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History: Before the Adventl1re 

The Heroes 
This module is intended to be the first DC Heroes 

adventure ever played by the participants. Jn this case, 
they wiU be running completely new Characters in the 
original and exciting environment of DC Heroes. Once 
they have prepared their Characters according to de
sign rules, read them the following: 

"Prom many dijf ereut pl.aces and origins comes a 
new group of heroes. Your va:ri.ed backgrounds repre
sent the variety of peqpk who fight for good all around 
the world. Yet despil,e your differences yau have one 
great cause which binds y<m. together: to ttSe yaur pow
ers to protect and help the people of Earth. And be
cause yau represent all that is good in people, your 
cause is actually the protection of all creat·ures every
where, whether they be human, a.nimal, or alien. 

"Your ]>ath is not an easy one. Villa.iny often seems 
simpler and more profitabl.e than virtue. Yet despit,e 
the abilities which m<tke you more pmverful than your 
neighbors, yau heroes n>alize tltat everyone has the 
same ri,ght to freedum and ha]JP'iness. Your powers do 
not give you license to oo your will; they are a respon
sibUity, not a right. By beanning heroes, you accept 
this responsibility and all the struggling, dangers, 
and rewards which aamnpmiy ·it. 

"In this struggle th,e hero team is yaur family. You 

1nust work together in order that all might suroive 
and succeed in the trials ahead. For this reason, you 
must join together in.friendship, notjustfor expedien
cy. Yau are not mere co-workers; as a t,eam. of heroes 
you comprise tlw vanguard of freedom a.n<l coopera
ti<m among peaples. You symbolize the brotherhood qf 
all pwples and mu.st work to maintain it. " 

The Players should be encouraged to make the most 
of the group in terms of role-playing. They might want 
to decide on a rallying cry to be used as a team call·to
action. They should defmitely decide early on how the 
different Characters react toward one another. To do 
this, each Player should first be encouraged to specify 
his own Character's personality: how he thinks, why he 
fights, how he got his powers, etc. The interplay of 
these traits should help the Players work out the in
teraction of their Characters during the adventure. DC 
Heroes is a role-playing game. Half the fun is in por
traying Characters to the fullest extent. As Gamemas
ter, you must be the one to encourage this, rewarding 
role-playing and acting in Character. 

The Players should decide who will be the leader for 
this adventure. They should also be encouraged to 
spell out exactly what the group stands for and what 
its goals are. As heroes, their actions must be heroic; 
an agreed -upon group organization and charter is use
ful in establishing a background for the adventure. 

Gamemaster Only 

The study of history is 1wt al
ways for scholarly purposes ... 

Dr. lllyen Svoboda is a genius, 
and he knows it. His theories in the 
areas of Astrophysics and Xenobi
ology (the study of alien life forms) 
are billiant but not generally ac
cepted by the scientific community. 
In short, they laughed him out of 
respectable circles. 

That was ten years ago. Since 
then, Svoboda has been studying 
and researching, plotting his re
venge. One of his theories was that 
a great explosion in the early 1900s 
at Tunguska, Siberia, was caused by 
a crashing alien spaceship. This he 
had proven, but his peers refused 
t.o even review the scientific find
ings. By studying maps and re
searching related events of the 

time, Svoboda determined that at 
least one "survival ship" ejected 
from the main craft before impact, 
the survival ship itself crashing into 
the polar ice cap not far from the 
North Pole. Svoboda decided to 
claim that ship for himself. 

Svoboda still had influential col
leagues in scientific circles. To these 
he proposed an expedition to the 
Arctic to study the microscopic 
creatures which had evolved under 
the ice cap. His friends, eager to see 
him return to respectability, recom
mended Svoboda to S.T.A.R. Indus
tries' research department. Svoboda 
received S.T.A.R. funding to do his 
research. 

Over his years as an outcast, 
Svoboda turned to crime to survive. 
In the past he had developed a 
number of weapons and equipment 
for villains and he now has many 

underworld connections. Through 
these associations he hire<l the 
Fearsome Five (now only four, 
Mammoth, Shimmer, Jinx, and 
Gizmo) to aid and protect the ven
ture. He has put them on S.T.A.R.'s 
payroll as support personnel, and 
S.T.AR. gathered a team of scien
tists to aid Svoboda in his research. 
Altogether, ten people travelled 
north with the expedition. 

Svoboda quickly found the ship. 
It was intact and deep within the 
ice. The other scientists, still un
aware of Svoboda's true intent, 
were surprised by the discovery but 
excited. Using S.T .AR. equipment 
brought along by Svoboda, the team 
cut a tunnel down to the ship, 
Svoboda himself claiming the honor 
of being the first to enter. 

Inside the Alien ship, the scien
tists found six Aliens in suspended 
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animation and Svoboda immediate
ly began performing experiments to 
revive them. Alie n tissue samples 
were sent to S.TAR. for study. Us
ing the Alien's equipment, Svoboda 
also located a second s hip in t he 
Canadian Klondike::;. He later sent 
Jinx south, by plane, to investigate 
the site. 

Svoboda was not aware that the 
urvival s hips housed two very dif

ferent sets of occupants. The o ne 
he had ente red contained s Lx AJien 
police, the other a single, powerful 
Alien criminal. The police had cap
tured the criminal, but the bat tle to 
do so damaged their own ship. 
While taking the criminal back to 
their home planet, the police ship 
malfunctioned. 

The Alien poLice were preparing 
to land in Siberia for repairs when 
lhe systems completely failed, and 
they and their prisoner were ejec
ted in different survival craft. The 
prisoner's ship is a combination 
lifeboat and prison, made to con
tain him while also protecting hin1 
agaiJlst a ll nat ural hazards and at
tempts at internal or external 
breakout. 

In experimenting with the Alien 
tissue samples, Svoboda made a 

discovery which both excited and 
d isturbed hin1. The Aliens had many 
re markable powers and the injec
tion of their tissue into an earth 
c reature gave that animal s in1ilar 
abilities. However, Svoboda had sent 
samples to S.T.A.R. which might al
so discover their properties, and 
Svoboda wante d everything for 
himself. 

He continued to experiment, test
ing the effects of the tissue by se
c retly injecting <,tifferent prepara
tions into the other scientists on 
the team. Three died, Svoboda re
garding those deaths with cool im
passivity. The fourth survived, how
ever, and was taken into Svoboda's 
confidence. Amazed a t the powers 
he now possessed, the scientist, 
Art hur Motrel, willingly joined 
Svoboda, who also irtjected himself 
wit h the perfected formula. To re
tain the powers they now have, 
both Motrel and Svoboda daily in
ject themselves with Alien tissue. 
Not all vampires, it seems, drink 
blood. 

Svoboda decided that he must 
recover the tissue samples sent to 
S.T.AR. To t his end, he contacted 
h is underwo rld friends and sent 
them several vials of tissue . Once 

in the hands of Svoboda's goons, 
the vials. contents were to be in
jected into some dependable crimi
nals . Wit h t he resulting powers 
these hoods could easily raid 
S.T.A.R. and destroy the tissue 
samples, records of Svoboda's ex
pedit ion, and anyone who knew any
thing about either. 

Thomas Typson is a research bi
ologist with S.TAR who recently 
received a vial of strange organic 
matter fro m one Dr. IUyen Svoboda 
in the Arctic and who has not yet 
been able to determine its o rigin. As 
he was returning to his office after 
dinner, he saw several suspicious 
character s enter hls S.T.A.R. office 
and lab. Unfortunately, they also 
saw him. He fled in search of our 
new hero group which recently es
tablished headquarters nearby. He 
valiantly dodged lightning bolts and 
attacks all the way but was still in
jured, arriving with barely the 
strength to pound on the door of 
the headquarters as t he villains 
closed in on him. 

The Players will find Typson o n 
their doorstep and several villains 
blasting at them from down the 
street. During and after the battle 
the Players wUI gain enough clues 
to h~ad them to S.T.A.R. They will 
then find a full -scale fight on their 
hands. After the fight, and given 
any further research, they should 
have sufficient clues to lead the m 
to investigate Svoboda's expedition 
site (the Arctic Research Center
ARC). 

Once at ARC, the Players will 
meet several strangers. The Fear· 
some Five are disguised, and so 
cannot be recognized. Investigation 
of ARC will eventually res ult in a 
battle with Svoboda, Motrel, and 
the three of the Five present. From 
that combat, the Players wUI be led 
to the other Alien ship in the Klon
dikes. There they will meet Jinx 
and the Alien villain, Tal'Halar. How 
the story is carried out and how it 
ends will be up to the Players. 

If left to himself, Svoboda would 
perfect his formulas. In doing so, he 
would also kill several of the Aliens 
in the first ship. But this would 
leave him and his people in control 
of the ship and its adva nced tech
nology. Jinx, in trying to enter the 
prison ship on her own, would suc
ceed but free t he prisoner. The re
sult would then be the unleashing 
of two powerful new forces for evil, 
Svoboda and the Alien, Tal'Halar. 



Adventure Synopsis 
Encounters 
I. Typson Attacked 
2. S.T .A.R Labs 
3. The Flight 
4. The Arctic 
5. ARC Personnel 
6. Surprise Attack 
7. ARC Strikes Back 
8. The Stasis Conflict 
Q. To the Allen Ship 
10. Heading South 
11 . Search for the Ship 
12. The Alien Ship 
13. Inside the Ship 
14. The Batt le! 
ENDGAME 

Timeline 
The following is a rough guideline 

suggesting when certa in events with· 
in the advent ure might occur. 

Day 1 
D 8:50 p.m.: Hoods enter S.'f.AR. 
D 8:55: Hoods enter Biologist's lab; 

he sees and escapes. 
0 8:58: Three Hoods begin sea rch 

fo r Biologist. 
O 9:00: Biologist approaches head· 

quarters. 

0 9:01: Hoods Attack. 
D 9:03: Hoods break off at t.ack. 
0 9:18: Alarms in lab triggered. 
O 9:20: Hoods (entire grou p) leave 

S.T.AR. 
0 9:30: Officials arrive at lab, send 

fo r or talk to heroes. 
0 10:00: Hoods fall unconscious. 
0 11:00: Plane to ARC ordered. 
O 11:45: Plane leaves for ARC. 

Day 2 
O 6:00 a.m. Plane nears ARC. 
0 6:10: Lands a t ARC. 
0 6:15: ARC awakens. 
0 6:30: Breakfast. 
0 7:00: Transformer/ Motrel shows 

Players around. 
D 7:10: ARCers begin fake tes ts 

and work. 
0 8:00: Svoboda goes into Alien 

ship. 
D 8:45: Svoboda returns. 
0 9:00: End of Tour. 
O 10:30: ARC meeting to decide 

what act ion to take. 
0 12:00p.m.: Lunch. 
0 3:00: End fake tests for day. 
0 7:00: Din ner . 
0 8:00: Svoboda returns to ship 

- 6 Aliens left. 
D 10:00: Lights out . 
Day3 
0 6:15 a.m.: ARC awakens. 

D 6:30: Breakfast. 
0 7:10: Fake tests for day begin. 
0 8:00: Svoboda to s hjp - 5 

Alien~ le fL 
O 9:00: Transformer/ Mo trel get· 

t ing tense (Svoboda over · 
d ue); next time heroes on 
snow, he attacks. 

0 9:30: Svoboda returns. 
D 9:40: Jinx finds ship, reports. 
O · 11:30: Fake ice journey ( to set 

up some equ ipment). 
0 12:00p .m.: Svoboda to ship - 4 

Aliens left. 
0 12:45: Svoboda returns. 
D 2:00: Jin x calls for instructions. 
D 3:30: Second fake equipment 

trip. 
D 4:00: Svoboda to ship. 
O 5:00: Svoboda returns. 
0 5:30: Meeting. 
D 7:00: Dinner. 
O 9:00: Begin packing to leave. 
O 10:00: ARC attacks group. 
0 11 :00: Schedu led time to leave. 

Day 4 
O I O:OOa.m.: If heroes have not 

a r rived yet, .Jinx enters 
ship herself. 

O 12:00p.m.: J inx awakens Alien, 
Oees. 
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New Powers and Abilities 
Several new powers and skills are 

included in this module. These are 
powers and skills which villains and 
NPCs use in the adventure. Players 
should be aUowed to include t hese 
powers in the des ign of their 
Characters. 

Matter Control, Ment.al Power 
Link: Will 
Range: Normal 
Type: Standard 
Base Cost: 25 

Matter Control is the ability to 
change a substance into another 
substance. The original substance 
can be of any form or composition, 
but t he resultant substance must 
be uniform in composition (all 
stone, all one element , etc.) and will 
occupy as much relative space as 
the original substance. The only 
way to cha nge a substance into 
something more complex is if the 

Laser, Physical Power 
Link: Dexterity 
Range: Normal 
Type: Standard 
Base Cost: 15 

Laser is a ray of power similar to 
the Starbolt or Bio-Energy attack 
forms. Laser, however, can be one 
ray or many. For each addit ional 
ray, subtract 2 from the normal AP 
of the power for each ray. Thus a 
Character with Laser: 8 firing three 
rays will subtract four from each 
ray's effect (two additional rays 
times two points for each), so each 
ray will have an AP of 4 and may 

St.ability, Physical Power 
Link: Body 
Range: Self 
Type: Automatic 
Base Cost: I 0 

Stability prevents a Character 
from being easily knocked back The 
power increases the mass of the 
Character so that only an a ttack 
which does damage to the Charac-

Character is reversing an earlier 
change, a previously altered item. 

