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MEGRLODDN'THE MAN-GHARK

subjects for his new treatment, he tried it on himself, with
startling results. The missing parts of Dr. Kirkstrom’s legs
spontaneously regenerated! More than that, he began
taking on some other properties of sharks, including
the ability to breathe underwater and tremendously en-
hanced strength and reflexes.

Real Name: Dr. Connor Kirkstrom
Occupation: Marine biologist
Base: Freedom City

Dr. Connor Kirkstrom was a brilliant biologist specializing
in marine life as well as a passionate diver and oceanic ex-
plorer. Some thought Kirkstorm a bit reckless, but others  Then Kirkstrom noticed the side effects: the cravings for
admired his adventuring spirit, less common in later gen- 13\ meat, the paranoia and bloodlust, the outbursts of
erations of scientists. rage. Worse yet, he noticed his skin becoming rough and
gray, his teeth pointed. He tried stealing what he needed
to formulate an antidote, to reverse the effects, but it was
too late. A confrontation with the heroine Siren triggered
a berserk rage in Dr. Kirkstrom and completed his trans-

This reckless spirit of adventure changed Dr. Kirkstrom's
life forever. While studying great white sharks in the
Pacific, Dr. Kirkstrom overlooked certain safety measures.
When a shark cage proved faulty, Kirkstrom came face
to face with a powerful great white and barely escaped

with his life. One leg was severed, bitten off just
below the knee, while his other was so
badly mangled that doctors were forced
to amputate it. Kirkstrom would never @ &
dive again. He underwent physical

therapy and rehabilitation with the as- _
sistance of his fiancée, Susan Mishner. % w
Relegated to laboratory research, W

teaching, and writing, Dr. Kirkstrom
became obsessed with the cause
of his injuries. He became a re-
nowned authority on sharks:
their biology, behavior, and
habits, and he became a kind
of admirer of nature’s cruel and *
elegant design in creating the
world’s perfect predator, unchanged by
millions of years of evolution.

Among their other properties, Dr.
Kirkstrom studied the biological'.
structure and recuperative abilities
of sharks. He believed he had
found a means for using
infusions of shark cartilage
and DNA to promote regen-
eration of damaged tissue.
If successful, his experiment ®.
could be a tremendous boon to
medicine. However, he had diffi-
culty in obtaining funding, given
his somewhat reckless past, and
the lack of solid experimental
data. He was encouraged to con-
tinue his research, but slowly, ands
to try again when he had more
proof of his theories.

Kirkstrom was unwilling to wait.

He knew his theories were correct, ¢
so he pursued research on his own.s
When funding dried up, and he

was left with no experimental 5“%&5

MEGALODON
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Aquatic: Enhanced Advantage (Favored Environment: INITIATIVE +8
Aquatic), Immunity 3 (Cold, Drowning, Pressure), Movement Claws & Teeth +11  Close, Damage 12 (crit. 18-20)
1 (Environmental Adaptation: Aquatic), Swimming 6 (30 '

MPH) - 6 points Unarmed +11 Close, Damage 10
Claws & Teeth: Strength-based Damage 2, Improved Critical
2 + 4 points
Power Lifting: +2 Strength, Limited to Lifting - 2 points DODGE 10 FORTITUDE 14
Regeneration: Regeneration 3 - 3 points PARRY 10 TOUGHNESS 12
Sharkskin: Protection 4 « 4 points WILL 10
Shark Senses: Senses 4 (Acute Olfactory, Darkvision,
Direction Sense) « 4 points POWER POINTS
Shark Control: Summon Sharks 4 (Active, Horde, Mental Link, ABILITIES 54 SKILLS 32
Multiple Minions 2 (four sharks)) » 33 points POWERS 56 DEFENSES 30
EC Y covavracss o TomaL
Athletics 8 (+18), Close Combat: Unarmed 11 (+11), Expertise: COMPLICATIONS
Survival 13 (+12), Insight 4 (+6), Intimidation 12 (+12),
Perception 12 (+14), Stealth 4 (+8) Motivation—Survival: Megalodon looks to ensure his own
survival and place at the apex of the food chain.
ADVANTAGES Identity: Dr. Kirkstrom, marine biologist, who works against

. . Megalodon’s own goals.
All-out Attack, Favored Environment: Aquatic, Fearless,

Improved Critical 2 (Claws & Teeth), Improved Hold, Improved
Intiative, Power Attack, Startle, Takedown, Tracking

Temper: Megalodon can go into a frenzy in combat, especially
when his attacks draw blood.

