Special Summer Edition

MAYFAIR *
SOLVES YOUR
HERO BLUES.

THE LEAD

You've played the rest—now
play the best.

Scenario: Your hero just
walked into an ambush and is
laying in a crumpled heap.
You can’t resist thinking:
“This wouldn’t have happen-
ed to Superman™.”

Question: What are you going
to do about it?

Solution: Play Superman, of
course, or Batman™ or Green
Lantern™. Don’t be frustrated.
Play the oldest and the best
comics characters around. All
you need is in the DC™ Heroes
Role-Playing Game.

The critics and fans rave
about it. After all, it did win
the award for best role-playing
game ol the Year at Origins
(H.G. Wells Award) and at
Gen Con (Gamers’ Choice
Award). You can’t beat the
game system (“‘a minor mira-
cle” —Space Gamer) whichal-
lows you to play the full range
of comics characters {rom
Jimmy Olsen™ to Superman.
The possibilities are legendary.

THE STORY

The Daily Planet™ Gaming
Supplement will answer many
of your questions about the
DC Heroes RPG. What kind of
campaigns can you build?
What characters are available?
Can I play my [avorite team?
How many adventures are out
there? Where can I get the cur-
rent adventures? How much
information is available about
characters like Batman or
groups like the Legion of
Super-Tleroes™? How much
material is there on cites like
Gotham™ and Metropolis™?
And are there any really good
villains I can play?

We'll answer all these and
more.

THE WRAP-UP

With each DC Heroes RP(:
release, the linc keeps getting
better. In future issues we'll
sncak preview upcoming titles
like the Teen Titans"Source-
hook and present new stats lor
characters like Booster Gold™,
Captain Boomerang™, and
Mr. Miracle™.

Inflormaton is our goal. Go
to your local shop and look at
the variety of our adventures
and references. And if your
curiosity is piqued, subscribe
to our DC Heroes RPG News-
letter (see story below). Every
issuc will give more exciting
information about this terrific
ZATNE SYSICNL.

Siep up to the Big Guys for
more fun and exciternent than
you've ever had in a role-
playing game. DC Heroes RPG
is more than a lot of classic
heroes, it's a well-crafted game
based on the breadth of DC
characters, designed to be of
interest 10 gamers and comic
fans alike. That's what The
Daily Planet Gaming Supple-
ment is all abour—letting you
know what’s in it for you. Be a
part of the legend. Be a part of
DC Heroes RP(G,

MAYFAIR
GIVES AWAY
NEWSLETTERS

Robert Garcia, Director of Adver-
tising, announced today that May-
fair Games is giving away D¢
Heroes RPG Newsletters 10 readers
of NDRAGON® Magazine for a
limited tume.

If readers send a Seli-
Addressed Stamped Envelope
to Mayfair Games, DEPT.
DRG, P.0O. Box 18539, Niles,
1L, 60648 by September 30th.
Mayfair will send them a copy
of the Summer issue FREE.

“This is a great introduc-
tion to DC Heroes RPG. The
articles,” the new characters’
stats, the indexes to modules,
the letters to the editorare alla
terrific way to get acquainted
with our systerm, ' says Boh.

Wonder Woman™

WONDER WOMAN ave. trrces: Diana™

Dex: 13 Srr: 17 Booy: 13
Int: 10 Wi 8 M 8
Exp: 10 AURA: D Spirr: b
Invrriative: 3% (43]  Flero Poprs: 180

Powers (*Linked)
¥hight*: 13
Superspeed*: 13

Skills (*I.inked)
Charisma*: 12

Martial Artisa: 10
Medicine®: 10

Military Science: 8
(Cartography, Tracking)
Scholur* (Mythology): H)
Weaponry: 10

Detective: 7

Equmpment
Bracelets (Dex: 0, Sur: 0, Body: 20)
Charges: NA

Lasso of Trurh (Dex: 0, Su: 20, Body:
%5)

{Int: 0, Will: 0, Mind: 0)

Powers: Conirol: 10 Charges: NA

Tiara (Dex: 0, Sor: @, Body: 10)

Limitations

Fquipment Power Limitation: The
Control Power of the Tasso of ‘Truth
can only be used ro force the victim e
tell the truth.

Connections:

Paradise Lsland {High Level)
Olympian Gods (Low Level)
U.5. Gaovernment {Low §evel)
Motivations:

Responsibility of Power
Wealth: Cornfortable
Occupation:

Teacher, Ambassador

Race: Human (Amazon)

Woander Woman A Brief History:
When the Olympian Gods disovered
that Ares (god of war) had gone mad
and schemed to destroy 1the world, they
charged the Amazons of Paradisc Is-
land™ to choose a champion to go out
into ‘Man’s World’ w stop him. Prin-
cess Diana, daughter of Queen Hipo-
Tyte™, asked 10 participate in the contest
to choose the champion, bue was for-
bidden to by her mother.

Diana donned a disguise and par-
licipated nonctheless and won. When
Diana unmasked, her mother was
shocked. It was then that Diana told her
moiker Athena had old Thana o join
the contest despite Hippolyie's wishes.
Unable to defy the gods’ will, Hippo-
Tyte allowed Diana to become the cham-
pion o be sent against Ares.

Diana donned the costume of her
narnesake and went o defeat Ares. After
a tremendous struggle, Diana did stop
Ares scheme and has since become an
ambassador of Paradise Island, hoping
1o teach the world, her society’s peace-
ful and just ways.

Bullets and Bracelets

When Wonder Woman enters a combat
situation which invelves gunbire, she
will often usc her bracelews tor deilect
any shots {ired at her. To do this she
uses her DEX as her Acung Value
against her opponent’s Weaponry Skill
as the Oppasing Value. The Body of the
bracelets is the Effect Value and the Ei-
fect Value of the weapon fired 15 the
Resistance Value, Positive RAP's in-
dicate that the shots were successfully
deflected. If the 1oll fails, treat the at-
tack normaliy. f Wonder Woman at-
tempts against noere than one oppo-
nent, she receives normal Mulni-Auack
penalties.

Mayfair Games, Inc.
P.O. Box 48539
® Niles, IL 60648

IIRAGON is a registercd trademark owned by TSR, fne.
™ indicates Trademark of DC Comics Inc. All character names, renditions, associated slogans and indicia are Trademarks of DG Comics Inc. Copyrighe @ 1987 DC Comics Inc. All Rights Reserved, Used under license.
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| MAYFAIR GAMES
| CREATES THE
| GAMEMASTER
| CONNECTION.

| Mavfair Games annownced
- | 1oday the creasion of the Garme-
A master Conneciion for
DC™ HERDES BPG Game
masters. The GC will supply
Camemastersaround the coun-
ry with DC HEROES RPG
Newisletlers, new posters, and
N informition shaoa what's new
in tse DC HEROES RPC,
All you, as a gamemaster,
§ have o do s send ws your
mame and mldress amd the
] names aml addresses of thase
{in youll garing group, sl
yiu 'l becoms a member of the
Cramemarier (Correc o
Larer this year, we will he
publishing a direciory, When
A vou join, please el us if you
would like w0 be listed oo
Send leters o
. W HERCFES RIMG
Cranierasiers Conmection
.0, Box 48539
Miles, 1L

GllEH
SUPERMAN™
SOURCEBOOK
RELEASED.

A The first 88 years of the Man ol

§ S1cel™ s bevured in Maybair's

Sourcehook.
It imcludes the hesiory aml the

f stanianics of the  pre-Crisis™
-E'UI:lf‘l:ll"l.H.ll. w well ax ihose of
Lex Luthar™, Lais Lane™,
Brainiac™, Jimmy Olsen'™, and
otheeTs,

The Dooigalans for the oreg
nal Forwess of Soliinde™ and
thie I}aji-p P|.||‘||'1"'. are 1nchuded
and the ook has a bramd new
cower by Supermmaan autbor-antst
j-:-hn B!u'rlu:. Pick a1 ugs ak yoarr
boscall hobbyy o comic shog.

NOTE: We're not reliasing
the post-Ciisis™ Superman
Soarceboak I wuntl] sy nexi
year, b we're going 1o give you
a speoial preview of e new
Supemman's stals al righ

SUPERMAN afeai (inih Kers™
Dix 29 S 15 Boow M4
IsT: 12 W2 Movo 15

IsFe. W Aces o SHET 4
iwar 45 HEERD POIRTS: X

POWERS:

Dhiresvinnal Heasmng: B, Exicndal
Hearing: & Flagha: 15, Hear ¥i-
s 19, lova iling: 22, M-
aroscnpirc Vision: 15, Recall: 19,
Lol Sysiema: 11, Super
Breach™; 16, Supsr Heiring™: H,
An 2 1. Systemde Ani-
diowes 310, Telekineis 22, Telewong-
i Vision™: 15, Thermal Vi-

sicm: 13, X-Ray Visen™ 13

SKILLS:
Arrisy Winer: & Chansomna Pei-
suasion: Al Schodar; ML Thicl: 4

LIMITATHENS:

[ B hieainis his Prswers
aﬂ his enhansoed Physacal As-
trikbaies through expesure 1 s
vellow s He has o S90-poamn
salar reserve whem he is away
frosm a sum, sl umiil b as re-
exposed o snlar radiation, ke
lases % podmns poer Busur
Erom ibis peserve. He s only
Lifi 19 APs in wesghe In addi-
tiom, each use ol & Prswer of
Phiysical Auotnse per i -
diucrs the reserve by the e
of Al's char he sses. | He oy
choose 1o use less than &l of (ke
APy he has im & Power ar Aerih-
e Su FTLY RS PR IO
than V% of his remainiog e
T (0 power any simgle Anml.

wie, Skill, or Power duiring one
s, When his peserve [@lls 10
oy or below, he may use 4
APs for any Aoribsure, Power, of
Skill umiil the reserve is deplessl.
Whale using has solar reserve,
) 1 carmol push Powers,
and Aieribisies. He cam, howeves,
spend Floro Podnas for Despera:
o Becovery ar i increase his
AV.EV, OV, or BY. Deducy He-
o Painis spens in this manner
from the sobar reeree.

® 5TR on Teldkimees canmsol be
Prushexl

& Trelekimesis has a m of
Toawh, dml only wc:ﬁ when
Superman is fying

® X Bay Vissan can'| pureimaie
led.

(Al o Superman’s fos P
wpermaam’s fomr Fudnena:
Bfafaes and realuchions ¥ i
Artrabedes, Fowers and Skills)

Rare Facal and Lasc

Gireen Krppromne™: Ranpe: §
Mlagin Miscellameoes

all Porwers, Skillls, and avtribate

aigansl ey [ vMyvsoil Powers
o ishgorta) ane @l 4.

CONNECTIONNS:
5™ |high-bevel )

Metogaodis Prison™ {high-bevel )

Whize House {igh-level)
MOTIVATION:
Upheiding (B Gesd
WEALTH:
Al

(8] 1

sparpeet Blepmser Manvelis

Number 2

BACE:
i I Humamnoid

PEYCHOLDGY

CThe Crixiy on fefmile Eorth™
did mot alier Sugerman's basic aizi-
nusches, His adopaes] parenes here on
Eagth have raised their son wo value
“Traih, Justice, ard the Ameran
W™ He aill fights the good
fight agams villainy wherever it
Feafs 188 uplv head, and he 5 always
there s el pim times of rowhle. He
sl Ulphiskls the Good.

Hansewer, che pas-Lii i Super-
man differs in substle wavs from
his former sell. Alilhough be is
still Earthi™s micst pﬂwtrful by,
be s more yulnerabibe than be-
Fare, Hedoes not view himassll as
primartly & cinizen of Esich, bul
as a true American champion

Bugeerman kol i m ri-
gard. He winslid do snvib h‘f: huis
Porwer B pesce an annooe Kb, m-
cluding pusiting his own life in o
pardy ot allowing a willain o s
cape Hen there soe dimes when his
anger Fm the bese o him, sech as
whiem he chosaghi Luibor had kad-
napged his paremis; @ ihat time it
seemed thun he wis willinguriake a
human life. Ay siich lapaess anlly
oeorar 'h-hr_n there seems e e no
other possibele soxlugion, 1o shoubd be
mowed thar thise oocasons are, for-
m i, B gl e Berwerm,

As Wkh i hehad
M0 mFEny of hm : LF:IIm"' |-
iage and no idea whise he came
frem. When he erocmily learmsed of
Erypine's™ history sl cubiure, be
found it ubimarly meninglos,
Superman @ now, (s aewd foee-
meciid, G Biienan B of Earib, His

Idy oigin b5 smeibing
he' |l reasure forever, but something
which is omly & cuiricesty, 1i is has
reaming an Fark tha s,

METHODS

Thee o ik facn ohan the Man of
Sirel has fougha relacively few pow-
eredd oppones, his moilods e
charsctenized by a eelaxad conlli-
dence. He will ber gummen shoot at
him before disarming them. rather
I]1.:|.r|'||‘|1Lﬂ:II'|,‘ Il'ﬁtlisihl}-]m-
dhiaiely. He rarely tees v gri a Gt
catl adhamiage over & ko, This e

ieen him eneo baon warst in moee

i One SiiEion.

DE HEROES RPG won

hesth thoe Coammer"s Chodee and

the H.G:. Wells Awards in

1986 for best new role-

pllymgglmtnﬂﬂ. For mare
WL 10

Mavyfair Games, Inc,

PO, Box 48599

Wiles, IL

lrE
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IMA":’FAIFI GAMES
SLOGS THROUGH
THAT EXTRA
MILE.

Maylair Games line editar,
Jomatha Caspian, went that
exira mile o mee D™ Heroes
PG players in Texas this
August. She did it ithrough
Fimer feeet aal wiates

That's ngho Maviair had a
special demo set up at Buddy
Saunelers” warehouse sale
Texus, wnd on the day Jonaiha
wiats i travel i, Chicago was
plunged into its worst lood in
reconded history, Cars were
bobbing on the expressway.
All roands 1o OFYHare adrport
were closed. Telephone switch.
tikg centers were [looded, and
fustels mear the airport were
evarualed. In shorr, i bossked
like her trip was all washed up.

Bt thar didn’tsiop Jonatha
Alter circnmventing a lire
department oflicial and
plunging into the waves,
Jonatha made it v the airpont's
Mational Guard siation, Juasi
inside the ouner Iringes of ihe
airport’s grounds. There, a fine
upstanding Hlincis National
Couardsanan seeing an attactive
worman wading through hip-
deep water with a bag on her
head ook i wpon himsell 1o
wade out and ask her il she
necded any help, Jonatha,
being nobody's lool, said, “0f
COLrse,

Liberatng a canoe that liad
been sitting unnssd in front of
the offices, and acquiring a
senior sllicer who never canoed
in his life, casr inirepid editos
and bt companions set ofl on
what was now being called
(O'Hare island.

Many perils did they brave:
Moating taxi-cabs, speeding
busses, turming trucks, buir they
got through to the waters' edge
three miles from the airpon
Bidding grodbye to our brave
Mational Guardsman, and
wishing them luck on their
amphibious maneuvers
scheduled for womormos (| No

 Inaticann Tradedask of TH Cormo Ine. A1 (Ssrsimm rusies, imliiiam,

—
lie. ), Jomarha started on het
ek o the wermumal

On her way, a vanboasd of
PEETIRZETS, SCEENE AN ARTACHvE
wel woman with luggage,
stopped and asked of she needed
a lifr, Jonadhe, being nobody's
fool, said, “Of course,™

Well folks, she goo theve,
and had a wossderful day an
Buddy Saunders” and was
treabed juse grandly by every-
bosdy, Which just goes (o show
yo oy s foaling® vous, when
they 1ell you Mavbir Games
stall'll go that exira mile for
v,

RETAILERS
NOTE

You o can have a commiteed
{or seom o be commiitted)
MayEnir edivor (or the nearest
expuivalent ) doa demaastration
o the DC Heroes BFG in your
store, IT vou'te inverested, juse
s us your business cand and
we' |l gonitact you alsout armnge-
menis. Simple, ehi

WE HAVE A WINNER!

