veterans and the Elite Regiment.


  Commander Force **


  Part of Canada's version of Project Electric Warrior, he had enhanced physical abilities and circuits that generated a force field. He was armed with a plasma pistol that could shoot "pellets" of plasma or streams of fire. He was a member of ASH for exactly one mission as Force, during which nearly burned down a large section of Chicago.


  After extensive retraining and a rebranding as Commander Force, he acted as Canada's lead superhero for a time, occasionally working alongside the Elite Regiment. Feeling unappreciated by his government, he joined WarStar's army in early 1998, and accompanied WarStar to his home reality shortly before the Barrier went up.


  Constellation (Floyd Johnson)


  Formerly They Might Be Villains member Flood, he was thrust into a drama-run reality by Lord Ebon and merged with a bodiless soul to become a powerful dimension-spanning entity. So great was his power that he could occasionally generate his own pocket realties that reflected his home universe, but with alterations that suited his needs, conscious or otherwise.


  The Darkling


  Active in New York City, nothing else known. (Passing Mention in Warden #10.)


  Delta Rose


  See the Second Age Sourcebook. During the Third Age she mostly acted as a representative of the Galactic Warrior Corps in an administrative or diplomatic capacity, rather than going into battle. By Third Age standards, she was somewhat low-powered.


  Doctor Developer (Cameron McKay)


  Son of a small-time thug, he was taken under the wing of First Age (and Second Age) villain Tinker Tom. Despite his lack of a Magene, McKay learned how to manipulate "Supertech" in significant ways. After a brief career as a fairly odd and non-lethal supervillain, he reformed (more or less) and joined the Three Strikes (later Four Strikes).


  A natural genius at science and synthesis, he often used alien technology to compensate for his inability to fully use supertech. He survived into the Fourth Age and mentored the Reverse Engineers.


  EMerald *


  During the late 1980s, Bennett Rush was looking to create the most powerful battlesuit that someone with low to no Tesla Index could use (combining alien technology with low-level supertech), and redirected DSHA resources under the table to a number of inventors to that end. One such inventor used his fiancee as the test pilot for a battlesuit that gave the wearer command over the entire electromagnetic spectrum, the EMerald suit. With this suit, she was a founding member of ASH.


  Pleased with the success, Rush used backdoors built into the cybernetic control suite (that he'd supplied to all of his contractors) to control EMerald on occasion, having her steal the last few pieces he needed to create a more powerful version of the suit. EMerald broke his control and destroyed the suit, but never found out who Doublecross really was prior to his "outing" by the Raiders. She eventually adapted the armor of a reality- displaced hero for her own use and continued as a hero, leading ASH for several terms. She was also part of the informal sub-team known as the "Armor Angels" algon with Banshee and Ravenfire.


  The original suit relied on forcefields for protetion, while the second suit used brute armoring. Both could fly.


  Farrenheit


  Heat projecting hero and member of the St. Louis Cavaliers. A fairly fast runner, but otherwise had no special movement powers. And yes, he knows his name is "misspelled", it's intentional. He thinks it looks cooler that way.


  Fracture


  Originally an early member of ASH as the power-armored Badger, who used massive steel claws to burrow through the ground and slash at his foes. Selected for sacrifice by a demonic cult, he absorbed some of the power of the disrupted ceremony, surviving a fatal wound and gaining superhuman speed. However, he also constantly vibrated in such a way as to crack rigid objects he was in contact with. Being knocked out while on concrete could lead to his teammates needing to dig him out of a pit after the fight.


  Ghostflare


  Powers unrevealed. Joined ASH in late 1997, killed by Lord Ebon.


  Gravitrak ("Eric Harris" to any DNA scan, but no alternate ID of his own)


  A flawed clone of Devastator. His gravity powers were mainly internalized as great strength and durability, plus the power of flight. He shared his "father's" vulnerability to light. He later learned to use his gravity power for limited ranged effects.


  Haze


  A DSHA agent who got in the way of Naobata's cultists and was vaporized, she found that it didn't kill her. A living cloud of mist, she learned how to generate different chemicals within herself. A member of the Raiders for several months.


  Hellbound (John Travers)


  See the First Age Sourcebook. Johnny Angel came out of 45 years of hellish exile with flame-related powers, and a fiery variation of his original teleportation abilities. He was rescued by ASH and joined it for a few months before setting out to find out how the world had changed in his absence.


  John "Steel Jack" Hendrick


  An unpowered adventurer who worked with Morgan Adams on occasion. Father of STRAFE field leader Richard Hendrick.


  Horus (Myron Telix, Curseworld) **


  In 1998, the god Horus restored the sanity of his Curseworld avatar, and the now-heroic Horus joined ASH for the final few months of its existence.


  The Juggler


  A man made of living chromium, who juggled shotputs and could throw them at villains with the impact of a cannon shot. Member of the St. Louis Cavaliers.


