
HERO

Edge 15
Health 8

Resolve 3
Hero Points 100

ABILITIES

Agility 6d
Intellect 3d
Might 8d

Perception 8d
Toughness 8d
Willpower 4d

TALENTS

Academics 3d
Charm 3d
Command 3d
Covert 5d
Investigation 3d
Medicine 3d 

Professional 3d
Science 3d
Streetwise 4d
Survival 6d
Technology 3d
Vehicles 3d

POWERS

INNATE POWERS
Animal Empathy
Armor 9d
Boost (Might) 12d (Rage) 
Danger Sense 9d
Evasion 8d
Luck 4d
Running 5d 
Super Senses (Acute Smell 10d, 

Enhanced Hearing,  Tracking 
Scent, Ultra Vision)

TRAINED POWERS
Expertise: Command (Intimidate) 5d
Specialty (Grappler)

PERKS

None

FLAWS

Color Blind
Enemy (U.S. Army)
Unusual Looks

GEAR

None

ADDITIONAL INFORMATION
MOTIVATION: Devotion (I must protect my friends)
GOALS: Though “uplifted” to look mostly human, Bloodhound is still a 
dog inside — a very intelligent dog — but still fi lled with all the habits of a 
canine. He is very loyal to those who befriend him – even to the point of 
defending them in potentially lethal situations. He is deeply frightened 
of being imprisoned or trapped in any way.
METHODS: Bloodhound is army-trained as a scout and assassin. When 
he fi ghts, he tends to fi ght bloody, savagely ripping at his foes with his 
sharp teeth. He is very good at following orders.

ORIGIN: The army had a secret program to create ultimate soldiers, 
and the creature now known as Bloodhound was one of the results —
an enormous dog-man, trained to seek out the enemy and kill him. 
But the program was too expensive, and its test subject was to be put 
down. Unwilling to die, Bloodhound escaped and disappeared into the 
streets of Nocturne, hiding from the army that still seeks to kill him. 
Heartbreaker found and befriended him, helped him, and gave him a 
new life. Now Heartbreaker is dead; somebody must bring justice, in 
her memory.

BLOODHOUND 
“No, I won’t roll over. 

How about you play dead?”
Resolve 3
Hero Points 100

Perception 8d
Toughness 8d
Willpower 4d

Professional 3d
Science 3d
Streetwise 4d
Survival 6d
Technology 3d
Vehicles 3d

10d, 
Enhanced Hearing,  Tracking 

Expertise: Command (Intimidate) 5d

ADDITIONAL INFORMATION

BLOODHOUND 
“No, I won’t roll over. 

How about you play dead?”
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HERO

Edge 12
Health 6

Resolve 6
Hero Points 100

ABILITIES

Agility 7d
Intellect 3d
Might 3d

Perception 5d
Toughness 6d
Willpower 6d

TALENTS

Academics 3d
Charm 4d
Command 4d
Covert 4d
Investigation 3d
Medicine 3d 

Professional 3d
Science 3d
Streetwise 3d
Survival 3d
Technology 3d
Vehicles 3d

POWERS

INNATE POWERS
Immortality
Regeneration (Instant)
Weakness Detection

TRAINED POWERS
Specialty (Blaster)
Two-Fisted (Marksmanship)

PERKS

None

FLAWS

Code
Decorum
Secret (Immortal)

GEAR

Flak Jacket: 8d Armor
Twin Pistols: 10d Ranged
Smartphone
Car

CAP TASHA FARROKHZAD
“Shoot me? That’s a novel idea. You’re 

welcome to try. Maybe this time it’ll work.”