With this power, a Character can 
change a person into a stone statue 
(or something else), and back again. 
However, the user cannot change a 
person into a dragon or a block of 
stone into a shelf of books. The re
sultant substance must occupy the 
same amount of space and, if solid, 
retain the shape of the original. The 
volume affected can be no greater 
than the RAPs of the power and 
the target must be a s ingle object. If 
the Character cannot affect the en
tire object, he cannot affect any of 
it. Living beings have a standard 

be directed at a different target or 
at the same target, in which case 
one column shift per Character at
tacked is applied as per any normal 
team-attack. 

Because Laser is a form of light1 it will function normally under wa
ter and through clear objects. How
ever, it can be reflected by a pol
ished surface and is absorbed by 
Darkness or Fog. 

If Laser is reflected (by a mirror, 
for instance) the beam returns to 
its origin in an AP amount equal to 
the re flective APs of the object 
(normal mirror: 4 APs). Darkness 

ter's BODY will do knockback. Nor
mally knockback occurs when a 
Physical attack succeeds in gaining 
column shifts, whereas in this case 
the RAPs equal the number of col
umn shifts reduced. Characters with 
this power are typically hulking, 
blocky figures, although this is not 
necessarily the case. The power 
works even if the Character is in 
flight or is swimming. 

resistance (WILL APs) t o this 
power. 

If the affected object is dispersed 
after the change, such as the case 
of a cloud of gas being blown away, 
it cannot be reformed by the Char
acter. When returning an object to 
its original form, the act is auto
matic and requires no action throw. 

or Fog absorbs and nullifies an 
amount of the Laser equal in APs 
to the power. Any remaining APs 
are effective and should be dealt 
with in a normal AV/ EV manner. 

If Laser transfers media (goes 
from air to water, water to air, 
etc.), the AV APs of each ray are 
reduced by the Diffraction APs of 
the medium being entered (Water: 
3 APs, Air: I AP) or the BODY APs 
of a solid, but cannot be reduced 
below zero. 



Optional Rules 

EBcGJM •lodtfl note:_An object 
must be thrown at an initial speed 
of 16 APs in order to achieve orbit
al velocity. Thus a Character with a 
Strength (STR) of 15 can toss a 
sack or grain (weight: 0 APs) Into 
orbit. A Character with aSTRof20 
can toss a grizzly bear (weight 2-5 
APs) lntoorblt.Superman can send 
into orbit a large oftice building 
with one throw. 1b1s assumes no 
power of flight on the part of the 
thrown item which might counter
act the throw. It also · assumes a 
throw straight up. 

~..,,. #ema: Damage done by 
thrown items results from the STR 
oHhe.thrQw:er (impact being equal 
to a derivation of velocity and 
mass). If the STR of the thrower ls 
greater than the BODY of the 
thrown item, the item is destro)'ed 
when it hits anything. 
Fo~ eiample. Trlgon (STR 38) 

hurls. a street sign (B()DY of 3) at 
Starfire. Trigon can throw the sign 
35 APs; when it strikes Starfire, its 
Acting Value will be 38: 35 APs of 
Trigon's throw plus the 3 APs of 
BODY from the sign itself: The re
sult of the damage done as an Act
ing Value Is always equal to the 

STR of the thrower, 
DropJllng BlllaU ltallll: When 

an it~m is dropped on or to an ob
ject or Character, the Eft'ect Value 
ls determined as follows: Calculate 
the AP distance in space the item 
has gravitationally fallen and add 
this number (up to· 7 AP8, Earth's 
tenninal velocity) to the BODY of 
the item. The Acting Value of this 
attack is the DEX of the Character 
initiating the drop. The GM ~hould 
be wary of the respective difficuley 
or simplicity of the drop and apply 
appropriate Universal Modifiers to 
the attempt. 

Player Characters 
This adventure is intended for nov

ice Players using Characters who have 
been newly c reated wtder the Charac· 
ter Design rules for DC Heroes. More 
experienced Players may adventure, 
or Players may use DC Heroes provided 
in the basic set, but the result will be a 
Joss of play balance. The only standard 
DC Characters considered permissible 
in this module are lfobin, Nightwing, 
Starfire, Cyborg, Wonder Girl, Change
ling, Hawkman, Elongated Man , Green 
Arrow, and Jericho. Guidelines for bal· 
ancing the adventure with such Char
acters a re given within the module. 

The module allows Player Charac
ters to learn each other's powers, begin 
working together, and make mistakes 
without major repercussions. The ad· 
venture starts out simply and gets pro· 
gressively 1nore involved, making it a 
good way for a new GM or new Players 
to learn. The Players arc guided along 
and will be forced by circumstance to 
make certain decisions, although they 
always have the opport unity to exam
ine alternatives. 

Clues are available at every t urn. 
When the Players search an area, talk 
to people, or study and item, they will 
use SkiJls or Attributes to try to discern 
these clues. Each section has a list of 
clues, where t hey are found, and what 
Skills or Attributes are used to gather 
them. 

Because t his adventure is prepared 
for a variable group of Players, some 
Players· Characters might have powers 
which unbalance the module. At var 
ious points, encounters may be altered 

by the Gamemaster to adjust for a par
t icularly strong (or weak) group of 
Characters. 

This module is intended to give 
enough guidelines and specifics for you 
to run the adventure with litt.lc or no 
preparation. But if the Players are do
ing too well or too poorly, feel free to 
make such additions or changes as you 
feel necessary to maintain balance for 
that group. The play is t he important 
thing, not the words found in t he 
module. 

Headquarters 
The beginning of this module as

sumes the purchase or rental of a 
building or rooms to be used as t he 
team's headquarters. Such a head
quarters will be useful in future adven 
tures and should be obtained by any 
new group. You should stress the need 
for such headquarters to open onto 
the street for easy access by those 
needing the heroes' services. This al· 
lows the adventure to begin right on 
the heroes' doorstep. 

The Players may equip the head· 
quarters as they see lit, depending on 
t he ir wealth. Various charts applicable 
in creating headquarters may be found 
in the GM's Manual, pp. 28-37. 

Encourage the Players to make t he 
headquarters as detailed as they like: 
the more detailed, the more the head
quarters will lend itselJto later adven
turing. In this adventure only t he front 
and immediate door areas will be im
portant, so Players need not have an 

in -depth plan prepared for t his 
module. 

Locales and the Real World 
(Subplots for Headquarters) 

A headquarters will attract consid
erable attention from an a')sortment of 
people. Not only are there those who 
appreciate the relative protection of 
nearby heroes, but some people will 
realize t hat the headquarters is likely 
to become a target for villains - a vir
tual war zone when criminals want 
control of the area. Other people will 
be attracted to the glamour and hf:~ro· 
ics of the Player Characters. 

Neighbors can prove very interest
ing. Some will be supportive, offering 
themselves as witnesses and inform
ants or gathering to encourage the he
roes when need be. A crowd of such 
locals can even distract a villain, aiding 
a hard-pressed hero. 

or course, there will also be those 
who do not want the heroes in the 
area. The headquarters might bring 
down property values if the heroes' ac
tions bring down property. Such neigh
bors may picket, bring charges against 
the heroes, or get in the way in combat. 
Both types of neighbors can easily get 
caught in a battle and require saving. 
No hero can allow a bystander, no mat · 
te r how obnoxious, to be harmed. 

The heroes' fans can be the most dif. 
ficult of spectat.ors around a head 
quarters. Such people have read of and 
dreamed about heroes and love to fol
low their exploits. Some seek auto-

7 



graphs, some $Ouvenirs. All tend to get 
in the way. Some unstable people may 
actuaUy believe they are heroes. These 
can become quite challenging for t he 
heroes to handle and can make even a 
simple situation interestingly dµTicult. 

Then there are the usual functions of 
running any business. The Characters 
will be bothered by salesmen, people 
asking for donations, bill collectors re
questing payment for equipment deliv
ered to the headquarters, police asking 
questions or for help, deliveries (of 
equipment or furnishings) to be re
ceived, and reporters to be avoided. 
Some may lead to adventures, others 
can improve the heroes' connections. 

Of course, public relations can make a 
hero's life much easier or much harder, 
and Players must handle every situa-
tion carefully. _ 

Concocting some of the subplots re- : : : -_ 
volving around the headquarters or · 
describing the appearance of some ob
noxious bill collector can be fun. Drop
ping clues to the group's next big ad
venture is challenging. All the little 
day-to-day activities around the area 
can be adventures in themselves. Use,a 
little imagination and you can lure th<~ 
Players imo role-playing withouLforc
ing them. Play on their curiosity ana 
you can get them to advent ure without 
resorting to cont rived situations. __ _._.._ _ _ _______ ._~.,. 

Non-Player Characters 
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Friendly NPCs 
AMY SHECK.LESTON 

Amy is a "bag lady:· She often 
sleeps near the heroes' headquar
ters and is very interested in the 
new neighbors. She is very helpfu l, 
telling the heroes all about the 
people in the neighborhood. Dur
ing street combat, she will be sit
ting behind the large parked car 
on the western edge of the map. 
She will coach the heroes, yelling 
out encouragement and telling 
them what the villains are doing. 
She is very loud and talkative, but 
also brave and friendly. 

DETECTIVE DAVID KUEHR 
DF ... iE: 4 Sl"R: 3 Boor: 3 
I#+. .. ,> 3 ·Wn.1..: 4 M1No: ~ s· 
1NF1.: 3 A1mA: 3 SPm1T: 4 
I NITIATIVE: 10 HERO POINTS: · 25 

SKll.1~5: 
Detect ive: 4 , Scholar (Computer 
Science): 4, (Film): 3 

EQUIPMENT: 
.38 pistol (AV: 0, EV: 3, 0-2/ 3/ 4, 
Ammo: 6) 

A detective on the local police 
force, Kuehr was once a senior of
ficer in a major city but cou ld not 
stand the politicking and corrup
t ion. Ku eh r is a decent and hard
working cop, but somewhat. cyn i
cal about the intentions of others. 
He will be t he main police repre
sentative in the adventure. 

Hostile/Neutral NPCs 
ROGER LOESCH 
Dsx: 2. 
bn~ 2 
lNFI.: 2 
lNll'IATl\!l:: 

SKILLS: 
Butcher: 3 
Scholar (Marketing): 4 

EQUIPMENT: 
Meat Cleaver (AV: 0, EV: 4, 0/ l -
2/3, Ammo: N.A.) 

Loesch is one of those who does 
not want the heroes in the neigh
borhood. He frequently comes over 
to the heroes' headquarters to 
complain, particularly after an es
pecially violent combat nearby. 
Most of his antagonism is due to 
envy of the heroes' powers, which 
he always dreamed of having as a 
ch ild . He st.ands about 6 feet tall, 
is balding, and has a pot belly. 

After the street battle, if any of the 
cars on the street has been dam
aged, Roger will come along wearing 
his splattered apron and shout, "My 
car! Look wha.t you w done to my 
car!" He will be waving his cleaver 
and be bouncing up and dO\.\'ll. The 
car he talks about will be a black and 
gold ten-year-old wreck, so previ
ously beat up that the heroes will 
barely be able to see the damage 
done by the battle. 



ARC Villains 

MAESTRO o/f(IA llllJf'T' St00ixw 

DEX: 5 Sm: 6 Boor. 5 
INT: 8 Wiu.: 7 MIND: 6 
INn.: 5 A UNA: 4 SPIRIT: 4 
I 11.TnATI\'E: 18 H£Ro Porr.-r.;.: 10 

POWERS: 
Growth: 6, Bio-Energy Blast 
(from hands): 5, Energy Ab
sorption: 4 

SKILLS: 
Scholar ( As trophysics/ Xenobi
ology): 6, Scientist (Biology): 8 

Svoboda's Scientist skill allows 
him to c reate gadgets and po
tions wh ich affect creatures, and 
enables him to interpret alien 
technology_ 

lllyen Svoboda is your typical 
power-mad genius. Having been 
ridiculed by hL5 fellow scientists, 
he is determined to have the last 
laugh. To this end he intends to 
prove his theories correct, attain 
great power and control over 
scientific tudies, and acquire great 
wealth. He would sacrifice one of 
the latter goals to achieve one of 
t he former. 

Svoboda is unbalanced. He will 
t reat any he roes or vis itors very 
well, considering them to be little 
more than a trivial problem. After 
all, he's a genius, so what could a 
rag-tag bunch of heroes do to his 
scheme? If the Characters discov
er his plans, Svoboda will go to 
great extremes to falsely explain 
away suspicion. 

Svoboda refined and tested the 
Alien tissue samples before inject
ing himself. As a resu lt, he gained 
a variety of powers, whereas the 
others who took it gained only one 
or two related powers. He will use 
his Growt h t.o impress any heroes 
who try to fight him then fire his 
Bio-Energy Blasts at the gaping 
heroes. He wilJ take great pleasure 
from any combat until he is hit for 
more than 2 RAPs of damage, 
after which he will become en
raged ( -1 to AV, +2 to EV). 

TRANSFORMER a/iru A.rth11r .llorrd 

DEX: 5 
[1'.T~ 4 
INA..: 3 
I NTTIA TM:: 

POWERS: 

STR: 3' Boor. ..4_ 
W'(U; . 2 MIND:: .. ·3 
A\lllA: -3 'SPmrr:.:- 2 

12 HEao Pon-.-rs: 10 

Air Anin1ation: 8 
SPECIAL POWERS: 

Able to link physica l self to a 
power; may becorne column of 
air, tornado, etc. 