  Lady Lawful II (Jennifer Blair) **


  Daughter of the original Lady Lawful (see Second Age Sourcebook), her baseline abilities (strength, agility, durability) were roughly equivalent to those her mother possessed while wearing the Enhancement Belt, and putting on the belt increased those powers another tenfold. Founding member of the Three Strikes.


  After a rather strange courtship, she married Doctor Developer, only to leave him a widower on July 6, 1998.


  Lightfoot (Tom Dodson)


  Has the ability to make things go fast, including himself or anything he touches. A sort of "apprentice" to Solar Max I, his career in ASH was cut short by a mission on which he was forced to push himself to near light speed to get a doomsday device out of Earth's atmosphere. About thirty years later (but only a fairly short time subjective) he made it back home, and joined the Fourth Age's version of ASH.


  Liquid


  Wore a suit of power armor filled with water and powerful pumps that let him project the water at firehose force. He could also move underwater at high speed, and was generally strong and durable in the suit. A long time member of ASH, his armor was destroyed by Lord Ebon in 1997 and he never rebuilt it before vanishing in the creation of the Barrier.


  Llama


  His codename means "flame" or "blaze", so presumably he had fire-based powers. Operated out of Mexico City. Had trouble living down the "furry animal that spits" meaning of his name.


  LU-61 ("Louie")


  Lupine Unit 61, an intelligent robotic wolf with a distressing habit of getting blown up real good. LU-60 joined ASH during its second year and eventually got rebuilt into LU-61 using "probability capacitors" salvaged from a group of interdimensional heroes who were slain in combat (the same group whose armored member gave her suit to EMerald). JESTER once built VN-1 (Vulpine Nuisance 1, or "Vinnie") specifically to annoy him.


  Matrix


  A young man dying of a degenerative nerve disease, he was saved by having his mind placed into a solid light Scytharian construct (similar technology was stolen and used by Doublecross). Worked as a government sponsored hero and was a founding member of the Raiders. His fate after the Third Age is unknown...as a beneficiary of alien technology, he had no Magene. It's possible that, as a "cyborg" under strict Planetary Confederation law, he was recalled by his owner, much as Blitzkrieg! was.


  Mylink


  Telepath, founding member of ASH. Generally gentle, she never really liked combat, and retired after only a few months.


  Opal


  Acrobatic young woman with the ability to project shimmering "liquid energy" from her fingertips. Member of the St. Louis Cavaliers.


  Pain Miser


  Active in New York City, nothing else known. Presumably a dark hero. (Passing mention in Warden #10.)


  Panzer


  Superstrong and durable German hero who could run at 40mph and tended to slam headlong into opponents. After his left leg was bitten off by an extradimensional demonlord, he used a cybernetic replacement. Unlike Rechtigkeit, he emigrated to American and was a member of ASH, rather than becoming a national favorite back home.


  Professor Shade


  Active in Boston, nothing else is known. (Passing mention in Warden #10.)


  Psiberpunk


  Member of The Rush from 2112, this cyborg had a psiweb built into his skull that let him use talents similar to telepathy and psionic blasts. He also had enhanced strength, but preferred not to use it as it tended to rip up his own body. Defected from The Rush and joined ASH in 1990. Apparently was paranormal enough to vanish in 1998.


  Pushover


  Founding member of KCASH with the ability to drain kinetic energy from his targets. Died in failed attempt to stop the nuclear destruction of Wichita in 1991.


  Rad (Rodney Baines) **


  Son of Second Age heroes Dragonfly and Ladyhawke, he had powerful radiation-based abilities. His offense far outstripped his defense, however, and he was often the first person to be taken out in a fight, resulting in "off in Radland" becoming slang for "beaten unconscious". A member of ASH for several years, retired briefly in the wake of Lord Ebon's assault on the team, but came back to help revive KCASH.


  Rasher


  Plant-based powers. Interacted with one or more of the heroes who would found ASH, but did not join the team.


  Ravenfire (sometimes spelled RavenFire, Natasha Ravenova) **


  A rich young lady with minor telekinetic powers, she hired inventors to build her a suit of power armor that would enhance those abilities, giving her flight, forcefields and plasma bursts. She later added Banshee's sonic projectors to her arsenal. Member of ASH for several years, she was critically injured in Lord Ebon's 1997 attack and had not yet fully recovered by July 6, 1998. She was part of the mid-90s informal sub-team known as the "Armor Angels" along with Banshee and EMerald.


  It is uncertain whether she was related to Tobias Raven, the second Darkshield. It seems likely he fabricated evidence of this as part of a plot to gain control of Ravenfire's fortune.


  Rechtigkeit II (Sofie Rasch) **


  A drug-addicted gang hanger-on, Sofie found herself called to a cave in the forests of Germany while fleeing from danger in 1994. There she found the Axe of Justice (see Second Age Sourcebook, Rechtigkeit I), which purged her system of drugs and gave her the power and drive to be a force for right. Acted as a solo hero in Germany from 1994 until 1998. When she vanished, the axe hid itself again, to be found by another in 2023.