ADDITIONAL INFORMATION
MOTIVATION: Responsibility (It’s my job to clean up this town)
GOALS: Cap is arrogant and overconfi dent; after all, if you couldn’t 
die, wouldn’t you be? She places great value on honorable behavior. If 
you play straight with her, she will play straight with you – but if you 
show yourself to be a cur, the gloves come off . She hates the terrible 
thing that the city has become and wants more than anything to make 
it a better place.
METHODS: Cap’s tactics are simple – walk in, announce her presence, 
then blast everything in sight. She frequently goes for trick shots – 
shooting guns out of hands, shooting out the lights, shooting things 
so they fall on people’s heads, and so forth. If she is injured or (heaven 
forbid!) killed, she usually lays low until she is fully healed. She doesn’t 

want anyone to know her secret.
ORIGIN: Cap has been alive… forever. She vaguely recalls being a child 
in ancient Mesopotamia, and she has dim memories of the eons that 
stretch between that time and this. She’s lived in Nocturne for decades 
and has seen it go down the toilet; people have lost all sense of honor, 
justice, and decency, and she decided to do something about it — clean 
it up of those who would see this once-great city decay into ruin. She 
worked alongside Heartbreaker a couple of times; they assisted each 
other when problems became too big for either to handle by herself. 
Now that Nocturne’s hero is dead, the city has become a colder, bleaker 
place, and it’s up to Cap to fi x it.

Resolve 6
Hero Points 100

Perception 5d
Toughness 6d
Willpower 6d

Professional 3d
Science 3d
Streetwise 3d
Survival 3d
Technology 3d
Vehicles 3d

welcome to try. Maybe this time it’ll work.”

 (It’s my job to clean up this town)
 Cap is arrogant and overconfi dent; after all, if you couldn’t 

want anyone to know her secret.
ORIGIN: Cap has been alive… forever. She vaguely recalls being a child 
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HERO

Edge 16
Health 6

Resolve 5
Hero Points 100

ABILITIES

Agility 5d
Intellect 8d
Might 3d

Perception 6d
Toughness 3d
Willpower 8d

TALENTS

Academics 5d
Charm 4d
Command 3d
Covert 4d
Investigation 5d
Medicine 4d 

Professional 3d
Science 6d
Streetwise 4d
Survival 4d
Technology 8d
Vehicles 3d

POWERS

BIOMECHANICAL POWERS
Communications
Expertise: Technology (Computers) 12d
Expertise: Technology (Security Systems) 10d
Danger Sense 8d
Machine Control 8d (Interface)
Total Recall

TRAINED POWERS
Specialty (Techie)

PERKS

Contacts (Hackers)

FLAWS

Broke
Enemy (The NSA)
Secret Identity

GEAR

Customized Laptop Computer (+2 technology rolls)
Taser Pistol: 7d Stun

CH4RITY CHARITY BROWN
“It should only take me a minute to hack this. See 
how easy that was? This is why you should always 
keep your security  software up to date. Not that 
security software could’ve stopped me, but still.”

ADDITIONAL INFORMATION
MOTIVATION: Thrills (There’s nothing better than hacking the 
unhackable)
GOALS: Charity is a quiet young woman who does her best to stay 
under the radar. She hardly ever talks; she keeps her nose always buried 
in her computer. Online, though, it’s another story. She follows dozens of 
news sites and social networks and she’s well known across the hacking 
world. No one in the virtual world knows who she really is, and no one 
in meatspace would believe this mousy little girl is really one of the best 
hackers in the world.
METHODS: At the fi rst sign of danger, Charity makes herself scarce. 
She’s no fi ghter and she knows it. But if the heroes need someone to 
hack through a corporation’s security to fi nd evidence of criminal activity, 

she’s their best bet.
ORIGIN: Charity ran away from home when she was just 15. She drifted 
for a while until she wound up in Nocturne. Something about the town 
spoke to her, and she stayed, making her home on the street whenever 
she couldn’t fi nd better crash pads. It was just her and her laptop. She got 
a reputation for being the best black-hat hacker in town; there was just 
something about her and computers. There was no security she couldn’t 
slice through, no password she couldn’t dig up. Even Heartbreaker 
came to her for help a couple of times. But now Heartbreaker is dead. 
Someone out there knows who killed her and why, and Ch4r1ity intends 
to fi nd out who.