By nowe, all of vou have bougin
a copy aof our mew Hardware
Handbook sourcebook. If you
haven't, by gosh, run out and
get 1 boday, [t has over 275
gadgets listed, including The
Legron of Super-Heroes™ ar-
sermiel, Titan's Tower™ delemnses
and equipmient, and loods of
cther siufl, plus . .. New
Gadgeery Rules!!!!] Whew! —
End af plug

Anyway, we oonducied a
contest throwgh oue Elay-io
sulmembe-in newsletter for the
best new g.ul:grq Lhavaad
Persinger of Porlamd, Onegon
waon birst prize for his
“Trakker.” You have w buy
thie book io see that, but a ehe
right we have the ptwio minners
up el the condest.

We regularly min contests
through our newslener. Fuog
dewmils on how 0 subscrabe
send an 5.4 5 F po:

DL Heroes RIPG Newalebter
Dept. DRGA
P.{), Bow 48539
Dodes, 11, &GEE

Contral qu

Dex: O 5mw: 14 Boopw:l
I & Wiin: B Mo 5§
CHARGES:

Cost: 1155 HPs+ 512,750

Powers: (®*linked)
Cliaws®: 14
Comniral® K

Comnlrl |.'|I.I_E:'\ larch ok mes
chanical objects, puncturing
their skin with the base spike
and clamping in place with
theeir claws, They can use Cioi-
traal can amy eleceronically driv-
en dewice, tarming i ina sen-
tieni bevag with their mental
satistics. Sinoe 3 Contmol Bug
hias an lsist | AP in each men-
tal aterilsuee, 5t has an arificial

ineelligenee and can make its
own decissons. Howeyver, it does
ol have free will, and there-
loge musi iry o CHITY il ilse
nient of s W T - T O E TR -
meer. stace the Control Bug
has no DEX it cannot direci
the movement of any machine
that has no DEX irsell.

—_ II|"| ||E|':I'|. ||I'l.l|!r|l|r

"'JHJ.I.I_[: siof, Fi

DEx:0 Ste: 0 Bopy: ¥
InT: 0 Wi 0 Minp: 8
CHARGES: 2T

Coar: 1097 HPs+524B

Priwers:
Warp: 28

The Stargare s a device de-
wveloped o allow Darkseid's™
ehie [orces instantansous iray-
el, He is nat Likely oo sell &

Stargaie toa hero, Mavlair Grames
— by Raoberi F. Moharsy, v P00, Box 48559
Uieca, WY Miles, [L sda-i8
=
e e — —r|

Nurmber 7

GADGETEER GAFFS.

Asa puhlic sesvece 1o those fine
upstandinge brillizng individ- I
uals who have already pur-
chased a copy of Hardware
Handbook. We wani o clear
ups some samall anconsisien-
wilth-reality-aeems {ermors | thae
orepd i the text. Nothing
imponant mind you Just o [
lew minor ilems

Like thar “"Dark Knigha™
relerence on the contents page,
just ignode that. Dhdn” happen
Juese @ fiction

And that Batcompuier™
withowt was? Well a minog
memvenienoe like thai is easily
hixed: I

Batcomputer

Dex=0 5am: 0 Bapy: 6
Iwr: 6 Wit 6 Mmp: 0
CHARGES: EPS

Ciwt: 2376 HPs+526.50

Ser, No prolelem. I

Finally, the colummn shift for
mniaturization should be o
the right (om lop of page 20}
Jusi as i is for repalr atempas,
Adter all, inis maore difficuln 1o
mingamirize things, not easien

We are happy bo clear up
theese macters, and ||!:|_'. waul o I
create becier and healthier cam-
pargns for ol ool Americans
'."l".'r!a"l'rhl'll'

SOURCEBOOK
SUGGESTIONS

We wamit your Feedback on whia I
our nexi sourcebook should
be., Currently we have
Batman™, The Legion of
Super-Heroes™ [ & 11, Super-
man™ [ & I, Teen Titans'™
{fortlicoming s, Green Lantern
Corgs™ {lorthcoming ), and the
Hardware Handhisok
|J|l.'i]nl‘a¢'l:|ll '!IJ|I| ""IHHI'."“"""‘ I
1 e addrese helow. Thank
Vil

Sl b o segeaernd Traderrmek ol I Lomios B

el bl i e Tl

ol TR e B Cogearrngh @ 1967 DO Caaiin e 40 Kighis Rratinesd 1w e licrose
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MATCH-PLAY*
ADVENTURES
COMETO
MAYFAIR GAMES.

Maylair sames announees a
new game system for che
D™ Heroes Role-Playing
Crame; Mare h-Play adventnres
L this system, twio players al
ternate adventuring and
Cramemastering for each oLh
e s Lhey follow Dwo sepiriale
but mtertwining storvlines,

Mayfairs Nrst Match-Play
adventure is Lines of Death,
the new Gresn Arrow™ pendd
Black Canary™ adventure
coaming out this November, It
clasely follows the character
ations built in the summer's
Prestige Comic series The
Longhow Hanters

Diiver Gaeen ™ is alder, more
e periemeed, and has chosen
L rebiern Lo the basices: g more
dangerous, bess frivodous hero

Lines of Tieath ex plores the
lirmiit= ol hiz ¢hobee in s dejaw
chase after o serial kilker

Black Canary, meanwhile
fices acrisisof self-confidence
s she unrivelz ansthier web
of drug-trafficking, touching
off painful memories of failure
Will she succeed this time?

Either plotline can be plaved
independently of the othes
but the new Match-Play sys
tem inereases the pension as
the heroes move in tandem
toward the conclusion.

Far a new approach o ane
on-one gaming and a story
brimming with cxciement
vkt Loy Mlayiair's new Mateh
Flay game system. Check ol
the first adventure Lhis SNao
verder i Lines of Death

Far information, wrile:
MayTair (rames

[depl. DRG 4

Pk Box 48530

A Niles, 1L
LEEEE S ]

-

CAPTAIN ROONERANG® e 1

[Dex: B Sm: 4 Bobv: 6
1T 4 Wi & MINIE 4
| InFr. AlTRA 4 Semrs 4
| Inn 17 (00 HhvassPopis 400

SKILLS: (inked

Arubat s Dodging: 8*

Chinrizman:

adgetry: B

Martial Armist §
WEAPONHY  EXOT

| Betienier e 1 110
EQUIPMENT: AL Fighe
CONNELT 0N

Secret Society of baper- Villians™

[ Highe Liwed )

Criminal Underworld

Ll

Flazh"™ [ Low Level)

Task Foroe X™ ( High Lesel)
MOTTYATION Meroenary | Leresd §
WEALTH: AMueni
LE L UFATTC RS Belucinne Lane. A
HACE: Human

Creprpge “DNgger” Harkness, an
Australian outlaw, arrived in the
Ulnitex] Seates ab the same Limse
WOW. Wiggins Co ™ was proanting i
search for o boomerang expert (o
become their commerrial spokes
man, “Caplain Boomerang.”
Harkness used the job ns poover for
his robberies wnid the Flash cnoght
up with him during o jewe] hest
Freguent encounters with the Flash
made him a prominent member of
Flush's Boguss Gallery™

{ High

Dhuring Dhirksedds™ recent ot
tack omn the heroes of Earth
Harkmess was offered a way out o
prison through working for Task
Foree X. Im exchange for his ser
Vicesom a secrel mission, he woukd
be gramied a pardon for his crimes.

His failure to keep guict about
the exEtence of the Lk foree, me
sulted in his being nssigned ‘per
manent’ membership in the force
with limited freedoms. This
halfway-houss existence has
allvwed him to secretly take ap o
third idemtity as the Mirror Mas
ter™, amdd perform crimes in the
Wew Lrleans anea

Ebe b= mpster of his wespon,
and like Gireen Arrow, has de
wveloped an arsensl of specially
sl e cossds 0o 01 every need. He
& peluctan jo siick his neck ous,
preferring to dodge oF talk his way
il il dengerais sitaatlons W he
oF just talk periol. Hs

apeidd b rife Witk Anstralian &laegd,

WEAP S

L} 'J:|:-I'4.||| BT i s f e
stantly changing array of
ammicked Madmerangs Samples
Tl

L ]

Sonic Boomerang™

DEx: 0 Sm: 0O Bopy: 5
Ciiances: 1
Cost: B0 HPs

) LY

MIWERS
Sonk: Beam: 7 {10

Rﬂ.‘!ﬂ'l‘ﬂ.l'lE“

{0 Booy; 5

Dex: O S
{CHapcEs: 4
T

71 HPFs +&5H)

MWERS

Claws: B
S | e ol Ehis haasmaer ang & oo
slitered killing Uambal

BafMerang™
|T.l-5::'.: ) Sme
!{'I‘.Jd-:l.F.-u: |
WG A5 HPs

{0 Bapy: 5§

+51 200

FOWERS

Flash: ¥ { )
Smokarang™
I]"lr::-.' 0 Sme
{CHARGES: 1

0 Bopy: o

Lmr B HI's  + 512000
PUWETS

Foye 7

Regular Boomerang

(Dex: O 51
Ciiamces: WA
Cosr: 64 HPs

o Bopy: &

+£500

Captain Boomerang can make up
b 2 alLoe ks wildh @ boomerang, one
om the forward hall of the throw,
and the second as the boomerang
returns, Even if ke onisses the target
v the forward thirows, he still has
it chance of completing the nttsek
i L return are
I he misses histarget acrklental

by o intentionaly | in arder to bilind

sile his oppoeent), he makes &
ek shat, Coambining thae twi cie
|apam shift-co-the-right penalty of &
standard trick shat wich the e
priuipnn shef -go- el Dor @ Blindg -
Rl atisck, |[HgRer gets 8 one cio
lapan, shilt-to-ths-righhl seralty o
the imtentional arcack If the for

wiril thrmw missed pecklsntaly,
I pecies s A east onn Rcick
piyipan &hif-to-the-right, Lse the
Universal Modifier Chart oo deter

mime how debicult 8 will ke For the
b TRnE o st it o CAFDe,

even Ehough i wasn't saimed
peErteTLly
The serond {eeturm’ pitack

always oCcurs ag end ol the
combwi phese, afer all obher &

thons hawe Beem comipkeged

= wedatibini: Tiddertib of DO Comas Wi AN CRuraclsd raisah. TR0l B0avl, BIOCiIe ABgar. 5510 PHEE 3 Temdedudhs of BC Coeid o Copydghr © 187 DC Comdpi ine, 11 Feghts Resresd. Lise under kooes
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CHESSMAN
SERIES COMPLETE.

King For All Time, the final
Lnstallment in the Chessman
Series, 15 now in print, This is
the last book detailing the
Time Trapper's™ comphex plan
to controd the universe, As his
gambat plays out, the Khunds™
rivid United Planets™ territo-
ry, Matter-Eater Lad™ and
Zensor (Firl™ get kidnapped,

S Compute™(?) plans to over-

throw the government on
Bismall™, the Infinite Man™
comes back into action, the
Miracle Machine™ Is recreat-
ed, Darkseid™ releases the
Four Horsemen of Apokolips™
on & future Earth, and more.
Much more,

Does the Leglon of Super-
Heroes™ have a hope of stop-
ping the Time Trapper, or will
he finally suceesd? The an
awer les in the largest pdven
Tuire sel ever created for the
DE™ Heroes Role-Playing
Game.

This Chessman series takes
the Legion throughout the
unverss, from 1Tth century
France, te the beginning of
tima, tooutside time and space
in Tirme Trapper's fifth-dimen-
sienitl Fortress. The action is
nan-stop in all four exeiting
adventures.

Each adventure can be
played separately, or the four
haoks combined create an epic
hattle for Legion fans, With
the |:|-I.I|:||J|:h.l|m|. ol King For
All Time, they are now all in
print and vour local store
should have them in stock or
can order them for you Make
your move and join in on this
legendary adventure,

[0 Knight to Planet 3

[ Mad Rook's Gambit

[ King For All Time
&

LEGION'S 30th
ANNIVERSARY.

Next year, marks the thir-
tieth anniversary of the firsc
appearance of the Legion of
Super-Herses, Currently, all
the game information for the
characters is now In print
The Legionnaires™, their
friends and their adversaries
are described in the Legion of
Super-Heroes Soonrcebook
¥aol. 1. The worlds of the S0th
century are detalled @ LSH
Sourcebook Vol 2, and the
Legion's equipment [along
with new gadgetry rules) is
decalled in the Hardware
Handbook.

Grenadier Models' has re-
leazed & set of miniatures of
the Leghon featuring Wildfire™,
Blok™, Dawnstar®™, Sensor
Gird"™, Element Lad™, Mordu™,
The Persuader™, Tyr™,
Lightning Lord™, and the
Emerald Empress™,

D Comies is coming out
with a special series on the
Legion charscters for the thir-
tieth anniversary. Watch for
it at your local shop.

All you meed to be & part of
this 30-vear old legend can be
at your fimgertips, just ask
your shopkeeper for thess
Legion tie-ina
O Legion of Super-Heroes

Sourcebook 1
O Leglon of Super-Heroes

Sonrcebook 1
0 Hardware Handbook
O Legion of Super-Heroes

Miniatures Set
O New DN Comics Lagion of

Super-Heroes Serles

The current issue of the
I Herws RPG Newsletfer
comtiins more ideas for ad-
wventures in the 30th Century

For a copy of the newsletter
send a business size SASE to:
Mayfair Games
Dept. DRG 5
F.00. Box 455360
Miles, IL 60648

DExX: 10 S 26 Booy: 26
INT: 8 W B MinNm: 1]
INFL: T AIRA: T SPrmm 4
Ierr: 26 (32 HisasPoems B

PIP'WERS
By Enveryly Blast TR/ 15
Flight: |15
[Husiann: 12
Iswulnerahilicy: 28
ERILLS
Tt 3
Bemnlise: 15
Cadgetry |4
Marisal Artist Adc Advastage 6
Weaponry: L0
LIMITATIONS
Miscellansous: Hluskon only usabis 1o
fransform Mppearence
Miscellaneous Bio-Energy Blas)
Power of TOAPY & netuslly a sell-
desirecl system which the ssdrod
can only use upon sl The ssdroid
can use LOAPs of Blis-Energy Tl
ngalnst other Lasgets
EQUIPMENT: Lagion Flight Ring
CONNECTIONS
Lesgion of Sugsr-Heris
[ High-Lived)
Laggion AcisSemy™ | Hgh-Leveel )
Mashanbers™ | High Level )
BOTIVATION: Prwer Lisd
WEALTH: Affluent
DCUPATION: Ny
RACE: Ansirodd

AR RO MLE

Lanrel Kert was o trustiad oo phiios
of the Legon, and orgginaly jedasd the
Legon Acedemy under the gukss of being
adescendant of Clark Kent™, Superman™
She s aried quic kiy gained the coafele iy
of all ihe Lagonnalres.

Berenihy, she broke her crist mnd stoks
Informac ke from the Laginns compulers
In oirdker Lo finid 15 Chisan ™ of the Mile
nlum ™, She ex posed hersell a8 an an
droil Mansanter, Whin she discovered
pid Crmces ol the Clhecsaen lefl on Fanih, she
assumed her mmosasn w8 Gailure and
destroyed herscll

DC HEROES RPG
CONVENTION
TOURNAMENTS.

D HERODES RPG tournamernts
will b run &t the following
Comventions:
Universe 88
Junuary 1-3
LA Airport Hilton

Universe

PO, Box 3577

February 26-28
lee House Ball Room
Decarur, [L
Creature Shop of Decatur
PO, Box 2875
Descaiter, 1L A252H
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NEW PRODUCTS
FOR THENEW YEAR

Whew. Things are heating up
here in the middle of Winter,
We've been preparing for the
e visar, and things koeok hos,

We thought you'd like a
previes of what s 1o be released
i the et few months,

We'll premiere a new type of
D™ Heroes BPG product in
1984, It"s a combarat sod sounoe-
sk amd adventure sed, de-
sigmed il anly fo give you an
exciting scenaro featuring
your favoriee hero, bun w also
give you e backgrounds and
hisiories of the oomic series'
major characters (including
willais),

The Wonder Woman™ anel
Doom Patrol™ books wall e
published in this format.