  Redeemer


  Telepath who replaced Mylink in ASH's roster. Slain by the demonlord that took Panzer's leg, his ghost returned to serve with ASH for several years. Mentioned in ASH #17.


  Set (Myron Telix) *


  To call Myron Telix mild-mannered would be to overstate his strength of personality. He was downright meek, a real armchair archaeologist. But, pressured into going along on a dig, he found himself chosen by the god Set (in a fit of whimsy) to be his heroic avatar in 1989. Able to turn into a physical powerhouse among the strongest in the world, he was still a mousy academic underneath, and never really learned to be as threatening as his jackal-headed form would merit.


  Sheng, Jiang


  See First Age and Second Age Sourcebooks. He went underground after his role as Minuteman was revealed in 1983, but resurfaced occasionally in the company of Morgan Adams or Chuck Morse. Cybernetically possessed by his father on July 6, 1998, he physically survives in 2026.


  Smoke


  Active in New York City, nothing else is known. (Passing mention in Warden #10.)


  Solar Max I (Dave Van Domelen)


  Part of a Violation Physics thinktank, he was working in the lab when several experiments went haywire all at once, empowering several of the researchers with various talents. Granted the ability to warp spacetime and draw power directly from the Sun, he took the name of the little satellite that could (the Solar Maximum Mission, aka Solar Max), and engaged in an intermittent heroic career.


  While effective in a fight, his heart was really in research and exploration, and he spent more and more time flexing his ability to travel at high FTL speeds to explore the galaxy. Lost coreward on such a jaunt, he was too far from Earth to be affected by the creation of the Barrier, allowing him to survive into the Fourth Age (once he found his way back).


  Sproinger (Peter Naismith)


  Active in New York City, one of the lighter heroes of the city. Has super-leaping powers, and was an early pioneer in the Worldwide Web in his civilian ID. (Passing mention in Warden #10, appeared in "Click" one-shot.)


  Spyder 9000


  A creation of Doc Droid's that gained full self-awareness and a conscience. Occasionally worked alongside the Raiders, but usually worked solo.


  Stormcloud **


  Avatar of Amerind stormgods and founding member of ASH. She went off on her own for several years, but returned to the "all avatar" ASH roster in 1998. General storm powers.


  Strafe I-III/Centurion **


  A small-time thief who stole one of the many power armor projects Doublecross had financed. However, this particular projet included the inventor's own spin on the cybernetic control system, including a compulsion to do good, which turned the thief into the armored hero Strafe.


  Nearly sacrificing himself to save Chicago from a near-godly threat, he was rebuilt into a cyborg (Strafe II) and later had his cybernetics refined to the point where he could pass as human (Strafe III). All versions were strong, durable and could project powerful energy blasts. Strafe I had a "Overload Blast" that could do tremendous damage at the cost of the user's life, this ability was not reproduced in the cyborg versions.


  Later, Strafe was subjected to a mutagenic deathtrap which caused him to reject his cybernetic implants...fatally. However, the mutations restored him to life and gave him new powers, at the cost of gaping holes in his memory. Shaping the energy fields he could command into romanesque armor and weapons, he claimed to be a visitor from a reality where the Roman Empire was still in power...imagine his surprise when the City-State of Septimus Artorius showed up!


  Note: there is no deliberate connection between his Centurion identity and the mysteryman of the same name from the First Age, but he may have been subconsciously influenced.


  Strafe IV


  A later attempt at the technology of Project Electric Warrior, this cyborg could control superheated plasma and fly. Given that the previous Strafe was going by "Centurion" by the time he was ready, the Air Force decided to give the name to their cyborg agent. A member of the Veterans/ Elite Brigade.


  During the Godmarket he received additional upgrades in an attempt to stay ahead of the power curve, but they adversely affected his sanity and judgement.


  Striker, Jack


  Founder of the Three Strikes, his superhuman power is the ability to form effective groups.


  Sword of David


  Leader of Israel's "Special Division" superhuman strikeforce in 1998. He was invulnerable and wielded a supertech sword with a monomolecular blade.


  Triple Eagle


  Founding member of KCASH, had the ability to turn into a winged form that could fly at Mach 3. Died in the Wichita Incident.


  Tymythy Twystyd (Tim Bose) *


  Canadian metaphysics student, he used a combination of drugs and meditation techniques to raise his Tesla Index from zero to the high double digits, specializing on the warping of spacetime. While there were several known means of raising a low Tesla Index, Tim was the first (and so far last) person to go from a total flatline to nonzero (Lorenzo Archangeli would later do him one better and go from being an Anchor to being a low-level Pureblood, but he used means other than what Tim discovered).