Perception 6d
Toughness 3d
Willpower 8d

Professional 3d

Streetwise 4d

Technology 8d

10d

Customized Laptop Computer (+2 technology rolls)
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HERO

Edge 11
Health 7

Resolve 4
Hero Points 100

ABILITIES

Agility 7d
Intellect 4d
Might 7d

Perception 4d
Toughness 7d
Willpower 6d

TALENTS

Academics 3d
Charm 3d
Command 5d
Covert 4d
Investigation 3d
Medicine 3d 

Professional 3d
Science 3d
Streetwise 3d
Survival 4d
Technology 3d
Vehicles 4d

POWERS

BIOMECHANICAL POWERS
Immunity (toxins, fatigue)
Regeneration
Running 4d

TRAINED POWERS
Blind Fighting
Leadership
Martial Arts 9d (PRO: Defl ect)
Specialty (Support)

PERKS

None

FLAWS

Code
Enemy (General Whaler)
Wanted (U.S. Army

GEAR

Advanced Medium Armor: 10d
Smartphone; Night vision goggles

THE DRIFTER LT. GREGORY BYRNES
“Without our ideals, we are nothing.”

ADDITIONAL INFORMATION
MOTIVATION: Virtue (There is good in the world, and I will fi nd it)
GOALS: The man who calls himself The Drifter is quietly intense. 
Never satisfi ed with “good enough,” he is driven to achieve perfection 
in himself by helping others. Once a fi erce patriot, he hates what his 
beloved country has become; he knows that we are better than the 
lowest common denominator, and he wants nothing more than to make 
a diff erence in the world.
METHODS: The Drifter is a highly-trained, physically perfect soldier. 
He prefers to do everything by the book, but he knows that the endemic 
corruption of Nocturne won’t allow that. Still, he wants to set a good 
example to the world, so he tries not to kill unless absolutely necessary.
ORIGIN: The army has worked on many Super-Soldier projects. Some 
of them are successful; the one that created the hero now known as 
the Drifter, for instance. The goal was to take an ordinary soldier and 
enhance his physical and mental abilities to nearly superhuman levels. 
He would become a one-man platoon, able to do the job of a dozen 

ordinary soldiers. What they didn’t tell him was what they wanted him 
for. Not ordinary combat drops — that would be a waste of his unique 
talents. Not search-and-rescue… a squad of grunts could do that job 
for a fraction of the cost. No, what they wanted to use him for was 
assassination — to sneak behind enemy lines and quietly eliminate 
anyone who his superiors deemed “a problem.” On his fi rst mission, his 
superiors ordered him to assassinate the President of a small South 
American nation. He performed the mission but was shocked and 
disgusted when that nation dissolved into a bloody civil war. He blamed 
himself for the tens of thousands of deaths and knew then that he 
couldn’t continue. That wasn’t what he signed up for; he wanted to be 
a hero, not a killer. At the fi rst opportunity, he went AWOL. He drifted 
aimlessly for years until he came to Nocturne and met her. Heartbreaker 
showed him what it was to be a hero, to fi ght on despite overwhelming 
odds and to make a diff erence in the world. Now she’s dead, and it’s up 
to him to make the diff erence that she was striving for.

“Without our ideals, we are nothing.”

 (There is good in the world, and I will fi nd it)
 The man who calls himself The Drifter is quietly intense. 

Never satisfi ed with “good enough,” he is driven to achieve perfection 

ordinary soldiers. What they didn’t tell him was what they wanted him 
for. Not ordinary combat drops — that would be a waste of his unique 
talents. Not search-and-rescue… a squad of grunts could do that job 
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HERO

Edge 16
Health 5

Resolve 6
Hero Points 100

ABILITIES

Agility 5d
Intellect 5d
Might 5d

Perception 5d
Toughness 5d
Willpower 5d

TALENTS

Academics 3d
Charm 4d
Command 5d
Covert 5d
Investigation 5d
Medicine 3d 

Professional 4d
Science 3d
Streetwise 4d
Survival 3d
Technology 4d
Vehicles 5d

POWERS

TRAINED POWERS
Blind Fighting
Lightning Refl exes
Specialty (Striker)
Two Fisted
Weakness Detection

TECHNOLOGY POWERS
Defl ection (physical) 8d (Item-custom nightsticks)
Tracer (Item-gizmo)

PERKS

Authority (Police)
Contacts (Criminal, Law Enforcement)

FLAWS

Code
Enemy (Efrain Roderick)
Wanted (Nocturne PD)

GEAR

Taser: 7d Stun
2 Nightsticks: 8d
Flash Bang Grenade: 8d Dazzle (Burst, Thrown)
Military Armor: 8d (rigid)
Night vision goggles, smartphone

KNIGHTSTICK SGT. VERNON RITTER
“You’ll stop in the name of the law, or I’ll stop you.”