SKILLS: 
Scientist (Geology): 5 

Transformer is the sole urvivor 
of Svoboda's initial experiments 
with the Alien tissue injections. He 
has always been a nervous indi
vid ual and t he situat ion at ARC 
has his composure extr emely 
strained. 

Transformer enjoys his new 
powers and practices frequently 
but he fears some kind of delayed 
complications. He saw t he other 
scient ists die from the injections 
and dreads that happening to 
him. Part of t he reason he joined 
with Svoboda is because he is 
afraid of what might happen to 
him wit hout his p eriodic injections 
to maintain his powers. 

Transformer will appear very 
nervous and tense around the 
Player Characters. He will avoid 
be in g in the same area with them 
and will leave at the earliest op
portunity. He feels guilty about 
and is fearful of the place where 
t he other scientists have been bur
ied. If t he Characters approach 
t hat area, he will become nearly 
hysterical. 

Heroes' Headquarters Attackers 

TRAVELLER <ilia.• ,\·au.fwlrt ,,,.,,,,,,~ 

Drx 4 Snr. 2 Bom': 5 
L'-r: 3 W1u.: 6 M1so; 6 
lsn..: 3 At•RA: 3 St'lk1r. 2 
L'l_rrIA11\'E: JO REno P OC\'JS: 5 

POWERS: 
Teleportat ion: 6 

Like t he other "hoods" sent to 
wreck t he S.T.A.R. lab hou ing the 
Alien tiss ue, Traveller has had his 
powers fo r ju t a few hou rs. The 
hoods are -expendable- in the eyes 
of their bosses. and Traveller has 
no per onal abilities or kills. 

Traveller· teleportation power 
creates a doorway from where he 
is to where he wants to go. The 

opening of t his door is accompa
nied by a loud tearing sound. The 
doo r remain open until he passe 
through or cancels it out, and 
others may also pass th rough iL 

Traveller is a small-tin1e crook 
with a record of pick-pocketing 
and s hoplifting. He has a lso been 
involved in muggings, but only of 
t he most helpless of people. He is 
really a coward and only joined 
organized c rime because his friend, 
.Jorge Constabu los (Shocker), d id. 

In any situation, Traveller v;ri.Jl 
remain out of the line of fire and 
as fa r from combat as possible. He 
will a lso suggest neeing at t he first 
s ign of trouble. He will not leave 
Shocker, however, unless absolute
ly necessary. 

9 
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P~~·:~~P~' '•y}.$1~ ... 3 ~mv: . ..f> 
lvJ1> t'· 2 · ·Wiu: 3 - Mg.;~: ___ 2: 

1 'l~l'-:'~/
4

.~ "4 :i ·-:~uRA: V S1?1Rn~ 5 
~t-.'lTIAT!W.: 13 . HERO POIN'J'S: 10 

POWERS: 
Lightning: 7 

SKILLS: 
Electronics: I 

EQLJl l'MCNT: 
UL Ball: 5 (ball and chain he 
electrifies for total Action/ Effect 
Values o f G) 

APPARITION ,,,;,,.; llid1urd 0 111.-11•id1 

¥ 11'..6~~ . .._.., .. ~~· • 
;:0Ekf'.'*'r .. ~F::,~ril>'l'fi:' ·4';.• .-·Bc:>tw: ·-:4 
~bfJ.': . _;;-J/ ,{5<.t.l>!-WlJ.L: .fl '· MIND; ·4 
:'i."fY,~ .,;:s. '.,.A t;nA: 3. . sr~;r: _,_ 4 
~1T1A'r1yg:- ·12 Htmo·PorNTS: 15 

POWEHS: 
Illusion: 6 
(LimiLcd LO Illusio ns involving 
himself.) 

SIOLLS: 
Vehicles (Land ):~ 

ANIMOTION 11/ iu., JW.·1•.'i}wl</,ru 

'Dt:x: .. i& -S'ni~. 2'>· Bqov: 3,\ 
~''' Wn .. L.: ·2~ i!llirr: '•\' '.<4; M'!No: a 

f'tNl't .. ;.., ·: ~'.'J AuaA.: 
i ;• 
.'2 SP~mT: ·-3· 

f.NITIATJ~t: 12 HEoo PoLNTS: 5 

POWERS: 
Animate Objects: 9 
( Limited range: 2 APs. Object 
stops moving if Animotion falls 
u11conscious or moves out of 
range.) 

SI<IL1~'5: 

Acrobatics: 2 

Animotio n is an unsuccessful 
track and field star who turned to 
crime when he failed to make t he 
regional Olympic t ryouts. He is 
convinced that others are out to 
get him and t rusts no one. 

Animotion uses his Animate Ob
jects power to do h is bidding. His 
favor ite trick is to c reate ''crea
tures" out o f road signs or tools. 
He also enjoys driving cars with 
his power. 

Shoc ker revels in his recen tly 
acquired powers a nd fccLs invinci
ble. He has been a n "emp loyee" of 
his c r imin al bosses for some lime 
a nd enjoys h is j ob. He has fre
quently bcf'n sent. out masquer
ading as a telephone o r computer 
repairman a nd so ha~ a cqui r<'d a 
minimal ba ckground in electronics. 

Shocker has a powerful Mystical 
lightning bolt which he uses with 
r elish . ln combat he has a ball and 
chain which he picked up some 
time ago as an antique. llis elec-

Appari tio n is the leader o f 
M.0.V.E., the Metropolitan Organ i
zat ion of Villa ins for Evil, and 
chauffeur for the leader o f the 
city's c rime syndicate. Wanting to 
rise in t he sylHjication. he vo lun
teered to lead in this job in o rd e r 
to show his abilities. 

Apparition's l\lus ion powers a re 
Hrnitcd to illusions involving h im
self. Ile can c hange his form, with 
the illusion occupying an apparent 
volume of u p to 6 APs. He can lire 
rays o r cause effects which r emain 
in contact with his body. He can 

SHROUD ••llus Kn·i11 0·1111r/d1y 

l;l.~)i\:' '.:6 .:·.s:1a~: ';' 2 Bouy: 
DiP: .:.·WJU.: 4 4 MIND: 

·I~:· 3 
. ,. 

~Aµ~: 3 SPmrr: 
(NlTIATIVJ:~: 13 I 

HEUO POINTS: 

Powrns: 
Dispersal: (i 

SKILLS: 
Thie f: 4 

4 
4 
4 

20 

Shroud is one of the two crimi
na ls respected by the crime synd i
cate to be sent on th is job. lie is 
there to make sure that the lab is 
entered and t he co rrect items 
found and destroyed. 

Shroud's skills as a t hief are e x 
celle nt. He is very over-caut ious, 
however, and t his Jeads him to 
take more time than necessary 
when doing h is job ( may on ly per
form an Automatic Actio n every 
other combat p hase as he weighs 
h is options). His Dis persal power 
allows him to en ter a reas wit ho ut 
un lock ing doors. He also m ain
ta ins the dis persal in co mbat, so 
that he cannot be struck with 
physical objects, returning to 
normal on ly to attack. 

t rical powers charge the weapon 
to do additional d a m age in 
combat. 

Shocke r is virtua lly fearless, 
more from his ignora nce, inex pe
rience, and overcont'idencc tha n 
through any justified cause. He 
will be 1·hc fi rst to at.ta<.:k and t he 
last to retreat, a fact which dis 
tresses Traveller, who will wait 
imµatiently to leave. 

ca use a ny e ffect (darkness, c rea
t ion o f a bu ilding, etc.) a round his 
body up to (i APs in volume. Any 
attack he makes o n a Character is 
done aga inst that Character 's 
Mental Attributes. 

Appa rit ion ca nnot rnove, sup
port, o r affect anything physically 
beyond his norm al Physical At
tribu tes, allhough he can use his 
illusions to make it appear so. 
(Any Action Check to test reality 
is done against Apparition's WILL 
of 5.) 

TRIPLET t1lin" JO•' K.;Jri 

0 Ex: - (k StR: /l..J.. . J3ou\i~ · 4 
l N'l': -a Wrrn~ 3 MlNm ._-4 
INn.:- 3.· Aun>:-: 4 · ·si>m1't~ 4 
l1111r1AT£\1Wo 12 fir..Ro Pmm'S: ~2 

Powi::ns: 
!:)plit into 3 duplicates, subtract
ing I AP each split from a ll 
Attributes 

SK ILi,,.'): 

Martial Arts: 5 

Obsessed with martial a r ts 
movies a nd books, Triplet has 
been honing his skiJJs in t he serv
ice of minor c ri minals fo r several 
years. 

Triplet has modeled himself o n 
his martial a r ts heroes. As a re 
s u lt , he often exaggerates h is ac
tions before and d uring combat 
resulting in a +l column shiJt to 
an oppone nt's Opposing Value. He 
likes to ma ke yells a nd jumping 
attacks. Any person h itting him 
beC'omes t he target of his next at
tac k. At the same time, his re
liance on t he martial arts causes 
him to fear anyone who is better 
t ha n he o r immune to Physical 
attacks. 



The Fearsome Five 

. . ' .~~~·· ·si.: . 2 ·Boot: 3 
" • !1:, l. ,. - • . · ·~/~ .7 .... Will.: 6 Moor. 6 
• '. ?{ .. , • AlmA: . 5 SPlRrr: 4 

·. ... ..; 18 Hao PoDrrs: 30 

SKIU.S: 
Gadgetry: 12 

EQUIPMENT: 
Flight Suit: 3 (BODY: 4 ), 3 AB 
Omni-Gadgets, Gas Mask (as per 
Systemic Antidote at 8 APs; 
Uses: 12, Duration: 10), assorted 
tools. 

Gizmo is a dwarf possessi.ng an 
extraordinary skill with gadgets. 
He can create nearly any item he 
wants from any ordinary object, 
such as a fire extinguisher, elec
tric motor, or transistor radio. 

Gizmo can be quite bloodthirsty. 
He routinely makes gadgets which 
can do killing damage and gloats 
over his successes. He is boastful 
about what gadgets he is working 
on and will announce what he 
holds even before using it. Of 
course, this can warn heroes. He 
respects intelligence and scientific 
skill 

SWMMER allaJJ Dr. a.ow .. ...., At.~11 

6 Sm: 2 Boor. 4 
6 .. Wiu.: 10 Moo>: 6 

AuRA:. 4 SPIRIT: 5 
19 llERo POINTS: 20 

POWERS: 
Matter Control: 10 

Shimmer has the ability to 
change any substance into any 
other substance, limited only by 
volume and range, although living 
creatures have a resistance equal 
to their WILLs (as per any Mental 
attack). 

Mammoth's sister, Shimmer does 
the thinking for the pair, and 
Mammoth depends on her. She, 
however, exhibits neither the same 
dependence on him nor the same 
strong reaction to threats to him 
as Mammoth does when she is 
hurt or threatened. 

Shimmer is very evil and excep
tionaUy willful. Anyone who at
tacks or harms her becomes a 
special target on whom she seeks 
revenge. She generally avoids di
rectly attacking heroes, preferring 
instead to change their clothes in
to steel, their perspiration into 
poisonous gas, etc. She has a very 
devious mind and uses her powers 
in new ways at every opportunity. 

POWERS: 
Skin Armor: 3, Stability: 3 

Mammoth is the brother of 
Shimmer and together they make 
a powerful team. He is not the 
brightest of vUlains but he makes 
up for it through raw strength 
and power. He is also not as in· 
clined to evil as his sister, who is 
actually the force behind their 
lives of crime. They are both here 
merely as hired bodyguards for 
Svoboda, having no true a llegiance 
to the mad scientist. 

Mammoth may be convinced to 
refrain from combat. If a Player 
attempts to Persuade him from 
participating and the RAPs from 
the Persuasion Check are equal to 
or greater than 4, he will not join 
the other villains in the fight. 
Shimmer may automatically dis
suade him from this decision by 
merely telling hi.m to fight. Svobo· 
da can Persuade Mammoth to re
join the villains if he makes a Per
suasion Check greater than the 
RAPs of the Player's Check. 

If Shimmer is fighting or is hurt 
by a Player, Mammoth will attack. 
If Shimmer is hurt, Mammoth will 
uncontroUably increase his WILL 
and MIND scores to the indicated 
values and will attack the Charac
ter who hurt her to the exclusion 
of all else. 

11 



:-' 'J inx ~ a sorceress from India. 

~Sri&:,,,;; 2fo. J3Q.QY: ,. 4 -:;; wtiit -6' .. -M'rnn:· s 
ln order to use her powers, she 
mus~ be, in -pl).ysical contact with. 
the -'earth or with some other in
animate-object.· touching the earth. 
Without .'.this- contact, she can use· 
n:one of her powers. 

lNt'L: 1·2 AURA: 10 SPIRIT: 9 
1i.--...-1 lNmATM:: 2 :· _)'HERO Pmms: 15 -

POWERS: 
, ~ystic Multiple: ,.., -. 

t Anima,te Objects: 12, Plant Con·
.trQJ: 12, Weathe_r Contre): 12, 

The newest member of the 
F.e_a-rsome Five,.Jinx is confi~ent of 
her powers but defers to t he vet
eran members on many points. 
-~fre:is; 1}9wever, very self-p0ssessed 
a:nd strong-w illed, brooking no 
f~ililliarity. 

Illusion: 6 

Encounter I: Typson Attacked 
Se tu 

Any Characters near the fron t door will be immediately 
on the scene for the start of the encounter. Those not in 
the area must either contact someone there or move to 
the foyer in order to find out what .is happening before 
moving on the villains. 

