The Fallen 5

Backstories of the Fallen Five

Dr. Mededith Stinson, AKA Synapse

Along with her lab partner, Dr. Ivan Ramonat (known more commonly by his heroic title, Comrade Blade), Meredith Stinson was one of the paramount scientific minds in existence.  Together, they were responsible for many of the innovations that made the world a better place.

At least, until the accident.

While designing a revolutionary communications system that would allow for instantaneous transfer of information regardless of distance (to use in deep space missions), Dr. Stinson was trapped in the multidimensional transfer chamber.  

Despite the best efforts of her team, she could not be extracted and was bombarded by exotic particles from an infinite number of alternate dimensions.  In one agonizing second, she was linked with an infinite number of alternate iterations of herself, and her mind opened to the full glory of the multiverse.

Though she seemed to recover physically, it became apparent that her already formidable intellect had been augmented by her exposure to the alternate realities.  With experimentation, it became apparent that not only was she the smartest mind on earth, she could use her augmented mind to cause physical changes in the world around her, drawing on the power of the infinite multiverse to warp reality.  Taking the name Synapse, she helped to defend the world as the smartest woman on Earth.  And for a few years, the world prospered like never before with her at the scientific forefront.

Over time, though, she withdrew from society.  Even her closest friends and scientific equals were (in her mind) far below her intellectually, and she gradually soured.  She spent her time in the lab, or alone on her private island.  

Five years after the accident, she formed an alliance with a group of individuals- all former heroes- who believed that humanity needed to be guided if it was to achieve its proper potential.  Some sacrifices would need to be made, but in the end the world would prosper under their rule.

The Fallen Five (as they came to be known) became the greatest group of villains the world had ever seen.  With footholds in several major cities, they were well on their way to conquering the world, and it was only through a desperate gambit by Comrade Blade and the mother/daughter team of Solaris and Sunset that the Five were defeated and forced to flee.  

Beaten, the Five retreated to Stinson’s island fortress.  With little time before capture, Stinson exercised the full power of her marvelous mind, ripping a hole in the fabric of the multiverse.  Vowing revenge, the Five moved into the between spaces.

In a crackle of lightning and an explosion of color, Synapse fell to the ground of a new world, slightly different from her own.  The rest of the five would be breaking through soon, and this time, they wouldn’t lose!

Paul Parsons, AKA Lineage

The latest in a line of legendary heroes, Paul Parsons is proud to be Lineage.

All his life, Paul was told that his bloodline made him superior, just like his father had been told, and his father before him, all the way back to Joseph Parsons, the hero of the American Revolution.  Each son inherited his father’s powers and developed new ones, and young Paul was no exception.  

As a young man, Paul never could connect with other people, and had trouble fitting in.  This would be a common thread throughout his life.  Arrogant, impetuous, and bold, he used his powers to defeat countless threats to the little people who needed him.  During one of his early missions he teamed up with Dawn Cohen, better known as Solaris.  Finally able to connect with someone he considered an equal, he fell in love.  They were married a year later, followed by the birth of a daughter, Amanda. 

Paul eagerly waited for her to develop the powers bestowed by the Parsons lineage, but as she grew older she seemed to be entirely normal.  Paul was devastated.  The marriage ended in divorce when Amanda was twelve.  She ended up developing not only the full complement of Parsons powers but an array of new ones from her mother when she was eighteen…but by then Paul had descended into madness.

He stepped away from the heroic life and took to wandering America.   In his bitterness, he saw everyone he met as small and beneath him.  More and more he would ignore cries for help and just walk away.  When Dawn and Amanda tried to contact him, he would ignore them.  Even the news that his daughter had carried on the Lineage powers couldn’t penetrate his depression.

Gradually he came to believe that Humanity needed to be uplifted.  The only way to save them (and himself) would be to elevate them to his level.  Sacrifices would have to be made, but in his mind, it wasn’t like they were doing anything with their lives anyway.  

When Dr. Stinson invited him to discuss the future, promising a new way and a new purpose, he accepted.  