ADDITIONAL INFORMATION
MOTIVATION: Idealism (The people deserve justice)
GOALS: Knightstick is a man who wants to see justice served, above 
all. Working as a cop in the corrupt system, he couldn’t make any real 
changes, so he decided to go a diff erent route. He still wants to believe 
in law and order and basic human decency, so he works very hard at 
being a “good” guy.
METHODS: Knightstick’s general MO is stealth — sneak in, fi nd the 
information he needs, and sneak out without anyone seeing him. His 
authority and contacts as a police offi  cer often come in handy, and he 
doesn’t hesitate to use them. If necessary, he’s not afraid to fi ght, using 
his training and his special nightstick to their greatest advantage. He 

prefers hit-and-run tactics. He rarely uses lethal force — he doesn’t want 
to be brought down to his enemy’s level — but will if it’s the only way to 
save a life.
ORIGIN: Being a Nocturne cop isn’t the hardest job in the world… 
being an honest Nocturne cop is. Rather than dealing with the constant 
bureaucracy, paperwork, temptations, and threats, Vernon decided 
to fi ght crime in a diff erent way. Now, in addition to his daytime police 
work, he puts on a mask and helps people the only way he knows how. 
At least now he knows he’s making a real diff erence. When he heard 
that Heartbreaker — the only person in this whole town to truly serve 
justice — died, he knew he had to do something about it.

prefers hit-and-run tactics. He rarely uses lethal force — he doesn’t want 
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HERO

Edge 13
Health 5

Resolve 5
Hero Points 100

ABILITIES

Agility 5d
Intellect 3d
Might 5d

Perception 4d
Toughness 5d
Willpower 5d

TALENTS

Academics 3d
Charm 3d
Command 3d
Covert 6d
Investigation 4d
Medicine 6d 

Professional 4d
Science 3d
Streetwise 6d
Survival 3d
Technology 4d
Vehicles5d

POWERS

TECHNOLOGY POWERS
Super Senses (Night Vision) (Item - glasses)

TRAINED POWERS
Danger Sense 8d
Expertise: Ability (Firearms) 9d
Hard to Kill
Luck 4d
Specialty (Blaster)
Super Senses (Acute Hearing 8d, Acute Vision 8d)
Two-Fisted

PERKS

Contacts (Criminal)

FLAWS

Emotionless
Guilt
Wanted (numerous state and federal agencies)

GEAR

2 Pistols: 12d ranged
Automatic Shotgun: 13d Ranged (Area, Two-Handed)
Sniper Rifl e: 13d (Line of Sight, Two-Handed)
Tactical Gear: 7d Armor
Smartphone, Binoculars

MISTER CLEAN JOHN VAIN
“I believe in only two things: 

effi ciency and success.”

ADDITIONAL INFORMATION
MOTIVATION: Redemption (I’ve done terrible things & must make 
up for them.)
GOALS: Mister Clean can be described in one word — icy. Even before 
losing his family, he was a stone-cold killer. Now, he is an emotionless 
machine. He does what needs to be done, but he does not want to add 
anyone else to his body count unnecessarily. He is very cautious about 
who gets caught up in his vendetta. He has enough to atone for without 
any more blood on his hands.
METHODS: Mister Clean is effi  cient. He doesn’t rush into any situation 
without planning, but once he is on the move, he wastes no time or 
energy getting things done. He tries not to kill unless necessary, but he 
doesn’t have any problem shooting to wound.
ORIGIN: The man they call Mister Clean used to be a gangland enforcer 
with a reputation for success. He never failed to “clean up” his target. His 
body count was rumored to be in the hundreds. Then he disappeared. No 