Hostile NPCs' Tactics 
Traveller: In the pursuit of Thomas Typson, Traveller's 

purpose is merely for transport. He remains at the rear of 
the group, ready to create his Warp for the return to the 
lab. He will not willingly join in the fight. 

Shocker: Leads the attack on the Players' headquarters. 
He will fire several bolts at t he headquarters and ifthere is 
no reply such as thrown or fired missiles, he will move in 
on Typson. Only when he has been hit by a hero or is 
outnumbered by two or more will he retreat. 

Animotion: Animates several streetsigns (BODY: 3 
AJ's) and parked cars (BODY: 7 APs) to attack the head
quarters for him. He will follow Shocker, but at a distance 
and with caution. 

12 

STANDARD HOOD 

DEX: 3 Sra: 3 Boor: 3 
Im: 1 WnJ.: 3 MIND: 2 
µm.: 2 AURA: 2 SPIRIT: 2 
IN1T1ATtvi-:: 7 HERO P OINTS: 0 

SKILLS: 
Vehicles ( Land): 3, Weaponry: 3 

EQUIPMENT: 
.45 Automatic pistol (AV: 0, EV: 
4, Ammo: 7}, Submachine gun 
(AV: 5, EV: 5, Ammo: 4) 

There are two hoods present; one wiH use a .45, one a 
Submachine gun, at GM's discretion. Each also has a knife 

(AV: 0, EV: 3). The hoods are rather slow-witted and 
cautious. They will fire at the front of t he headquarters 
but will not approach. They will be the first to jump 
through the warp when Traveller sets it up. 

Player Information I 
"lt is lat,e in tli.e evening when you hear someone 

pounding on the front door. Leaving to it, you pull U 
eypen. Jn staggers a man in his late thirties, battered, 
burned, and dressed in a charred and torn lab coat. As he 
fa Us to his knees just inside the doorway, there is a crash 
and a flash of light. The door is tivist.ed back on its hinges 
by a. bolt of lightning and hangs a.skew. 11te entire door
way is burned and cracked from the blast. " 

GM Information 
The villains begin at the T, S, A, and two H locations on 

t he street map. If no hero returns Shocker's fire after 
three bolts, he will advance to the fron t door followed by 
Animotion. The two hoods will cover their approach with 
gunfire and Traveller will wait. Shocker and Anirnotion 
will a ttempt to carry offTypson. In the face of determined 
opposition, all villains will immediately flee through 
Traveller's portal. 

A scan of a captured villain's body by a Character with 
Detective or Medicine skill will reveal a swollen area and a 
small puncture inside the r ight forearm where a hypo
dermic has been introduced. 

Thomas Typson 
Although he is unconscious during the fight, Typson 

can be brought around afterwards if the villains did not 
reach him. He says, "They were atS. T.A.R. l saw tiwm and 



some others breaking into my lab as I wa.s coming back 
from rny dinner break. 11tey saw me and followed. They 
f O'und me several tim.es between here and there and shot at 
me, btLt each tim,e I escaped. I don't know what they want, 
but they will get whatever it is if yO'U leave tlumi there for 
too long." 

With a shaking hand he r eaches imo a pocket and 
hands t hem h is s inged S.T.A.R. pass card. It identifies him 
as a resear ch biologist fo r S.T.A.R.and is used as a key to 
doors in the building. (Players are assumed to know t he 
locat ion of t heir local S.T.AR Lab). Fighting to stay con
scious, he says, "Stop them, please ... btll you must hurry. " 

Dl-.. __ T_r_o_u_b_le_sh_o_o_t_in __ g__.I 

lfthe villains reached Typson and took him with them, 
the Players may have few, if any, clues. They w ill discover 
that his pas card fell from h is pocket during t he encoun
ter. It is lyingju t in ide the door of their headquarters. 

Any hero wit hin t·wo APs o f the villains when t hey 
pass through the wa rp will hear o ne o f them say ··we 
have to get back to the lab. ,. 

Villains rendered unconscious will re main that way 
due t.o the effects of t.hc injections they were given. 
Any conscious viUain or hood cap tu red may be Inter
rogated. If the Player Characters Interrogate their cap
t.ive , they will gain t he fo llowing in fo rmat.ion: 

Villain's Knowledge 

lntormadon 

2 Knowledge Points: (Hoods) "We'resupposedto 
follow tlwse su pes qfler this 11wmas Typson guy. He 
saw 'em breaking into S. T.A.R., so we were to shu t 
hi m up. " 

3 Knowledge Points: (Hoods) "Heck, no, we d<:m 't 
know nothing about what thRy were supposed ro do. 
We 're j ust m uscle. But, '1JC}U lcnow, the guy thRy call 
Shocker,· we knew him back years ago and lw didn't 
have any weird. ]JO'Ums tlum. " 

4 Knowledge Points: (Villains) "We were wld by 
the Boss that we had ro get this guy Typson and 
wreck h is lab in S. T.A.R. Industries. When Typscn 
ran aut. we chased him all the way here. Once we 
caught. him, we were ~pposed ro bring him back to 
the lab, where the others are. They 're looking for 
some special vial and this Typson 'S notes. " 

STAR I.ABS 
Biological R€search Department 

CLEARANCE: Al P1iority ~ 
Sector 822RPH-007TWQ _ 

~ 
l-lf-;-1_!_1) •• I 26354- Typson. Thomas 

City st.rect obstacles heroes migh t include in s imilar 
s it uations: 

Signs. p ipes, t rashcans/ bags, cars ( moving and parked), 
man hole covers, dogs, people, toys, bricks, boards, live 
wires, tele phone poles, fe nces, bottles, rope, chains, glass 
storefronts, trect \·endors and their cans. 
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Street (Encounter #1) 

t Fireplug 

o Parking Meter 

0 Manhole 

r·- ·t • 
I 

I I 1 I 

. ' -·r ' I .J 

Street Sign 

~~ Street Light ,, .. 
Stop Light 

~.... H- - --<---1--~~ 

S.T.A.R. Labs (Encounter #2) 

lab 

N 

t 
-+-+- Door 

= 
Door 

Window 

hoods 

SCALE: 1 SQUARE = 5 FT. 
KEY: 
N = Newsstand 
T = Traveller 
S= Shocker 
A= Anlmotlon 

-1 

SCALE: 1 SQUARE = 5 FT. 

KEY: 
T = Traveller (If present) 
S = Shocker (If present) 
A = Anlmotlon (If present) 
TR = Triplet 
s0 = Shroud 
Ap = Apparition 

- Hood 



Encounter 2 : S.T.A.R. Labs 
Se tu 

All villains who escaped from the headquarters en
co unter are p resent, in addition to those who did not go. 
For every hero p resen t t here is one standard hood and if 
the Playe rs are using more powerful heroes (such as the 
Teen Titans), then there are two additional hoods for 
each hero. The viJJains are just completing their destruc
t ion of ARC materials. As a result, they will attempt to nee 
if lhe heroes prove to be too much for them. 

Player Information I 
"You see 1w one during your en try inlO S. T.A.R. A lone 

set..1irity guard Ues 1mconsci<nis in the f ayer. From a 
quick scan of the !flUl rd 's ei£ctronics console, ?JO'IL discover 
tJw,t the security sys terns and al.arm~ have been destroyed 
at tJ1,e source. The building is om:inonsly quiet. A snw.ll 
j7,oorplanf or the building adorn.<; a '1.00ll nearby and on i t 
yO'u /,ocate Typson 's lab using the nmnber of his card. " 

GM Information 
The villains ar e located at t he places noted o n l he map 

of S.T.AR. A.ny e xtra hoods you place s hould be added to 
t he group in Typson's lab. The hoods in the corridors are 
on guard but do not. have t heir weapons out. If the Player 
Characters can ubdue the hoods in the corridors with· 
out making much noise (Action Chec k vs. the hoods' INTs 
of l along with a+ l Universal Modifier), they can s urprise 
the villa ins in the lab. 

Suprised Characters may not make any action during 
the first phase of combat, as they have no Initiative, and 
have t heir Opposing Values shifted 2 columns to the left 
on the Action Table. If the Player Characters were unsuc
cessful in their check, the viUains and hoods will be ready 
fo r the gr oup. 

If t he villains a re urprised, they will be at the letter 
locations shown. If they arc prepared, the fighting vi.Ila ins 
and t he hoods wiU be beside ea ch door and the o the rs 
(Traveller and Shroud) will be in a far corner, out of the 
way. In both cases, the fighting villain will struggle wit h 
t he heroes until outnumbered , a t which point they will try 
to nee. 

If the villains appear to be too strong or too weak for a 
bala nced battle with the group,j udging by the fight at the 
headquarters, you should do some juggling with the par
ticipants. If the heroes ha ndled Animation and Shocker 
easily, add one no rma l hood to the villain's team and run 
each of the villains to his maximum potential. 

If the Players cou ld not handle the two villains a t their 
headquarters, they could not conceivably do any better 
against more a t the labs. In this case, have Travelle r, 

Shroud, and the hoods nee on the first successful attack 
made by a hero on any villain. If the heroes a re particu lar· 
ly inept, overplay the villains, fo r instance making Shocker 
even more overconfiden t so t he villains make mistakes 
and the Players can take the advantage. 

If t he villains win at t he labs, t hey wilJ depart , their job 
done. Go to the After the Battle segment since they leave 
the h eroes unconscious at the lab. The heroes will be more 
limited in the i.nformation they can acquire, but otherwise 
there is no c hange. 

lf the villains have been subdued or put to flight, 
the Player Characters may begin to gather clues 
through a standard Knowledge Point Check: 

Clue Investigation 

Information 
1 point: Each of t he villains captured has a 

swollen needle-mark on his inner right forear m. 

2 points: Papers have been burned and a pack 
of co mputer d isks destroyed. 

3 points: A burnt piece of paper is found bear
ing the letters ARC. 

4 points: It seems that the destruction is very 
specific, with only certain papers, notes and 
comput,er data destroyed. 

5 points: No mention of ARC is found in any 
file or on any comput er printout. 

If a Persuasion Check is successful, the Players glean 
the following information: 

Vl1laln: "Yeah, we were given the address t,o this 
p lace and wld t,o dAJstroy not.es and some vials. A ll 
the informati.cm f or the job came in a 'fXl.Ckage in 
the mail We never saw the guy who sent us. " 

Hood: "We don't know nothing. The head supe 
hired us and t.old us t,o stand guard and au tkaL 
We never saw any guy who might have hired 
tlu!Tn. •• 

After the Battle 
Soon after the battle, polk e and S.T.A.R. official<; begin 

to arrive. The heroes are recognized immediately and may 
attempt to communicate with any connections they 
might have in either S.T.AR. o r the police fo rce. 

Any direct questions about the Arctic Research Center 
will be s uccessful only th rough high level connections 
with the police or S.T.AR. 
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S.T.A.R. 
Low-Level: The intruders succeeded in entering 

t he lab and destroyed some miscellaneous papers, 
but did no real damage. The villains were defmitely 
searching for some particular information and 
seem to have found most or all of it. 

mp.Level: S.T AR. is missing virtually all or its 
information concerning the Arctic Research Center. 
The office or the head of that expedition, Dr. lllyen 
Svoboda, was also ransacked and destroyed. 

l Police ( Det. Kuehr is on the Scene.) 
Low-Level: The S.TAR. Industries lab was en

tered and damaged by known criminals who did 
specific damage under the direction or an unidenti
fied third party. 

B.lgh-Level: The criminals identified during and 
after t he combat are low-level syndicate stooges, 
but the crime was organized and directed by an 

The Offer 

Aft.er they have completed their investigations, the 
Player Characters will be approached by the head of 
the S.TAR. installation, Dr. Richard Hellam. He will 
say: " / am sorry you were dragged into this thi'R!/. 
But now that you are here, S. T .A.R. wcmld like 1JO'U t.o 
continue investfgati7l!1. This whole situation seems to 
revolve around Dr. Svoboda and tM Arctic Resean:h 
Cent.er. I am authorized fJJ arrange f<Yr yoo.r trans
port up there, as we are very worried about ARC. It 
may be that they af'e about to be a.ttacked by the same 
peop1.e who sent tJl8S6 thugs lu!re. S. T .A.R. will pick 
up yqur ~ qf course, but you must agree fJJ go 
this evening. " 

employer outside the syndicate. None of the crimi· 
nals involved in the break-in has previously exhib
ited any unusual powers or special abilities, ac
cording to prison and police records. 

ffjgh Level Information available through sources 
using direct questioning pertaining to ARC: 

S.T.A.K.: "We have been very di.sappqinted in 
the progress of ARC and the findings of Dr. Svobo
da, the leader of tke expeditWn. Be has barely 
been on even &he fringes of science, speculating on 
alien worlds and aU. He spent a Wt of time wan· 
deri'R!I around Siberia last year . We 'oo taken quite 
a chance fundi'R!I him i n tke first pl.ace. •• 

Police: ''This guy Svoboda that S.T.AR. has in 
charge of the research place up near the pole was 
once oocused of ' inhuman experiments' duri.'R!I the 
war. In fact, it sounds like the who1.e crew up there 
is a liUle peculiar. We can't find any criminal re
cords for any qf his people, but then we can't find 
any rerords at allfor fm,1.r of them. " 

11.....___ __ T_ro_u_b_l_es_h_o_o __ t_i n __ g'--" 

The Players s hould not be a llowed co ransack S.T.A.R. 
or walk away with equ ipment, as th is is very unhe roic 
behavior. 