Maia Montgomery, AKA The Revenant

When young Maia woke from her coma and vowed never to be helpless again, she began to train her mind and body to handle any situation.  

Martial arts, sciences, law, business, Maia studied (and mastered) them all.  

When a rash of violent attacks hit campus, Maia began patrolling the area, concealing her identity with a homemade costume.  Over time, as her skills improved, she began to widen her patrols.  

But nothing she did ever seemed to have any lasting impact on the den of vice that was Rook City.  But she was undeterred.  She would bring peace and security, even if she had to control all of Rook city to make it happen.  And the ones who stood in her way would be crushed.  

So she began to intensify her efforts.  When she assumed control of Montgomery industries, she began to expand her control of the businesses of Rook City.  Fronts for the shadowy Organization were either bought out or burned to the ground by the masked woman known as the Revenant.  Enforcers were killed, underbosses made…examples of.  No criminal was safe.  No fortress was secure.  When they escalated operations, the Revenant matched and exceeded their brutality.  

Meanwhile, Maia bought up everything she could, expanding Montgomery industries into chemical, military, and biological divisions.  Slowly, she tightened her grasp on Rook City. 

The Syndicate died with its Chairman in the vats of Pike Chemical.

Rook City was safe, quiet…and terrified.  

Even with Rook city under her control, Maia wasn’t content.  The Maerynian invasion showed just how vulnerable the Earth was to extraordinary threats, and on the homefront there were other organizations out there that were already starting to look to fill the Syndicate’s shoes.  Clearly there was much more work to do.


When Dr. Stinson offered her a chance to fulfill her dream of a better world, she accepted.

Capt. Tyler Vance, AKA Siege  

When Lt. Tyler Vance and his men were surrounded in a contested area outside of Fallujah, he could have hunkered down and adopted a defensive strategy.  But never one to back down from a fight, Lt. Vance sent small parties of his men to convince the enemy that they were the ones surrounded, while he led strike teams to force them continually back.  

The risky maneuver paid off, and the attacking force was driven back by what they thought was a large army.  When the sandstorm ended and reinforcement arrived, Lt. Vance had captured several hundred enemies, and only sustained a few casualties and serious injuries.

His excellence in offensive tactics and misdirection was not overlooked.  He was promoted to captain and offered the unique chance to become the pilot of the YS-1300a “Siege” suit, a powered armor suit that would allow one man to perform the work of an entire mechanized assault squad. He would be allowed to use it to combat extraordinary threats as part of the superhero community.

Siege became a force to be reckoned with, distinguishing himself in the fight against the Maerynian Invasion, the Inquisitor’s Zealots, and the rising of the Maori dead.  

He threw himself into the fight, using his tactical genius to rout enemies again and again. Warnings of the psychologically addictive nature of the suit were dismissed as he continued to distinguish himself in battle.  He would take on any challenge and fight any battle if it would let him get back inside and show the world what Siege could do.  The fight was all that mattered.

When his suit was corrupted by the sentient computer virus known as Omnitron, he became trapped in it.  He was forced to participate as the suit rampaged through his former allies, and it was only through a desperate act of rigging the self destruct that he managed to stop it.  

Bereft of the armor and severely wounded,  Capt. Vance took up residence as Dr. Stinson’s head of security, on the promise of a rebuilt Siege suit and a war like no other.

Ryan Frost, AKA Void 

During a low point in his life, Ryan Frost was working as a janitor in Pike cryogenics.  There, an accident left him in a state of hibernation as his body began to process all incoming energy.  Instead of dying, his body fed on any available source of energy to stay alive in the extreme cold.  

For nearly a decade, he was kept in a state of suspended animation.  Test showed that nearly anything directed at him would be absorbed and used as fuel.  The reaction was unstable- Frost would (even in the cryo chamber) emit flashes of light when struck by so much as a mote of dust.  With a desperate hunger every time he woke up, his mind began to erode

Dr Stinson, seeing the potential usefulness of a being such as this in her plan for world domination, acquired him as a test subject, and developed a special suit that would grant him a degree of control over his condition and a measure of sanity.  There was just one catch- he would only get the suit as long as he worked for her.  With no ties to anyone or anything, a desperate hunger that needed feeding, and no hope, he agreed.