one knew what had happened or where he went. Most people assumed 
his wicked ways had caught up with him. The truth is, he grew tired of 
killing. He moved as far from Nocturne as he could. He bought a small 
business. He started a family. He was happy. But the past has a way of 
catching up. Some of his former employers found out where he went 
and showed up at his doorstep to “invite” him back into the old business. 
He refused, so they used his family as an example of what happens to 
those who turn them down. He learned that there are some things you 
cannot run from. There is no atonement for a person like him. But there 
can be retribution. He came back to his old home to make up for some 
of the evil he committed, and may God help anyone who gets in his way. 
One of the fi rst people he ran into was Heartbreaker, but this time they 
were working on the same side. Now she’s dead, and that’s one more 
life Mister Clean feels responsible for. Someone will pay for what they 
did to her.

“I believe in only two things: 
effi ciency and success.”
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SHADOW’S SMILE KEITH KINCAID
“In the shadows the voices and the eyes when they 
speak, they tell me, and the eyes are watching all 
the time they’re watching, and I know what you 
did, and the shadows didn’t like it very much.”

ADDITIONAL INFORMATION
MOTIVATION: Nature (The shadows tell me to help, so I help)
GOALS: Shadow’s Smile is clinically insane. Even before they tested 
illegal experimental designer drugs on him, he heard voices and saw 
things that weren’t there. Now that he has become one with the shadows, 
he is much worse. To him, the things in the dark are real, and they talk to 
him and give him advice. Given the nature of his powers, perhaps he’s 
right? He is not insane all the time; he has brief, unwelcome bouts of 
sanity in which he sees the world much more clearly than most people.
METHODS: Shadow’s Smile is completely helpless in bright light, so 
he tries to cling to the shadows as much as possible. In the shadows, he 
is nearly unstoppable, a demon of the night. He tends to lurk quietly 

until an enemy draws near, then he pounces. He values human life, but 
only “good” people. The shadows inform him who is good and who is bad.
ORIGIN: He was speaking to the dumpster when some men asked if 
he wanted to make some money. The cat in the alley begged him not 
to go, and she was right; the men brought him to a dark room, tied him 
to a table, injected him with drugs, and then left him all alone in the 
blackness. It hurt… it burned so hard in his veins he thought he would 
explode into starlight, but then the darkness spoke to him, it soothed 
his pain, comforted him, and took him inside, like returning to the womb. 
When the men returned to fi nd out what the drugs did, he showed 
them — he and the blackness together — he showed them good.

HERO

Edge 12
Health 4

Resolve 2
Hero Points 100

ABILITIES

Agility 6d
Intellect 3d
Might 3d

Perception 6d
Toughness 5d
Willpower 3d

TALENTS

Academics 3d
Charm 3d
Command 3d
Covert 6d
Investigation 3d
Medicine 3d 

Professional 3d
Science 3d
Streetwise 6d
Survival 6d
Technology 3d
Vehicles 3d

POWERS

SUPERNATURAL POWERS
Armor 8d (Shutdown-Sunlight)
Darkness (Shutdown-Sunlight)
Evasion 8d
Invisibility (Shutdown-Sunlight)
Phasing (Shutdown-Sunlight)
Regeneration (Shutdown-Sunlight)
Strike 9d (Shutdown-Sunlight)
Teleportation 5d (Shutdown-Sunlight)
Super Senses (Night Vision) 

TRAINED POWERS
Specialty (Scout)

PERKS

None

FLAWS

Broke
Frightening
Insane

GEAR

None

did, and the shadows didn’t like it very much.”
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SISTER SALVATION SPEC. ANNA MUÑOZ

ADDITIONAL INFORMATION
MOTIVATION: Nature (I do as I’ve been ordered)
GOALS: Sister Salvation is the result of a military experiment to 
create the ultimate soldier — fast, strong, smart, deadly, and (most 
importantly) completely loyal. She has been cybernetically enhanced in 
many ways, but most important is the chip in her brain that fi lters almost 
everything she perceives. Currently, the chip programs her to perform 
an assassination in Central America. Though her mission is complete she 
has not been debriefed, so she still believes herself to be on mission, and 
no amount of logic can convince her otherwise.
METHODS: Though programmed to be lethal, Sister Salvation knows 
that a high body count attracts the wrong kind of attention, so she does 