O Irm:lar:l.-:hmluruwhll.
such heroes as Banman™, Black-
hawk™, Superman'™, Flash™,
e, will be back in our 1983
schedule as well as our great
sourcehook line: with a special
Belle Beve™ Sourcehook in:
chading maore villains than you
can shake a suick ar, and the
bong awatied Teen Tians™
Sourcebook.

Bait thats pod all. We have a
few inleresiing surprisss in
store For vou as well

Startiig this Wineer. the heat
15 om 2t MayEar.

M yowr favorite hero s being
igmared or you feed something
lox your campaign that’s mot
in pri||l. please sugpest any
|'|n:5i'|1]r mew fniles lor our [UEE
release program. Send a betie
(Y

DL Heroes BFG Tiiles
Dt DRACH

P.0, Box 4RG3

Miles, IL

GO
And for being so interested,
we'll send you a free color
Watchmen™ poster. (One en-
iy e peerson, please. )

CROSS-OVER
ADVENTURES
INVADE

DC HERQES RPG

That's nght. The device of pre-
senting one seorvling in pwao
different characeers’ 1igles
makes i debut in the wo

D0 Heros RPG advemaures,

When A Stranger Callsand All
Than Gliners,

When & Seranger Calls iz a
rollickmg Justice League Tn-
ternational™ adventure. The
JLI™ is called imo bale by the
mysterimes Phantoan Smngee™
Whether the teum mmeets Uiis
mvystical evil i full foree is de-
penaleni on whether Boosee
Cold™ decdes o pan them
during hisadvenmre, Al That
Ciliviers.

All That Glitters details
Booster's public appearando:
roaer o s new Boosier Chold
'h-:tarl:]gnmr. In ihe cowrse of
his wour he receives the sume
maas e aid the JL1L He musi
devide whether o keep bas
conract with the game oom-
pary or act on his duty 1o the
JLL

Bt either course of acton
will bring Boosier into deadly
danger. I he o with the L1,
he [@oes an evil force from
anotlier dimensbon wying o
dominae thewoeld 1T hestavs
he faces an evil aliem general
trveng 1o dominate the world,

Eachadveniure cun be played
separanely from the oher. Bl
together they make an interese-
i amid com ples i veniure [os
VO EAr g o

{Waote; A6 That Glitiers also
canitains an ol copy ol the
Hooster Copld Hoardgame, o
| Fﬁa,yﬁl Faar furm avmed [rl'-:rhl:.,

DC HEROES RPG
TOURNAMENTS

Tournaments will be mam ar
the [ollowing conventions;

The Mew Orleans Sceence Fic-
faon & Fantasy Festival
Janusry X2-24, 988
Landmark Hoael, Meaaire, LA
¢ PO, Box TGRS

New Onleans, LA

Ja179- 0SS
Magrum (pes Con 3
March 2527, 1988
Columbus Ironworks Conven-
oy Caervler

4315 Pio Mono Avenuc

Macon, (A

1206

HICK FLAG, JR.™

Dex: 8 5TR: 4 Bopy: 5
INT: B WILL: 5 MINIk 5
INFL: i AURAE SPIRIT: 4
Iim: 22 ¢50) HepoPosns &)

SEILLS {*Linked)
Detecrive b
Chamsma® 6
Military Sceence®: B
Magvial Aria®: &
Scholam %
g
Theel®: 3
Wehickes™: d
Weaponry *: 8
LM TIERNS:
Serionis lepatbonal Arracrian o
the safe socesalu] oo plerion of
lids cudhE ENAsR iGN
ECQUIPMEN 1
A5 Amtamatic Pissal AV VEVA)
Ramgr: 1-3°45 Amm 7
Twinn Rl puscha

COMNECTIONS:

Task Force X (High-Leved)
MOTIVATION: Seeks Jusiice
WEALTH: AHluem
OUCUPATION:

Gaovernment Agen

RACE: Human
BACKGROUND:
Rick Flagg. Sr.™ was the head of
a secTel governmeent & geney alve
Workd War 11: Task Force X™
(aka the Suicide Equad":l. He
il stppang The War Wheel™
From destroving a ULS. city,

Rick Flag, J1., his son, wanied
to Bollow in ks [ather's fosm-
stegas, annd wnder the guidance of
his godiather, JLE.B. Spouar™
sisreessfully complersd miliary
traimiing, and becume a top-raced
tes) palot

He was aceepted inle astro-
naui training school, where he
miet and fell in bove with Karin
Grace™,

During ihe course ol thei
iraining, Task Force X was reac-
tivated, and both of the young
lowvers josned, The group became
Mission X™, and fought moss-
Lets. organieed crime, spies, ebe
In the ooarse of one of thear acd-
ventures two of the four eam-
mates died. Karin left Rick,
wiongly blaming him for the
deaths of the obhers.

Afner the group was officially
disbanded, Rick joined the
group called the Forgoen
Heraes™. Alve the Crisis on In-
fimiie Earths™, that group broke
up als,

The govermment lommed the
mew Task Force X shortly alier-
ward. Rick was assigned as s
new lemder, and Kann :Elnined
as well, In revent miassions, Flag
has been replaced as head of the
group by the Brome Tiger™,
anit Kann Grace died lighung
the Manhuniers™.

Even ithough his CTHISC IETHOE
harhers him aboot the maorality
of the actions of the current
Task Force X, Reck 12 staving a
meimber,
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WORLD WAR I
ACTION IN THE
DC™ HEROES RPG

This month, Blackhawk™ takes
to the skies in all-new adven-
ture, Blitzkrieg. Following ori
the heels of the events in the
DC Graphic novel, Blood and
Iron, Blackhawk battles Nazi
forces once again.

From the south of France to
Yugoslavia to Blackhawk
Island™ to Switzerland, the
Blackhawk squadron™ follows
a trail of kidnappings, secret
laboratories, and dangerous
weapons during one of its most
daring exploits of the war.

Blitzkrieg also contains a
map of Blackhawk Island and
descriptions of the planes of
the Blackhawk squadron. .

DC HEROES RPG
CONVENTION
TOURNAMENTS

Tournaments will be run at
the following conventions:

Magnum Opus Con 3
March 25-27, 1988
Columbus Ironworks Conven-
tion Center
4315 Pio Nono Ave.
Macon, GA
31206

If your convention will be
running a DC Heroes RPG
tournament. Please contact
Mayfair Games for prizes. If
we're notified well enough in
advance, we will list your con-
vention in this Daily Planet™
Gaming Supplement.

Mayfair Games, Inc.
P.0. Box 48539
Niles, IL 60648

1

In the Justice League Inter-
national™ adventure, When A
Stranger Calls, we gave you
the statistics for Shazam’s™
Captain Marvel™. Below we
present the history and statis-
tics for his greatest adversary.

DR. THADDEUS BODOG SIVANA"‘I

Dex: 6 Str: 2 Booy: 2
Int: 5 Wi: 3 Mmp: 2
Inf: 3 Avra: 2 Sewri: 2
InmmiaTive: 14 Hero Pomnts: 30

Skalls:
Gadgetry: 10
Scientist: 10
Weaponry: 2

Equipment:
Unknown

Motivation:
Power Lust

Wealth:
Affluent

Race:

Human
Job: S

Scientist /
Background:

Dr. Thaddeus Bodog Sivana
is a bitter, warped man who
has been trying to attain status
in the scientific community all
of his life. His unorthodox
theories, and personality have
left him ostracized.

Continually looking for
ways to finance his experi-

ments, he has gone as far as
arranging the ‘“‘accidental”
death of his younger sister and
her husband in order to gain
their insurance money. Along
with the money, came Billy
Batson™, his nephew, the boy
destined to soon become
Captain Marvel.

Billy was promised by
Sivana’s son, Magnificus™, and
his daughter, Beautia™, a per-
fect home life if he would be-
come Sivana’s ward. Billy
agreed, and soon found out
that the love promised was a
lie. He also discovered his un-
cle’s plot to get his mother’s
insurance money, and his role
in her death. He escaped Siva-
na’s home only to encounter
the wizard, Shazam™, who gave
him the power to transform
himself into Captain Marvel.

Sivana had completed his
work shortly afterward, and
opened the portal into another
dimension releasing the
ancient, evil, Egyptian Black
Adam™, who quickly forced
the scientist to do his bidding.
Captain Marvel and Black
Adam battled several times be-
fore Captain Marvel tricked
the Egyptian into sending
himself back into the other
dimension.

During that last battle, Dr.
Sivanadiscovered his nephew’s
secret identity, and escaped
capture. He currently is in

NEW
DC HEROES RPG
STAFF EDITOR

Jack Barkerjoined our DC He-
roes RPG team right before
Christmas. He’s acting as a
line editor, working with Tom
Cook and Ike Scott.

He’ll be helping us keep the
line accurate and up-to-date
with the new DC Universe™.
The first sign of his talent
came just a few days ago, when
he correctly deciphered a note

from the DC offices, which

had us stumped.
Welcome aboard, Jack.

UPDATE ON
DC HEROES RPG
PRODUCTS

Over the holiday season, May-
fair released several new
DC Heroes RPG adventures.
Just so you make sure that you
have them all, here’s a quick
checklist: .
O Superman™ Sourcebook I
0O Watchmen™ 2
O All That Glitters
O When A Stranger Calls
0O Lines of Death

If you’ve missed any of them,
check out your local shop. All
the books are now available.




DAILYg*+PLANET

GAMING SUPPLEMENT

Sprecial Winter Edition

DC™ HEROES RPG
CONVENTION
TOURNAMENTS

Touwrmamenis wall be run al
the tollowing convientions:

Baiticon 22

April I-5, 198K

Hunt's Valley Inin
P}, Box GRG
Raltpmare, KT
21203

.hlrﬂ_{uu)li (]

April 20-May 1, 1588
PO Box 5177
El Paso, TX
L

i your conventian will be min-
ninga DC Heroes BPCG wurma-
meenl. Please contac Maylai
Games [or prizes. 1 we're
nobibied well 1.'||lhl.||.-,'|'| ih
acvamce, we will List your con-
vention in this Daily Planes™
Ganting Supplement

QUESTIONABLE
STATISTICS

The Question™ baitles o eruh
an ihe sireeis ol Hab City™, &
city as darty in s politics as
Chicago, as grilly in irs
atmsphiers as New York, and
as explosive n 1is crime as
Ceotham Ciiy™. lis corrugtion
s s e amd 18 a0 COEAreN -
pl;mr- that omly Thee Chssison’s
Curioainy aml peETsisEenoe ever
forces anvone o expose il

all

THE (MESTON atis Cberies Factor ™
Das: 5 Sin: 4 Bom: §
Ist: 4 Waat 5 Mee: 4

Ieam: 5 Acemi:d Semrr 4

Tramrme 1428} Huo Poeersil

Skills:
Agrobatics: 5
Clharpsana: 5
Deteciaves 4
Maritsl Aressi: 8

Thaet: 4
Vehiches (Lamd): 4
Weaponny | Misale Weapons): 5

Warch $th, J'P58

MNugrrrlrer 8§

Fllh'rh:

[Danger Sense; 5

Svstemic Anndoie: 4
Limutations;

Caasirophic Iranonal Az-
etk 1 Learming the Truth
[Curiaesiry |

Serious interest in the Wel-
fare ol Children {especially
oifpshans|
Connections

Hub City Underworid: Low

Hub Ciny Government: High

Meswspaper TV High
Mestivation

Secking Justice
Wealil:

Caonnfortable
Blie:

Hiuman
Chocupsation:

Repasrier

Equipment:

Face Mask
Dex: § 5TR:
CHARGES: N/A
Cosr: 16 HPs

0 Booy: 3

+ 5§06l

Limitation; The gdhesive s
subiject v Sease's phiysiolog-
cal chamges

The Ouestion’s [ace mask is g

featureless mask which com-
;:-|-r|t |1..'1:l|:l-\.-r|.|:|1."| buis o Eacial
features ved allows him 1o
bireailee, view, and talk throwgh
it withaosan dakbsculey. Lhe mask
15 adhersd to Thee Craesiaon’s
e throasgh the use ol amatier
shave maxiere lormmolexdt o
Szase’s body chiemastry. When
the mask 15 nod in use, i can be
stored in @ compEEniment m
The Cruesnion's belt buckle.

Color Changing Gas

Dex; 0 5Tw:
Criagcrs: 10
Cost: % HPs

0 Bopy:
S50

Powers: Fog: b
Maver Manipulanion: 5

The Cheestion uses a special

birary gas emined through his

bele buackle vo change the colog
of his chemically wreared
clothes and hair. Aside [rom s
cerlor ¢ |:|:|.||4.:_i.|:||5 |:r11.l|.|-l:llin. e
gas 1 totally harmless and &
nesat special effec
Rackground:

The early Like af Charles Vie-
0T STAST 1% 3 MYSTY, exXoepl

lor an account of ks having
Lived at a Hub Ciry arplianage
asa cliubd, Hoow he adogied the
atentiey of YVeoor Sage™ s sull
nnknown, as 13 hiow he became
acgpuatnted with Ansioile
Raodor™, the man who creaiexd
The QL|H||11n'a ECj I pmIEn,

When Sage reached aduli-
bicwed, T became a television
repaner and bearned of the cor-
rupstion that had foamnd s wary
it Hub Ciry’s governmene,
He decided 1o put an end 1o the
|_|:|r1||||r|-:'||'|.3n-_'| with the hel paol
Rodor areaved the gwise of The
Chuestion

I anrve sl buis Fivs ouvings as
The Cheestion, he soguired @
vidennapse which exposed hayor
Wesley Fermin's™ activities
One of Fermin's underworkd
associates, the Rev. Da. Jeremi-
ah Hach™ vowed 10 see The
Duestion desroyed. The Reve-
rened sulseqguently liiread Lady
Shiva™ 1o delean the heroe, She
did and several of Hawch's as-
sastamnis then bewt The Clusstion
nely 1o deathy, and vossed his
|:Iu-dg.' ity thie liarkor,

Sage woke up i the home of
Prof. Boddor, where he learned
he had been rescued by Lady
Shiva. He ilven went toa remade
riwsnann i rebread whiere e lived
with a hamdwapped, Richard
Diegon™, master of the martial
arts. Although Dhagon was
crippled and i a wheelchar,
he traaned Sage in the martial
Wwrs

Sage renarmed o Hub Ciiy,
wnd resumed his hile as The
Chuesiion.

RIIII-I.'-PI.H'!I';IIE: Tha: Quﬂlir.m
When molecplaving The Ques
tioan, two facers of his personal
iiv shoa ld be kegar imommd ae sl
timnies: s deiErmananion to fughe
R ||p-1:iu||, anid #ven more m-
poriandt, his passion lor learn-
ing the truth ar any cost, His
Irraticmal Anraciion has gorren
him ineo rouble on many ooca-
sics, vl this miever deters him,

Mavtair Games
P.0), Box 48539
Miles, IL
filki-18
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DC™HEROES RPG
CONVENTION
TOURNAMENTS

Tourmaments will be run at
the following conventions
(Really no joke):
Munchoor "
April 1517, 1888
Marshall Universicy

G466 Farmdale Rd.

Apt. T

Barbouryille, Wy

25004

Kuble Khan (5F oo )
May 30-22, 1988
Rodewsy [Inn Nashville
B47 Dewon Dr.
Mashville, TH
Fr220

Syrectbonm **
April 22-24, 1068

Holiday Inn Glen Ellyn
P.0 Box A301E

Chicagn, ILL
B0

** Mayfuir personnel will be
attending convention. Mot all
will & running D Heroes
RMG ournaments, but greet
and meel our tilented crew,

If your convention will be
running a DT Heroes BPG
tournament, Please contact
Mayfair Games for prizes, 1T
wi're notified far enouwgh in
advinee, we will list your con-
vention in this Daily Planes
Graming Supplonent

MAYFAIR GAMES
MAKES IT THROUGH
EXTRA, EXTRA
MILES

HRemember when we talked to
you about our editor Jonatha
Caspian and her tumultuoos
trek to Buddy Saunder’s open
house? Sure yvou do.

Wiell, here is another cheery
tale of MayTair madness. This

one however bears no sem-
Mance to reality.