  Tym eventually learned the full suite of traditional mage powers under the tutelage of the Wanderer. His example led many to try to give themselves powers, and while his unwanted "cult" was weakened by the Godmarket, it survives into the Fourth Age. In over thirty years of trying, however, no one has provably repeated the so-called "Bose Transformation".


  Valkyrie (Maria Castillo/Mary Castle) **


  The Castillo family fled Argentina just ahead of being "disappeared" in the 1970s, and young Maria felt alone and alienated in their American exile. Turning to mysticism as a means of rebellion, she sought a demonic patron, but was found instead by Odin, who made her one of his choosers of the slain. Mainly active behind the scenes during the Second Heroic Age, although she played a pivotal role in defeating the invaders from Dimension Z. In 1987 she founded the Superhero Bar & Grill chain, acting to support heroes around the country. She served briefly with LAASH, despite advancing middle age taking its toll on her vitality. In 1997, Odin gave her one of Iduun's apples, rejuvenating her and increasing her powers. She soon joined ASH, and was a major factor in the team surviving Lord Ebon's assault.


  Vectrox


  Speedster, possible other unrevealed powers. Joined ASH in late 1997, killed by Lord Ebon.


  Vencedora (unrevealed)


  A rabble-rouser who took the name of the Second Age flagsuit Vencedor to thumb her nose at the government, who she felt wasn't instituting reforms quickly enough. A master of capoeira, with augmented strength, agility and durability but no other powers. She had enough of a reputation to be known to Onslaught, although not enough that he could remember her codename.


  The Wanderer (admits to no other name) **


  See First Age and Second Age Sourcebooks. Drawn to Columbus Ohio in 1992 by Hellrazor's blood magics in service of the demon Naobata, he joined the Raiders. During his brief (and painful) tenure on that team, he met Tymythy Twystyd and took the young man on as an apprentice...something that may have saved the world.


  Warendja


  A martial artist who found a connection to the spirit of an extinct species of wombat (Warendja wakefieldi), granting him superhuman leg strength, brief bursts of running speed, and the ability to "tunnel" through Dreamtime for teleportation. A founding member of ASH.


  Weapons Master (Chuck Morse)


  See Second Age Sourcebook. Most of his supertech had broken down by the time the Third Age started, and he confined himself to low-level adventuring, often with Morgan Adams or Jiang Sheng.


  Zimmerman, Will


  A late recruit to the Three Strikes team, changing it to the Four Strikes. A mage of some sort, his specific talents have not been detailed yet. Father of "Spaz" of the Reverse Engineers in the Fourth Age.


  * * * *


  Villains - Major


  It's worth splitting these four off from the rest of the list, because each had significant impact on the world and left a legacy well into the Fourth Age. Each also has various minions, listed in their entry rather than as separate groups.


  Antiochus V


  See the Second Age Sourcebook. An artificial intelligence who decided that humanity needed to be supplanted, evolutionarily speaking. Late in the Third Age he attempted to merge science and magic, kidnapping and studying mages during the so-called Technomystical War. Slain by WarStar at the climax of that war, he was never heard from again, and it was theorized that his use of magic prevented his usual backup systems from saving him.


  
    Lysias-13 - Organic forms created using research stolen from Doctor Pue. Unstable and incapable of looking human, they were nonetheless potent minions and one briefly contained the consciousness of Antiochus V himself.


    Lysias-15 - An upgraded version (Lysias-14 never made it into production), with enhanced strength, better stability, and the ability to disguise themselves as specific humans. Used extensively during the Technomystical War, although there's no indication Antiochus V used one as a vessel.

  


  Devastator (Eric Harris)


  One of the researchers in the lab where Dr. Van Domelen worked, it was his sloppy safety procedures that led to the chain reaction of accidents that empowered several of the lab's personnel. However, being at ground zero left him horribly scarred, permanently blinded, and mad. His insanity fueled his vast powers over forces, and he decided that humanity needed to be wiped from the face of the Earth. Widely regarded the greatest mortal threat the world has ever known, he used a wide array of technologies in pursuit of his goals, and even mastered interdimensional travel. Near the beginning of the Godmarket, he was trapped between dimensions, possibly due to the actions of one or more gods who felt he was too likely to succeed before they could garner more worshippers. Thus, he survived into the Fourth Age, and helped breach the Barrier after his sanity returned and he saw what needed to be done to save the world.


  
    Annihilators - Cyborg minions capable of channeling vast energies into a specially prepared "Annihilator Prime" as well as simply coordinating efforts with inhuman precision. A single combined blast from one squad of Annihilators was the equivalent of a focused atomic bomb, and could slay almost anyone it struck.


    Doctor Pue - A geneticist who occasionally worked in Khadam, but mostly served Devastator directly. He designed the organic parts of the Annihilators, empowered Max & Dex, created living crystal golems and a host of other insane projects.

  


  Several alternate-reality versions of him are known, including Dragonfly II (Alliance of Super-Heroes) and Dr. Eric Harris of the United Empire (see Catman).