not use her gun or her claws unless necessary. Stealth and intelligence-
gathering are the order of the day; at least, up until she locates her target.
ORIGIN: Her mission — to infi ltrate drug lord Joachim Roderick’s 
Central American compound and eliminate him. She was successful, 
but during her extraction something went wrong, and her plane went 
down. She made her way through swamps and jungle to the nearest 
city where a fellow agent (codenamed “Heartbreaker”) contacted her. 
Together, she and Heartbreaker worked to clean Roderick’s ilk — drug 
dealers, gangsters, and petty criminals — from this ciudad. Heartbreaker 
has been one of her only friends and contacts, and now she has been 
murdered. Someone must take over her legacy.

“¿Cómo está usted señor? Baja el arma y yo no te voy a 
matar.” 

(“How are you, sir? Put down the gun and I won’t kill you.”)

HERO

Edge 19
Health 8

Resolve 5
Hero Points 100

ABILITIES

Agility 9d
Intellect 3d
Might 8d

Perception 4d
Toughness 7d
Willpower 4d

TALENTS

Academics 3d
Charm 3d
Command 6d
Covert 6d
Investigation 3d
Medicine 4d 

Professional 3d
Science 3d
Streetwise 6d
Survival 6d
Technology 6d
Vehicles 5d

POWERS

SUPER POWERS
Immunity (Sensory)
Lightning Refl exes
Running 4d
Strike 9d
Super Senses (Radio Hearing, Telescopic Vision, 
       Thermal Vision, Ultra Vision)

TECHNOLOGY POWERS
Blending (Item)

TRAINED POWERS
Specialty (Striker)

PERKS

Resources (Military Prototypes)

FLAWS

Amnesia
Repair
Wanted (Authorities in Central America and the U.S.)

GEAR

Advanced Pistol: 12d ranged
Advanced Heavy Armor: 10d (Rigid)

“¿Cómo está usted señor? Baja el arma y yo no te voy a 
matar.” 

(“How are you, sir? Put down the gun and I won’t kill you.”)Hero Points 100

Professional 3d

Super Senses (Radio Hearing, Telescopic Vision, 

Wanted (Authorities in Central America and the U.S.)
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SPEED ANGEL MONIKA LIZZIT
“You say you like fast women? You 

don’t know from fast.”

ADDITIONAL INFORMATION
MOTIVATION: Justice (Those who do wrong must be punished)
GOALS: Speed Angel loves nothing more than to fl y, especially if it’s 
in front of an audience where she can show off  her amazing talents. She 
hates gangsters and anyone who would steal another’s hard-earned 
gains. Though not violent by nature, she has quite a temper if anyone 
gets her all worked up.
METHODS: Speed Angel specializes in hit-and-run attacks, swooping 
down low to rake her enemy with her iron claws and then fl ying away. 
Her wings make practically no noise at all when she fl ies, so she is very 
stealthy. She’s also so fast that she can avoid nearly any danger; she 
ducks eff ortlessly around bullets, knives, almost anything. However, she 
never willingly goes into situations where she cannot spread her wings; 

she’s terribly claustrophobic.
ORIGIN: Her circus family told her the story many times. According to 
them, her parents didn’t know what to do with a tiny, winged baby girl, 
so they abandoned her at the circus. They thought she was a freak; if 
only they knew how special their little girl was! She became the angel of 
the big top, to the amazement of crowds across the whole country. But 
it wasn’t destined to last. The owner was in a lot of debt, and one night 
gangsters came to collect. They burned the whole circus out. She was 
the only one to escape. She tracked the evil men back to Nocturne and 
together with Heartbreaker she made them pay. Now Heartbreaker is 
dead. It’s time for someone else to pay.