One day we recelved a
phone call from one Dayton
Blood about a eopvention Lo
tee heeld in Oshkosh, W1 Senior
editor Tom Cook® decided po
hike his way up to the con-
venlion since it was only a
hundred or s0 miles away,
and he took s Few manuseripls
toedit on his way to keep him
occupind,

The =now was only a few
feet deep as Tom sel oul.
Wrapped warmby in shredded
Darkseid™ posters, he sang a
marry tune, shgging along on
his snow shoes, Litile did he
know that the worst storm in
Midwest. history would be de-
scending that night.

Four hours after he left, in
Zhon, [linods, Tom was kooking
for a Federal Express box to
drop off the six manuseripts
he edived s0 our staff coukd
have them typeset when he
got baeck; that's when the
bitzzard hic

The wind was howling, the
snaw biting into his skin; the
e was forming on his eyeballs,
but he got to a box, dropped
ofl his packige, and then
checided to stop for lanch,

[Mscerning a set of golden
arches a block away, health
conscious Tom instead
entered the restaurant he was
standing next to and ate &
hearty meal of three or four
chickens and biscuits.

Well, the rest of the trip was
miuch the same: He fought off
snowmahile bandits on the
Iinnis-Wisconsin state fine;
g stopped on the outskins
of Milwaulker by radar-carry-
ing police (he's going to try
and heat the ticket on the
bsis that he wasn't in & car at
the time); the bear in Fond du
Lac only vook a small chunk
ot of his left e, bt that was
healed by the time Tom got to
the convention at five o'clock
that night.

Tom offered to help dig oat
the parking ot for the the rest
of the conventiohesrs when

he found cut the blizzard was
so bad that all the hotels
equipment was coveraed.
After eating a hearty dinner,
where he finished eight steaks
and edited ten manuscripis,
he was happy to find all of the
conventionesrs who made it
o the convention were [R0

; Heroes Role-Players. They all

anim =tarted an all-night seie
of Apokolips'™

The next day after the roads
were cleared, more gamers
arrived and Tom launched
inte a wonderful oratory
convincing all that they
wanted to join in on the
esspult sinee there were two
groups already lost in the
Armaggetto™ and someone
had to =ave them, Soon the
whole convention was play-
ing, with Tom gamemastering
all but four of the groups | he
did, after all, need to make his
deadlines ).

A pood time was had by all
due 1o the dedieation,
dependahilicy and darn goosd
gaming spirit of Tom Coolk,

What a :

Cost: 46,838 HPs+3°**

mvre than you can afford
Powims
Cling: |
Ihesion: 184
LimrraToess:
Cling is only operable when
glasses contact Kent's ears.

THE ULTIMATE,
SAY-NO-MORE
DEFINITIVE
SET-IN-STON
NOT-OPEN-FOR-
DEBATE

TIME TRAVEL RULES
FORTHE DCHEROES
ROLE-PLAYING GAME

Many of sur fans have heen con-
fused of late by the emergence of
several varsing, even contradic-
toery, rules for Time Travel within
the DO Heroes RPG. Well, alter
minihs of imtensive and Inborious
reseanch, we here at Mayfair (the
lnst bastion of civilked gaming)
have devised the definitive Time
Travel system.

Time Travel allovws a Character
to travel throwgh Time, The
Character attempding Tome Travel
uses s her APs of the Power as
both the Acting and Effect Yalses.
To determine the Opposing and
Resistence Valoes, the GM should
Tellow these simple rules

First, decide haw much time is
lef for the game {in minutes, not
APs) then add together he ages of
all the Players (since Time Travel
s an attempt o Aer 8 persons
presence in Time and age & a
measare of Time, ten), Then
subdract the number of pages
contalmed in the module being
played. I you are playing your
cown adverture, add photocopying
costs and distance travelled (in
miiles i jo ah&in Ehese jlems Lo Lhe
swhindal

Take this figwre and divide it by
the the number at which the B
hand 5 currently pointing.
Multiply this by the number of [
comics in which the adventure’s
willain appeared, This is che
almost-total of the OV RY Value

Finally, have the Playver pick a
number betwesn one and !
Create a fractionnl namber wit
the almoat-total OV/EY as [he
numerator and the chosen
number as the demoninator.
Rouwnd this wpio the nearest whole
numbser. This is the mew Time
Travel 0% /RY.

Chptiomiad Rieles: wimg I
Mayfair Games
P.0. Box 48509
Niles, 1L
L L
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ADD AN ELEMENT
OF DANGER TO
YOUR NEW
FIRESTORM™
CAMPAIGN

Professor Stein™ is dead.
However, the new Firestorm
has powers which are remark-
ably similar to the old. There
shouldn’t be any difficulty in
running him through Mayfair’s
AN ELEMENT OF DANGER.

The set up is one of the few
things that needs to be
changed. Briefly, Hawkman™
and Hawkwoman™, recom-
mended PCs, should definite-
lybe Firestorm’s companions.
(They would be called when
Matter Master™ escapes pri-
son.) To introduce Firestorm
to the adventure, have “the
Hawks™” pick up Ronnie
Raymond™ (the American half
of Firestorm). The villains are
not only in his stomping
ground, but rumor has it Silver
Deer™, his old adversary, is
involved.

This scenario is only slight-
ly different than the adven-
ture as it stands now, but
should work well.

We also recommend that
you add an extra dimension
to the role-playing by having
“the Hawks” justify their own
actions and their need for his
involvement to the new Fire-
storm, who is ignorant of
“heroic action” and knows very
little about his own history.

THE NEW
FIRESTORM

FIRESTORM ™ ulias Ronsic Raymond & Mikhoil Arkadia™
Dex: 6 Sm: 8 Boov:12
Inm 6 Wi 5 Mno: 4
InF: 6 Aura: 4 Sewrm: 6
M Inmarive: 18 HeroPonrs 40

Powers:
. Dispersal: 10
Energy Absorption: 6
Flight: 7
Matter Manipulation: 12

Radar Sense: 10
Regeneration: 5
Sealed Systems: 15
Bio-Energy Blast: 8
Starbolt: 5
Skills:
(Raymond) Acrobatics: 2
(Arkadin) Scientist/Nuclear
Power Plants: 2
Limitations:
1. Matter Manipulation does
not work on organic materials.
2. Matter Manipulation, Bio-
Energy Blast, and Starbolt
do not work when Firestorm
is dispersed.
3. Bio-Energy Blast only
~ works when Firestorm is in
physical contact with the
ground, and manifests itself
as miniature exploding
volcanoes.
4. Minor Irrational Attrac-

world. -
5. Miscellaneous: Firestorm
is a third personality dis-
tinct from the two men who
combine to form him. Ray-
mond and Arkadin can men-
tally advise Firestorm, but
cannot directly control his
actions.
Motivation: )
Responsibility of Power
Wealth: Struggling
Connections:
JLI™ (Low)
Soyuz™ (Low)

May 4th, 1988

tion to confusion about the

Number 10

Race: Human
Job: ;

(Raymond) Unemployed

(Arkadin) Unemployed,

prisoner of the KGB -
Background: When Martin
Stein learned he was dying of
an incurable disease, it seemed
Firestorm would die with him.
Astheir final act as Firestorm,
Ronnie Raymond and Stein
agreed to try to force the
world to rid itself of nuclear
weapons. ‘

The great military powers
ofthe world refused to give in,
and Firestorm became a
hunted hero. On the Nevada
desert, Firestorm met and
fought the Soviet nuclear hero,
Pozhar™. In the battle, Poz-
har’s containment suit was
destroyed, and Firestorm split
into his original personae,
Martin Stein and Ronnie
Raymond. Pozhar (Mikhail
Arkadin) refused to fight
them, but the U.S. government
already launched a nuclear
missle hoping to destroy both
heroes. In a desperate at-
tempt to reform Firestorm,
Raymond, Arkadin, and Stein
joined hands, hoping their
combined efforts would be
enough. At that moment the
missile struck.

Firestorm did not die.
Rather, he was reborn. After

absorbing all the energy of the
nuclear blast, a new Firestorm
emerged. He seemed to have
no memory of the past, and
had all of Firestorm’s and
Pozhar’s powers as well. After
abrief confrontation with the
U.S. military, Firestorm left
the site of the nuclear blast.
He later split into two people
again, this time, however, the
people were Ronnie Raymond
and Mikhail Arkadin, each in
his own country. Martin Stein
was presumed dead.

It has since been revealed
that Firestorm is now a sep-
arate entity from the men
who make up his physical
body. Raymond and Arkadin
are conscious of what hap-
pens to them as the Nuclear
Man™, but they cannot con-
trol his actions.

DC'HEROES RPG
CONVENTION
TOURNAMENTS

"Tournaments will be run at

the following conventions:

Kubla Khan

May 20-22, 1988

Rodeway Inn at Briley Parkville
647 Devon Dr.
Nashville, TN
37220

Congames 13
May 20-23, 1988
Ottawa, Ontario *

¢/o Fandon II

231 Laurier Ave. E.

Ottawa, ONT

KI1N 6P1

Canada
If your convention will be
running a DC™ Heroes RPG
tournament; please contact
Mayfair Games for prizes. If
we're notified well enough in
advance, we will list your con-
vention in this Daily Planet™
Gaming Supplement.

Mayfair Games, Inc.
P.0. Box 48539

Nl Niles, IL 60648

™ indicates a Trademark of DC Comics Inc. All character names, renditions, associated slogans, and indicia are Trademarks of DC Comics Inc. Copyright © 1988 DC Comics Inc. All Rights Reserved. Used under license.
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THE PREMIERE

OF THE AWESOME
INCREDIBLE
CHECKLIST

You have asked us to start
putting more information
about our adventures in this
gaming supplement: Okay.
Now every DPGS will have a
section called the:
CHECKLIST. (Original, eh?)
We'll fit in a description of
either a sourcebook or an
adventure every month. The
listing will vary between the
older and newer modules, so
you’ll eventually have a
description of the whole line.

To kick this off we're going
to describe not one, not two,
but a perfectly ridiculous six
modules. Just to prove we
believe in excess, as well as
“Truth, Justice and the

TMY

OO0 FOUR HORSEMEN
OF APOKOLIPS™:
This module features the

first appearance of Darkseid's™

minions: War™, Famine™,

Pestilence™, and Death™, who

are also in the Legion of

Super-Heroes™ adventure,

King For All Time. Darkseid

and Desaad™ have placed

these warriors at the four
corners of modern day Earth,
and your equivalent of the

or Justice League International™
must stop them destroying
the world.

Special Spring Edition
R

Justice League of America™

O BLOOD FEUD

The reviewer at White Dwarf
magazine called this, “The best
super hero adventure I've ever
seen.”

The Teen Titans™ battle
against the New Brotherhood
of Evil™ in defense of Brother
Blood™. Not only is there
plenty of action, there is the
moral dilemma of defending a
villain who assaulted and
tortured you. It’s an arche-
typal adventure about what it
means to be a hero.

Blood Feud contains stats
and bios for the New
Brotherhood of Evil: Brain™,
Monsieur Mallah™, Phobia™,
Warp™, Houngan™, Plasmus™.

s 1

0O PROJECTPROMETHEUS

A powerful new weapon has
been created and your heroes
fly to Crete to investigate and
neutralize any threat. Power-
mad villains, political manipu-
lations, a murder, slugfests,
and an airstrike are all part of
this deadly mission.

™ indicates a Trademark of DC Comics [nc. All character names, renditions, associated slogans, and indicia are Trademarks of DC Comics Inc. Copyright © 1088 DC Comics Inc. All Rights Reserved. Used under license.

0O KING OF CRIME

This is one of cur favorite
modules. It has everything you
could want in a DC™ Heroes
Role-Playing Game adventure,
from the Carmine Infantino
portrait of some of the
members of Flash’s Rogues’
Gallery™ gloating over a
burning Central City™ to
histories and stats on the
members of the Secret Society
of Super-Villains™,

This version of the society
includes Goldface™, Captain
Cold™, Cheetah™, Chronos™,
Copperhead™, Golden Glider™,
Killer Moth™, Matter Master™,
Mirror Master™, Pied Piper™,
Shadow Thief™, and the
Shark™. Your heroes must stop
them from looting Central
City™.

O FIRE AND ICE

The Fearsome Five™ (Jinx™,
Shimmer™, Gizmo™, and
Mammoth™) races against
eight other villains to the top
of the world to battle for the
secrets of a crashed alien
spaceship. Your heroes are
caught in the middle. Fire
and Ice has a great George
Perez cover.

0O ETERNITY, INC.
People turning into Sabre-
tooth tigers? Ancient Nean-
derthal shamans and Gorilla
Grodd™ attempting to send
the world back in time?
Infinity, Inc.™ in the
Pleistocene Age? Yes, all this
and more. Eternity, Ine.
sports a great cover by Denys
Cowan.

Well that's the first
CHECKLIST. Next time we'll
have stats for the new
Manhunter™, our summer
convention schedule, and a
CHECKLIST entry for Wheel
of Destruction.

DC HEROES RPG
CONVENTION
TOURNAMENTS

Tournaments will be run at
the following convention:

Westercon
July 1-4, 1988
Hyatt Regency & Adams Hilton
Phoenix, AZ :
P.0. Box 26665
Tempe, AZ
85282

If your convention will be running a
DC™ Heroes RPG tournament, please
contact Mayfair Games for prizes. If
we're notified 3 months in advance, we
will list your convention in this Daily
Planet™ Gaming Supplement.

Mayfair Games will have a booth at
the International Superman™
Exposition at the Cleveland
Convention Center on June 16-19th.
Stop by, and see us.

Mayfair Games, Ine.
P.0. Box 48539
® Niles, IL 60648

Superman is a registered Trademark of DC Comics Inc.
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FIRST
ANNIVERSARY
ADVENTURE
GIVEAWAY

Hello friends. Exactly, one year
ago we introduced the Dazly
Planet Gaming Supplement
and gave you the stats for the
new Wonder Woman™. Oddly
enough, Dan Greenberg’s and
George Perez’s Strangers in
Paradise Adventure + Source-
book featuring her is coming
out next month. Itincludes the
first mythological setting for
the DC™ Heroes Role-Playing
Game system.

In that DPGS, we also gave
away copies of our first news-
letter. To top ourselves this
year; we're giving away FREE
DC Heroes RPG Adventures.

The first 250 gamers who
send in their names and
addresses will receive a FREE
adventure of our choice.

If you want a FREE adven-
ture, just send a card or letter,
and we’ll get it right out to
you. It's our way of thanking
you for reading this page every
issue, and to commemorate a
year of this FREE silliness.
Send letters to:

Mayfair Games, Inc.
P.O. Box 48539
Niles, IL 60648

SUMMER
CONVENTION
SCHEDULE

Meet our madcap Mayfair
personnel at the following
conventions this summer
season:

Atlanticon June 30-July 3
Baltimore, MD
Chicago Comic Con . July 1-3

O’Hare Ramada Inn

San Diego Comic Con Aug. 4-7

Gen Con® Origins 88
Mecca Center
Milwaukee, W1
August 18-21

Look for our booths at these
conventions. We'll have give-
away posters on our products
even the non-DC™ Heroes
Role-Playing Game stuff. (Can
we say that hete? Really? Oh
well, too late. Heh-heh.)

We will be running
DC Heroes RPG demos at
Atlanticon, Gen Con®/Origins,
and Chicago Comic Con.

Come outand meet us. Look
at our new releases. See what
we have planned. It’ll be
exciting. It'll be fun. Besides,
you’ll geta chance to nag usall
you want.

THE NEW
MANHUNTER™

MANHUNTER clias Mark Shaw™

Dex: 10 Str: 5 Boov:
Int: 6 Wi 9 Mino:
InFL: 9 Aura: 4 Seit:
Inmmarive: 25 (35) HeroPonts: 60

—————

[=23S A=)

Powers:
Danger Sense: 5
Directional Hearing: 4
Extended Hearing: 4
Skills (*linked):
Acrobatics*: 10
Charisma*: 9
Detective (ID Systems,
Police Procedures)*: 6
Martial Artist*: 10
Spy (Coding, Photo Interpreta-
tion)*: 6
Thief: 6
Vehicles: 6
Weaponry*: 10
Connections:
Task Force X (High)
The Key (Low)
Motivation:
Thrill of Advemure

Law,

- Wealth:

Struggling

Occupation:
Bounty Hunter

Race:
Human

Equipment:
For information about
Manhunter’s Power Baton™ just
send us an self-addressed stamped
envelope, and we’ll send it out to
you.