  Doublecross (Bennett Rush)


  See Second Age Sourcebook for Bennett Rush. Initially he was a very weak paranormal, able to keep minor supertech working but not exhibiting any real powers of his own. After secretly sponsoring a number of power armor projects at the dawn of the Third Age, he combined the best elements of all the projects into a suit of his own, capable of standing against the combined might of ASH. However, he was unable to cope with the weird magics of Tymythy Twystyd and the Wanderer...and while fleeing from his underwater base he ran afoul of a sabotaged teleportation matrix and was turned into living light. This drove him insane, and he was convinced that living light was the true evolutionary goal of humanity. His hubris was such that he challenged Apollo, who stripped him of powers and memory, casting him down to wander the earth as Simon Smith. As Simon Smith, he survived into the Fourth Age and eventually became the inheritor of Lord Ebon's mystic library, and vizier to Q'Nos. A copy of Doublecross's light form that was trapped in a computer network was also unleashed during the Fourth Age.


  
    Ringers - Covert agents who infiltrated various governmental and industrial institutions on Doublecross's behalf, with the help of illusion generators and needle lasers designed for stealthy assassination. Most of these agents were cut loose when Doublecross became the Lord of Living Light in 1993.


    Light Brigade - Wearing less powerful versions of Doublecross's own armor, they were his main overt arm. Later, he forced them to undergo the damaged teleportation process, turning the survivors into photonics like himself. This concept was revived by a copy of Doublecross in the Fourth Age.

  


  Lord Ebon (Iago Montessi, others)


  Iago Montessi was an alchemist of some accomplishment in medieval Italy, but in finding the secret to immortality he also passed into a transformative coma and was buried on hallowed ground that prevented him from escaping his entombment. The proximity of a vacationing Timothy Bose let him break through the waning holy protection and emerge as the insane Lord Ebon, who saw death as the true life.


  His body was destroyed by the Raiders, but his spirit was now barred from the afterlife and he moved to a series of other hosts. Each time he was driven from his host (usually fatally for the host) he was forced to find a new one with some mystic potential and spend time rebuilding his personal power. In 1997 he tried to destroy ASH once and for all as part of his apotheosis scheme, and nearly succeeded. He was slain for the last time by a bomb-pumped laser weapon during a point in that scheme where he converted himself into living shadow.


  
    Elementals - Initially, Lord Ebon relied on elemental servants, mighty golems of Earth, Air, Fire or Water. They tended to be vulnerable to attacks of the opposing element, and not very intelligent.


    Undead - Later on, Lord Ebon's preferred minions were unholy mixes of corpses and summoned evil spirits. These could be quite crafty and powerful.


    Magnum Suits - One of Lord Ebon's hosts was the Jotun known as Magnum. While Magnum was eventually able to expel Lord Ebon, for a brief time the power armored security forces of Magnum Industries worked for Lord Ebon.

  


  * * * *


  Villains - Other


  Some of these were very powerful and influential as well, but aren't quite in the same league as the Big Four. Those with an asterisk after their name are considered respectable second tier villains.


  Alchemist


  A mage who was able to create a Philosopher's Stone, and also had the ability to cast healing spells. One of Antiochus V's captives in the Technomystical War, freed by WarStar.


  Archangeli, Pino


  Powerful Anchor and member of the Conclave. Enemy of Morgan Adams. Killed by Adams some time in the early 21st Century, but briefly resurrected by his son Lorenzo in the Fourth Age.


  Bacteriomage


  A mystic specialist in biological systems, preferring to work his spells via bacteria and other simple forms. Name sometimes rendered BacterioMage or Bacterio-Mage.


  Brawllerina


  Chicago-based female brick. No actual ballerina motifs, ironic or otherwise.


  Challenger (David Van Domelen) *


  In Curseworld, everyone born after 1945 was evil in some way, and he was no exception. Born in 1963, his drive to master Violation Physics led to a lab accident in 1985 (thus making it so that he wasn't present at a similar accident that turned Eric Harris into the benevolent Preserver) granting him powers and madness. To introduce himself to the world, he destroyed the Space Shuttle Challenger with a well-placed solar blast, taking its name as his own.


  Defeated decisively by ASH and Preserver, he led the remnants of his Conclave of Super-Villains to ASH's home reality and took up rulership of Haven. His Safsuit lets him survive in space, something he took cruel advantage of in dealing with enemies...he'd just fly them up into orbit and leave them there.


  Chesspieceface


  Born with a hideously deformed face he hides behind a smooth mask that resembles a chess piece, he has minor mental powers, useful for keeping his collection of misfits together as They Might Be Villains. One of the few to survive possession by Lord Ebon, he was never the same afterward. No one really knows what ever happened to Chesspieceface.


  Chro-Know


  Able to jump up to a year ahead in time and then back, he generally used his powers to cheat at the stock market. As a "quiet" villain, he was rarely opposed by heroes, but was exactly the sort that the Four Strikes went after.