HERO

Edge 24
Health 6

Resolve 2
Hero Points 100

ABILITIES

Agility 9d
Intellect 3d
Might 5d

Perception 6d
Toughness 6d
Willpower 4d

TALENTS

Academics 3d
Charm 5d
Command 3d
Covert 5d
Investigation 3d
Medicine 3d 

Professional 3d
Science 3d
Streetwise 3d
Survival 4d
Technology 3d
Vehicles 3d

POWERS

INNATE POWERS
Danger Sense 9d
Flight 8d (CON: Wings)
Luck 4d
Lightning Refl exes
Radar
Specialty (Acrobat)
Super Senses (Acute Vision 10d, Telescopic Vision)

TECHNOLOGY POWERS
Strike 9d (CON: Item)

PERKS

None

FLAWS

Fear: Claustrophobia
Naive (see page 12)
Unusual Shape (large bat wings)

Edge 24
Health 6

Resolve 2
Hero Points 100

ABILITIES

Agility 9d
Intellect 3d
Might 5d

Perception 6d
Toughness 6d
Willpower 4d

TALENTS

Academics 3d
Charm 5d
Command 3d
Covert 5d
Investigation 3d
Medicine 3d 

Professional 3d
Science 3d
Streetwise 3d
Survival 4d
Technology 3d
Vehicles 3d

POWERS

INNATE POWERS
Danger Sense 9d
Flight 8d (CON: Wings)
Luck 4d
Lightning Refl exes
Radar
Specialty (Acrobat)
Super Senses (Acute Vision 10d, Telescopic Vision)

TECHNOLOGY POWERS
Strike 9d (CON: Item)

PERKS

None

FLAWS

Fear: Claustrophobia
Naive (see page 12)
Unusual Shape (large bat wings)
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TRAVELER SCOTT CABLE

ADDITIONAL INFORMATION
MOTIVATION: Trouble (Everyone deserves justice and liberty.)
GOALS: Traveler is grim and fatalistic. He has no sense of humor; he is 
driven to accomplish his mission no matter what stands in his way. He 
may mean well, but his unrelenting personality and dedication to the 
mission may bring him into confl ict with the PCs.
METHODS: Traveler is willing to do nearly anything to save the future. 
Only he knows how bad the world will get, and only he can stop it. He 
has no qualms about taking lives, but he must be careful; one stray bullet 
and the future could change irreparably. Then again, the future is bad 
enough that this might not necessarily be a bad thing. 
ORIGIN: The future is a dark place, torn apart by some apocalypse that 

no one fully understands. Death-gangs and mutant marauders roam the 
blasted countryside and prowl through the ruined streets of collapsed 
cities. Every day is a fi ght for survival, and there are few heroes left. The 
man known as Traveler is one of them. He fought against the forces of 
chaos and entropy to try to preserve what was left of civilization. But 
as strong as he is, he is only one man. Even he could not stop the fall. 
So, he and his allies hatched an audacious scheme. Using forbidden 
technology, they would hurl him backwards through time, to a point 
before the apocalypse happened, to stop the end of the world before it 
could take place. He found himself here, in Nocturne, exactly the spot 
where he was meant to be…

“You know, it doesn’t have to go down this way… Oh, 
who am I kidding? It always goes down this way.”

HERO

Edge 9
Health 6

Resolve 5
Hero Points 100

ABILITIES

Agility 6d
Intellect 3d
Might 6d

Perception 3d
Toughness 6d
Willpower 3d

TALENTS

Academics 3d
Charm 3d
Command 5d
Covert 4d
Investigation 3d
Medicine 3d 

Professional 3d
Science 5d
Streetwise 3d
Survival 4d
Technology 5d
Vehicles 5d

POWERS

CYBERNETICS POWERS
Armor 8d
Blast d8
Leaping 4d
Super Senses (Thermal Vision)

TECHNOLOGY POWERS
Time Stop 2d (Harmful-1d3 Health)
Force Field 8d
Portable Storehouse

TRAINED POWERS
Specialty (Mechanic)

PERKS

None

FLAWS

Finite Power (Futuristic Technology)
Flashbacks
Unlucky

GEAR

Advanced Pistol: 9d ranged
Advanced Heavy Armor: 10d Armor (Rigid)
Portal Computer, Communicator, other Advanced Gear as 

needed

 (Everyone deserves justice and liberty.)
 Traveler is grim and fatalistic. He has no sense of humor; he is 

driven to accomplish his mission no matter what stands in his way. He 

no one fully understands. Death-gangs and mutant marauders roam the 
blasted countryside and prowl through the ruined streets of collapsed 
cities. Every day is a fi ght for survival, and there are few heroes left. The 

“You know, it doesn’t have to go down this way… Oh, 
who am I kidding? It always goes down this way.”