Background:

Mark Shaw was a district attorney
on the East Coast who found him-
self increasingly despondent over
the lack of justice that he saw in
the judicial system. He was ap-
proached by the group of semi-
mythical beings called the
Manhunters™ and recruited into
their organization.

As a Manhunter, Shaw fought
against the Justice League of
America™ until the true android
nature of the Manhunters was
revealed.

Shaw forsook the Manhunter
name and became known as the
Privateer™, working alongside the

JLA™, However, the mental con- .

ditioning he had received from the
Manhunters soon reasserted itself
and he began committing crimes
under the new identity of Star-
Tsar™. When the Star-Tsar was
unmasked by the Red Tornado™,
Shaw was sent to prison.

Shaw remained in prison for
several years, eventually freeing
himself from the Manhunters’
influence with psychiatric help.
When the Manhunters attacked
Earth during the Millennium™,
Shaw was recruited by Task
Force X™, a.k.a. The Suicide
Squad™, as an expert on the
Manhunters, to help defeat them.

FIRST ANNIVERSARY EDITION

Afterwards, Shaw’s sentence was
commuted to time served.

In order to vindicate himself,
Shaw became a bounty hunter and
assumed the identity of the new
Manhunter in order to restore his
dignity and his commitment to the
ideals for which he originally
stood. He now specializes in
tracking down and capturing
costumed criminals.

CHECKLIST

O WHEEL OF DESTRUCTION
This is the first solitaire module
for the DC: Heroes RPG system
and has stayed on the top of our
list for over 3 years.

The Joker™ has taken over the
televisions of Gotham City™, and
is broadcasting his idea of a fun
game show: Wheel of Destruction,
where each space on the giant
spinning wheel equals one of
Gotham’s landmarks. If he isn’t
paid the ransom he demands, he
spins the wheel to see which
landmark gets destroyed. You have
to find out from where he’s
transmitting and stop him.

Simple? Well, no. The Joker s
crazy, not stupid. /

JUST OUT

1 Green Lantern Corps™

This Sourcebook details the history
of the largest peacekeeping force
in the DC Universe™ with heroes
from over a dozen worlds.

Blitzkrieg :

World War II action at it finest, as
Blackhawk™ battles an evil Nazi
plot.

Mayfair Games, Inc.
P.O. Box 48539
) Niles, IL 60648

Superman is a registered Ttademark of DC Comics Inc.

— ———
™ indicates a Trademark of DC Comics Inc. All character names, renditions, assaciated slogans, and indicia gre Trademarks of DC Comics Inc. Copyright © I988 DC Comics Inc. All Rights Reserved. Used under license.
GEN CON is a registered service mark owned by TSR, Inc.




REVENGE OF
THE NEWSLETTERS

Wee'we just maibed out lots of
copies of the DC Heroes Bols-
Ploging Game Newsletler
to thousands of interested
Players around the country,
If you want a copy of this
latest lssue, just send a
posteard with your name and
address, and we'll send you a
copy within a few weeks,

If you subscribed to the
Newsbetter and haven't yel
received your copy, write us
and we'll get it out to vou,
right away.

Send your cards/letters to:
DT Heroes RPG Mewsletter
P.O. Boux 48630
BMiles, IL
A48

SUMMER
CONVENTION
SCHEDULE

Meet our madcap Mayfair
persenne]l at the following
conventions this summer
SEABON!

San Diega Comic Con
Aug 4-7

Gren Con/ Origins &
Mecoa Center
Milwaukee, Wi
Aupgust 18-2]

Look for our booths at these
conventions. We'll have give-
away posters on our products
.« . #ven the non-DC™ Heroes
Role-Playing Game stuff.

We will be running
G Heroes HPG demos at
Gen Con/(rigins,

The entire D Heroes Role-
Playing Garme stafT will be at
Gen Con/Origins, Be prepared
for lots of weird stuff,

DAILY#*®PLANET
GAMING SUPPLEMENT

Always relains red oand-gold
conleme molll in whatever
il Bt £hangrs o,

Shage Chings i aot Emired 1o anl
mads oy, Bl cas B usnd Lo dupl-
cafe any chject thal Plas™ can
imagine. He frequestly wses his
power o daguiss hismsell &5 an
ordinary objpec wech i an imbeelli,
mn auiomaobile tire, or & iach hall
Hie retains his elasticity n any form

Comnectins:
Federsl Bureau of Irnwestigation
(High)
Mational Buréau of [Rvests-
thon™ (High)
All-Star Squadron™ {High )
Freedom Fighters™ (High)

Thrill of Adverture

Wealth:
Comifortable

Race:
Haman

Rackground:

Fonsl (VR risen wosms Uhe i sl e puc by
in the sossiry during Uhe dags just
prior tn World War 11, Not allyisg
himsell to any one gang, ke preferned
o remi ouk ks criminel srvdoes Lo G
higfsest. bidder, On oneof thess jobs, ke
helped in rob ihe Crasfond Chamical
Works, bl the gang was surprised by
n securiny puand (Mirian was shot and
knineked m4s & vat of unknown aced
sover o which enveeed hits blodstream
Chrena gl Ui wosrsl. The gang deserted
him, &l b wis Bareid s e on Toot
into the Billa, Tinally losing
ConsECinum e,

When Mrian awske, he Wil Sur
prised &0 fined himself in & SonEibEry
calbed Bewt Hnen'™, wher hin wousd
ad been treated mnd basdagged. Buven
maore startling, however, was his
discovery bt the aosd in b bedy had
somchow given him ihe power Lo
sireich his body inén asy lengih or
ahips: he desired. At first he planped
Lo s s newlownd abilitees for crime,
beut then he loarned thai the monks
hed turmed away police that were
searching fior him becmuse Lhey be
lieved O'Briam hed the capeciey o
Ieecuseme & @0 man.

"Brizn changed Bls mind asd
decided that he would Bght o
instead of perpetrating iU Adopring
U blenticy of Plasie: Man, his Bl
Lk weas Bo bring 1o justics Lhe vy
pang which had dissrted him sl the
chemiral factary.

Mastic Man esjoyed & sring af
slcresses agRinst criminak Borh g a
salo operator and in tendes with a
pErLhar, Lhe Bumbling Bul well
megning Weeay Winks=™ Flas even-
tually fame to the ablention of the
federsl suibeoritis &b the bebes of
Lop grvernment officials, Fax became
a beighdly placed FIl agent. When the
Bapknisd allacked] Pesrl Harbor in
L1, Prosadent Rooseeds psked Plas
to Become ike officiad gevernment
lisisoin o ibe pewly formed All-Siar
Squadros, Plas served i Ehat capacioy
[or sume fime, thes laber jomed Unecls
Sam®s™ aplinter group known as the
Freedom Fighters™. After ibe war
Flas became o secret agem kZuin, this
time for the Mational Bureas of En-
vestigation, Woozy Winks warked
chosely with him, trying 1o bécame an
ML agent & well
Flascic Man's wrrenl sctndties and
whereabouts are unknown, pre
suimaly bl clmmmified by ke KL

CHEC

D HON'T ASK

Amhbuch Bug™ i contrsl of Timme
und Space?, Fanmag™magazine’
Dizgembadied word halloana?
What are we talking about’ Don't
Ask: Mayfair Games' humble
AEERME o caplure Che cramed
spirie of the SAmbush Bug serjes.
[Hal we succesd” Well how miny
rale-playing adventures have you
played that direct ywou to the
Hoise of Gadgelry™ anly to find
yoia haave o sell 4 million copies of
O magazine in order to get &
time machine? Not many
wehetcho

Mayfair Games, Inc.
P.0. Box 48530
¥ Niles, IL 60645
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NEW WONDER WOMAN ™ VILLAIN

ERIS, GODDESS OF

DISCORD PREMIERES IN STRANGERS IN PARADISE

Game designer Dan Green-
berg and George Perez have
been working together on the
new DC™ Heroes Role-Playing
Game Adventure/ Source-
book, Strangers in Paradise
for many months. To their
delight, it became a stunning
project.

“Dan Greenberg has man-
aged to capture the essence
of Wonder Woman in this
game. I was more than happy
to cooperate with someone so
respectful of the concept.”
says George.

This convinced Perez to
debut his new Wonder Woman
villain, Eris in Strangers in
Paradise. Later this year, she
will be introduced into the
comic series. .

Strangers In Paradise has
a great new cover by Perez.
Look for it at your local hobby
shop.

SHADQO™

Shado atias Unknown

Dex: 10 Stre: 3 Bopy: 3
IN: 4 WiL: 8 MND: 4
INFL: 11 AURA: 8 SPIRIT:10

Inyrarve: 25 (35) HewoPomis 50

Skills: (*linked)
Detective: 4*
Acrobatics: 10*
Martial Artist: 10*
Thief: 10*
Scholar (Bushido): 4*
Weaponry (exotic/bow &
arrow): 13
Limitations:
Catastrophic Irrational
Attraction to obeying the
Oyaban of the Yakuza.
Connections:
The Yakuza (High)
Green Arrow™ (Low)
Underworld (Low)

Motivation:
Responsibility of Power

Wealth: Comfortable
Race: Human

Background:

During World War II,
Tomonaga™, a friend of a Yakuza
chief was incarcerated in an
American Detention Camp. He
had been entrusted by the Yakuza
with two million dollars in gold to
build a business in the United
States.

Several members of the O.S.S.
in charge of the internment camp,
discovered this fact. They tried
torturing him to get the money.
He never gave it to them. In 1950,
they decided to steal the money.

Tomonaga had married after
the war and had a daughter. The
former O.S.S. agents captured him
and his wife. To stop them from
torturing his wife, Tomonaga gave

‘them the money.

Returning to Japan dishonored,
he committed seppuku. His wife
had died by the hands of foreign
soldiers. Their child Shado, was
taken by the Yakuza and given to

ateacher of the art of Kudo, to be
raised as an assassin.

Almost thirty years later, Shado
was called upon by the Yakuza to
kill the men who tortured her
mother and dishonored her
father.

During her mission, she killed
all but one of the men. It was then
she first crossed paths with Green
Arrow. After she completed her
mission, she came home and
reported to her Oyabun in the
Yakuza. Failing to personally kill
all the targets of her assignment,
she was asked to lose a thumb as

" an apology. She offered willingly,

but her instructor refused to let
the maiming occur.

Shado was then requested to
kill her teacher. She fired the
arrow as instructed, but did not
kill her teacher, and the Yakuza
.did. She became a renegade at
that point, with a vendetta
against the Yakuza.

- After fleeing the Yakuza, she
once again encountered Green
Arrow in Hawaii. ’

CHECKLIST:

O RIGGED RESULTS

The streets of Manhattan are
flooded; blackouts are occur-
ring; looting begins; after a
small tidal wave hits New
York. The mayor calls you to
his office. The city is being

held for ransom. If the villains
don’t get what they want in
24 hours, they will send a
larger, deadlier tidal wave to
destroy the city.

You have to find them. You
have to stop them. And you
have to get through the
Masters of Disaster™ to do it.

This Adventure contains
not only complete stats for
the Masters of Disaster, but
also the detailed history and
hierarchy of a major world-
wide, ocean-based, criminal
organization called the
Reavers™.

DC HEROES RPG
TOURNAMENTS

The following conventions will
be running DC Heroes Role-
Playing Game tournaments:

DragonCon
October 7-9, 1988
Pierremont Plaza Hotel
Atlanta; GA
P.0O. Box 47696
Atlanta, GA
30362 )

If your convention will be
running a DC Heroes RPG
tournament, please contact
.Mayfair Games for prizes. If
we're notified well enough in
advance, we will list your
convention in the Datly
Planet Gaming Supplement.

Mayfair Games, Inc.
P.O. Box 48539
Niles, IL 60648

™ indicates a Trademark of DC Comices Inc. All character names, renditions, assoclated stogans, and indicia are Trademarks of DG Camics fnc. Copyright © 1888 DC Camics Inc. All Rights Reserved. Used under license.
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I Available now at fmer game
and/or comics shops near you
i& City of Fear, a one vs one
adventure featuring the new
Flazh. The Flash must race
againgt time o track down a
mysteriouz  villain before
Manhattan Island is plunged
into & state of total chaos,

Featured in the adventure
wre new rules relating o the
Superspeed Power, & Char
acter with Superspeed moves
[#0 quickly that s/he can
sametimes perform more than
ane Btandard Actlon per
phase, Here's how it works:

The Player declares that
a/he |5 using Superspeed and
makes an Action Check using
the APs of Superspecd as the
AYV/EV amnd as the OV/RY
(this is slmbar to the roll that
is made when Pushing an
Automatic Actbon ), The RAPs
received on the Superspesd
Check are equal to the number
af Btandard Actions that the
Charscter may perform in
thal phase. Actions cannot be
saved and uwsed on later
phases.

If there are no positive
RAPs, something happened to
FII'EEJI.IdE thee Chiracter from
performing multiple actions
that phase {(GMs discretion )
A Character may always make
the usoal single Standard
Action for any given phase
even if the Result Table
viehdedd an ‘N’ Hero Polnts
miy be used to increase the
AV/EV when making & Supser-
speed roll,

This new rule is in addition
to the effects of Superspeed
already lsted in Povers and
Shells, As a abde effect of the
Crisis Om Infinite Earths™
Characters with Sujperspeed
may nae longer travel through
Lime unless they also have the
Time Travel Power,

AMANDA WALLER™

Amande Waller sias e wall ™

Skills:
Charisma: 8
Deetective (Law: 4
Seholar ( Political Science): T
Weaponry { Firearms: 2

Connections:

Checkmate™ {High)

REepublican Party (High?

Subcide Squad™ (High)

Task Foree X™ (High)

L&, Government { High)
Motivation: Seeks Justice
Wenlth: Affluemnt
Jule Task Force X Supervisor

Race: Human

MILYwPLANF:T'“
GAMING SUPPLEMENT

Backgriuned:

Armanda Make wis horm i the
Cabrini-Green housing  projests
in Chicago, and later married
Joseph Waller™ at age 18, When
her husband and two oldest
children were killed in streei
winlgmon, Adnanda swore Lhal she
wolkld not allow the sireets to
claim any mare of e Gamily,

Waller sent her remaining
children through college and
then went to sechool hersell. Lipan
graduating, she helpsd am fdesl-
istic Congressionnl candidate o
et elected and then moved o
Washington as part of his scaff
While researching a crime congrol
bl Waller discowered old records
of the World War [l-era Suscsde
Squad She then mwsed her infle
aned L eEnyince Lhe President to
Awtharize & new Squad oo o prised
af rathless, sxpendable agents

Simece then, Waller has acted as
Uperstions Suapervisor of Task
Farce X, Im sddition 1o overseeing
mll af the rew Sulcde Squads
missions, she |5 also the “gueen”
af Checkmate

el e T = ="
Y | e =

UPDATED SUPERSPEED RULES DEBUT IN
NEW FLASH™ ADVENTURE: CITY OF FEAR

CHECKLIST:

ONIGHT IN (OTHAM™
‘The sureets ol Gotham City™ are
hraught wividly to e for voir
heroes in this reference work by
Walver Huntl. It cluwdes teeh-
nbgues foF Funning adventures in
Centkam, the city's fmmous villains,
miem bers of j1s podice force, apd
i conrse, (he Batman™. Will your
hetrroes b mhle to s urvive. b abone
chean ug e sereets ol comicdom’s
meiad fmmaiis ey’

DC™ HEROES RPG
TOURNAMENTS

Thé Tollkivaing comventions will be
running [ Heroes RolePlaying
LR e LOvurnamsenis:

Bynilicon Two
Cetlier 21-2F 1BER
Gilen ERvn, llindis

If your convemlion will be run
ning a [ Heroes BPG tourna
menk, please contact MayTair
Gaimes for prizes. I we're podilbed
Far ensugh in advance, we will st
WourF conventon in the .I'J.-:ll'ry
Pliane? Gapdng Supplemeat

Mayfair Games, Inc.
P.O. Box 48539
Niles, IL 60648
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Espionage comes to the DC™
HEROES RPG in two releases
this winter featuring Task Force
X, ak.a. the Suicide Squad™.
The Belle Reve™ Sourcebook
isacomplete reference work on
Belle Reve prison, the Squad's
secret headquarters  and the
most sophisticated facility for
holding villains ever built.
Following the sourcebook is
Operation: Atlantis, a 32-page
adventure featuring the Suicide
Squad.