  The Chuckler


  Master of the exploding pun, was active from 1988-1998. Unknown if he was ever affiliated with JESTER, although it seems likely. May also have been a regular foe of Black Opal. (Mentioned in passing in Warden #10.)


  The Copy Editor


  Used cloning technology in some fashion, and may have had a literary or newspaper "theme". (His cloning pods were mentioned in passing in STRAFE #5.)


  Darkshield II (Tobias Raven) *


  See Second Age Sourcebook. Son of the original, he was not a Communist front and tended to be more effective and successful as a villain, since he wasn't just doing it as a distraction. He wore powered armor with numerous defenses specifically designed to work against Brightsword II (specifically, kinetic dampers and optical absorption) and systems that allowed him to control magnetism. He was served by the Dark Brigade, mercenaries who wore similar armor, but with a lower power level.


  Depot


  Armor-based ex-hero gone rogue, former member of Three Strikes. Replaced by Doctor Developer.


  Doc Droid


  Genius inventor who specialized in robotics. He quickly found that working on his own wasn't nearly as profitable as hiring himself out to villains, and his droids constructed and maintained the artificial city of Haven.


  Doctor Apostate


  Created a fusion cannon in 1998 and tried to use it to blackmail humanity (as per STRAFE #5). Nothing else has been revealed about his powers or motives, although presumably he was not aligned with any of the powers of the Godmarket. The whole "apostate" thing, you know.


  Flood (Floyd Johnson)


  Able to flood an area a mile across up to a meter deep. Drove a 1950s amphibious car as part of They Might Be Villains, and later became the hero Constellation.


  Florakyll


  Botanically-focused mad scientist active in Chicago in the mid 1990s. Tried to hold the city hostage with spore bombs.


  The Fomorian


  It is unknown if this one-armed, cyclopean strongman and mastermind was actually related to the fallen gods known as Fomorians. He had a preference for strong but not very bright henchmen.


  Hellrazor


  Blood mage and servant of Naobata. His activities triggered the formation of the Radiers.


  Herr Stark *


  Son of Rechtigkeit I (see Second Age Sourcebook). The self-proclaimed strongest man in the world, and he might have been right, at least when it came to mortals. One quarter Jotun, he was as physically powerful as the mightiest of Jotuns, but completely lacking in mystical talent.


  Horus (Myron Telix) *


  In the Curseworld, Horus decided the world needed an avenger, and took Myron Telix as his avatar. But the brief struggle between Set and Horus for the mind of the man drove him totally insane. Immensely strong and invulnerable, he tended to avenge the most trivial things, but somehow Challenger knew how to keep him pointed in the desired direction.


  The god Horus finally healed his mind during the Godmarket, and his avatar joined ASH.


  KnockKnock


  Prankster who either invented or stole an invisibility suit. No demonstrateed combat ability, he was more involved in planning JESTER's pranks than in actively harassing superheroes.


  Magnum, Erik *


  A Jotun disguised as a human, head of Magnum Industries. Physically weak as Jotuns go, he wore powered armor on a few occasions, but preferred to use guile and magic to attain his ends.


  Max & Dex *


  Originally a couple of Chicago cops with a prejudice against superheroes, they were granted unstable powers by Doctor Pue and tried to kill ASH. Failing, their bodies fell apart, but their brains were saved and later placed into robotic shells by Antiochus V. When those shells were destroyed, they found they could possess the bodies of superhumans, and used them to keep killing, with the help of Lord Ebon. Finally laid to rest by the Wanderer before they could find a way to work for Doublecross too.


  Meathead


  Your basic strongman, given his nickname by Herr Stark. He eventually gained some self-confidence and proved to be a cunning planner as well, joining WarStar's army.


  The Minotaur (Q'Nos)


  Depowered former god, he was used as a sort of messenger by the Greek gods prior to the Godmarket, and pretended to be a mortal with a half-bull form and great strength. Often teamed with Mr. Maze.


  Mistah Mekanique


  Paranormal inventor and occasional nemesis of Doctor Developer, both when Doctor Developer was a villain and after his reform.


  Mr. Claw


  His right forearm was replaced by a single huge claw, apparently a mutation rather than a deliberate graft. The main muscle of They Might Be Villains.


  Mr. Maze


  A spatial mage, he was able to generate tesseract warps (similar to the power later demonstrated by the Fourth Age's Labyrinthe), as well as cast longer-lasting spells that could teleport objects on command. Frequent partner of the Minotaur.


  Mylink (CSV)


  Where the ASH version of Mylink was too gentle to stay in the world of paranormal conflict, the Curseworld version was a vindictive shrew who relished using her powers to turn someone's brain to jelly. Frequently intrigued against Challenger for leadership of the CSV until he marooned her in space.


  Naobata *


  An aardvark demon who once was an African god, until the ongoing Causality Wars wiped out his history and worshippers. Powerful by human standards, and frequently a patron of the users of so-called blood magics.