Ryan Frost was no more.  Instead, there was only the empty Void.

Synapse: 50 HP

Nemesis: Tachyon

Leader of the Fallen Five

Setup:

Reveal cards until a member of the Fallen Five is found, put into play.  Shuffle the rest of the revealed cards into the villain deck.

Start of turn: If Synapse is the only villain target in play, flip to “Hypercharged Braniac”

End of turn:  All heroes may discard a card.  Synapse deals any hero that does not discard a card H-2 psychic damage

Advanced: Reduce damage to Villain targets by 1

Flip side: (Hypercharged Braniac)

Start of turn: If any members of the Fallen Five (other than Synapse) are in play, flip to “Leader of the Fallen 5”

End of Turn: Play the top and bottom cards of the villain deck.

Advanced: Synapse Regains H HP at the end of the turn

25 villain cards:

(4x high HP members of the Fallen 5)

(4x cards that bring them into play)

Reality Incursion:

Reveal cards from the villain deck until you find a member of the Fallen Five.

Put them into play and shuffle the villain deck.

If all 4 members of the Fallen Five are in the trash, randomly place 1 on top of the villain deck.

(11x  ongoing)

2x Neurotoxin dart (ongoing)

The Villain with the lowest HP deals the Hero with the 2nd highest HP 1irreducible toxic damage


On that hero's next turn, reduce all damage from that hero by 2


If Revenant is in play, attack the hero with the highest and the hero with the 2nd highest

1x Reactive armor (ongoing)


Reduce all damage to villain targets by 1


If Siege is in play, the first time each turn a Villain target takes damage from a target


Siege deals H-2 projectile damage to that target

2x Void Lock  (ongoing)


Play on a hero without a void lock


That hero takes 2 energy damage on the start of their turn


If Void is in play, that hero MUST target Void with all damaging cards or powers

1x Breaking the Barriers (ongoing)


Play an additional card during the villain play phase.


Synapse deals herself H-2 psychic damage at the start of the villain turn

2x Furious Charge (ongoing)


End of villain turn:


The villain with the highest deals the hero with the highest H-2 damage


If Lineage is in play, all Villain targets regain (H-2) HP

2x Arrogant intervention (ongoing)


Synapse is immune to damage.


If Lineage is in play, all villain targets are immune to damage, except for Lineage


Destroy this card at the start of the villain turn

2x Blinding Headache (ongoing)


Anytime a hero uses an ongoing card's effect or power, destroy that card.


Destroy this card at the start of the Villain turn.

(5x  one shots)

Calculated Construct


Play the top card of the villain deck


Destroy H-2 hero equipment or ongoings


If Revenant is in play, search the villain deck for a “Neurotoxin Dart” and put it in play

Synaptic  Assault


Synapse deals all hero targets H-2 psychic damage.


Heroes damaged in this fashion may not use powers on their next turn.

Explosive Conflagration


The villain with the highest HP deals themself H-2 fire damage


Then, the villain with the highest HP deals all hero targets H fire damage


If Siege is in play, play the top card of the villain deck

Voidbound Drain

The villain with the highest HP deals the hero target with the lowest HP H energy damage


If Void is in play, he then deals himself H+2 energy damage.

Shakedown

The villain with the highest HP deals the hero with the highest HP H-2 melee damage.


If Lineage is in play, that hero may not play cards on their next turn.

Lineage (32 HP)

All Villain targets deal +1 damage

When Lineage is damaged, he becomes immune to that damage type.  When he is dealt a different type of damage, the immunity switches to that type

End of turn, Deal H-2 Melee to the Hero with the highest.

Revenant (26 HP)

All villain targets reduce damage taken by 1

Any time an environment would damage a villain, redirect it to the Hero with the Highest HP.

End of turn: Deal H-2 projectile to the 2 heroes with the highest HP

Siege (28 HP)

Start of Turn, Siege deals each Hero X projectile damage, where X is the number of turns he has been in play.

