
Michael Morgan moved to Emerald City a few years ago 
to take a job as a paramedic. He wanted the challenge of 
working in a large city. In the years that followed, he got 
plenty of challenge from the violence and corruption the 
city is known for, but he also learned a lot about the city, 
its neighborhoods, and the people who lived there.

One night, he was called to the scene of an accident just 
outside the city. The roads in the area twisted through the 
thick and hilly forest, so accidents here weren’t uncom-
mon. Michael began treating one of the victims. Some of 
his injuries didn’t seem to be the result of the car accident, 
but he couldn’t worry about that; the man had lost a lot 
of blood. As Michael set to work, the victim regained con-
sciousness and began to struggle. In his panic he even bit 
Michael on the arm, not badly, but enough to break the 
skin, then the man collapsed and died.

Michael didn’t think much of the incident and moved 
to help his partner with the other victim. Afterward he 
cleaned his wound, filed his report, and went home. The 
next few days were fine, but he felt more ill with each 

passing day until he just couldn’t go in to work. Late one 
night he woke up feeling great. His fever had broken, the 
soreness in his joints was gone, he didn’t have a head-
ache, but when he turned on the light he discovered he’d 
turned into some sort of beast-man! After his initial shock 
he learned he could control his transformation, shifting 
between his human and bestial forms at will. He spent 
a few more days on “sick leave” while he investigated his 
new abilities and even stopped some muggings, fights, 
and other street crimes. He’d always liked that he was 
smart and quick-witted enough to be a good paramedic, 
but now with these powers he could help people in ways 
he never could before. For the last few weeks, the new 
hero Mongrel has been on the streets, making a name for 
himself as Emerald City’s newest protector.

PERSONALITY

Michael Morgan is a likable and responsible guy; atten-
tive, well-intentioned, and serious about his job. He would 
like to believe Mongrel is the same, but he’s becoming 
aware that he’s more aggressive, fun-loving, and a bigger 
risk-taker in his heroic identity. He’s unsure if that’s simply 
because he feels freer as Mongrel or if his transformation 
is more than merely physical. 

POWERS & ABILITIES

Mongrel’s powers all stem from his bestial nature. He’s 
stronger, faster, has more endurance, and is more aware 
of his surroundings in addition to being able to perceive 
in ways he can’t in his human form. In both forms he re-
covers faster than he did before he gained his powers and 
seems to have a closer connection with animals. 

MONGREL
REAL NAME: Michael Morgan
OCCUPATION: Paramedic
BASE: Emerald City 

USING MONGREL AS A VILLAIN

Instead of being in full control of himself, Mongrel is 
truly bestial. As Michael Morgan, he’s haunted by Mon-
grel’s actions and dealing with his condition has caused 
him to lose his job, friends, and home. Now he wanders 
the streets of Emerald City desperately searching for a 
way to control the beast inside him that emerges each 
night to hunt in the urban jungle.
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MONGREL PL10
STR STA AGL DEX FGT INT AWE PRE

5 6 7 4 7 2 5 4

POWERS

Bestial Form: Activation (Move action, -1 point) • 112 points
•	 Animalistic Senses: Enhanced Skill 2 (Perception +4), 

Senses 4 (Danger Sense, Extended Hearing, Infravision, 
Tracking) • 6 points

•	 Beastlike: Enhanced Agility 6, Enhanced Awareness 3, 
Enhanced Dexterity 3, Enhanced Fighting 6, Enhanced 
Presence 4, Enhanced Stamina 4, Enhanced Strength 4 • 60 
points

•	 Claws: Enhanced Advantages 1 (Improved Critical 
(Unarmed)), Movement 1 (Wall-Crawling) • 3 points

•	 Instincts: Enhanced Advantages 9 (Chokehold, Evasion, 
Improved Initiative, Instant Up, Move-by Action, Power 
Attack, Precise Attack 1 (Close; Concealment), Takedown, 
Uncanny Dodge), Enhanced Defenses 20 (Dodge 7, 
Fortitude 6, Parry 7), Enhanced Skills 10 (Acrobatics +7, 
Athletics +5, Close Combat: Unarmed +6, Stealth +2) • 39 
points

•	 Pounce: Leaping 2 (30 feet), Speed 3 (16 MPH) • 5 points
Quick Recovery: Regeneration 1 • 1 point

SKILLS

Acrobatics 0 (+14*), Athletics 2 (+12*), Close Combat: Unarmed 
2 (+15*), Expertise: Paramedic 4 (+6), Expertise: Streetwise 2 
(+4), Intimidation 2 (+6), Perception 3 (+12*), Persuasion 4 (+8), 
Stealth 3 (+12*), Treatment 4 (+6), Vehicles 2 (+6)

ADVANTAGES

Animal Empathy, Chokehold, Diehard, Evasion, Improved Critical 
(Unarmed), Improved Initiative, Instant Up, Move-by Action, 
Power Attack, Precise Attack 1 (Close; Concealment), Takedown, 
Uncanny Dodge 

OFFENSE

INITIATIVE +11

Unarmed +15 Close, Damage 5, Crit. 19-20

DEFENSE

DODGE 14 FORTITUDE 12

PARRY 14 TOUGHNESS 6

WILL 6

POWER POINTS

ABILITIES 20 SKILLS 14

POWERS 113 DEFENSES 1

ADVANTAGES 2 TOTAL 150

COMPLICATIONS

Identity: Mongrel keeps his identity as Michael Morgan a 
closely-guarded secret.
Motivation – Responsibility: Mongrel believes he has a 
responsibility to use his abilities to help however he can.

MICHAEL MORGAN PL3 • 38 POINTS

Abilities Str 1, Sta 2, Agl 1, Dex 1, Fgt 1, Int 2, Awe 2, Pre 0
Powers Quick Recovery: Regeneration 1
Advantages Animal Empathy, Diehard
Skills Athletics 2 (+3), Close Combat: Unarmed 2 (+3), Expertise: 
Paramedic 4 (+6), Expertise: Streetwise 2 (+4), Intimidation 
2 (+2), Perception 3 (+5), Persuasion 4 (+4), Stealth 3 (+4), 
Treatment 4 (+6), Vehicles 2 (+3)
Offense Initiative +1, Unarmed +3 (Damage 1)
Defense Dodge 1, Parry 1, Fortitude 2, Toughness 2, Will 3
Totals Abilities 20 + Powers 1 + Advantages 2 + Skills 14 + 
Defenses 1 = 38
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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 copyrighted 
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 distrib-
uted 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: Author Skip Williams. 

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

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

DC Adventures Hero’s Handbook, Copyright 2010, Green 
Ronin Pub-lishing; Author Steve Kenson. 

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

Mutants & Masterminds The Sentinels: Mongrel, Copyright 
2011, Green Ronin Publishing; Authors Steve Kenson & 
Jon Leitheusser.
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Writing & Editing: Steve Kenson & Jon Leitheusser

Design & Development: Jon Leitheusser

Art Direction & Graphic Design: Hal Mangold

Interior Art: MK Ultra Studios

Publisher: Chris Pramas

Green Ronin Staff: Bill Bodden, Steve Kenson, Jon Leithe-
usser, Nicole Lindroos, Hal Mangold, Chris Pramas, Evan 
Sass, Marc Schmalz, Jeff Tidball

Mutants & Masterminds The Sentinels: Mongrel is ©2011 
Green Ronin Publishing, LLC. All rights reserved. Referenc-
es to other copyrighted material in no way constitute a 
challenge to the respective copyright holders of that ma-
terial. Mutants & Masterminds, Super-powered by M&M, 

Green Ronin, and their associated logos are trademarks 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.
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