  Onslaught (Arnold Zugmann) *


  A splicing of human and animal genes, he was created as a Khadamite patriotic supersoldier, and was Doctor Sheng's finest creation to date. Inhuman strength and agility along with a sonic scream were augmented by a suit of advanced alien power armor. Lacking a Magene, he survived the 20th Century and went on to be ruler of Khadam...and later a mere figurehead.


  The Persuader


  A Soviet mind controller and member of the GRU, he helped trigger the Wichita incident by backing the hardliner power play in 1991.


  Professor Upgrade


  A female version of Doctor Developer, essentially, but she never reformed. Her fate after the Third Age is unknown. Lacking a Magene, she could well still be alive in 2026.


  Ramjet


  Armored villain who specialized in slamming head-first through obstacles and opponents.


  Sheng, Doctor Huang


  See Second Age Sourcebook. Notable undertakings of his in the Third Age include the creation of Onslaught and the global sterilizer (which he never got to work on a permanent basis, but which resulted in almost no children being born in 1991). Still alive and active (in his son's body) in 2026.


  Skarr


  Lizardman, powers unknown. Based in Haven for a time (WarStar #3).


  Skulldigger


  Powers unknown. (Mentioned in passing in CSV #5.)


  Sluggo the Buggo


  A self-aware Volkswagon Beetle with unrevealed powers. Probably an Artificial Consciousness, but it's possible he's actually a mystic construct or even a displaced human mind. Member of and transport for JESTER.


  Software Pirate


  Small time bootlegger and sometime partner of Doctor Developer during his villainous phase.


  Strafe (CSV) *


  Just like Strafe I, but was driven insane by the "do good" directives of the armor (which was built by someone born before the Curse) and adopted a twisted code of ethics that let him "do good" while still stealing and killing. Never sacrificed himself via the Overload Blast, so he wore the armor until his vanishing in 1998. His version of the armor, with the AI repaired, was donned by Triton in the Fourth Age.


  Sutekh *


  Set's evil avatar, born out of frustration with the bad press he was still getting despite the efforts of his heroic avatar. Physically weak but mystically powerful. Very spiteful.


  Triangle Man


  Had a magical triangle weapon of some sort. Member of They Might Be Villains.


  WarStar (Arn, Arnold Black) *


  Sent to Earth to conquer it. He failed in this, but assembled an army that let him take control of his home reality's empire. See WarStar #1-4 for more.


  * * * *


  Unaligned


  (Mercenary, or having an agenda that's neither strictly heroic nor villainous):


  Avatar


  One of the last survivors of the biomystical civilization on Alpha Centauri, he fought to protect the biosphere, which brought him into conflict with heroes as often as villains. He had vast mystic powers based on manipulation of the spirit in all things, but he was reluctant to use them due to the way such powers had drained his homeworld of all life. Additionally, since he had trained in a bioforce-drained environment, he sometimes used too much power in the rich environment of Earth, strengthening his reluctance to unleash his full abilities.


  While he did not have the human Magene, he willingly sacrificed himself as part of the plan to create the Barrier.


  Eye of Horus (Devlin Marx)


  An Anchor mercenary who parlayed his earnings into a fortune in the early 21st Century. He tended to use archaic technology such as crossbows, but was not above the occasional alien enhancement.


  Quayle, President Danforth


  He was kept out of Vietnam in order to hide his (then unfashionable in his family's social circles) paranormal status, and he continued to hide his light under a bushel for most of his career, content to seem a genial but slightly dim politician. However, when George H.W. Bush was assassinated in 1990, he took decisive control, and a followup assassination attempt on Quayle was foiled by his impenetrable forcefield and ability to make anything vanish. Permanently. Possibly the strongest President America ever knew, much of his government was held together by personal will and it nearly fell apart when he vanished in 1998.


  Rodriguez, Hector


  Anchor mercenary who made extensive use of advanced alien technology. He eventually became WarStar's right hand man.


  ============================================================================


  Author's Notes:


  This was...longer than I expected it to be when I started. A LOT longer. Oog.


  Anyway, as long as this is already incredibly long, I figure I might as well explain a few of the archetype mappings, places where characters from the ASH Third Age can be considered the equivalent of well known comicbook heroes and villains.


  ASH itself is closer to the Avengers than the Justice League, down to the idea of franchises (West Coast Avengers, Great Lakes Avengers). However, the CSV is a definite Crime Syndicate equivalent, being made up of evil alternate universe versions of the heroes. I think the Avengers have seen that sort of foe as well, but it's more of a DC thing overall.


  Superman and Spider-Man have no clear analogues. Batman maps onto Black Opal, although Black Opal never had the global prominence Batman attained with the Justice League. The closest we get to Lex Luthor would be Erik Magnum, who had aspects of both the "Evil Businessman" and "green and purple power armor" versions of Lex. You might make a case that Lady Lawful maps onto Wonder Woman, but without as much of the overt mythological trappings.