S.'r .A. R. will t ransport t he Playe rs, plus provide them 
with a ny c lot hes, co mmun ications eq uipment. a nd 
S.T.A.R. ident ification they want. Any further equjpment 
will be available, but on a purchase-only basis. 

Should the Players decline t he S.T.A.R. offer, remind 
them of the connections they will make from r.he offer , t he 
potent ia l Hero Points t hey a.re passing up. et<» If t hey still 
refuse, let them retu rn to t he ir headquarters. Within two 
hours, have any uncaptured villa ins and hoods make an 
a ttack on the headquarters. Th is should get the point 
across that the Players will get no rest until ARC is settled. 

Encounter 3: The Flight 

Se tu 
Late t ha t nigh t, the Players are driven to a S.T~>\.R 

jet fo r the flight north. l\s they get on the plane, their 
pilot hands t hem a package of material ga t hered by 
ST.AR. which is reproduced in t he Player Information . 

lilll Player Information I 
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• A list of books and papers written by Svoboda, in
cluding The Biology of Acquired Abilities, The Tun
guska Explosion: Siberia 's Pirst Conta ct?, and Tile 
Case f or Rationa l Experimentation. 

• A police report stat ing t he remaining villains have 
fallen into comas. As each villain has fallen asleep in 
police custody, they, too, have gone in to comas. 

• A police report stat ing t he loca l syndica te boss has 
admitted the attack on S.T.A.R. was done as a favor for 
some third party but refuses to explain fu rther. 

• A list of equipment requisitioned by Svoboda: 

• 'I'wo ice borers. one adva nced jet for t ra nsport, 
numerous cartons of laboratory equipment, assorted 
elect ronics gear. (Svoboda himself provided several 
crates of personal equipment, wh ich were a lso loaded 
aboa rd th e plane.) 

• A S.T.AR. report on the departure of t he ARC ex-



pedit.ion indicating that Svoboda hired several people 
o n his own in addition to the S.T.A.R. research group. 
A total of ten people we nt north in the expedition , in
cluding the pilot. All contact with ARC since then has 
been through Svoboda and no other. 

GM Information 

The S.T.A.R. pilot, Hal La ngsford, will follow any sensible 
directions given him by the heroes. He has been given 
orders to do whatever the heroes want if it seems to 
pertain to solving the ARC problem. He is at their d isposal 
for the remainder of the adventure. Unless they have 
other direct ions, he will suggest that he ny south a ways 
while they are visiting ARC. He gives them small homing 
beacons with which to call h im back to ARC if necessary. 
This will make sure he is safe, but available if something is 
wrong at the base. 

Hal is a tough ex-Vietnam fighter pilot. If the heroes call 
on him to return and help he will do so. " We may not have 
been able to ·wi:n the big one in 'Nam, but I intend to win 
the liUle ones back Jwme. "A very intense and solitary 

individual, Hal appears to be always clenching h is teeth, 
when in reality he has difficulty moving his jaw because of 
a war-sustained injury, resulting in a seemingly brusk and 
irritated demeanor. 

HAL LANGSFORD 
~ .,4 .,.,,-iS'l'R: / ~3 · .... ·:Bo&r. ~a 
Im: "" ''·3 • ~11.r.: ·:4 . Moo: ... 3 
INJ.1.! ' ,3 : A URA: ,3 . 11Sl'f~ 4 
INITL\Tn'E:" 16 -HERo POINTS: ·25 

SKILLS: 
Vehicles (air): 5, Weaponry: 3 

Hal has a S.T.A.R. laser pistol (AV:3, EV: 4, Range: 0 -5/ 6-
7 /8), his old ar my .45 (AV:O, EV:4, Range: 0-3/ 4/5, Am
mo:7), and a bowie knife (AV:O, EV:3). If called in, he will 
take only half an hour to appear. Jf the Players are cap· 
tu red when he a rrives, he w ill surprise the ARCers and 
attack He will fire with his la.<>er pistol, toss his kn ife to the 
nearest hero, then use one pistol in each hand. 

Encounter4: The Arctic 
Se tu 

The Players may decide to land at either the base or 
several miles away in order to approach unseen. The 
S.T.A.R.jet can take off and land vertically on virtually any 
type of terrain (like a helicopter), travels at 11 APs, has a 
STR and BODY of 12 and l3, respectively, and ha<> a range 
of 2,500 m iles. 

In traveling over the ice and snow of the Arctic, Charac
ters will suffer several exposure effects: 

• DEX and WILL shaJI both be reduced by one no 
matter how warmly a Character is dressed, unless the 
Character has an ice or heat-related power. 

• lfthe Character is not dressed for such bitter cold 
and cannot neutralize the cold through some power 
(such as Icing or Flame Being), he will temporarily lose 
one AP from each of his DEX, STR, and BODY for every 
10 APs of time. 

• Any Characters dressed in heavy Arctic parkas or 
fur cloaks gain one BODY AP and retain t heir WTLLs, 
but their DEXs a re still reduced by one due to t he bulky 
nature of the coats. 

1i11 Player Information I 
Read the following information to any Players 
examining: 

.. 

I Vehicle Shed .• 

I 
"TM building near th,e dome appears ro be a 

shed.. You see one dt.x»- is open and inside you see 
one end of a tracked vehicle. It seems ro be <me of the 
ice borers dR.scri.bed on the equipment list. " 

I Gizmo's Igloo I 
"The iq'loo seems small compared to the iq'loos 

you've seen and read about over the years. The en.-
trance appears so small. that seemingly no une 
could crawl through it. Around the iqloo si,ed dogs 
are huddl£d. " 

I Bore Holes I 
" Ydu see a small Mte in the ice ahead. Just over 

a foot in dia.meter, it is ccrvered with a thin crust of 
ice anr:t Seem.$ not f!J ha~ been v-sed, for some ti.me. 
The hole appears very <kep. " 

I The Graves ':- I 
"You are walkirw over several dark areas of ice 

when one of you notices that these are ~ly re-
mini.scent of human shapes. Peering down int.o the 
ice, you realize that it~ true, these are people. The 
presence qf the three frozen bodie.s chills you more 
than the deepest cold of the Arctic. " 
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GM Information 

The Arctic Research Center 
Incorporate th is information into your usage and de
scription of ARC to t he Players: 

ARC is a large dome of glassy blue material wh ich looks 
like opaque blue ice. Around the dome are sheds and a 
single igloo, wit h s led dogs staked out nearby. Tracks of 
people and machines mark trails between each of t he 
buildings. Around the entire encampment is a broken ring 
of holes bored in to the ice. These holes are small and 
nearly invisible unless within 2 APs. At distances further 
than 2 APs Players must gain positive RAPs vs. OV / RVs of 
8 APs for the natural coverage to detect t he holes. 
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The Base 
Around the cent ral dome which houses most of th~ 

ARC personnel are a number of othef features. Clos
est to the dome is the vehicle shed, which houses the 
ice borers, several snow mobiles, and crates of spare 
parts. The only other st ru'cture is Gizmo's igloo, built 
near the perimeter of the camp and surrounded by 
his pack of si.x robot sled dogs_ 

Between these two buildings ls a small mound 0$ 
ice, 10 feet under which ~e buried tlw three dead 
ARC scientists. Around the perimeter of the camp is 
a ring of small drill holes used to take ice and water 
samples. 

The Storage Area 

Half the floor space of the dome is taken up by a 
single open area The entrance to the dome opens in
to this area, where extra equipment L<; stored and 
where the ARC personnel have meals. 

Along the north wall and form:lng a pile near the 
center of the Storage area are crates and boxes con
taining extra equipment, chemicals, food, and cloth
ing. On either side of the dome's entrance is a space 
heater. The southern part of the dome (to the right 
of the entrance) contains a large wooden table, a 
number of chairs, and a portable kitchen. Stew is al
ways heating on one of the' stoves. 

The wall running along the middle of the dome sep
arates the Storage Area from the Sleeping and Lab 
areas. There are two doors along the wall. One leads 
into the Sleeping Area and through that into the 
Labs. The other lead.S directly to the Labs. 

The Dome 

Housed in the dome are the labs and quarters of 
ARC personnel. The dome itself was created only re
cently, shaped by Mammoth out of snow, altered by 
Shimmer. It is a flattened hemisphere with a peak 3 
APs (60 feet) above ·the floor. The material of the 
dome cannot melt and is extremely light (the entire 
d~rne weighing only 10 APs) and strong (BODY of 
15). The material is a very good insulator. Sunlight 
causes the material to glow, lighting the interior. 

I The Dome Interior 
The area inside the dome is warmed by thre.e large 

space heaters. The floor is also made of the blue 
dome material, which insulates the ice underneath 
from the heat in the dome. The temperature remains 
at a comfortable 70 degrees Farenheit. 

Large plastic and plywood panels have been set up 
within the dem.e to' mark room·s and work areas. 
These panels are 15' high and are connected together 
to form walls. Originally the panels had a BODY of 2, 
and they still look flimsy, but Shimmer h-as strength
ened them to a BODY of 6 . 

The Sleeping Quarters 

Each of the original members of ARC had a separ
ate room (except Gizmo, who sleeps in the igloo out
side). Now only fwe of the rooms are occupied. The 
rooms once used by the other personnel are dusty 
a.nd beds are made - but obviously unused for some 
time. The rooms presently in use are so marked (for 
Jin~, Motrel/Transfor;mer, Collins/ Mammoth, Averell/ 
Shimmer, and Svoboda/ Maestro), are generally clean, 
and reflect the occupant's temperament. 

The Labs 

Each of the three Jab areas is in constant use by 
Svoboda and Transformer in their studies and exper
iments and has many tal>les and millions of dollars in 
equipment in it. The lab area mal'ked for the tunnel 
underneath it also has lab equipment, but only re
cently unpackell, since this is more a storage than a 
work area The tables here are dusty and the room is 
colder tha n the others due to the presence of the 
tunnel · 
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-
Encounter 5: ARC Personnel -

Se tu 
On approaching the ARC dome, the Player Characters 

will be greeted by Svoboda, who will come out of the dome. 

Player lnformati,on) 
Yon ha:ve not seen a:nyone, but they have apparently 

seen :1Jou,f or a man appears in tlte doorway of the dome 
and wa.lks o·u t UJ greet yau.. He is wea:ring an enveloping 
parka, but you can see that he is tall, middle aged, and 
healthy. He smiles and the wind blnws his whiw ha.ir into 
a. cloud around his head. 

"Wele01ne to the Arctic Research Center, "he says. "/am 
Doctor lllyen Svoboda., the leader qf the e:i;pedition. How 
is ·it you. come to our remote and desolate home?" 

GM Information 

Svoboda will listen to what.ever the Player Characters' 
have to say, appearing to believe any wild cover story. 
Actually, he will suspect that something went wrong at 
S.T.A.R. and think that these are S.T.A.R. security people. 
He will be perfectly friendly, inviting them in for a mea1 
and offering to have them shown around. 
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Since Svoboda believes them to be S.T.A.R. representa
tives, he will t reat the Player Characters very well until 
they show some .sign of trying to stop his work He will 
overlook suspicious actions and questions in the hope 
tha.l the Characters will eventually give up or not do 
anything unt il he finishes with the Alien ship. He assigns 
Transformer to act as guide for a brief tour. 

Head to the Players during their tour of ARC: 

The huge bl1i,e dorne is 1na«ie of some glassy substance 
that glows ·in the sunlight an d the entire i nterior is lit as 
bright as tlte day au.tside by this glmv. Pirst you pass 
through the storage and eating area.filled at one end with 
large crates and bo;l;es and at the other with kitchen 
equipment and supplies. You go from there through a. 
doorway in tlw low wall which bi.seds the circle of the 
dO'rne. 

Following a corri.dor, your guide poi.nts out the rooms 
where theARCm.embers live, plus one for the pi.lot qf their 
plane; nine in au. At the end of the corridor yCYtt enter 
several large labs, ea.ch containing a number of tables 
an<.l much equipment. He lea,ds ycm through three labs 
a:nd then back out into the storage area through another 
CYpen door. 

"Out.side, " he says, "there is a. vehicle shed a:nd the igloo 
qf <mr dogtemn master. Around the entire base is a circle 
of drill holes which we use to d1g for ic.e and water sam
ples. Th.at s about it for the base. I'm afraid I'll have to 

Personalities for ARC 

Svoboda: Determined to have the powers and 
science of the Aliens. Only Character likely to go 
into .killing combat. Very orderly and methodical, 
he will try to stick to his plan unless the heroes be
come very persistent. Unbalanced by his desire to 
prove himself right. 

Transformer: Worried about any strangers and 
very S'1~picious. He fears ~.he experiments w:hich 
have already killed his fellow scientists and is 
scared that he will die as well. Certain actions f:>y 
the heroes (continual .snooping, ove_rt qu.estlon ask
ing) are worth points in agitating Transformer. 
When the total of these points reaches five, he will 
begin following the group and will attac~ them the 
next time they go outside the dome. 

Mammoth: ~ncom(ortable in the Arctic cold, he 
is worried about Shimmer and is nervous about 
Transformer, because he knows Shimmer likes the 
scientis't. 

Shimmer: Interested in Transformer and will 
react violently to any harm done to him. She be
comes very angry when beaten in combat or insult
ed in any manner. 

