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LADY LIGHTNING
REAL NAME: Josephine “Jo” Fenton
OCCUPATION: Former jet pilot, now criminally insane 

stalker
BASE: Freedom City 

Officially, Josephine Fenton flew Nolan Aircraft’s corporate 
airplanes, but unofficially, quiet, loyal, funny, and caring 
Jo was everyone’s best, most trusted friend. She was es-
pecially close to fellow jet jockey Ray (Captain Thunder) 
Gardener, and for a time rivaled Nancy Dumont for his af-
fections. Through it all, the three remained friendly, and 
shared good times and bad. When Ray finally choose to 
settle down with Nancy, Jo accepted it gracefully, and 
focused on getting on with her life.

Fenton’s cherished independence came to an end when 
the supervillain Dr. Stratos abducted her as part of a 
scheme to emotionally devastate his archenemy Captain 
Thunder. With his superpowers removed and true identity 
revealed, Ray Gardener could only watch helplessly as 
Jo was seemingly killed by Stratos, disintegrated by the 
metahuman energies the villain drained from Captain 
Thunder. Gardener eventually regained his powers and 
escaped, but genuinely good people like Jo Fenton are 
emotional foundations for all those close to them. Ray 
Gardener mourns her loss still today.

In truth, Fenton’s body survived, transformed into “living 
lightning.” Through sheer force of will, she re-integrated 
herself into a coherent whole, able to switch between 
solid and energy forms. In the process, the essence of 
Jo Fenton was destroyed, and what remained was the 
long-suppressed base, selfish, and amoral aspects of 
her personality. The resurrected Jo wanted Ray Gardner 
more than ever, now that they were true soul mates who 
“shared the lightning.” As Lady Lightning, she would do 
whatever it took to have him.

Lady Lightning stalked Captain Thunder for several years, 
until Blackstone Prison devised a way to successfully 

contain her energy form. The world changed during 
the years she remained incarcerated, with Captain 

Thunder retiring and his son Ray Jr. now carrying 
on his legacy as Thunderbolt. Lady Lightning’s 

madness left her frozen in the past, and after 
escaping Blackstone during the “Time of the 
Apes” incident, the now middle-aged Fenton 
began stalking Thunderbolt, oblivious to the 

fact she’s now pursuing a completely differ-
ent man.

PERSONALITY

Lady Lightning is always manipulative of others, 
donning whatever persona helps bring her closer to 

Thunderbolt. Only when she’s denied him does 
the depth of her violent psychotic imbalance 
show.

POWERS & ABILITIES

Fenton transforms into a coherent electrical field, making 
her immune to physical harm (though still vulnerable to 
energy attacks). She can fly along the paths of electrical 
lines, and transport herself along information networks 
such as cellular telephone and computer. Contact with 
her “living lightning” form—by accident or design—in-
flicts powerful electrical shocks.

ALLIES

Fenton allies herself with absolutely anyone who can help 
put the Gardener du jour in her clutches, even Dr. Stratos.
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LADY LIGHTNING	 PL11
STR STA AGL DEX FGT INT AWE PRE

0 6 7 3 1 3 3 2

POWERS

Living Lightning: Alternate Form (Activation: Standard 
Action) • 135 points

•	 Electrical Form: Insubstantial 3 (Energy)
•	 Electro-Flight: Flight 8 (500 MPH)
•	 Electromagnetic Field: Sustained Protection 6
•	 Energy Body: Enhanced Advantages 3 (Evasion 2, Move-by 

Action), Enhanced Agility 5, Enhanced Dodge 2, Enhanced 
Fortitude 8, Enhanced Parry 8, Enhanced Stamina 5

•	 Network Jump: Teleport 5 (900 feet), Accurate, Extended 
(30 miles), Medium (networks)

•	 Shock Field: Reaction Affliction 11 (Resisted and Overcome 
by Fortitude; Dazed, Stunned, Incapacitated) AE: Lightning 
Arc: Damage 11, Reach 5 (25 feet) Linked to Cumulative 
Perception Area Affliction 11 (Resisted by Dodge, Overcome 
by Fortitude; Impaired, Disabled, Unaware), Limited to 
Vision only

SKILLS

Close Combat: Shock Field 10 (+11), Deception 9 (+11), 
Perception 2 (+5), Persuasion 6 (+8), Ranged Combat: Lightning 
Arc 10 (+11), Vehicles 5 (+8)

ADVANTAGES

Evasion 2, Move-by Action, Taunt

OFFENSE

INITIATIVE +7

Shock Field +11 Close, Affliction 11, Fort. DC 21

Lightning Arc +11 Ranged, Damage 11 (25 ft. reach) 
linked to Cumulative Perception Area 
Affliction 11, Dodge/Fort. DC 21

DEFENSE

DODGE 10 FORTITUDE 14

PARRY 10 TOUGHNESS 12

WILL 7

POWER POINTS

ABILITIES 30 SKILLS 20

POWERS 136 DEFENSES 6

ADVANTAGES 1 TOTAL 193

COMPLICATIONS

Motivation—Obsession: Lady Lightning is consumed by her 
psychotic desire for Ray Gardener, Jr., the young hero known 
as Thunderbolt, just as she once craved his father Captain 
Thunder’s attentions. Everything she does is a means to that 
end.
Power Loss: Her powers “short-out” when she’s immersed 
in water or exposed to strong magnetic fields. Until these 
conditions are reversed, Lady Lightning reverts to her normal 
human form and her powers are unavailable.
Weakness: Exposure to water disrupts her “living lightning” 
form. She resists this with Fortitude (rank depending on the 
amount of water contacted), with failure leaving her stunned, 
dazed, or incapacitated.