End of turn: Siege regains H-2 HP

Void (29 HP)

If hero power or card can target multiple targets, Void must be one of them.

All hero target “start of turn” effects happen at the end of that heroes turn

If a target damages Void, he deals an equal amount of energy damage to the heroes.  

The heroes may distribute this damage equally or have one hero take it all.

Art/Text:

Character art thoughts:

Synapse: (Leader of the Fallen Five)

Black bodysuit with electric blue rings. Blue goggles.  Shorter hair than Tach. Leaning up against a brick wall, with a tear in the fabric of reality next to her.  Eating pizza, naturally.

Synapse: (Hypercharged Brainiac)

Synapse running, leaving blue distortions after her?  Lightning coming from her head.

Lineage:

Art:  Blue bodysuit.  White cape. Floating?   Arms folded, looking down at the people below.  Very close cropped hair and a full beard.

Text: Pathetic little ants!  None of you are worthy!

Siege:  Black Bunker armor.  More guns, including large cannons/missile racks on back.  Jumpjets?  Less focus on armor, more on offense.  More angular?  Laying down a withering barrage of firepower

Text: Bring it on!

Revenant:  Wraith pose (2nd edition).  Grey bodysuit (like rook city), black cape and mask.  Short, spiky hair.  UV eyepiece.  Obviously armed w/knives and purple toxin darts.  

Text:  The night was alive with sirens and screams.  Revenant cleaned off the blood and smiled under her mask.

Void:  White armor with red accents.  Creating a singularity that absorbs in one hand, shooting energy rays with other.        
Text: Why should I care? You’re all food to me!

Reality Incursion

Art: The Fallen Five coming as a team out of a tear in reality.

Text:  Dude, evil our evil versions are jerks!

 -Tachyon 

Neurotoxin dart 

Art: (mimicry of stun bolt pose) The Revenant with a wrist launcher of purple vials.

Art: (action) The Revenant firing darts at the Wraith. 

Text: You’re starting to annoy me.  I’m going to kill you slow!  

Reactive armor

Art: Lasers coming from the shoulders of the Siege suit, picking off incoming projectiles from multiple directions.  Bomblets are being deployed from the back to keep people from getting close.

Text: The best defense is a good offence.  Also lasers and explosions.

Void Lock

Art:  Void surrounding Bunker with a black field from his hands.  Projectiles and missiles are getting sucked toward Void

Text:  Come to me, food.  Give me everything.


-Void

Breaking the Barriers

Art:  (mimicry of pushing the limits) Two worlds phasing together, bound by blue chains. 

Text:  The strain was enormous, but Synapse never faltered.  She would remake reality to suit her needs!

Furious Charge:

Art: Lineage charging into the Freedom Five, scattering them 

Text:  Lineage fought like a berserker, with no heed to odds or danger.  

Arrogant intervention

Art: Lineage swatting a missile away from the Fallen Five

Text: Is the best you can do?

Blinding Headache

Art:  (mimicry of blinding speed) Blue lighting jumping from person to person, with everyone clutching their head in pain

Text:  I just need to slow you down while my team kills you.  

Calculated Construct

Art:  The Revenant holding together a weapon made of a hairdresser, knives and darts.

Text:  Improvisation is fine, but only if you don’t have time to plan.    

Synaptic  Assault

Art:  (reverse of hypersonic?)  Synapse standing at the end of a tunnel of blue energy.

Text: Their minds were opened to the impossible, painful majesty of the infinite.  

Explosive Conflagration

Art: Siege, all guns blazing and missile apertures open, firing everything point blank.

Text: Nanofactories in the armor ensured that Siege never ran out of ammunition. 

Voidbound Drain

Art: Void, sparking and lifting into the air as he drains the vitality from Legacy with both (black glowing) hands.

Text:  More!  More!  MORE!

Shake up

Art: Lineage slamming Legacy against the wall with one hand, throwing AZ into the air with the other.  

Text: You’re not worthy of the name!