GJzmo: Amused by the entire excursion. He 
tinkers with his dog robots, plays with the borers, 
and experiments with numerous gadgets. 

take you dawn to the dining area and I.eave you - I have 
much work to complete. " 

After the tour, Svoboda shows the Players to three rooms 
(D 1, D2, D3) which they may use while they are at ARC. 
These room.s are very dusty and look um,.sed for some 
time. He says: ''These are the rooms of some of our team 
members wlw ha1;e gone to another site for several days. 
You have complete freedom of ARC, bnt I ask that you 
always be escorted i.n tlie labs. Otherwise yau might dis
turb some of our experiments. " 

Clues to Be Found: 
Clues are available in every area of ARC. Players with 

Detective skill must make a Perception check vs. the listed 
OV /RVs in the described areas and gain the listed RAPs in 
order to discover the clue. Other Player Characters may 
dL<>cover the clues by searching in the correct place or 
asking the correct questions of ARC personnel. If person
nel other than Svoboda are asked the questions described 
below, they become agitated and say: "Y01tshmddaskDr. 
Sooboda abaut that. I don 't know much about it. " 



Too much prying on the part of the Player Characters 
will invite ARC personnel to attack. As suggested above, 
Transformer will attack alone when the group reaches 
five Agitation points. Transformer's attack will lead di
rectly to a fight with the rest of ARC, but if the heroes 
reach eight Agitation points, Svoboda will arrange to per
sonally attack them. 

I Missing Persons/Plane 

If asked abouti the apparent disparity between 
the personnel sent north and. the number at ARC, 
Svoboda will say, ·~.. a team has gane west by 
plane to loca"1 other research sit.es. " One Agitation 
pointJf the heroes express disbelief. 

3 Knowled.te Points (OV / RV: 8/7 - values of 
Svoboda's INT/WIU.): No equipment other than 
the plane seems to be missing judging by t he 
equipment list seen on the flight north. The team 
would have bad to leave without any extra clothes, 
food, or scientific equipment. 

Gravesltes 

If the Players walk ·fr:om the shed to the igloo, 
crossing over the X, they will fmd the scientists' 
gravesites. If asked SVoboda · will say: "Possibly 
some Eskimos. In this was"1, a body ·cxmld remain 
jresl!, f <Jr many years buried in the ice. " One Agi
tation point. 

2 Knowledge Point.a (OV/RV: 13/ 13; reason -
graves I 0' deep plus visiliility dllficulty of ice, snow; 
and cold ): These are white men, not Eskimos. Their 
skins are blotched and red, and their right arms 
are dark and swollen around iltjection marks. (A 
Character wit h a Scholar skill of 8 APs or more in 
Archaeology can reco~e these facts with 110 roll 
needed.) 

Borer Machines In Shed 

Svoboda's explanation for their use: 
" We are h<Yping t.o be abf.e t.o bore down and take 

samples qf colony sea Creat'Ures orW8 we locate 
them with the drlll holes around the base. " 

2 Knowledge Points COV / RV: 8/7): Such study Is 
unnecessaey. The borers are large and hard to 
handle for such ajQb. 

If the gtoup enters a Borer to study it, they will 
fmd it very difficult to use. The Borers have been 
booby-t rapped by G.izmo to. protect them from the 
heroes, although any Player with positive RAPs of 
Military SCience skill vs. Gizmo's Gadgetry of 12 
may detect this. Any attempt to start one Will re
sult in an electrical attack of 5 APs on all Charac
ters inside. Transformer will see the Characters en
teririg and exiting 1:he borer shed t1 Agitation 
point) . 

ARC Crates ~ : 
The heavy ( 12 AP) boxes piled in the ARC dome 

are moved around each time the group re-enters 
the _area. There is no equipment Qn t he site to 
move t hem. 1f asked, ARC personnel say, "We are a 
team, and teams get things done, no matter how 
diJficuU. " 

3 Knowledge Points (OV/ RV: 3/ 5 - Mammoth's 
INT/ WIU): The acting Character notices Collins/ · 
Mammoth moving one of the larger crates unaided. 

Special Dome Material 

"We are· testing some constnu:tiDn maferial,s 
develnped by a jrUmd at S.T.A.R." 

2 Knowledge Pohit.8 (OV /RV: 8/7): The equip
ment list included no such material 

Drlll Holes Around Camp Perimeter 

There are real sample drill s ites, driven before 
Svoboda found the Allen ship. They obviously have 
not been used for some time, however. One Agita
t ion point . 

2 Knowledge .Points (OV/ RV: 8/7): While the 
holes ring the camp, one is missing from t he circle 
(A on the map). On close examination, the gr.oup 
finds that th is hole was drilled, but has been pur
posefully filled back in. 

Sled "Dogs" 

A visit to the igloo neu the camp's perimeter will 
cause the group to meet the dog team and its 
"trainer." O'Jeneus will come out of the igloo smil
ing. The halt" dozen robotic dogs will rise to their 
feet all around t he igloo. They are made of grey 
metal (all stats 3, except for STR and BODY -
both 4) and act like real dogs. O'Jeneus will explain 
t hat be is testing out these new robots for a friend. 
They are working very w.ell, he claims. The robots 
do exactly as he commands. 

2 Knowle~e Points (OV/ RV: 7/ 5 - valu.es of 
Gizmo's INT / WILL): No ment ion of the robots in 
S.T ..A:.R.'s equipment report. 
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Labs 

The labs are all biological study areas filled with 
tables of equipment and chemicals. Svoboda will 
give the group another tour any time they like, 
then again r~uest that they not come ·in wi,thout 
company, as they might disturb some of the 
experiments. 

1f an unescorted Character studies the side lab 
with the a rea labelled T and has a Check of 3 or 
more RAPs vs. Svoboda's INT/ WILL of 8/7, he will 
discover the tunnel entrance there. A Character 
with a Biologist or Detective skill in a lab at any 
time getting 3 or more RAPs on a similar Percep
tion Check can determine that these labs are for 
something other than simple water-sample analysis. 

Any unescorted Character will find a half dozen 
empty syringes in the labs and one full one (with 

.. Troubleshooting -------------
Any irnmed iate a tta('k on Svoboda should be disco ur 

aged. t.:nlil they look around, the Players have no real 
evidence against Svoboda or any of the other ARC peo ple. 

Alien tissue injection in it). Using this syringe 
causes the injected Character to suft'er a 12 AP at
tack against his Strength. The resultant BODY 
damage cannot be healed during the adventure 
with the exception of a Last Ditch Defense ~see 
Player's IYJanual, pg. 25). 

An unescorte~ hero will be cUscovered in the labs 
(in 4 to 8 APs) unless he has ,some form of invisibil
ity or shape change so he will not be recognized. If 
a Character is injected, ARC members will miss the 
filled syringe and note that one of-the heroes looks 
ill (if it has been used and a Last Ditch Defen·se 
was unsuccessful). ln either case, a discovery, that 
the labs have been entered causes 3 Agitation 
points. Discovery of a Player Character in the tun
nel at T causes an immediate attack by ARC 
personnel. 

Any accusa tions or attaeks on ARC members will gener 
ate Agitation points, but until t.he five and eight point 
limits are passed, the ARCers will r emain outwardly 
frien d ly. Until such point, the ARC peo ple wi ll not show 
any powers. Any attack on an ARC m~mbN adds 2 tot.he 
heroes' Agitation point total and any a ccusations add I. 

Encounter 6: Surprise Attack 

At. sorn<' point. whik the h <.'rnes an.' poking around 
JooJ..i 11 g for d tu•s, 1.h<'y should gt"t. <~nough Agitation 
points lo nllts<' Transformer to attack However, he 
will wait. unti l the group b outside t.o do th i.s, t.hen at · 
tack in his wind cone form. If t.hc Players do not. go 
out.si df.' soon after reaching five Agitation points, 
l' ra11sl'or111t~r will ltirf' the m outsid t', saying: ·'Please, fol· 
lo1r me. I Juwe something to t.ell you, but I can't say it 
in Ju>r'f> with e1Jer!J<>Ue around. " 

Outside the dolllt'. Transfonncr will lead the group 
toward tht' borer shed t hen disappear around its west 
cornf.'r . H(' will use his control wind power to create a 
violent storm, then will at.tack in person in his wind 
form. 

lllll Player Information I 
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"The wind be.gins to ho1rf. su ddenly, and the shed 
c.-n~a.ks in t.ht: .rrusts 1vhich u.•hip ar ound you. Sn01.v is 
blown in your .f(u:es; i<:e pelts y<ru. A r oaring soun d 
rises and from ll1R f a.r side q{ the shed comes a cone of 
1dnd, tHisting a.nd ·writhing. Ym.t a,re. alnwst blinded 
by the snow and i.ce, nenrly deafened by the noise." 

GM Information 
On<.:e Transformer takes af. least ;3 RA.Ps of damag<', 

he \V il! flee the combat. Sinc.e he ('an st.ay in his co ne of 
wind form for only a lim ited period of t.ime, if he has 
not suffered :~ RAPs of damage after four phases. he 
will flee. He will r eturn to the dome where he will tell 
Svoboda what happened and why. Svoboda will give 
Mot.rel a sedative which will immed iately rendN him 
unconscious. He will still have wounds which match 
the successful att acks made on him bv t.he Plaver 
Characters (such as bruises by fists, sc:orch ma;·ks 
from flames, red areas from bolts and beams, etc.). 

On return ing to the dome, if the Players ask about 
Motrel, he w ill be said to have had an accident. (ice
(al!). If the Players insist, Motrel's unconscious body 
will be .shown to them ( I Agitat ion point). 

g __ T_r_o_u_bl_e_sh_o_o_t_in_g_ 
If by some fluke Transformer wins, he will leave the 

heroes lying in the snow and run to tell Svoboda. See 
the p receeding par agraphs for the result of such an 
occurance. The heroes will wake up soon after, still in 
the snow, but without further harm. 



If the heroes win, knocking Transformer uncon
scious, he will return to his normal form and be recog
nized by the Characters but will remain unconscious 

for the rest of the adventure. On returning him to the 
dome, t he heroes will receive 1 more Agitation point 
and some very angry looks from Shimmer. 

,,_ _ 

~----

-------
--------

Encounter 7: ARC Strikes Back 
Se tu 

The Players can cause an attack by all the ARC per
sonnel by gathering 8 Agitation points, being discov
ered in the ice tunnel under the labs, or by hanging 
around until the final day. In t he first and last cases, 
Svoboda will organize an ambush by all ARC personnel 
at once. In the second case, ARC members will join in 
the attack (one every five phases) in this order: Trans
former, Shimmer, Mammoth, Svoboda, Gizmo. 

ID Player Information I 
"The building is suddenly very <ru:iet. The sounds of 

work and study have slapped, a blanket of sil.ence de
scended. You feel the watching of many unfriendly 
eyes. S<Jmething is very wrong. " 

GM Information 
In the event of ambush: 

If an ambush is organized, the ARC personnel will 
wait until the heroes are in the vast Storage area of 

the dome. Mammoth will step from behind the eastern 
side of the pile of boxes and throw them at the heroes 
until someone closes to personal combat range. 
Shimmer will stand in the south doorway and use her 
power. Gizmo will enter through the outer entrance, 
send his robots (AV/EV: 4/5, OV/RV: 4/3) into battle, 
and fire a laser rifle (AV:4, EV:4, 0-5/6-7 /8, Amrno:lO). 
Svoboda will grow to giant size, step over the partit ion 
from Lab 1, and prepare to use his Bio-Energy Blasts. 

In Event of Immediate Battle 

If the heroes force an immediate battle sometime 
during their time at ARC or are discovered in the 
t unnel, ARC members will appear haphazardly. They 
will follow t he order and timing given in Set up, ex
cept for the cases of those members. who were at
t acked by the group or where Transformer is 
uncons.clous. 
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After the Battle: 
If the Player Characters win, then Shimmer will tell 

them au about the situation, including how to get 
down to the Aliens' ship through the lab tunnel. She 
will blame Svoboda for the heroes' victory and Trans
former's injuries because he failed to deal with the in
truders immediately; this will be her way of evening 
the score. 

1 f the ARC people win, the Players will awaken after 
the battle tied hand and foot with durable nylon
entwined rope (BODY: 12 APs). The ARCers will be 
standing before them (except Transformer, who re
mains unconscious) and Svoboda will explain every
thing in the best villainesque tradition. He will be gloat
ing and will answer all the heroes' questions. Then he 
will say: 

"But. none of this will do you. any good. See this box 
I hold? I f01tnd it in the Aliens' ship and have ana
lyzed i t. ft creates a stasis field, an area cnit of ti1ne. 
Anything within tlie radius of this fi.eld i.s frozen in 
tim.e for as Ion!/ as tl1.e field is in effect. 

"It nms on any kin d of ene-rgy. l.f l lit a mawh 
under it, the field wmtld be energized for a peri,od of 
perhaps a, second. Bu,t if Sh:imme r he re ·1.vere w use her 

power on it., the field ivould st.a,y on for months, maybe 
years. Or I could have Gizmo fire one of his weapons 
at 'ii. B'Ul in <my case, y<ni people will be inside it for 
some time to came. Tha.t s/wu,ld keep ymt out of the 
way while we go w visit dear Jinx in the Klondikes. " 
He steps toward the group, smiling. 

g __ T_r_o_u_b_le_sh_o_o_t_in_g__.I 
If the Players' group has been notably unsuccessful 

in battle, you s hould change the appearance schedule 
of the villains in an encounter. ln the ambush, on ly 
Mammoth and Shimmer will appear at first, followed 
by Giimo once the Players seem to have the first two 
in hand. Svoboda will wait to let his hirelings wear 
down the heroes before appearing. 

(n the case of the immediate battle and sequential 
appearance of the villains, introduce the next villain 
on the list only as the Player Characters gain t he 
upper hand on t hose already pre.sent. Careful intro
duction of new villains into combat will help balance 
the battle. 