Released this month, The Belle
Reve Sourcebook is a complete
sourcebook on the Squad, con-
taining histories, psychological
reports, and statistics for every
Squad member, from core
agents 'like Rick Flag, Jr.™,
Bronze Tiger™, and Night-
shade™, to one-shot specialists
like Plastique™, the Privateer™,
and Slipknot™, to casualties
like Mindboggler™, Multiplex™,
and thé Thinker™.

Inside Belle Reve, you'll meet
the Squad’s Ground Crew, in-
cluding Briscoe™, John Econ-
omos™, and Amanda Waller™.
You'll tour their headquarters
and examine their specialized
equipment, including the high-
tech helicopter known as Sheba™.

To help get your Squad adven-
tures off to a rip-roaring start,
next month’s release will be
Operation: Atlantis, a full-
length Task Force X adventure.
An Advance Team of Squad
members-is called in to protect
a diplomatic mission to the
undersea city Poseidonis™.
While there, they uncover a plot
by the insidious Ocean Master™
to destroy the city. A Combat
Team is assembled and sent to

stop the Ocean Master before
the whole world is annihilated.
You won’t want to miss either
of these exciting modules. The
Belle Reve Sourcebook is on
sale now, and Operation:
Atlantis will be out soon,

the Middle Realm™ in order to *

THE JOKER™

The Joker alias Unknown

Dex: 4 Str: 4 Boov: 3
INt: 9 Wi 12 MiNp: 5
INFL: 10 AURA: 7 SpRIT: 6
Inriarive: 23  HrroPomrs 120
Skills:

Artist (Actor): 5

Charisma: 10

Martial Artist: 8

Gadgetry: 11

Vehicles: 4

Weaponry: 4

Advantages:

Connections: - -

Arkham Asylum™ (High)

Underworld (High)

Batman™ (Low)

Drawbacks:

Catastrophic Irrational

Attraction to practical jokes.

Miscellaneous: Insanity.

-Equipment:

Acid Flower
[Acid: 8, Bopy: 2, R#: 2]
Range is 0 APs.

Electric Joy Buzzer :
[Lightning: 9, BoDy: 4, R#: 2]
Range is Touch

Joker Venom™ Ring
[Poison Touch: 8 BoDY: 5, R#: 2]

~ The Joker can poison his vic-
tims by scratching them with this
ring. When the Joker Venom Kkills,
it leaves its victim’s lips pulled
back in a twisted smile.

B R
™ indicates a Trademark of DC Comics Inc. All character names, renditions, associated slogans, and indicia are Trademarks of DC Comics Inc. Copyright © 1988 DC Comics Inc. All Rights Reserved. Used under license.

Motivation: Psychopath
Wealth: Varies
Job:

Former Comic, now Criminal
Race: Human

Background:

Recent finings about the man
now known as the Joker indicate
that he originally worked for the
Ace Chemical Company™, but
quit to become a stand-up come-
dian. He could not find work as a
comic, and became increasingly
desperate for money to support
his pregnant wife. He somehow
came into contact with the Red
Hood Gang™ and agreed to help
them rob the chemical factory
where he had once worked.
Before the crime could take
place, however, the comedian’s
wife was electrocuted in a freak
domestic accident.

Under duress, he still accom-
panied the gang on the robbery
dressed as the Red Hood™. The
break-in was interrupted by
police and the Batman. The other
two members of the Gang were
shot, and the would-be comedian
dove into a chemical waste tank
in an attempt to escape. He
managed to get free, but dis-
covered that the chemicals had
turned his skin white, his lips
blood red, and his hair green. The
combined stress of the day’s
events finally caused his mind to
snap and he went insane, becom-
ing the notorious criminal called
the Joker. :

SECRET MISSION FILES OF TASK FORCE X™ REVEALED

CHECKLIST:

o

OHARDWARE HANDBOOK

_ This'96-page sourcebook is entirely
~ devoted to bringing you the high-

tech equipment used by heroes in
the DC Universe™ to help them in
their never-ending battle against
crime. Included are a host of Bat-
man’s Bat-Gadgets™, Green
Arrow™'s amazing arsenal of trick
arrows, the Teen Titans™ heavy-
duty gear, and the futuristic gizmos
of the Legion of Super-Heroes™. It’s
a must for Gadget fans.

DC™ HEROES RPG
CONVENTION
CALENDAR

The following conventions will be
attended by members of our DC
HEROES staff. Come and visit at:
Quad Con ‘88
November 4-6, 1988
Rock Island, Illinois
Rock Con ‘88
November 5-6, 1988
Rockford, Illinois -

If your convention will be run-
ning a DC Heroes RPG tourna-
ment, please contact Mayfair
Games for prizes. If we're notified
far enough in advance, we will list
your convention in the Daily
Planet Gaming Supplement.

Mayfair Games, Inc.
P.O. Box 48539
Niles, IL 60648

1



by Jon Slobins

A Little
Less Super

Variable creation points in
DC™ HEROES games



There’s only one aspect of Mayfair's DC™
HEROES game that disturbs me: the idea
of unlimited growth. Using the game’s
rules, you can start with 250 Hero Points
when you create a character, then build
him up indefinitely. Granted, a comic-book
universe is not supposed to function like
the real universe, but it's stretching things
a little too far when the rules let a 98-
pound super-heroic weakling grow
through his adventures to eventually rival
Superman™ at 41,000 + Hero Points!
Unlimited growth works fine for a game
like the D&D® game, in which power
grows linearly, but the DC HEROES game
measures power logarithmically; each one-
step increase in power level doubles the
amount of power existing before. The
drawback to unlimited growth is that you
wind up watching every Hero Point with
an eye to increasing your character’s
powers still further, which can make you
reluctant to use Hero Points when they're
needed — which can lead to the death of
your character through miscalculation.

The game rules say that if you want to
begin with a more powerful character,
have everyone in the group multiply the
base 250 Hero Points by 2 or 3 (or some
other integer), and start with that. But this
method ignores the possibilities arising
from different characters starting at dif-
ferent levels. Sometimes it's more fun to
be the weakest character because you
have more reason to learn how to use
your powers effectively in order to keep
up with the powerhouses. The D&D game
achieves this by its use of dice to deter-
mine a character’s starting attributes.

For players who would rather take the
risk in starting with a randomly selected
number of Hero Points, or who don’t want
unlimited growth in their DC HEROES
game campaign, the following Origin Table
is presented. A player rolls percentile dice,
generating a random number from 1-100.
The table row that contains the percentile-
dice result (1d100) also contains an option-
al origin background result for use by
players who have a hard time thinking up
origins for their characters, as well as
giving the “Additional Hero Points” result.
All characters still begin with a base Hero
Point amount of 250 Hero Points, but the
additional Hero Points resulting from the
1d100 roll on the Origin Table are added
to the 250 points.

Normally, a player makes only one roll
on the table to try to get more Hero
Points. But the origin-background result
that reads “Multi-origin” means that the
player rolls 1d10 to determine the number
of additional rolls he receives on the table.
If another multi-origin result comes up,
more rolls are allowed, racking up still
more Hero Points for the character (this is
how heroes like Superman come about).

Example: A player rolls a 22, which
renders a result of “Multi-origin.” He gets a
3 on the die roll and receives three rolls

on the table. The first roll is an 87 for
1,100 points. The second roll is an 18 for
another multi-origin. The player then rolls
1d10 for 2, resulting in two more rolls
plus the roll he still has remaining from
the original multi-origin roll; in other
words, a total of three more rolls (unless
he gets another multi-origin result). The
player now rolls 27, for 50 points; a 45 for
5,000 points, and a 92 for 2,000 points. He
adds all these points to his base of 250
Hero Points for 8,400 Hero Points to use in
creating his character.

The “Unexplained origin (minor)” result
has the player roll 1d10 and multiply the
result by 10 to yield the number of Hero
Points won. The “Unexplained origin
(major)” result has the player roll 2d10 and

become the mightiest hero in the universe)
and a scientific origin (due to Krypton's
advanced civilization). Cyborg™ has a
personal-injury origin and a scientific ori-
gin. Dr. Fate™ has an archaeological origin;
and Zatanna™ has a mystic-heritage origin.
Batman™ is a crime victim, while Plastic
Man™ has an industrial-accident and a
serendipitous-origin.

Because new characters start out with
more Hero Points for their creation than
those afforded by the regular rules, and in
order to limit their growth to more realistic
levels, certain limitations apply when
heroes are created using the Origin Table.
First, all attributes, powers, and skills that
are bought at a level higher than zero may
not be raised to more than 6 APs beyond

DC” HEROES Game Origin Table
1d100 Origin background
01-07 No extraordinary origin
08-11 Unexplained origin (minor)
12-15 Unexplained origin (major)
16-23 Multi-origin (roll 1d10 times)
24-27 Crime victim (minor)

28-31 Crime victim (major)

32-35 Mutation (minor)

36-39 Mutation (major)

40-43 "Chosen One” (minor)

44-47 “Chosen One” (major)

48-51 Archaeological origin (minor)
52-55 Archaeological origin (major)
56-59 Personal injury (minor)
60-63 Personal injury (major)
64-67 Serendipitous origin (minor)
68-71 Serendipitous origin (major)
72-75 Industrial accident (minor)
76-79 Industrial accident (major)
80-83 Scientific origin (minor)
84-87 Scientific origin (major)
88-91 Mystic heritage (minor)
92-95 Mystic heritage (major)
96-98 Other-world origin (minor)
99-00 Other-world origin (major)

Additional
Hero Points
1d10 x 10
2d10 x 100
50
1,000
250
800
400
5,000
70
1,900
85
1,300
300
1,500
75
1,200
150
1,100
200
2,000
500
10,000

total the results, then multiply the sum by
100 to get the number of Hero Points won.

As noted above, you can use the origin
background listed to come up with a per-
sonal history of your character, although
you are not bound by the result from the
table. If you want an alien as a hero, you
don’t have to have a result of “Other-world
origin” from your 1d100 roll. Origin back-
grounds are intended to prompt creativity
when needed.

By way of example, here are several
origins. Superman™ has an other-world
origin (his home planet is Krypton™), a
“chosen one” origin (it's been pointed out
in the comics that it was his destiny to

the level at which they start. Second,
powers and skills may be purchased at
level zero as latent powers or skills to be
increased later. These powers or skills may
not be raised above 6 APs. No latent
powers or skills may be bought later.

In using the Origin Table, GMs may wish
to adopt a method from the AD&D®
game’s character-creation system. You may
allow each player three attempts to gener-
ate a character’s Origin Hero Points from
the table, allowing him to use the highest
resulting point total. This method makes it
less likely that a player will feel cheated by
the dice.

Q

™ indicates a trademark of DC Comics Inc. All character names, renditions, associated slogans, and indicia are trademarks of DC Comics Inc.
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New AP tables for
Mayfair’s DC™M HEROES game

The Gamemaster's Manual of Mayfair’s
DC™ HEROES game gives several bench-
mark tables on page 4 relating Attribute
Points (APs) to different types of measure-
ment: time, weight, distance, volume, and
information. But, as friends and I realized
during a late-night gaming session, there is
no table relating APs to area, the measure-
ment that fits between distance and vol-
ume. How large an area can be affected by
a superpower? Then I realized there was
no table dealing with explosive force,
either. How do you know how powerful a
supervillain's bomb is? This article resolves
these problems by presenting benchmark
AP tables for area and explosive force.

Acres of APs
Players of DC HEROES games should
note that the items in Table 1 are given for

90 JuLy 1988

ease of conceptualization. A field hockey
field is much easier to visualize than a half
acre. But these items do not necessarily
represent the upper range of each AP
level. For instance, a soccer field is only
slightly larger than a football gridiron, not
twice as big — but the football gridiron
lies just under the upper range of area
covered by 14 APs of area, while a soccer
field is just above that (thus 15 APs).

To calculate the actual number corres-
ponding to the upper range of area, start
with a numerical measurement from the
table; for example, 250 square miles (Chi-
cago) equates to 31 APs. Divide by 2 each
time you go down 1 AP, and multiply by 2
each time you increase by 1 AP. Note that
there is a slight change in this procedure
involving calculations that double 64 (I use
125 for the result, not 128) or halve 125 (I

use 64, not 62.5). This is done to make the
numbers easier to handle.

Let’s calculate the size of Washington,
DC. (29 APs) from the 250 square-mile
size of Chicago (31 APs). From 31 APs
(Chicago) to 30 APs, you divide 250 by 2,
yielding 125 square miles. From 30 APs to
29 APs (Washington), you divide 125 by 2,
yielding 62.5, but changing it to 64 square
miles. Therefore, Washington, D.C. is
about 64 square miles in size (it's actually
67). The square-mile areas of other real-
world cities, states, islands, and nations
can be found by consulting an almanac
and converting the result to APs using
Table 1 and the above calculation method.

Note: There’s a mistake in the Volume
table of the Gamemaster’s Manual (page 4).
The first three entries that refer to
“square feet” should read “cubic feet.” The
same table on the Gamemaster’s Screen is
printed correctly.

Measuring megatons

The APs given on the explosive force
APs table, Table 2, are the number of APs
experienced (as both Acting Value and
Effect Value) by a character standing at
the center of a blast — that is, at 0 APs
from (within 10 feet of) an exploding
object. For each AP of distance beyond 0
APs, a physical explosion drops by 2.5 APs
in its force. This only applies to physical,

Table 1
DC™ HEROES Area APs

APs Area
0 % square yard
1 Coffee table
2 2 square yards
3 4 square yards
4  Ping-Pong table
5 16 square yards
6  Bowling alley
7 Boxing ring
8 125 square yards
9  Singles tennis court

10 Baseball diamond

11 Olympic-size pool

12 Ice hockey rink

13 Field hockey field

14  Football gridiron (1 acre)

15  Soccer field

16 4 acres

23 1square mile

29  Washington, DC.

31 Chicago (250 square miles)

32 Los Angeles

34 Rhode Island

40 United Kingdom (125,000
square miles)

42 Texas

43 Alaska (1,000,000 square miles)

45  United States of America

47 Soviet Union

48 Asia

49 Atlantic Ocean

50 Pacific Ocean

51 Surface of the Earth



bomb-type explosions, not to ray-beam
weapons. (This drop in force, like the gun-
use system in the game, means that explo-
sions are less likely to kill heroes than
would be the case in the real world.) If a
character is one mile (10 APs) away from a
100-megaton nuclear explosion (46 APs),
he would experience an AV/EV blast effect
of 46 - (2.5 x 10) = 21 APs, which
makes one hope that the character in
question is at least equal to Superman®.

An important note about explosions is
that an explosion not caused by a ray
beam is always considered “killing” combat
if the force at its center is at least 4 APs.
Such blasts continue to be “killing” combat
even after distance has dropped their
force levels below 4 APs. Explosions with
less than 4 APs of force at their centers
are not automatically “killing” combat; if
the person initiating the explosion does
not declare “killing” combat, a character
might be injured, but death cannot occur.
Incidentally, after I designed Table 2, I
checked the Gamemaster’s Manual and
found that the 3 AP stun bomb used by
Nightwing™ and 8 AP plastic explosive
used by Batman™ fit exactly within this
table’s design!

Nonphysical (ray-beam) blasts in the
form of a directed beam from weaponry
such as Lex Luther's™ Warsuit can be at
any level of power and are not “killing”
combat unless so declared. These types of

Table 2
DC™ HEROES Explosive Force APs
APs Force
1 1 gram of TNT
4 1oz TNT
§ 11b. TNT
9 1kgTINT
10 Hand grenade
12 10 Ib. TNT
15 100 Ib. TNT
19  1ton TNT

23 10 tons TNT

26 100 tons TNT

29 1 kiloton nuclear weapon

33 10 kiloton nuclear weapon

36 100 kiloton nuclear weapon

39  l-megaton nuclear weapon

43 10-megaton nuclear weapon

46  100-megaton nuclear weapon

57 1 gram matter-antimatter

62 1 oz. matter-antimatter

66 1 Ib. matter-antimatter

67 1 kg matter-antimatter

83 Energy emitted by the Sun in 1
second

96 Energy emitted by a nova

110 Energy emitted by a supernova

141 Energy emitted by the Sun
during its lifetime as a main-
sequence yellow star (10 billion

years)

® and ™ indicate trademarks of DC Comics Inc. Al
character names, renditions, associated slogans, and
indicia are trademarks of DC Comics.