Megalodon is a savage and remorseless killer, a predator
par excellence. He's perversely proud of his place at the
top of the world’s food chain, considering all other crea-
Dr. Kirkstrom's fiancée was able to use his research notes ~ tures beneath him. Only other sharks are potential peers,
to help restore Megalodon to human form. However, Dr.  2nd even they must bow to his superior will. Megalodon

Kirkstrom has become Megalodon on several other occa- 1S Quite cunning and more intelligent than many give him
sions since, and it remains to be seen if any cure is truly credit. Most of the Man-Shark’s short term plans involve

permanent. Most recently, Dr. Ashley Ellis of the Provi- survival and finding a means of ensuring he is never again
dence Asylum put forth the theory that at least part of Dr. fqrced to revert to the soft and helpless form of Connor
Kirkstrom’s condition is psychological, and the Man-Shark ~ Kirkstrom. Long term, the mal.evolent Man-Shark wants to
is a manifestation of his buried trauma and the “shadow  rule the oceans, followed by different ways of flooding the
side” of his personality. Declared unfit for trial on the basis ~ World, possibly along with transformlr?g humanity into his
of temporary insanity while in his Megalodon form, Dr.  shark-men subjects or herds of aquatic prey (or both, de-
Kirkstrom is currently on parole and under Dr. Ellis’ care.  Pending on whethe‘r or nof they‘5|d:,e W'Fh Megalodon as
Both have high hopes continued treatment will cure Kirk- the future of evolution) or “evolving” ordinary sharks into
strom and banish Megalodon for good, although that humanoid subjects with abilities similar to his own.

remains to be seen. Pn"EHs & nBIlITIEs
PERSONALITY

Connor Kirkstrom is a brilliant man tormented by the
monster inside of him and the things it made him do. His
former love of life has diminished to the point where he
has considered suicide to destroy Megalodon once and

formation. No longer was he a crippled scientist; he was
Megalodon, the Man-Shark!

Megalodon combines the most powerful traits of human
and shark, able to breathe in both water and air, with arms
and legs to move on land, but also capable of swimming
at considerable speed in the water. His hide and muscle
tissue are dense armor, while his hands and feet are
tipped with claws and his wide mouth is filled with razor-

for all. Only the support. of c.aring people like Dr. Ellis aﬁnd edged teeth.

the steadfast love of his wife Susan have kept Dr. Kirk-

strom sane as he hopes and prays for deliverance fromthe  Megalodon is superhumanly strong, able to toss small
specter of the Man-Shark. He has become meek and quiet,  boats and police cars with ease, or tear apart even a con-
fearful that his anger is the key to Megalodon'’s freedom. crete pier. He has shark-like senses, including the ability to
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navigate in deep waters with no light and to detect scents
like blood in the water.

Megalodon can exert mental control over other sharks,
summoning them and ordering them to do his bidding,
and typically has several swimming nearby when he
appears.

Month of the Man-Shark: In recent weeks, shark attacks
along the coast have increased dramatically. Megalodon
the Man-Shark is responsible. He's been calling sharks to
the region and commanding them to attack beachgo-
ers, but not just to cause terror ... he senses the presence
of Dakuwanga'’s (see Threat Report) strange, alien mind
somewhere off the coast and hopes to bring him closer
using the scent of blood in the water. Will Megalodon
be able to control Dakuwanga or will the beast go on a
rampage? It doesn't really matter to Megalodon, who will
enjoy the chaos either way!

Megalodon Triumphant: The criminal trio known as the
Trident (see Threat Report) has conspired to use Megalo-
don as a distraction. They hired a school of cyber-sharks
from the Ghostworks, then tricked Dr. Kirkstrom into as-
suming the form of Megalodon near the sharks. With
Megalodon in control of the cyber-sharks, he's able to
take them onto land and cause the distraction the Trident
needs while they uncover some Atlantean ruins close to

CYBER-SHARK PLS MINION

STR 4 STA 3 AGL 2 DEX 1 FGT 4 INT -2 AWE 1 PRE -3

Powers: Aquatic (Immunity 3 (Cold, Pressure, Suffocation
(Water)); Cyber-enhanced Mobility (Swimming 6 (32 MPH),
Speed 2 (8 MPH)); Cyber-weapons (Bite or Claws; Strength-
based Damage 1); Laser Beam Emitter (Ranged Damage 6);
Sub-dermal Armor (Protection 3); Tracking Sensors (Senses
4 (Acute Scent, Low-light Vision, Tracking Scent 2))

Advantages: All-out Attack, Fast Grab, Improved Hold, Power
Attack

Skills: Athletics 4 (+8), Close Combat: Cyber-weapons 1 (+5),
Perception 4 (+5), Ranged Combat: Laser Beam Emitter 3 (+4)

Offense: Initiative +2, Bite +5 (Close, Damage 5), Laser Beam
Emitter +4 (Ranged, Damage 6)

Defense: Dodge 4, Parry 4, Fortitude 6, Toughness 6, Will 4

Complications: Amphibious Cyber-shark: Cyber-sharks
look like normal sharks equipped with cybernetic arms,
legs, and build in armor and weaponry. They are very scary.
Motivation—Apex Predator: Cyber-sharks are still sharks,
they are motivated to feed. Electrical Vulnerability: Resistance
checks made against electrical attacks treat their effect as 2
ranks higher than listed.

Totals: Abilities 20 + Powers 31 + Advantages 4 + Skills 6 +
Defenses 8 = Total 69

the city. Without Megalodon running roughshod all over
the city, they'd be spotted immediately, but with his un-
knowing help, they might have a chance to get away with
the artifact Coral Snake is hoping to find!
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