In the case of a very successful group of heroes. 
simply run the villains more efficiently. Allow them to 
team-at.tack or appear in twos instead of alone. 

Encounter 8: The Stasis Conflict 

Se tu 
If the group called Hal Langsford for help, he will 

enter at this time. Otherwise, any hero with a range 
power can attempt to fire it at the stasis box, if they 
think of it. ln the case where a Player Character can
not use a ray power because his hands are tied or he 
cannot point the necessary weapon, the attempt may 
be made using a Trick Shot ( +2 Opposing Value col
umn modifier). 

The box will run on any type of energy, including 
Physical, Mental, or Mystical at.tacks. A successful hit 
on the box (against Svoboda's respective Opposing 
values) creates the field , which will surround the ARC 
people with an opaque, silvery sphere I AP in diameter 
lasting two APs of time for every RAP of striking 
energy, Nothing can affect the sphere and those inside 
will not feel any passage of time while it is functioning. 

mD Player Information I 
Variable, depending on the Characters' situations. 

GM should improvise the description for the Players, 
especially noting t he pn!sence of t he stasis field 
generator. 

GM Information 
If the Players fail to activate the stasis field, Svoboda 

will have Shimmer do so. Shimmer, however, blames 
Svoboda for the hurt done to Transformer and for Trans
former's present condition and will use only 6 APs of 
power (activating the field for 12 APs/ 4 hours). She wants 
the heroes to follow Svoboda. The ARCers will remain at 
the base for an hour, when their S.T.A.R plane will ap
pear, and then they will embark for the Klondikes. After 
12 APs (four hours), the field will go down and the heroes 
will be free. 

The Players may elect to immediately follow Svoboda 
(go to Encounter I 0) or they may search ARC and the 
AJien ship first (proceed to Encounter 9). 



Encounter 9: To the Alien Ship 
Se tu 

The Alie n ship is found at th e far end of lhe tunnel 
which begins in the ARC lab. It is directly under t he 
filled-in drill hole on the ARC pe rimeter and is 40 feet 
in diameter and 100 feet long. 

Player Information I 
"'TllR Alif>11 ship at the far end of the tu nnel is ha ({ 

cleared of ice. YO'IL see its silver dmne bulging into a:n 
ice cave carved 0 11l by Svo/Joda ·s people. One end is a.s 
smooth ns glass, wh·ile .f rorn the other end propu lsion 
units and equipment project. The rnai1i hatch, to1oard 
the smoolh end, 1·s a(ja,r. You enter, walJ.~ing into a ci.r
culcir <x.mtrol cirea. (hti da11a• equi pment and cm1trol 
panels flash. 

"'Around t./1e rear hall of the ship the walls are li ned 
will1 six chambers contafo ing Al'ien f orms. Sorne of 
these chambers have a red light }lashing above them . 
AL the fron t of the ship a.re si.:.r chairs and a scr <'.er1 
·wi th a m ap oft.he 1.1.'t!Stern hemisphere. ·· 

GM Information 
The interior of the AJien ship is c ircular. Along half 

the c ircle, the walls arc lined with t he equipment and 
capsules which contained the s ix Alien police. Depend · 
ing on how long it took for the heroes t.o reach this 
poin t. several o f these s uspe nded animation capsu les 
should sti!J be undamaged and the Aliens within still 
unharmed. Tlw Aliens used by Svoboda are in the cap
su le/ chambe rs marked by the red ligh ts. There is no 
way to free the Aliens. 

The other half or the ship is comprist>d of eontro l 
panels, sc reens, and chairs. The controls are so ar
r anged that eac h will respond only to a specific Alien. 
However, th e front screen shows a map of the weste rn 
he misphere, including North and Sou th Ame rica. One 
white light is flashing near the nort h pole- a t the loca· 
t ion oft his s hip. An oth er red light flas hes in the Klo n 
dike Mountains of Northern Canada. 

The Players can do nothing here. Disturbing the con
trols or the Aliens' capsules wo uld only d isable equip
me nt or kill the AUcns. The Aliens harmed by Svoboda 
are alive as long as they remain in functioning cap· 
sulcs, but if Svoboda has completed his exper imen ts, 
he will also have turned off t he power to t.hese, thus 
destroying their occupants. 

No Alien weapo ns or too ls will he fo und in t he s hip 
s ince Svoboda a lready picked up eve rything potent.ially 
useful. 

Any ancmpl by Playe r Cliaracte rs to r~pair eithN 
this Police sh ip or t he Alien's Prison ship discovered in 
Encoun ter 12 will be fu t ile due to the advan ced nature 
of the design. 
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Police Ship (Below ARC) 

Hull Reslstance: 10 APs
Hull BODY: 12 APs 
Ship Weight: 12 AP,s 

Encounter I 0: Heading South 

Because Svoboda will be in a hurry to go to the 
Klondikes or will have been defeated by the heroes, 
ARC will st ill be intact when the Players decide to 
travel south to Canada. 

lilm Player Information I 
Reid to Players when they decide to head South: 

Your ra.d'io message was received by Hal, wlw will 
be arriving with your S. T.A.R. plane t.o pick you up in 
ha~{ an how· (9 APs). 
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GM Information 

During the time the Players are waiting for Langs
ford , they have full control of ARC and its equipment. 
Any tools, chemicals, or electronics which seem reason-

able for them to find can be found here, however no 
weapons are present. Random looting should be dis
couraged, as this is not a heroic act. 

The Player Characters will also have the stasis box 
available to carry with them if they think of it. No 
Alien implements will be available to the heroes since 
Svoboda took all of them apart for study and none of 
the Player Characters will have the expertise to reas
semble them due to their except ionally advanced 
structure. 

0 ___ T_ro_u_b_l_es_h_o_o_t_in __ g __ 
If the Players did not defeat Svoboda or go into the 

Alien ship, they do not know about the Canadian
based ship. Hal will instead be tracking the other 
S.T.A.R. ship wit.h his instruments and will suggest that 
they follow. In any other case, they will know some
thing about the activity there and should be persuaded 
to investigate. The Players will be able to rest on board 
the plane; the flight takes 12 APs. 



Encounter 11: Search for the Ship 
Se tu 

By tracking Svoboda's plane or locating it with the 
same instruments if it is still waiting for Jinx in the 
Klondikes, the heroes can find the general location of 
the Alien ship .• Jinx has been looking for it for the last 
few days and should have just recently found it (ac
cording to the time schedule), but. it was not simple to 
locate. The ARC plane has a homing beacon tracing 
Jinx, so the Players can locate her (and thus the Alien 
ship) easily. 

If Svoboda's group escaped from ARC and new here, 
Mammoth and Shimmer will not. accompany them to 
the AJien ship. Shimmer will remain upset by Svoboda 
and will have arranged to take Transformer to a New 
York hospital. Mammoth will have gone with her. 

HaJ Langsford will locate t he ARC plane and land 
nearby, but the heroes will find t.he pilot present. He is 
Ricardo Estabanez, a long-time S.T.A.R. employee who 
is unaware of Svoboda's intent.ions. If the Characters 
have Langsford explain the situation, Estabanez will 
believe them and use his instruments and beacon to 
locate .Jinx (who is at the Alien ship). Otherwise, 
Ricardo may be Persuaded ( INFL and SPIRIT of 3 APs 
each) with a -1 Opposing Value column modifier for 
being a friendly Character. 

Player Information I 
Ricardo suggests that you let him locat,e the,se vil-

WHITEOUT! 
In a Whiteout, the combination of sevt•re snows, 

high winds, and heavy cloud cover renders all sen
sory devices useless. The Chara<'ters will be with· 
out any mode of directionality (either personal or 
equipmental) for the duration of the Whiteout and 
any Character with a MIND of 3 or less will re· 
main snowblind (no \isual abilities) for a period 
following the Whiteout equal in tinw to the White· 
out itself. 

Attempts at movement are completely ineITec
tivt• due to the inability t.o locate reference points. 

lains ·with hih'> eq?.t.i'J»nent. He sa:id IM woman told him 
to track her movement.s, so i t slwu.l.d just take a min
uU?. He says she's out there looking for something for 
the last three days. 

Looking out into the frozen wast,eland, you 're glad 
for the help; you mi,ght never find Jinx or the Alien 
ship on your own. 

GM Information 
The Klondikes 

The cryogenic climate of the Canadian Klondikes has 
unique dangers and difficulties. Overexertion, in the 
form of running or fighting, will cause the Character 
involved to lose one BODY point for every 4 APs of 
time ( 1 minute) due to the intense environment and 
thin air. Travel t hrough the dense snowfall is treacher
ous and at half speed. 

If the Characters did not elic it the aid of Estabanez 
in trncking Svoboda/ Jinx and head out. to search on 
their own, they will find themselves in the midst of a 
Whiteout of 10 AP duration. 

Following the Whiteout, Characters will find them
selves once again at Estabane-~·s S.T.A.R. plane. The pi
lot. will feeJ partially responsible for the heroes· difficul
ties and will offer to locat-e the Alien ship for the party. 

Characters will be totally disabled and, unless 
they attempt a makeshift shelter, will lose I BODY 
AP every 8 APs and I MIND AP every 16 APs of 
cumulative exposure. 

Characters with Air Control may attempt to dis
sipate the cloud cover and winds; however, due to 
their present 8ensory-deprivatcd situation and the 
fact that Nature is the initiator, OV /RVs are at 
25/ 25. Characters attempting flight will be sever<>· 
ly buffetted against nearby (but effectively invisi
ble) cliffs, a normal Physical attack with AV / EVs 
of 8 APs each. 
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Encounter 12: The Alien Ship 
Set~ 

Buried deep in the Canad ian snows is the AJien pris
on ship. It is basically a saucer-shaped pod with no 
controls or propulsion system. It was fired like a pro
jectile from the disabled mother ship. 

111:1 Player Information I 
You. struggle over yet another 1nountainous drift, to 

see an al-ien ship. It is a cin·ular silver m<rund a,rul is 
ha~{ bttried by the snow and ice build-up of many 
frigid years but sti ll glea.ms in the sun. Tenuous drifts 
overhang the ship but have not cmnpletely encl-Osed i t, 
so you face a clearing - the first one you have seen in 
this wasteland. 
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Criminal's Ship (Klondike Location) 

GM ·information· 
The heroes can fmd the hatch for the ship fairly eas

ily, as the top half of the ship has been blasted clean 
by the incessant Arctic winds. If Jinx has entered t he 
ship, the door (BODY of l 0) will be completely opened. 
Othe rwise, the Players can tear or blast it open with 
Strength or powers or, if a scholar or scientL<>t is pres
ent, open it with the information Svoboda gave them 
earlier when he boasted about how he studied the ARC 
ship. 

Inside, the Alien ship is completely different from 
the one a t ARC. The Players will enter a corridor 
which follows the hull of the sh ip. The ship is a small 
maze, intended as much to keep the imprisoned Alien 
in as to keep would-be rescuers out. 



Encounter 13: Inside the Ship 
Se tu 

As the Player Characters attempt to enter the ship, 
internal defenses continually hinder their progress. 

1i11 Player Information I 
As you st,ep insfrJ,e the hatch into a corridor which 

follm,;s the curving hull of the ship, a sparkling red 
beam of light flashes toward you from a ceiling
mounted turret doum tlte corridor. It strikes the metal 
wall nearby, scorching it, and a pungent burning 
srnell cam.es to you. The ray is accmnpanied by a roa.r
ing sound, which rumbles with each red beam and in
tensifies as the red beam hi ts closer. On the wa.ll in 
frant of you is a red flashing sign. 

·GM Information 
The beam is one of the ship's defensive lasers. Map

marked areas of corridor are covered by these lasers, 
which fire with AV /EVs of 6 APs. 

Areas marked N drop nets on Characters. These nets 
(BODIES of 10) entangle a Character on a successful 
hit (with Character's DEX vs. net's AV of 4) and stay 
wrapped until torn off. Once entangled, a Character 
has his or her DEX reduced to zero and may not move. 
A normal Physical Attack may then be made on the 
net with the net's STR ( 12) as the Opposing Value and 
the Character's STR as the Acting and Effect Values. 
These nets may only entangle -one Character. 

Areas marked N drop nets on Characters. These nets 
(BODIES of 10) entangle a Character on a successful 
hit (with Character's DEX vs. net's AV of 4) and stay 
wrapped until torn off. Once entangled, a Character 
has his or her DEX reduced to zero and may not move. 
A normal Physical Attack may then be made on the 
net with the net's STR as the Opposing Value and the 
Character's STR as the Acting and Effect Values. These 
nets may only entangle one Character. 

Areas marked C have bars (BODY of 7) which slide 
up from the floor to imprison those in the area. They 
automatically catch anyone with an Initiative of 20 or 
less (no die roll included). 

Doors and walls marked with an E are electrified to 
the touch for 5 APs and have BODIES of 9 APs. 

These weapons and effects will function against any 
Characters entering or leaving the ship until the CPU 
is destroyed or the Alien criminal is disabled. TI1e ship 
operates on a central power system which can be over
loaded by a Character's effective electrical attack 
(either weapon or power) with 6 or more RAPs against 
the transformers marked T or the central processing 
unit (CPU), OV/RVs of 4/ 9 and 4/25, respectively. 

J inx is located at the .J on t he s hip map. If she has 
been inside the ship for more t han two hours, she will 
have already fought a battle with the Alien, have lost 3 
BODY APs, and be badly bru ised and scorched. In any 
case, she will use her Illusion power to create a false 
wall between herself and the heroes, hiding from them. 
Pe rception Checks are against .Jinx's INT/ WILL of 6/ 6. 