©1988 DC Comics inc. All Rights Reserved.

weapons will always subject a target to the
full APs of the attack because the target
will be hit (which is like being at the cen-
ter of an explosion). Only the target will
suffer the effect of the force of a beam
blast, although if the beam misses its
intended victim it may hit an innocent
bystander, building, etc. Beam blasts have
a range equal to the range of the weapon
or superpower being used.

But explosive force delivered by physical
means (missiles, bomb shells, etc.) is a
different matter. A physical explosion of
28 APs or less will usually be nonnuclear
or chemical in nature. A physical explo-
sion above 33 APs will usually be nuclear
in nature, and even a 33 AP nonnuclear
explosion will be extremely rare, as it
would require 20,000 tons of TNT Natural
disasters like asteroid strikes and volcanic
blasts could create multimegaton explo-
sions, but are (hopefully) incredibly rare.
Military arsenals are unlikely to stock that
amount of chemical explosives in one
location, so most chemical explosions
should be kept to considerably less than
28 APs in power. In the case of matter-
antimatter nuclear explosions, the matter
and antimatter must be equal in quantity
(e.g, a 1 gram matter-antimatter blast will
have %2 gram of matter and Y2 gram of
antimatter involved).

Furthermore, nearly all chemical-type
physical explosions involve fiery blasts, so
characters having a vulnerability to fire (as
does the Martian Manhunter™) will suffer
more than other characters. It is impor-
tant to differentiate between an explosion
and an explosive force, however. A water
main might crack open with a force of 10
APs, but that’s an explosion due to water
pressure, not combustion; thus, it is not a
fiery attack.

There are some ambiguities in Table 2
herein — for example, between 15 and 19
APs. These arise because of the use in the
DC HEROES game rules of upper limits in
tables. If you take 100 Ib. of TNT at 15
APs, doubling it each time you go up 1 AP,
you only have 1,600 1b. at 19 APs, which is
400 Ib. shy of the 2,000 Ib. of TNT that
make up one ton. But the values in the
table were calculated in terms of joules, a
measurement of energy. One hundred
pounds of TNT would release about 20
joules of energy, and the upper limit at 15
APs is 25.6 joules. The upper limit at 14
APs is only 12.8 joules; too small for 100
Ib. of TNT, so 15 APs was used. Other
ambiguities come about for the same
reason, but the table is accurate for the
forces listed, which should be suitable for
most situations. Other force levels used by
the Gamemaster will not differ by more
than 1 AP from their actual value.

Nuclear notes

Any mention of nuclear blasts brings up
the question of fallout and other lingering
radiation. (Ray-beam attacks leave no
lingering radiation.) I personally recom-
mend that players assume physical nucle-

ar blasts are “clean,” with no lingering
radiation. Besides, characters will not
normally hang around after a thermo-
nuclear explosion and can wash off any
radioactive dust (assuming your Gamemas-
ter hasn’t turned the whole planet into a
flaming ball). The APs of power in the
table are for all radiation, heat, light, and
blast effects at the time of the explosion,
so a character who survives at the time of
the blast and leaves the area will not die of
radiation. This treats death by a nuclear
blast as instantaneous, rather than trying
to figure out if a character dies only after
several days of radiation illness. Whether
a character who dies from the effects of
the actual blast lived long enough to put
his estate in order is left to the Gamemas-
ter to decide.

But for those of you who must have
them, here’s what to do for post-blast
radiation effects. Decide if the nuclear
explosion was an air-burst or ground-burst
explosion. An air-burst’s post-blast radia-
tion effects are easy to work with: There
aren’t any. Matter-antimatter explosions
don’t leave lingering radiation, either; the
leftover material is inert.

For a ground-burst explosion in which
the nuclear fireball ate into the ground
and formed a crater, characters within the
area covered by the explosion and subject-
ed to the direct effects of the blast suffer
an attack by the radiation once a week.
The radiation level begins at the blast's AP
level minus 30 for the week in which the
blast occurred. This is the value of linger-
ing radiation that exists within 10 APs (1
mile) of the center of the blast area. For
each AP of distance beyond that, the radia-
tion level decreases by 2 APs of AV/EV
value. The lingering radiation value at the
center drops at the rate of -1 AP for each
week after the blast until it reaches 0 APs
(normal background radiation).

Lingering radiation, no matter how
weak, is “killing” combat like the blast that
created it. A character in a radiation zone
(anywhere that the radiation level is above
0) must undergo an attack by the radiation
AV/EV against character STR and BODY at
the end of each week. Furthermore, any
damage from radiation effects does not
heal while the character remains in the
radiation zone; a character continues to
risk damage once a week until he leaves
the zone, the zone radiation drops to 0, or
the character dies.

For example: Jonah Hex™ enters an area
two weeks after an atomic bomb of 20
kilotons (34 APs) was detonated there. The
lingering radiation in the first week was
34 - 30 = 4 APs. Now, in the second
week, it has dropped by 1 AP to 3 APs.
Hex gets no closer to the blast center than
11 APs (1 AP beyond the 10 AP primary
radiation zone), so he suffers an AV/EV
attack of 3 - (2 x 1) =1 AP by the lin-
gering radiation, not enough to kill a
superhero like Hex. At distances greater
than 11 APs from the center of the blast
area, no radiation exists. Q
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A Gamer’s Guide to

™

All the heroes and villains you may ever need

Since the publication of the DC”
HEROES game in April 1985, Mayfair
Games has produced game statistics for an
amazing number of the heroes, villains,
and supporting characters who inhabit the
vast DC Universe. This index lists all of
those individuals who have had their
statistics printed. The index is divided into
three sections: heroes, villains, and their
supporting casts. Some characters have
appeared several times, and all such
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occurrences are listed here. Some of the
modules and sourcebooks mentioned
herein have not yet been published, but all
should be out by the end of 1988. Be
warned, however — some changes may be
made in upcoming books between now
and publication. A product list and the
abbreviation for each product follow.

A Titan Nevermore! (Master Set). . . . . . ATN
All That Glitters .. ................. ATG
Batman Sourcebook. .. ............. BMS
Belle Reve Sourcebook. . ............ BRS
Blitzkrieg. .. ..................... .BZG

Blood Feud! ....................... .BF

Character cards (Master Set) ......... CcC
CityofFear ........................ CF
Countdown to Armageddon . ......... CA
Don't Ask! ... .. ... ... ... ... DA
Doomsday Program, The . ............ DP




Dream Machine, The . .............. DM

Element of Danger, An . ............. ED
EscorttoHell ...................... EH
Eternity, Inc ......................... EI
FireandIce. ..................... ... FI
Four Horsemen of Apokolips . . ... ... FHA
Gamemasters Manual (Master Set) . . . . . GM
Green Lantern Corps Sourcebook . . . .GLC
Hardware Handbook . ............... HH
HIVE ... .. oo oo, HIVE
KingofCrime ...................... KC
King For All Time . ................. KAT
Knight to Planet3 . ................. KP3

Legion of Super-Heroes Sourcebook,

VolumeOne .................... LSH1
Legion of Super-Heroes Sourcebook,

Volume Two .................... LSH2
Lights, Camera, Kobra! . ............ LCK
Linesof Death ..................... LD
Mad Rook’s Gambit . ............... MRG
Moonshot . ........................ MS
Nightin Gotham .................... NG
Pawnsof Time . .................... PT
Project Prometheus .. ............... PP
Rigged Results ...................... RR
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AirWave . ... GLC
AmbushBug...................... ... .. DA, SS
Aquaiad ... GM
Aquaman. ... CC,GM
Arion, Lord of Atlantis . . .................. MRG
AtOM ..o GM
Batgirl ............ o BMS
Batman................. BMS, CC, GM, WD, WSC
BeastBoy ............. ... ...l LSH1
Black Canary ................ GLC, GM, LD, WSC
Black Lightning . ..................... BMS, LCK
Blackhawk............................... BZG
BlackOrchid ............................. BRS
Blaze..... ... ... ... MS
Blok................oil KAT, LSH1, LSH2
BlueBeetle................ ...l WSC
BoosterGold . ....................... ATG, WSC
Bouncing Boy . ..................... LSH1, LSH2
Brainiac5............ KAT, LSHI, LSHZ, MRG, PT
Brainwave............ ... ... oo EI
Bronze Tiger............................. BRS
Broot........ ... GLC
Captain Atom........................ WSC
Captain Metropolis . . ................... W1, W2
Celebrand ................. ..., LSH1
Celsius...........o i MS
Chameleon Boy . ............... KP3, LSH1, LSH2
Changeling ........................ CC, GM, MS
Chemical King. ................. LSH1, LSH2, PT
Chief ... MS
Chlorophyll Kid .. ........................ LSH1
ColorKid..........ooviii LSH1
Colossal Boy .................. LSH1, LSH2, MRG
Comedian............ccovuuiiiinn... W1, W2
CometQueen............................ LSH1
Controllers . ...........covvvion.. GLC, LSH1
CosmicBoy .................... KAT, LSH1, LSH2
Crystal Kid . ...................ooooL LSH1
Cyborg.........cooooiiiiiiiii CC,GM
Dartalg ...................o. L LSH1
Dawnstar..................... KP3, LSH1, LSH2
Demonia............... .. GLC
DoctorFate . ...........ccooviiiiiii.. WSC
Doctor Manhattan .. ................... W1, W2
Dollar Bill.. .. ..o W2
DreamGirl. ................... KAT, LSH1, LSH2
DuoDamsel....................... LSH1, LSH2
Duplicate Boy . ....................... LSHI, PT
ElementLad.................... LSH1, LSH2, PT
Elongated Man......................... CC, GM
Elasti-Girl . ... MS
Elu. .o GLC
ElVOo. ..o LSH1
EvolvoLad.............................. LSH1
Felicity ............ooo i GLC
FerroLad ...................... LSH1, LSH2, PT
FireLad............................ LSH1
Firehawk ................................. ED
Firestorm the Nuclear Man .. ......... CC, ED, GM
Flag, Colonel Rick ......................... BRS
Flamebird. ....................... .. ... SS
Flash II (Barry Allen) .............. .CC,GLC, GM
Flash IIT (Wally West) ................. CF,GM, RR
Fury......oo o EI
GasGirl ............... LSH1, PT
Geo-Force................ i BMS, LCK
Goldstar. ...........ooiiiiii ATG
Green Arrow .. .....ooovviu.. CC, GLC, GM, LD
Green Lantern (Arisia) . .................... GLC

Green Lantern (Ch'p) ................... ... GLC
Green Lantern (Arkkis Chummuck) . ....... .. GLC
Green Lantern (Driq) . ..................... GLC
Green Lantern (Eddore) . ................... GLC
Green Lantern (Guy Gardner) . ......... WSC, GLC
Green Lantern (Hafllordan ......... CC, GLC, GM
Green Lantern (K'ryssma) .. ................ GLC
Green Lantern (Kilowog) ................... GLC
Green Lantern (Medphyll) . ................ GLC
Green Lantern (Mogo{ ..................... GLC
Green Lantern (Olapet) .................. .GLC
Green Lantern (Salaak) .................... GLC
Green Lantern (Flodo Span) ................ GLC
Green Lantern (Stel) ....................... GLC
Green Lantern (John Stewart) . . . . . .. CC, GLC, GM
Green Lantern (AbinSur) .................. GLC
Green Lantern (Tomar-Re) . ................. GLC
Green Lantern (Katma Tui) . ................ GLC
Green Lantern (Charlie Vickers) . ............ GLC
Green Lantern (Xax) ...............ooo.. . GLC
GreenMan............................... GLC
Guardians of the Universe . ................. GLC
Halo................oooooioa BMS, LCK
Harpis.............. ...l GLC
Hawk ... RR
Hawkman.................... .CC, ED, GM, WD
Hawkwoman............................. .ED
Hex,Jonah................................ EH
Hooded Justice. . .......................... W2
Immorto. ... .LSH1
InfectiousLass . ......................... LSH1
Invisible Kid I (Lyle Norg). ........ LSH1, LSH2, PT
Invisible Kid II (Jacques Foccart) . . .LSH1, LSH2, PT
Jade.. ... EI
Jericho.............................. .CC,GM
Jonni DC the Continuity Cop............... DA
Kalista.. ... GLC
KarateKid ..................... LSH1, LSH2, PT
Karma......................ool MS
Katana............. ... ... .. ...... BMS, LCK
Kid Psycho..............cooooiiin LSH1
Kole.. ... BF
Krypto the Superdog . ..............cooviiiiiinn. SS
Lamprey . .. ................. LSH1
LifeLass............ooooviiiii... LSH1, PT
LightningLad...................... LSH1, LSH2
Lightning Lass .. ................ LSH1, LSH2, PT
Lodestone............... ... MS
Looker............oooiiiiiiii LCK
Magnetic Kid (Pol Krinn) .. ... ... LSH1, LSH2, MRG
Man-Bat.............. ... ... BMS
Martian Manhunter . . ............. CC, GM, WSC
Matter-Eater Lad ... ............ KP3, LSH1, LSH2
Mento.........ooooiiiiiii MS
Metamorpho . ... BMS, LCK
Mister Miracle........................ WSC
Mon-El. .................. KAT, LSH1, LSH2
Mothman ............... ...l W2
Myg ..o LSH1
NegativeMan.............................. MS
Negative Woman. . ......................... MS
Nemesis . ........oooiiiiiii i BRS
NightGirl ... LSH1
Nighthound ............... ... ... ... .. .. SS
Nightshade . .................... ... .. BRS
Nightwind ................. ... ... ... .. LSH1
Nightwing (Grayson) . . . ... ATN, BMS, CC, GM, WD
Nightwing (Van-Zee) ......................... SS
Nimbus...............ocooiiiii GLC