ENEMIES

Anyone standing between her and the object of her mad 
affections suffers her wrath.

HOOKS

Atomic: Lady Lightning abducts Nancy Gardener and 
sneaks her into the Raymond Nuclear Power Plant under 
cover of a protest demonstration outside the facility. She 
threatens to hurl Nancy into the radioactive core unless 
Thunderbolt (or Captain Thunder, in a historical Freedom 
City series) appears and publicly declares his love for Lady 
Lightning. Trouble is, Thunderbolt’s out of town (possibly 
off world, or in a different dimension) on another case, 
leaving the player characters to save Nancy. Making matters 
worse, some of the more radical protesters take advantage 
of the confusion and make their way inside to sabotage the 
plant. The heroes must then rescue a hostage and prevent 
the demonstrators from triggering a meltdown, with lots 
of sensitive, vital equipment and innocent plant workers 
around forcing them to avoid an all-out fight.

You! You’re So ... Suitable!: It may be the shape of his 
nose, his voice, his bearing, or just being a guy wearing a 
similar cape or using electrical powers, but whatever it is, 
Lady Lightning transfers her fixation from (a secretly re-
lieved) Thunderbolt to a player character. The heroes must 
use all their detective skills to locate her and find a way to 

imprison her before she uncovers enough of her would-be 
paramour’s secrets to begin cyber-stalking her way to him. 
With the hero’s loved ones potential targets for kidnapping 
and emotional blackmail, the tension mounts with every 
text, email, and chat window he receives.

Some of my dad’s old enemies are like 

the Commander—they quit and make 

cool stuff like Deimos laptops. Lucky 

me, when I log on to my Deimos, I never 

know when a creepy middle-aged lady 

made of energy is waiting inside it 

to kidnap me. Again. And every text 

message I get could be Lady Lightning 

looking to put her tongue down my 

throat. Best of all, when I do fight 

her off, no jail can hold her. I can’t 

win. SMH. Why can’t she quit, too? 

                    
          —Thunderbolt.
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CREDITS & LICENSE

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the 
Coast, Inc. and is Copyright 2000 Wizards of the Coast, 
Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright
and/or trademark owners who have contributed Open
Game Content; (b)”Derivative Material” means copyright-
ed material including derivative works and translations
(including into other computer languages), potation,
modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form
in which an existing work may be recast, transformed
or adapted; (c) “Distribute” means to reproduce, license, 
rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d)”Open Game Content” means the 
game mechanic and includes the methods, procedures, 
processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement 
over the prior art and any additional content clearly iden-
tified as Open Game Content by the Contributor, and
means any work covered by this License, including trans-
lations and derivative works under copyright law, but spe-
cifically excludes Product Identity. (e) “Product Identity” 
means product and product line names, logos and iden-
tifying marks including trade dress; artifacts; creatures
characters; stories, storylines, plots, thematic elements,
dialogue, incidents, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, themes 
and graphic, photographic and other visual or audio rep-
resentations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses 
and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or 
effects, logos, symbols, or graphic designs; and any other 
trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and 
which specifically excludes the Open Game Content; (f ) 
“Trademark” means the logos, names, mark, sign, motto, 
designs that are used by a Contributor to identify itself or 
its products or the associated products contributed to the 
Open Game License by the Contributor (g) “Use”, “Used” 
or “Using” means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Mate-
rial of Open Game Content. (h) “You” or “Your” means the 
licensee in terms of this agreement.

2. The License: This License applies to any Open Game 
Content that contains a notice indicating that the Open 
Game Content may only be Used under and in terms of 
this License. You must affix such a notice to any Open 
Game Content that you Use. No terms may be added to 
or subtracted from this License except as described by 
the License itself. No other terms or conditions may be 
applied to any Open Game Content distributed using
this License.

3. Offer and Acceptance: By Using the Open Game
Content You indicate Your acceptance of the terms of
this License.

4. Grant and Consideration: In consideration for agree-
ing to use this License, the Contributors grant You a per-
petual, worldwide, royalty-free, non-exclusive license
with the exact terms of this License to Use, the Open
Game Content.

