


TO USE THIS BOOK 

This book 1s d1v1ded into four 
sections GM's Introduction. 
Characters. Encounters. and 
Game Results In any of these 
sections. 1tal1c1zed text 1s to be 
read to the Players 

GAMEMASTER'S 
INTRODUCTION 

The GM's (Gamemaster's) 
Introduction provides the 
Gamemaster with the back
ground needed to run the 
adventure. 

CHARACTERS 
This section contains infor

mation concerning both Player 
and Non-Player Characters in
volved in the adventure. Occa
sionally. only modifications to 
previously published Character 
information and Hero Points 
may be listed. See the full de
scription in the Gamemaster's 
Manual for the the rest of that 
Character's statistics 

ENCOUNTERS 
The DC Heroes Role-Playing 

system is based on encounters. 
That is. the Player Characters 
go from situation to situation 
instead of location to location. 
Each encounter is broken up 
into at least three sections: 
Setup, Player Information . and 
GM Information. When neces
sary there are also Trouble
shooting sections, Rules sec
tions, and/or Sidebars to help 
the GM run the adventure. 

Encounters indicate which 
descriptions and maps are per
tinent to each situation. Brief 
descriptions, including game 
statistics and incidental Char
acter locations, are often in
cluded with maps. 

GAME RESULTS 
Usually called Endgame or Af
termath, this section explains 
the outcome of the adventure 
and the awards given to Player 
Characters. Consequences of 
incomplete or failed adventures 
are also mentioned so that the 
GM can design fu rther scenar
ios, if desired. 

MORE ON BACK COVER: 
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GM Introduction. __ _ 
Nite Owl. Rorschach. Silk Spectre. Ozymandias. The 

Comedian. TogeLher with Captain Metropolis and Dr. 
Manhattan, t hey are the Earth's most powerful heroes. 
But the earth of t he Watchmen is a markedly different 
place than the standard DC Heroes universe and the 
heroes are different as well. 

The adventure takes place in 1966. Prosperity runs 
high, America is strong, and heroes a re very, very popular. 
It is on ly logical that some of the heroes think about 
joining forces to solve the world's problems as a team. 

One fateful day in April, the costumed hero known as 
Captain Metropolis contacts all active heroes and pro
poses they band togethe r as the Crimebusters. He sug
gests they emulate the Minutemen, a popular group of 
costumed heroes from the '40's. Although some of the 
heroes favo r working as a team, the meeting disintegrates 
and the heroes go their separate ways. 

Captain Metropolis broods on his failure. He knows 
societal evil is on the rise and s pec ial forces are needed to 
combat subversion in America. He knows heroes are 
needed to save the world but he doesn't know how to 
make the heroes see this. 

During his own investigations into the activities of the 
crime-lord Moloch, Captain Metropolis learns that the 
"Satan of t he Underworld" has been giving anonymous 
donations to the more radical protest groups to encour
age their operations. Since the authorities fear these 
groups, the police are always sent out in force whenever 
they a re active. This diverts the police from fighting crime 
and gives Moloch more freedom to maneuver. 

Moloch's donations are small and the distraction pro
vided by the protest groups is almost negligible in the 
grand scheme of Moloch's p lans; in Captain Metropolis' 
mind, however, this is a conspiracy of epic proportions. 
His mind races for a way to combat what he sees as 
organization among the nation's forces of evil with dis
organization among the nation's forces of good. 

In a vision of crystal clarity, Metropolis conceives a 
scheme to directly involve America's masked heroes 

TIME LINE 

April, 1966 
Captain Metroplis contacts heroes, who decline team 

offer. 

Metropolis investigates Moloch, plans kidnappings to 
frame Moloch. 

Metropolis investigates heroes, hires underlings to 
kidnap victims, leave clues. 

Metropolis contacts underworld members, including 
Mole Yarrows, in guise of"M." 

Metropolis instructs Yarrows as to kidnappings, later 
murders Yarrows. 

ADVENTURE START 
Friday, June, 1966 

in the nation 's evils, making them acknowledge the vast 
problems that grow in America's bosom. 

Captain Metropolis then investigates the heroes and 
locates people close to them. He contacts capable under
world figures, hiring them to arrange the kidnappings of 
people close to each of the heroes. He then leaves a trail of 
clues pointing to each of the subversive groups he wishes 
investigated, ultimately leading to the crime-lord Moloch. 
During the adventure, Captain Metropolis arranges to 
have timepieces ominously presented to Characters as an 
emphasis to the hostages' plights. 

If all goes according to plan, t he masked heroes will 
want to work together to solve the kidnappings. After 
meticulously orchestrating this plot, Captain Metropolis 
leans back and waits. 