Nite Owl (Dan Dreiberg) . ............... W1, W2
Nite Owl (Hollis Masor% ..................... W2
Northwind .............. ... .. .. s, EI
Nuklon.......oooviiiiiii i EI
Obsidian . .........ccoiiiii ... EI
Ormitho................ooiii LSH1
Ozymandlas .......................... W1, W2
People’'sHeroes . .......................... BRS
Phantom Gil . ................. KP3, LSH1, LSH2
Phantom Stranger.................... DA, WSC
PolarBoy...................... LSH1, LSH2, PT
PorcupinePete . ................ ... ... LSH1
PowerBoy............... ... oo LSH1
PowerGirl. ... SS
Primus......... .. i GLC
Privateer ............. .. i BRS
Psyche...............oooiii LSH1
QuantumQueen..................oounn.. LSH1
Quislet . ...................... KP3, LSH1, LSH2
Raven............ . ... o i CC, GM
RedTornado............ccoviiiiiiiiinnan, SG
Robin....................... BMS, CC, GM, WD
Robotman...............ccovveeeeeeaaa.... MS
RocketRed #13..............cooiiiint. . WSC
Rorschach............................ W1, W2
Ryandr..............ooooiiiiiii GLC
SaturnGirl . ....... ... ... L. LSH1, LSH2
Sergeant Rock ............................ BZG
SensorGitl .................... KAT, LSH1, LSH2
ShadowLad ............................. LSH1
Shadow Lass . ................ KAT, LSH1, LSH2
Silhouette . .......... ... W2
Silk Spectre (Sally Jupiter)................... W2
Silk Spectre (Laurel Jane Juspeczyk) . . . . .. W1, W2
SilverScarab.............ccoiiiiiii... EI
Speedy .............oiiiiiil BRS, GLC, RR
StarBoy...................... KAT, LSH1, LSH2
Star-Spangled Kid . .......................... El
Starfire . ..., ATN, CC, GM
StoneBoy ............. ... oL LSH1
SunBoy................. KP3, LSH1, LSH2, MRG
Superbaby ........ ... oo SS
Superboy . ... . LSH1, LSH2, SS
Supergirl ... LSH1, LSH2, PT, SS
Superman (Earth-2) ......................... SS
Superman..................o. CC,GM, SS
SUPEIWOMAN . . .o v et tiee e e e et iiiiae s SS
Tellus.................... LSH1, LSH2, MRG, PT
Tempest........... ... i M
Tigorr.........o GLC
Timber Wolf . ................... LSH1, LSH2, PT
Tornado Twins . .............covivionn... H1
TYrOC . oo LSH1, LSH2
UltraBoy ..................... KP3, LSH1, LSH2
VartoX . .ovee e SS
ViXen......oooiieiiii i BRS
White Witch . ................. LSH1, LSH2, MRG
Wildfire . ... LSH1, LSH2
Windfall ................... LCK
WonderGirl ...................... ATN, CC,GM
Wonder Woman (pie-crisis) . ............. CC,GM
Wonder Woman (post-Crisis) . . ............... SIP
Zatanna .. ........o e CC, GM
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Villains
Absorbancy Boy ............. ... L LSH1 Blackout Boy .............. ... o LSH1
Amalgamax ... LSH1  Blackrock . ........oouiiuiniiinniiinnon... SS
AMAZO . . oot SS Blockbuster .................o. . BRS, NG
Animal-Vegetable-Mineral Man. .. ............ MS Bounty .............oooiiiiia LSH1
Apollo 330t Century) .........cooovviin. LSH1 Brain.............o.ooiiiiii BF, MS
Arsenal .......... . ... . . MS Brainiac.................... CC, DP, GM, KAT, SS
AtomicSkull ........... ... ... ... SS Brimstone. ............... i BRS
Az-Rel ... o SS BrotherBlood ......................... CC,GM
Baron Tyrano......................... ... GLC Bug-Eyed Bandit........................... DP
Bizarro...... ... SS CalendarMan............................. NG
Black Bison. . ...t GM CalorieQueen...............ccovvvvven... LSH1
BlackHand .............................. GLC Captain Boomerang . ...................... BRS
BlackMace........................ LSH1, MRG CaptainCold .....................ooL, BRS, KC
BlackManta.............................. GM Cat-Man..........cooiiiiiiiiiiin. .. BMS
BlackMask ...........co i NG Catwoman . ...........ooeuunnnnn. BMS, GM
Blackbriar Thorn........................... SS Chameleon Chief . ........................ LSH1
Blackout.............. ... ... PT Chameleon Kid .......................... LSH1
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Charma...........ccoiiiiiiiii, LSH1

Cheetah (pre-Crisis) . . .......oovvvninn... GM, KC
Cheetah (post-Crisis) . .. ............oooi. ... SIP
Cheshite . ......covvieee.. ATN, GM
Chief Zoltaurus . ...............cooiun... LSH1
Chill,Joe ...t WSC
Chronos. .......covveeeeeeiiiiinn. BRS, KC
Clayface ... ... BMS
Coldsnap..........oovviiiiiiiii ... RR
Colonel Future . ............................ SS
Command Kid. .......................... LSH1
Computo..........coovvnvnnn.. KP3, LSH1, LSH2
Copperhead ....................ooiiLL. KC
CosmicKing. .................ooool LSH1
Crazy Quilt............. ... ... ..., BMS
Dagon the Avenger. . ..................... LSH1
DarkMan..................ccoeeio.... LSH1
Darkseid (20th Century) ............ CC, FHA, GM
Darkseid (30th Century) .............. KAT, LSH1
Deadshot........................... BMS, BRS
Decay............oooiiiiiiiiiiin i SIP
Deimos.....oovviiiii SIP
Deregon................ooiiiiiiL LSH1
DeSaad ............cccoiiiiii DM, FHA
Doctor Alchemy . .......................... ED
Doctor Light . .................oooiat. GLC
Doctor Phosphorus . ....................... NG
DoctorPolaris. . ..., GLC
Doctor Psycho ... GM
Doctor Regulus . ......................... LSH1
Doctor Tzin-tzin.................ccoven... NG
Doctor UbX . ..ooviiii GLC
DynamoBoy....................... ... LSH1
Eclipso.......oooviiiiiiii i GLC
Emerald Empress. ....................... LSH1
EnemyAce.......................... MRG, PT
Enchantress.............................. BRS
Eris, goddess of Discord . ................... SIP
EsperLass..................ooooiiiit LSH1
EvilStar............ ... ... i, GLC
Evillo........oooi LSH1
FaoraHu-UL ............................... SS
FemaleFuries............................ BRS
FemmeFatale............................ WSC
GalacticGolem . ..., SS
Galtry, Nicholas . ..................... ... MS
Garguax..........oiiiiii i MS
General Immortus . ........................ MS
General Zahl.............................. MS
General Dru-Zod . ...t SS
Ghast.......... ... WSC
GIZMO . oot FI
Glorious Godfrey . ..................... ... BRS
GoldenGlider ...............coviiiinn.. KC
Goldface ... GLC, KC
Golgoth. ... LSH1
Goodman, Dr. Sebastian . . .................. MS
GorillaGrodd .......................... EI, GM
Grimbor.......... ... ... LSH1
Hardhat................................. GLC
Heatstroke. . ..., RR
Hector Hammond. ........................ GLC
Hell, William . ............................ BRS
HILIVE. ... HIVE
Holdur......................... LSH1, MRG
Houngan................ ... .. ... BF
Hunter................................. LSH1
Immune.................. ... LSH1
InfiniteMan......................... LSH1, PT
Jackhammer............................. GLC
Javelin............... ... ... BRS, GLC
Jax-Ur .. oo SS
Jer-Em . ... SS
Jihad ......... ... . BRS
JINX. 1
Joker...........oiii.. BMS, CC, DM, GM
JungleKing............... ... ... LSH1
Kalﬁi ..................................... MS
Karb-brak................................. SS
Khunds............................ LSH1,KP3
Killer Croc . ...oovvvve s BMS
Killer Frost. . ..., BRS, GM
KillerMoth. ............................... KC
Kobra.............. i LCK
Krona...........oooiiiiiiiiiii . GLC
Kru-El. ... SS
Lazon....... ..o LSH1
Lightning Lord .......................... LSH1
LordSatanis............................... SS
Luther, Alexei (Earth-2)...................... SS



Luther, Lex ..............oo.ut. .CC, DA, GM, SS
Mad Hatter ................coiiinian. .BMS
Madame Rouge. ...................ooolL MS
Magnetic Kid. ....................... LSH1
MagnoLad....................oool LSH1
Magpie ... .LSH1
Major Disaster. ..................... .GLC, WSC
Mammoth ............. ... ... il I
Manhunters ........................ BRS, GLC
Mano. ....ovviiii .LSH1
Mantis. . ... GM
Mantis Morlo. ....................... LSH1, PT
Master Jailer. ...............c.oiiiiill SS
Matter Master. ........................ .ED, KC
Metallo. ... SS
Micro Lad. ..o .LSH1
Mindboggler .............. ...l .BRS
Mind Dancer. .............oiiiiinnin.. ATG
Mirror Master ..........c.cooiiiiiiiia... KC
Mist Master ...............ccoiiiiian. .LSH1
Mister 104. ... ...t .BRS, MS
Mister Element ........................... ED
Mister Freeze ........................... .BMS
Mister Morden ...............ocooiiiii. MS
Mister Mxyzptlk .................. . .. GM, SS
Mole. ..o NG
Molecule Master ........................ .LSH1
Moloch. ... W1, W2
Mongul ... .55
Monsieur Mallah. ...................... .BF, MS
Mordru. .......oooviiiiiii i LSH1
Multiplex .......... ... .BRS
Mtystelor . ... LSH1
Nadira. . ...onvveiii .55
Nam-Ek ...... ..o i .55
Nemesis Kid ..............oo .. LSH1, PT
Neutrax .....ooeevieeiieeiiiniennn. .LSH1
New Wave .........cooiiiiiiiiiinann, RR
Night-Slayer. .....................ooo. .BMS
Ol-Vir

Omega

Omen

Ontiir .
Organus. ..............ocoiiiiia... .LSH1
Parasite ...............oiiiil .BRS, SG, SS
Pares, Benn ........................ ... .LSH1
Penguin .................... .BMS, BRS, CC, GM

Supportlng Cast e

AMAZONS . . oo ettt SIP
Ippa AliApsa..........oooooiiiii GLC
anc-Dumont, Capt. Andre . ............... BZG
Brande, RJ...... ... ... ... ... LSH1
Bullock, Harvey. . ................ .BMS, GM, NG
Candy, Etta.................. ... ... ..., SIP
Chan, Lt. Weng (“Chop-Chop”) .............. BZG
Cheeks the Toy Wonder. . ................... DA
Clay,Dorine . ... GLC
Cusimano, Gigi. . .................. LSH1 , LSH2
Dasor, Chairman. . ...............coouv.... GLC
Davis, Dirk. . . ..o ATG
Davis, Capt. Richard. ..................... GLC
Doremus, Eve............. ... .. ... ... GLC
Drozdowski, Capt. Stanislaus . ............ BZG
Dvrom, Lt................... LSH1, LSH2
Easy Company ..................c.oo.. BZG
Edge, Morgan ................cooiia.. SS, CA
Erin, Shvaugn..................... LSH1, LSH2
Ferris, Carol. ............... ... ... ... .. GLC
Fox, Lucius ........ ...t BMS
Friedriksen, Capt. Olaf. ................... .BZG
Gordon, Commissioner James ..... .BMS, GM, NG
Greek Gods ... SIP
Gvm'll, Dr. ... LSH1
Hagga.............................. LSH1
Hendricksen, Capt. Ritter ................. BZG
Hippolyte. .....oveiiii SIP
THY - GLC
Jace, Dr. Helga. -+« -vovvvvinaiiin LCK
Jordan, Jack ............ ... GLC
Jordan, Jim.................. ... ... GLC
Jordan, Titus Thomas .................... .GLC
Kalmaku, Thomas (“Pieface”) .............. GLC
Kane, Francis (Magneta). - «.«.c.vnvnenenn ATN
Kaoatelis, Prof. Julia ...................... SIP
Kent, Lois Lane (Earth-2). .................... SS
Kent, Jonathan. ........................... SS

Persuader ................ ... ....... LSH1, PT
Phantom Lad. ................ ... ... .LSH1
PharoxX ......couiiiiiiiiiiiiian LSH1
Phobia. «....ovvieii .BF
Pied Piper ...l KC
Pike, Fenton. ........................... .LSH1
Plasmus ......o.oiiiiiiiiiiiiiiin.. .BF
Plastique. ...l .BRS
Poison Ivy ... .BMS
Prankster ........... ... ... ... .. ... .. ... .55
Predator. ........... ... ...l GLC
Prophet ........... ... .o LSH1
S BRS
Psions............ i ATN
Psycho Pirate ........................... .WSC
Pulsar Stargrave ................... .LSH1, MRG
Puzzler ... ... ... ...l SS
Quanto ... 1SH1
Quicksand ........................ .LSH1, MRG
Ras AlGhul ............................. .BMS
Radiation Roy .....................o.... .LSH1
Rath...... ...
Reactron .
Reaper.................ooiiiiiiiia
Resource Raiders .................. LSH1, MRG
Riddler. .......... .
Rogarth ... .
Ron-Karr ........... ... ... .......... .LSH1
Rosie........coo GLC
Sadahuru........................ ... LSH1
Saturn Queen ................. .. ...l .LSH1
Savage, Vandal ....................... ... SS
SCATECTOW . o v vttt e et et ea BMS
Scoopshovel ... GLC
Sden ......ooiiiiii .LSH1, MRG
Shadow Demons. ...............covvnnn.. GLC
Shadow Thief ............................ KC
Shagrek ............coiiiii i LSH1
Shakedown ............. .. ... ... ... .. RR
Shark ... GLC, GM, KC
Shimmer .................ccoiiiiiiiii.. I
Shockwave ............... ... ...l ATG
Shrapnel .......... ... ... MS
Silver Deer. ......ooviiiiiii i ED
Silver Slasher. .......................... .LSH1
SiNestro ........oeeiiiiiin, .CC, GLC, GM
Sister Dread .............................. .BF

Kent, Martha. ............. ... ... oo u.... SS
Klybern, Dr. Jenet.......................... BF
Lane, LoiS. ... GM, SS
Lang, Lana .....................oooeL. GM, SS
Lemaris, Lori ...................cciiui.. S
Limbo, Kari.......... ... GLC
Lombard,Steve ........... ... ... . ... .... SS
Long, Terry .......... ... il GM
Nocturna.........oovviiviiiiiiiinennan. BMS
Olsen, James (Earth-2). ...................... SS
Olsen, Jimmy. .................... GM, LSH1, SS
Pennyworth, Alfred................... BMS, GM
Potter, Prof. Phineus .. ...................... SS
ProtyIl......... ...t LSH1
Relnic, Ambassador . ..................... LSH1
Remarque, Julia...................... BMS, GM
Ross, Jon. ... SS
Ross, Pete ........cccoiiiiiii ... SS
Senius, Circadia. ........................ .LSH1
SENSET .o vt LSH1
Sirianni, Capt. Carlos “Chuck”. ............. .BZG
SKEEES . v v oot ATG
Solar Council. ...................ooui.. GLC
S00, Jack ... ATG
Stefancci, Antonio. . . ..................... LSH1
Talia. ..o BMS
Trevor, Steve ...l SIP
Vail, Vieki, «..ovnvvnii i .BMS, GM
Vane, Tona .......c.oooviiiiiiiiiiiii GLC
Vidar, Rond .............cooiiiil .LSH1
White, Perry. ..........cooooiii GM, S5
Williams, Sue. . ... GLC
Yera. .o LSH1
Young, Tawny .........c.ooiiiiiiiiiii.. GLC
Zendak, Chief. .................... .LSH1, LSH2

Size Kid ... .LSH1
Slipknot. ...l .BRS, ED
SOMAT & vttt GLC
Spider-Girl ......... .. ..o o .LSH1
Spook . ... NG
Star Sapphire. ............ ... oLl .GLC
Starburst Bandits ....................... .LSH1
Starfinger. ......... ... ... .LSH1
Steamroller ............................. GLC
Strange, Professor Hugo .................. BMS
Stratos ... ED
Sugyn ... .LSH1, MRG
SunEmperor...................oo LSH1
Sun-Eater .............................. .LSH1
Syrene............oiiiiiiii i SS
Tarik the Mute. ......................... .LSH1
Tattooed Man ........................... GLC
Terminator ...................... .ATN, CC, GM
Terra. ...ovn GM, PT
Terra-Man ...............o i SS
Tharok ... .LSH1
Thes IS ot NG
(53 .BRS
Thunderers. ............................ GLC
Time Trapper...................... .LSH1, KAT
Titania ..o .LSH1
Titano ..o ..SS
Toyman............. ... ... ..o SS
Trigon. ... CC,GM
Tupeng ... NG
Two-Face ... .BMS
Tyr oo LSH1, KP3
tra-Humanite. ........................... SS
Universo .........ooovveiinnennn.n. .LSH1, KAT
Va-Kox . ..o SS
Validus .....oovinini LSH1
Vibrex. ..o .LSH1
Von Tepp, Colonel. ....................... BZG
Warp.. ..o BF
Weaponers of Qward ..................... GLC
Weasel. ..o .BRS
Wild Huntsman. ................... .LSH1, MRG
Wizard ... SS
Wolfingham, J. Wilbur ..................... SS
Wotan ..o . .WSC
ZamarONS ... ....eurreie i GLC
ZYMYT ..o LSH1

LOOKING FOR A
GAME CONVENTION?

If your gaming group is too small
or if you've just moved into the
neighborhood, finding friends
who are also gamers can be a
problem. However, your local
hobbies and games shop may
have a bulletin board where
gamers can advertise their groups
and meeting times. The hobby
store may also know of local game
conventions where you can meet
dozens of other gamers with the
same interests. The Convention
Calendar in this issue may also be
of help. Don’t sit at home and
wish you knew more gamers. Go
out and find them today. h
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