5. Representation of Authority to Contribute: If 
You are contributing original material as Open Game
Content, You represent that Your Contributions are Your 
original creation and/or You have sufficient rights to
grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include
the exact text of the COPYRIGHT NOTICE of any Open
Game Content You are copying, modifying or distribut-
ing, and You must add the title, the copyright date, and 
the copyright holder’s name to the COPYRIGHT NOTICE 
of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any 
Product Identity, including as an indication as to com-
patibility, except as expressly licensed in another, inde-
pendent Agreement with the owner of each element of 
that Product Identity. You agree not to indicate compat-
ibility or co-adaptability with any Trademark or Regis-
tered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in
another, independent Agreement with the owner of
such Trademark or Registered Trademark. The use of
any Product Identity in Open Game Content does not
constitute a challenge to the ownership of that Product 
Identity. The owner of any Product Identity used in Open 
Game Content shall retain all rights, title and interest in 
and to that Product Identity.

8. Identification: If you distribute Open Game Content 
You must clearly indicate which portions of the work
that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated
Agents may publish updated versions of this License. You 
may use any authorized version of this License to copy, 
modify and distribute any Open Game Content originally 
distributed under any version of this License.

10. Copy of this License: You MUST include a copy of 
this License with every copy of the Open Game Content 
You Distribute.

11. Use of Contributor Credits: You may not market
or advertise the Open Game Content using the name
of any Contributor unless You have written permission 
from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to
comply with any of the terms of this License with respect 
to some or all of the Open Game Content due to statute, 
judicial order, or governmental regulation then You may 
not Use any Open Game Material so affected.

13. Termination: This License will terminate automati-
cally if You fail to comply with all terms herein and fail to 
cure such breach within 30 days of becoming aware of 
the breach. All sublicenses shall survive the termination 
of this License.

14. Reformation: If any provision of this License is held 
to be unenforceable, such provision shall be reformed 
only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the 
Coast, Inc. 

System Reference Document, Copyright 2000, Wizards of 
the Coast, Inc., Authors Jonathan Tweet, Monte Cook, 
Skip Williams, based on original material by E. Gary 
Gygax and Dave Arneson. 

Modern System Reference Document, Copyright 2002-
2004, Wizards of the Coast, Inc.; Authors Bill Slavicsek, 
Jeff Grubb, Rich Red-man, Charles Ryan, Eric Cagle, David 
Noonan, Stan!, Christopher Perkins, Rodney Thompson, 
and JD Wiker, based on material by Jonathan Tweet, 
Monte Cook, Skip Williams, Richard Baker, Peter Adkison, 
Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker. 

Mutants & Masterminds, Copyright 2002, Green Ronin 
Publishing; Author Steve Kenson. 

Advanced Player’s Manual, Copyright 2005, Green Ronin 
Publishing, LLC; Author Skip Williams. 

Silver Age Sentinels d20, Copyright 2002, Guardians 
of Order, Inc.; Authors Stephen Kenson, Mark C. 
Mackinnon, Jeff Mackintosh, Jesse Scoble. 

Freedom City, Copyright 2003, Green Ronin Publishing; 
Author: Steve Kenson

Mutants & Masterminds, Second Edition, Copyright 2005, 
Green Ronin Publishing, LLC; Author Steve Kenson. 

Freedom City, Second Edition, Copyright 2005, Green 
Ronin Publishing, LLC; Author Steve Kenson. 

DC Adventures Hero’s Handbook, Copyright 2010, Green 
Ronin Publishing, LLC; Author Steve Kenson. 

Mutants & Masterminds Hero’s Handbook, Copyright 
2011, Green Ronin Publishing, LLC; Author Steve Kenson.

Mutants & Masterminds Rogues Gallery #1: Lady Lightning, 
Copyright 2015, Green Ronin Publishing, LLC; Author 
Christopher McGlothlin.

Mutants & Masterminds Rogues Gallery #1: Lady Lightning

Design and Writing: Christopher McGlothlin

Editing and Development: Jon Leitheusser

Art Direction and Graphic Design: Hal Mangold

Interior Art: Alberto Foche

Publisher: Chris Pramas

Green Ronin Staff: Joe Carriker, Steve Kenson, Jon 
Leitheusser, Nicole Lindroos, Hal Mangold, Chris 
Pramas,  Donna Prior, Evan Sass, Marc Schmalz, and 
Barry Williams

Mutants & Masterminds Rogues Gallery #1: Lady Lightning 
is ©2015 Green Ronin Publishing, LLC. All rights reserved. 
References to other copyrighted material in no way con-
stitute a challenge to the respective copyright holders of 
that material. Mutants & Masterminds, Super-powered by 

M&M, Green Ronin, and their associated logos are trade-
marks of Green Ronin Publishing, LLC.

The following is designated as Product Identity, in ac-
cordance with Section 1(e) of the Open Game License, 
Version 1.0a: hero points, power points. All characters and 
their associated images, descriptions, backgrounds, and 
related information are declared Product Identity.

The following text is Open Gaming Content: all game system 
rules and material not previously declared Product Identity.

Green Ronin Publishing

3815 S. Othello St., Suite 100 #304
Seattle, WA 98118
Email: custserv@greenronin.com
Web Sites: www.greenronin.com
www.mutantsandmasterminds.com
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