  At this point I'm just going to read through the rest of the roster and see if anyone else seems to map over. :)


  JESTER is actually the Champions villain group CLOWN, which isn't really a DC or Marvel equivalent, but I figured I should admit to it. And Sluggo the Buggo is TEEHEE the CLOWN Car.


  Khadam is Latveria and Qurac and Costa Verde and every other fictional rogue state full of superhumans.


  The Galactic Warrior Corps has some aspects of the Green Lanterns, but is more akin to the Science Police.


  Banshee is, visually, a Bubblegum Crisis hardsuit with Black Magic M-66 hair.


  Blitzkrieg! is a Liefeld pastiche, down to the tiny feet, glowing eye, square-barrelled cannon and costume covered in pouches.


  Brightsword II is probably as close as ASH gets to a "flagsuit" American hero in the Third Age, and could be considered the Captain America equivalent if you push it. I've never really been satisfied with any of the patriotic flagsuit types I've designed...it's hard to do the Captain America thing and have it look good without being a close copy of Cap. There's been a few in the ASH RPG campaigns, but I chose not to import any of them into the storyline here.


  The Catman was originally called Oedi, and was a direct lift from the Dreadstar comic.


  EMerald is about as close as ASH comes to an Iron Man type in the Third Age. Also, the "reality-displaced hero" whose armor she modified was originally a Rocket Ranger from the Terra world of the Torg RPG setting. LU-61's probability capacitors come from there as well.


  Jiang Sheng is, as mentioned elsewhere, a Shang Chi homage.


  Lady Lawful, while carrying something akin to the Wonder Woman power set as mentioned earlier, is probably closer to the Black Canary in terms of the following aspects: generational hero, second generation more powerful than the first, notable for being highly talented and experienced, the daughter having potentially dubious taste in men.


  The demonlord mentioned in Panzer's and Redeemer's entries is Cthulhu, who was represented on the game map by a large plush Cthulhu, into whose maw the figures for Redeemer and Panzer were placed at one point. Infamous exchange of the night...when asked if he needed help escaping from Cthulhu's grasp, Redeemer's player said no. Next segment, Cthulhu rolled his 40d6 damage and bit Redeemer's head off.


  It would be fair to say that Set is the Thor equivalent, including the "transforms into a meek mortal" bit, although there's some of the Hulk in him as well. And I suppose Balder is the Balder equivalent, but maybe not. :)


  Solar Max is a self-insertion character, but 7 years older than the author, so that he could realistically have had a PhD by 1988. He had no obvious Marvel or DC inspirations.


  Antiochus V is essentially Ultron. In fact, he's inspired by Peter David's piece in a Marvel Holiday Special in which Doc Samson tells the Hannukah story, and Antiochus IV is portrayed by Ultron. In places where I imported the Champions campaign history, he takes the place of Mechanon.


  Devastator has elements of Doctor Doom to him (scarred face, major player), but his goals don't match Doom's. He could also be considered a less cosmic Darkseid, with Doctor Pue as his Desaad and a more literal form of "anti-life" as his goal.


  Visually, Herr Stark is "evil Aryan Superman".


  Doctor Huang Sheng is Fu Manchu, who in Marvel is the father of Shang Chi. He also has elements of the Yellow Claw, the Mandarin, and every other "Fiend From The East" supervillain ever.


  WarStar is not any specific New God, but is meant to evoke the whole Fourth World setting of Kirby's.


  Oddly, when you come right down to it, the RPG underpinnings of ASH show most clearly in the fact that there is no "star" like a Superman or Spider- Man. No solo hero who is immediately identifiable with "superhero-ness" in the Third Age. It's all ensembles, with the soloists being guest stars, not main players. After all, having a single iconic superhero can put a damper on the players' sense of having an ability to impact the world.


  Solar Max I was a "GM Character", who would sometimes come in to save the PCs' bacon, but he did so more by knowing vital information (like figuring out the weak point in Antiochus V's new body and then telling everyone where to hit him) than through raw strength (while the 18d6 solar blast came in handy at times, more than half the PCs could put together an attack that big without expending undue effort...it was a high attack, low defense game). His in-setting standing was strictly second tier.


  Now, the Second Age was a little more polarized, since it's all backstory stuff, and never had to be run as a campaign with issues of player balance etc. Brightsword I was the hero of the era, the patriotic strongman with the square jaw and gleaming smile. Lady Lawful I was the elder statesman of heroes for that generation, and Dragonfly the high tech, low luck wonder. There was still no Superman, because no one was that powerful during the Second Age, but there was definitely a Captain America.


  As for the first age? Still working on that one. Was Minuteman really the main "face" of heroism? Or was Lady Lawful? Or someone I haven't come up with yet but who never joined the Freedom Alliance? Time will tell....
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