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THE CONCEPT



A dedicated woman leads a team of THE PHOENIX LEAGUE.   Their job: to protect endangered species and patrol the wildlife preserves that lie as “buffer zones” between two hostile superpowers.


But in THIS world, high-tech trappings, mag-lev flying vehicles and neurostuns co-exist alongside unicorns, chimera, jackalopes, kerubhs, gryphons, cockatrice, hippogryphs, volpertingers and all form of legendary creatures…created by genetic engineering.


Their enemies are organized and dangerous black-market poachers for whom a unicorn’s horn is worth thousands, a Dragon’s egg hundreds of thousands; political terrorists who want to use war between nations or between humans and Dragons to their own benefit; greedy developers who don’t care what they destroy in the name of “progress”; off-the-wall ecoterrorists who don’t care what they destroy in the name of protecting nature; hijackers, smugglers, renegades, tech-pirates...you name it.


The Phoenix League is a mix of action-adventure, character-driven stories, and ecological awareness.

IMAGINE...


You’re a new recruit in the Phoenix League.   What sort of adventures await you?


Your team patrols the perimeter of the Dragons’ island.  A passenger plane strays too close and an angry Dragon soars around it, blasting it with fiery breath.  The plane goes into the sea!  You race to the rescue even as a more Dragons fill the air and turn their huge, glittering eyes on you.  Can you evade their lethal attacks in time to save the people on the sinking plane?


You get word of battle raging between humans and a pack of rare Golden Gryphons.  You load your neurostun and climb the dangerous mountain passes never sure what will be lurking around the next boulder -- an enormous and deadly Gryphon defending its territory with fang and claw?  Crazed ecoterrorists determined to protect the Gryphons against anyone, even you?  Ruthless developers who want to destroy the Gryphons so they can mine the mountain?  Or maybe all three!


Your mag-lev “Gnat” is shot down while you track what you thought were ordinary poachers stealing unicorn horns.  But as their prisoner, you discover they’re secret militia from an enemy country, about to start a war by invading through the very wilderness preserve you are trying to protect.  Can you escape and make your way through enemy territory, hostile wilderness and wild unicorn stampedes before they strike?

THE SETTING


This is a completely modern, slightly futuristic, technological world.  It has cars, planes, space shuttles, computers, vidphones, etc.  


It has the same geographical variety as Earth: forests, deserts, ice caps, jungle, mountains, oceans.


This planet was colonized about a thousand years ago by a ship from Earth that brought advanced genetic engineering and terra-forming equipment with them.  What they never could have expected was to find the planet already occupied…by Dragons.


These huge, intelligent aliens were once a space-faring race themselves.  It's quite possible they visited Earth in the ancient past, thereby creating the legends of Dragons as we know them.


Amongst the original colonists was a brilliant genetic scientist, Dr. Sabato-Gonzales.  Her job was meant to be engineering Earth stock as needed to survive on the new world.  Encountering the Dragons had such a profound impact on Dr. Sabato-Gonzales that she became mentally unbalanced.  She became obsessed with using her advanced genetic techniques to recreate other creatures from Earth legends.


That's how this world came to be filled with dogs, cats, cattle, sheep as well as gryphons, jackalopes and Phoenix birds.


As the centuries passed, humanity spread out to cover two of the three major continents on the planet, with the Dragons remaining in control of the third continent.


Dragons live thousands of years, growing wise, but not growing greatly in numbers.  Some Dragons scorn humans as short-lived, brutish and not very intelligent, others tolerate humans, while a few make human friends.


The Dragons and humans fought one another at first, but have arrived at an uneasy peace over the centuries.   Now forces on both the human and Dragon side are plotting to undo that.


OUR MAIN CHARACTERS

KERRI GREY


A trim, athletic woman, 5’8”, mid-20’s, auburn hair, jade-green eyes.


She’s a Captain in the Phoenix League, Fauna Division.  Her job is two-fold: saving endangered animals and catching the dangerous criminals that prey upon them.  Kerri enjoys the dangers and thrills of her job, but mostly she loves the exhilaration of saving a wild animal.


Kerri has a “Dragon temper” -- quick and hot.  She does her best to keep it under control.  Luckily, her temper cools as quickly as it flares up.  She’s volatile, but a quick thinker, always ready to plunge ahead with a daring plan or hair-raising escapade.