If Jinx has just recently entered the ship, then she 
will have sensed the heroes' approach and will hide at 
.J waiting to ambush them. 

If Svoboda escaped from the earlier encounter, he, 
.Jinx, and Gizmo will have entered the ship a few hours 
earlier. They will have been beaten and captured by 
the Alien. 



Ship Investigation 

Should Players choose to investigate the ship be
fore locating Jinx, the following information is ·avail
able when analyzing: 

Red .flashing waming signs: Unlike those on the 
other ship, these are to warn unsuspecting tres· 
passers that t his is a detention ship holding a dan
gerous ·captive. One of these signs appears on ·every 
wall 

Blue · markings on walls: These Alien scripts ap
pear on each wall, directly under the red flashing 
signs. A Character who has an applicable skill ( lin· 
guistics, languages, codebreaking, etc.) can read 
these if he or she receives five or more deduction 
RAPs vs. OV / RVs of 5/ 5 for Allen morphology. They 
say, "Qualifi,ed, oJ]Wers unly. Do not trespass. ,, 

Defenses: A Check with a Character's Detective 
skill resulting in .at least 3 RAPs vs. OV /RVs of 6/ 6 
for Alien sciences will reveal that the defenses seem 
to point mostly inward, preventing those inside from 
leaving, 

Propu.lalon: The other Alien ship had a propulsion 
unit and controls while t his one cannot function 
under its own power, being basicalJY: 'a projectile 
launched by the damaged mothershlp long ago. Ally 
6, AP or higher scientist will notice t his. This shlp 
was never meant to move on its own. 

Central compartment: 

On reaching the main compartment of the ship, the 
Characters will find the ship's central processing unit 
(CPU) and the freed Alien if Jinx or Svoboda entered 
the ship ahead of the grnup by at least two hours, for 
they would have freed the Alien . In this case, .Jinx will 
be ar J and any others wiH have been captured and 
will be unconscious beside the Alien. If less than two 
hours have passed, any villains will be with .Jinx at J . 

Imprisoned Alien 

If the Alien is imprLc;oned, the heroes wiJJ enter the 
central chamber to find that "a large, blue-grey pod 
occupies the center of thi.s roam. Masses of pipes, C<Yn

duits, oab/,es, and tubes lead to tJtis pod. Over it is <L 

cube (BODY of 25) made out of a transparent maf£
ria.t, containing a swirling, multicolored glow. The 
<,·ube is making strange sounds. " 

The cube is the central computer and the pod is the 
Alien's prison. Any Character with a language skiJI 
check resulting in 5 or more RAPs vs. OV / RVs of 5/ 5 
can understand the computer's warning: "By order of 
the Sec·urity Committee, this ship is off-limits to all 
non-official persminel! Leave now. This is the final 
warning!" 

Ten RAPs of electrical damage to the cube (which is 
impervious to other forms of attack) will cause all in
terior systems to faiJ. Five RAPs of damage to the pod 
(BODY: 20) will destroy its function as a prison. Either 
result frees the prisoner. 

If the Player Characte rs arc successful in either at
tack or if they hesitate for more than 4 APs (one min-
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ute), read the following to all Players in the presence 
of the imprisoned Alien: 

A -vibration goes tlircm.gh the ship. Then there ·is a. 
screeching sound and a. rending of metal. Cracks ap
pear in the pod; cables and tuhes pop qtJ; Hrrithing 
across the floor. 

A broad fissure opens in tlte casing of the pod and 
lvi.dens by the second. Then the cham ber is fi lled wi.th 
a roar and flying shards of metal . .Yem. are all knocked 
to the .floor and when yo-u l,ook up yo-u see a hu.ge, 
scal,ed, blue-green Al1:en standi ng amid the wreckage ql 
the pod. 

The Alie11 l>ares black t~th, roars in 'what y<Ju rec
ognize as a laugh of triumph, and steps rneruu:ingly 
wwardyou. 

The cube's explosion acts as a 4 AP Physical Att ack 
to each Character in the chamber. 



Non-Imprisoned Alien 

Read the following to au Players in the .. presence of a 
freed Alien: 

As you enter the room, you see a huge, scaled, blu.e
green Alien sitting atap a wreck of blu.e-grey metal. He 
is staring u.p at a cube of transparent material, with
in whi,ch are swirling, mu.lti-rolored U.ghts. Tfl.e Alien 
lowers hi.s gaze and looks at you.(lf Svoboda and 
Gizmo are here, t hey are at the base of the wreckage, 
unconscious.) 

The Alien bares black teeth, roars in what you rec
ognize i.s a la11.gh of triumph, and steps menacingly 
toward you. 

ALIEN rnlo.< Tal'Holar <If Kath )Iott. 

POWERS: 
Flame Project: 8, Flame Ani
mation: 7, Flame Control: 8, 
IJlusion: 5, Telepathy: 7 

SKILLS: 
Gadgetry: 15, Scientist: 12 

Tal'Halar is the premier criminaj ofKath'yan society. He 
is. the Aliens' equivalent of Earth's greatest villain. As such, 
he is proud, vain, and power-hungry. If freed, he will use 
all his powers to gain dominance over Earth and his 
knowledge of Kath'yanian science to create powerful 
space ships to return to dominate Kath'yan. Tal'Halar is 
arrogant and will refuse to communicate with lower life 
forms, such as the heroes. 

NORMAL KATil'YANIAN 

POWERS: 

.;BQor. ::4 
Mnm: 4 
·SMRIT: 3 

Illusion: 3, Telepathy: 5 

The Kath'yan are a typicalJy peaceful and obscure race, 
preferring to remain aloof and apart from the rest of the 
universe. They have an extreme sense of responsibility, 
however, and so wish to deal with their criminals them
selves. 

A typical Kath'yanian is 7'taU and covered in blue-green 
or silver-black scales. Sporting smaU horns on their fore
heads and vestigial tails, they could conceivably be the 
cause of Earth's "demons from the skies" legends. 

Tal'Halar will use his Flame Project power against the 
first attack made on him each round and will use his 
Flame Animation on anyone avoiding combat. With his 
telepathy he could communicate his evil intentions to the 
heroes but will choose not to do so, prefering instead to 
use his illusions to make himself appear more menacing 
and powerful. 

His favorite trick is to make himself appear even larger 
than he is (and at 9' tall he is even taller than average for a 
Kath'yanian ), tear his way through illusory walls, and toss 
illusory machinery (Intimidation attack of 6 APs ). He aL<io 
eajoys pretending to turn himself into a creatu re of 
Dames (that round's Automatic Action) while using his 
Flame Project and Control powers to incinerate his 
enemies. "' 

Encounter 14: The Battle! 

Tal'Halar will be furious if a hero destroys the ship's 
computer, which he hoped would give him information. 
He is not truly powerful enough to destroy the entire 
group, but will use his illusory powers to appeai: to be. If 
the heroes leave the central chamber and stop bothering 
him, he will sit on the wreckage of the pod and think about 
what he should do on this Korald-forsaken rock of a 
planet. If any hero is knocked unconscious, Tal'Halar will 
hold him or her for later questioning. 

ID Player Information I 
None Applicable. 

GM Information 
- While the Alien is much more powerful than each of the 

heroes or even two toget her, he can be defeated. If the 
Players refuse to leave the chamber yet still are being 
beaten, a llow Jinx to appear in the. doorway behind them 
(either returning to the chamber after the earlier battle or 
having followed the group). If the Players flee the room to 
regroup, she will reveal herself in her location down the 
hall. 

Jinx: "Stupid heroes. De/eat i.s not easy, is it? Oreature 
from a distant world! Stranger to Earth, yet Jwping to 
oonquer it! Ah, if 1 anly had the power to destroy it!" 

If the Players ask her, she will join them in figh ting the 
Alien. 

U __ T_r_o_u_b_le_sh_o_o_t_in __ s __ I 
At some point, if the battle is going poorly for the 

Players, there is another option. On being knocked-back 
or thrown to a location in the central chamber, one of the 
heroes would find a smaU silvery box near-at-hand. This is 
exactly like the stasis box shown them by Svoboda at ARC. 
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If after two additional phases of combat they don't get the 
connection, Jinx will shout: "Tluit looks like the weapon 
SvobodafO'ltnd under the ice. Just get it dose to the Alien 
and strike it with one of your po1,1)ers; it ·will stop the 
creature!'' 

Player Character failure to stop Tal'Halar will be re-

tlected in their Standard Awards. The Alien will not deign 
to permanently harm any of the heroes or villains in his 
control, treating them more like lab mice which might be 
valuable for informational purposes. He will study them 
for a few hours, then knock them unconscious and leave. 
He is then free on Earth. 

ENDGAME 
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Once Svoboda is unconscious, he will slip into a coma 
like the hoods and Transformer. When these Characters 
awaken after the adventure, they will no longer have their 
powers but will be otherwise unaffocted. 

If S.T.A.R. is told of the Alien ships, it will send teams to 
recover the .Jhips and the Aliens, and will try t.o help any 
Aliens harmed by Svoboda. S.T.A.R. will not be willing to 
share any Alien technology with the Players, as it hopes to 
gain some t.echnological advantage over its competitors 
with the Alien science. As such, S.T.A.R. will not press 
charges against Svoboda or any of the ARC people; how
ever, the hoods will go to jail for assault on Typson. 

This module should provide you with material for your 
own adventures. Suggestions for later encounters and 
events include: Svoboda may regain his powers, hoods 
may regain their powers, the Alien might escape, Alien 
police maybe healed and freed, the heroes may adventure 
to the Alien homeworld. Remember that even supposedly 
dead Characters, if sufficiently powerful, may be brought 
back through some complicated, c reative method. 



How to Use This Book 
Th.is book is divided into four sections: GM's Introduc

tion. Characters, Encounters, and Places. In any of these 
sections, text in italics is to be read to the players. 
Gamemaster9s lntrodueUon 

The Gamemaster's Introduction provides the Game
master with the background needed to run the adventure. 

Characters 
This section contains information about the mltjor 

characters, both Player and Non-Player, involved in the 
adventure. Heroes and villains which appear in the Game
master's Manual only give Hero Points and information; 
the basic abilities are the same as given in the Game· 
master's Manual. In addition, the information which can 
be obtained from each Non-Player character appears 
here. 

Encounters 
The DC Heroes Role Playing system is based on encoun

ters. That is, the players go from situation to situation 
instead of location to location, as in other Role Playing 
games. Each encounter is broken up into at least three 
sections: Setup, PJa\vers Information, and GM Informa
tion. When necessary there will also be Troubleshooting, 
Rules sections, and/or Sidebars to help the GM run the 
game. 

Places 
Descriptions and maps pertaining to the encounters 

are in this section. Brief descriptions including game stat· 
istics are provided. 

A Note on the Module Dtnlcolty Redng System 
Each module which Mayfair will publish will have a 

estimate on the power of characters. This estimate will be 
in form stating For 5-7 Characters Genereted ualng 
1000-2000 Hero Points. 

To determine whether your characters will be powerful 
enough to use the module, add up the number of Hero 
Points needed to generate the Attributes, Powers, and 
Skills of the character, including those Powers and At
tributes in special equipment that are unable to be pur-

chased. The Batman Option and Link Costs are ignored. 
Add the banked Hero Points and the amount of Hero 
Points spent for equipment and labs. 

Compare the Hero Point levels to the bracket amounts 
given. If the average character in your team falls within 
the bracket, the module will likely be a good challenge for 
them. Having several characters one or even two brackets 
below the stated bracket will be all right it there are a 
couple characters above the bracket. 

Bradtets 
250-500 
500-1000 

1()()()..2000 

Typical Grou.pa or Cbancters 
• . . . • • • • . . . • . . . Beginning -Level Characters 
. • • • • • • • . . . • • • . . • • • • . The New Teen Titans 

without Raven and Kid Flash 
• . ••• . •• ••••• . ••••• • • The New Teen Titans 

with Raven and Kid Flash 
2000-4000 ..... . ... Justice League without Superman 
4000-8000 . . .•..•.•... Justice League with Superman 
8000-16000 .......................... Wonder Woman 
16000+ . . . . . . • . . . . . • . . . . • • . . . . . . . • . . . . Supermart 

ABBREVIATIONS 
AP . .. •• •.. . .• . .. . .• .• ...•.. Attribute Point 
AURA ......................... Aura Attribute 
AV • • • t •• •• r •••• • ••••• • • I ••• • • Acting Value 
BODY . ..... •. •.... . ..... ••.... Body Attribute 
DEX •.....••....•.....••. Dexterity Attribute 
EV . • . • • . . . • . • • . . • • • • • . • . • • . • • Effec-t Value 
GM •••••.••••.•••....•••....•. Gamemaster 
INFL . ....• •...........•.. Influence Attribute 
INT ...... . •........... Intelligence Attribute 
MIND •.....••....•.....•...... Mind Attribute 
NA . •• •• . .• . •• . .•.•• . ••.•.. . Not Applicable 
NPC ..•... ••.... . ..... Non-Player Character 
OV • . • . . • . • . . • . • . . • . . • • . . . . Opposing Value 
RAP . • . . . . • . . • • . . • . • . . Result Attribute Point 
RV .......•..........••... Resistance Value 
SPffilT . • . • . . • . . . • . . . . • • . • . . . • . Spirit Attribute 
STR . ............ . ..... . . Strength Attribute 
WILL ............. . ..... . Willpower Attribute 
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