Resolve 5
Hero Points 100

Perception 3d
Toughness 6d
Willpower 3d

Professional 3d
Science 5d
Streetwise 3d
Survival 4d
Technology 5d
Vehicles 5d

10d Armor (Rigid)
Portal Computer, Communicator, other Advanced Gear as 
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HERO

Edge 10
Health 4/9

Resolve 3
Hero Points 100

ABILITIES

Agility 4d
Intellect 5d
Might 3d/12d

Perception 5d
Toughness 3d/6d
Willpower 4d

TALENTS

Academics 3d
Charm 5d
Command 4d
Covert 5d
Investigation 6d
Medicine 3d 

Professional 3d
Science 3d
Streetwise 5d
Survival 3d
Technology 5d
Vehicles 4d

POWERS

TECHNOLOGY POWERS
Armor 9d (Item-battlesuit)
Blast 9d (Item-battlesuit)
Boost Might 12d (Item-battlesuit, Overkill)
Boost Toughness 6d (Item-battlesuit)
Immunity: (Environmental, Life Support) 

(Item-battlesuit)
Leaping 4d (Item-battlesuit)
Super Senses (Night Vision, Radio Hearing) 
      (Item-battlesuit)

TRAINED POWERS
Specialty (Tank)

PERKS

Contacts (Law enforcement)

FLAWS

Code
Compulsion (drinking)
Enemy (Cybertronics Corporation)

GEAR

Tools
Smartphone

TROUBLESHOOTER DAVID MACKENZIE

ADDITIONAL INFORMATION
MOTIVATION: Responsibility (I owe this to my brother)
GOALS: The new Troubleshooter wants to be a hero in the same vein 
as his brother — honorable, noble, kindhearted — but it doesn’t come 
naturally to him. He tends to be sullen, grouchy, and (about half the time) 
drunk. Still, when he puts the armor on, it’s almost like he can feel his 
brother’s spirit guiding him to always do the right thing.
METHODS: Usually, the armor’s great strength is enough to win 
the day. Troubleshooter has no problems picking up and tossing his 
enemies away from him as if they were crumpled up balls of paper. If 
he’s in trouble or faced with a very powerful foe, Troubleshooter uses his 
mobility to his best advantage, getting a good vantage point and then 
blazing away at his enemies. He is reluctant to kill, mostly because his 

brother would never approve.
ORIGIN: Ron Mackenzie was the fi rst to wear the Troubleshooter armor. 
He designed it and used it to help people. Then the company he worked 
for decided he’d gotten too big for his britches, and Troubleshooter 
died. But justice can’t be killed. Ron’s brother David was working as a 
private detective when he heard about his brother’s murder, so he did 
the only thing he could do — the right thing. He took the armor, and 
he uses it to fulfi ll his brother’s legacy. The old Troubleshooter worked 
alongside Heartbreaker many times; she was a friend and sometimes 
partner to the late hero. She often shared stories about him with David. 
With her gone, that’s another loss David has had to swallow. He can’t let 
everything she fought for die with her.

“I’m called Troubleshooter because I shoot 
trouble. You aren’t going to give me any 

trouble… <ka-click> …are you?”Resolve 3
Hero Points 100

Perception 5d
Toughness 3d/6d
Willpower 4d

Professional 3d
Science 3d
Streetwise 5d
Survival 3d
Technology 5d
Vehicles 4d

12d (Item-battlesuit, Overkill)
6d (Item-battlesuit)

Immunity: (Environmental, Life Support) 

Super Senses (Night Vision, Radio Hearing) 

Enemy (Cybertronics Corporation)

trouble. You aren’t going to give me any 
trouble… <ka-click> …are you?”

8888 BLOODBLOOD JUSTICEJUSTICE

T
R

O
U

B
LE

S
H

O
O

T
E

R
T

R
O

U
B

LE
S

H
O

O
T

E
R