She’s a skilled team leader, warrior, tracker and utterly dedicated to her work.  Kerri has a deep love for animals that translates into a deep hatred for the poachers that trap and kill them.  She’s a bad woman to have as an enemy.


She comes from a rich, influential family.  Her mother is one of the most powerful politicians in the government and is bitterly disappointed that Kerri hasn’t followed in her footsteps.  Kerri wants to make her mother happy, but she loves the life of action and danger.  She can’t bear to give it up, not even to make peace in the family.


Kerri has three unusual animal companions: Bob, Rudy and Quickfire.  Bob is with her almost constantly and is considered a member of her team.

BOB 


Kerri's friend and companion, a hefty male Bobolynx (half-bobcat, half-lynx) who always keeps his cool, or pretends to.  He's totally devoted to Kerri and is always at her side, especially in times of danger where his speed, fangs and claws are formidable weapons.  Bob’s incredibly keen hearing and sense of smell are invaluable to Kerri when tracking down the enemy.


He’s a typical cat: hates water, hates admitting mistakes, likes his ears scratched, expects to be doted upon, and sleeps all day to save himself up for that one big burst of energy when he needs it.  Laugh at him for doing something silly and he won't speak to you for a week.


He has a laconic sense of humor, is sly and cynical and not above “bending” the facts to his advantage in an argument.  You can count on Bob to have some pithy and slightly snide comment to make on human nature.  Yes, Bob can talk.  He and Rudy have this unique ability (except for Dragons) due to a genetic experiment.

RUDY


A Volpertinger (the body of a glider-squirrel with horns and feathers on its head)  who lives with Kerri and Bob.  He is the only one of his species that can talk.  For this, anyone around him is profoundly grateful.


Think of him as a cross between Gilbert Gottfried and W.C. Fields.  He’s cranky, rude and obnoxious with firm ideas about his likes and dislikes which he proclaims loudly and without provocation, whether anybody wants to hear them or not.


In spite of his size, Rudy somehow thinks he is large and ferocious, that creatures much larger and more dangerous than him will run in terror from his little bitty horns and unimpressive snort.  This attitude has a lot to do with the fact that there are virtually no Volpertingers left in the wild.

QUICKFIRE


Quickfire is a male Dragon the size of large dog when hatched but the size of a barn when full-grown.  He has crimson red coloring.


Kerri accidentally “imprinted” Quickfire at the moment he hatched, so that he thought she was his mother.  His real mother refused to take him back, so Kerri had no choice but to raise him herself until he was old enough to sort out that he was a Dragon, not an overgrown human.


Because he was raised by Kerri, he is friendly, loving and good-natured.  He would never intentionally hurt a human...unless his "mother" is threatened.  Then he is as dangerous as any Dragon -- and that’s very dangerous.


He’s intensely curious, more interested than other Dragons in human affairs.


Being an extremely young Dragon, a mere infant by Dragon standards (less than 100 years), Quickfire is also playful and mischievous.  You could think of him as a very smart puppy.  Several tons of puppy.

KERRI’S TEAM

Codename: The Krimson Kats

JAZE DELASARE

(Deputy: Medical specialist)


In his mid 20’s, 5’11” leanly muscled, bronze-brown skin, unruly black hair, amber eyes.  Kerri jokes the he reminds her of a black-maned lion.


Jaze was an accomplished veterinarian before he joined the League.  As much as he enjoyed his work, he wanted to do more.  After joining the League, he specialized in the Large Animal section, become one of the top experts on Dragons, gryphons, chimera, wyverns, etc.


He’s rock steady in action and a tough fighter.  Jaze is a strong supporter of anything Kerri does, but also watches out for her when she gets reckless.  He’s the solid, dependable backbone of the team.

KARYNNA YOL

(Sheriff: Technical, Medical)


Compact, stout, 5’2”, salt & pepper hair, brown-eyed with an Asian look to her features, in her early 40’s.  Second-in-command; handles emergency human first aid.


Karynna’s their hotshot pilot and equipment specialist.  She’s responsible for their mag-lev vehicles, and for the tracking and scanning equipment used while tracking tagged animals or searching for poachers.  She seems to have a magic touch for anything mechanical or electronic.


Karynna has a wicked, irreverent sense of humor, loves to banter.  She spares no one, not even her team leader.  

TANDOR ROVICH

(Deputy: Medical, Science)


Massively built, stands 6’3”, enormously strong, pale, freckled, blonde hair, grey eyes.  Very light on his feet, especially for a man his size.  


His job is that of Wrangler with the extra responsibility of neurostun expert.


Wranglers are chosen for their size, strength, and ability to physically deal with powerful animals without hurting them.  You need someone like Tandor when you’ve just sedated a 600 pound gryphon that has to be moved into the right position for Jaze to vaccinate it or for Asha to tag it.


Tandor is much more than muscle.  He’s also an expert shot, with any sort of weapon, and a top-notch tracker and wilderness survival expert.

ASHA M’YANA

(Deputy: Science, Medical)


Slender, 5’10”, black skin, wavy black hair, brown eyes, early 20’s.  Asha surprises people by being stronger than she looks from her slender build.


She has joined the team to replace their animal behavior specialist.  Her secondary area of responsibility is to assist Jaze during any medical procedures.


Legends say her people were given a Dragon gift--the ability to sing like a Dragon.  And Asha does have a beautiful voice.  Jaze isn’t sure what to think when she hums a soft, haunting tune to a frightened animal, but he can’t deny that whatever she’s doing, it does have a calming effect.


Asha is a quiet, mysterious woman with secrets she will only gradually reveal.

THE ENEMY

THE BLACK TIGER


Kerri’s worst enemy.  A mysterious, ruthless criminal overlord.  Not even his gang knows who he really is.  They never see his face.  His voice is disguised.  He cares nothing for the extinction of a species as long as he makes a tidy profit before they're gone.  He also deals in guns, chemical weapons, missiles, tanks, biological warfare agents, and black market goods of any type.


He has a wide espionage network, wheeling and dealing with anyone who will pay his price.  One of the frustrations of trying to catch the Black Tiger is that he always seems to be one step ahead of the Phoenix League.  They can only speculate on what kind of connections he must have.


His connections are impressive because the Black Tiger is, in fact...

LORD BYAM MALAKITE


Byam, a Baron in a powerful family,  indulges himself in social life.  He hobnobs with the elite, rich and famous and throws parties that are the talk of the town.  You’re nobody if you haven’t been invited to one of his parties.


He’s witty, handsome, debonair.  He’s been declared high society’s most eligible bachelor.  His lifestyle is chic, fast and expensive.


All of this gives him a superb cover for operating as the Black Tiger.  He has political contacts in the highest places.  It also makes him a deadly enemy for Kerri who knows him only as the charming Lord Malakite, unaware he’s out to destroy her.


He wants to create a new war between humans and Dragons, harboring the delusion that he can somehow profit from such a disaster.  He uses any means and any one from rogue scientists, poachers and smugglers to enemy militia and arms dealers.  He’s not only greedy and power-mad, he’s a traitor to his own country.

PHOENIX LEAGUE EQUIPMENT


THE NEUROSTUN:  This is the prime tool of the teams in the field.  Basically, it’s a hand-held or mounted device that fires a concentrated beam which “stuns” a living creature’s neural system.  If properly used, it renders an animal (or person) unconscious without doing damage.  


It’s considered safer, more reliable, and less harmful than dart guns and drugs.  It works within seconds, leaves the animal in a relaxed state, and wears off quickly.


Neurostuns vary in size, power and range.  They do require getting fairly close to the target, which is the dangerous part of the job.

VEHICLES


“VICS”-THE ML V45: The workhorse vehicle.  ML stands for mag-lev, the V for “Victor”, and 45 is the latest model.  In addition to flying by mag-lev power, the V45 also has ducted-fan jets as back-up and for extra maneuvering.  The League field operatives jokingly refer to the V45’s as “Vics”.


It’s designed for patrolling, reconnaissance, field work and pursuit.  
It carries a full team, with room for 5 more passengers, plus equipment and 4 Gnats.  The cab can be retracted to make it an open-air vehicle.  It carries grappling equipment which allows a team to put a heavy animal into a sling and transport them suspended beneath the V45.



“GNATS”: Small, ducted-fan flyers with limited range, used mainly for scouting.  They carry no weapons.  Can be flown with open or closed cab.   They’re quick, darting, elusive -- think of airborne motorcycles with horizontal “wheels”.

STORY

Kerri’s team investigates a unicorn slaughter -- an entire herd killed just to take their horns.  The trail leads into Tandor’s old territory.  He can go in alone and learn who is behind it, but only Kerri is willing to trust him.   When circumstantial evidence makes it look like Tandor is a double-crosser, Kerri puts her life on the line to vindicate him.  Introduction of Karkajou, Tandor’s enemy.