Gaptain Metropolis' Plan 
In order to make the trail of blame point to Moloch, 

Captain Metropolis, disguised in a red demon mask, 
contacts members of the underworld, his voice distorted 
by an electronic scrambler. He wan ts them to s uspect he is 
Moloch but doesn't want them to be too sure, so he just 
calls himself "M." 

Captain Metropolis has been trying to t rack down 
evidence to convict Mole Yarrows of drug trafficking but 
has thus far been unsuccessful. In a flash of inspiration, 
Captain Metropolis hires Mole to mastermind the kid
napping. Disguised as "M," Metropolis tells the t1amboyant 
drug dealer to hire a radical youth group fo r some of the 
kidnappings and to hire professional black kidnappers 
for the jobs involving his own mother and two fo rmer 
heroes, Hollis Mason and Sally Jupiter. Metropolis tells 
Yarrows that the black kidnappers a re to masquerade as 
members of t he American Negro Alliance, a powerful new 
civil rights group. 

In order to kidnap Wally Weaver, Metropolis hires a 
small-time hood named Milton Sabino to get the kid
nappers onto a military base. After Yarrows has orches
trated the kidnappings, Metropolis shoots him, leaving 
tell-tale evidence in Yarrows' apartment implicating "M." 

Captain Metropolis again contacts heroes, urges 
associations. 

Characters undertake kidnap investigations. 

Characters reunite to compare information. 

Characters investigate the American Negro Alliance. 

Characters follow PFC Newton Ramsey. 

Characters arrive at Mole Yarrow's apartment, find 
him dead. 

"Stickman" appears at a concert/rally in Battery Park. 

Confrontation at Moloch's Penthouse apartment; 
Characters penetrate defenses, meet/ Interrogate 
Moloch, "find" i.J\criminating note. 

Characters rescue kidnap victims from 666 Waterside 
Drive location. 

Characters meet at Metropolis' home for their final 
discussion/ decisions; possibly reveal Metroplis' 
ulterior scheme. L,_ ________________ ....... ____________________________________________ ...... ______ ~3 
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Player Introduction. __ 
Welcome w 1966. This is a more innocent time than the 

world of 1986; there are only glimmerings of the disturb
ingly different place the world of the Watchmen will soon 
become. America is secure and ']XYWer/ul, Viet Nam is a. 
'J>OPUlar war, and masked heroes are still well received. 

An amazed world is swrting t,o grasp the frightening 
implications of a Dr. Manhattan. Nit,e Owl is just begin
ning w show the world how crime can be fought with 
technological wizardry. Silk Spectre has just embarked 
on her career as a costumed heroine. Dr. Manhattan is 
still with Janey Slater. Rorschach is still sane and lucid. 
The Comedian is still alive. It is the daum of the hero era 
and it l,ooks as if it will go on forever. 

It is June. Two nwnths ago, each of you, America's 
primary masked heroes, discussed joining forces w fight 
crime. You rejected the idea at the time but a situation has 
recently devel&ped that cauld make i t one worth pursuing. 

Just this morning, a series of bizarre kidnawings 
occurred. They swrted with the disawearance of Hollis 
Mason, the original Nite Owl, from his New York home. 

Then Wally Weaver, an associate of Dr. Manhattan's, 
disappeared from a heavily-protected military base. 
Shortly after the disappearance, Ben Charles, a police 
chief who cooperated with Ozymandias in a nu,mber of 
cases, vanished while walk:ing w his police swtion. S~lly 
Jupiter, the original Silk Spectre, never showed up at a 
phot,ography session and has been missing since. 

In a particularly tragic case, twelve-year-old Jeffrey 
Iddings was abductedfrorn his home just two days after 
Rorschach rescuedhimfrom a cruel kidnapping attempt. 
Cindy Radway, an actress who has been seen with the 
Comedian, disappoo,red from her Fifth, Avenue apart
ment. Captain Metropolis' elderly mother, Matilda 
Gardner, was discovered missing from her Long Island 
nursing home. 

Police investigated, but no motive was established in 
any of the incidents and no ransom notes were left. It is 
Friday, the day of the kidnappings. Captain Metropolis 
has called an emergency meeting of the heroes w discuss 
the problem. 

GM NOTE: Play should proceed from this point with 
Encounter 1: Crimebusters. 

Player Characters __ 
NITE OWL 11/i(L< /)ortiel Dreilwrg 

DEX: 5 STR: 4 Boov: 3 
b.rr: 6 WILL: 3 M IND: 2 
I NF!,: 4 A URA: 4 SPIRIT: 4 
I NITIATIVE: 15 (21) H ERO P OINTS: 30 

SKILLS: 

Ac r obat ics: 4 , Charis m a : 5, 
Detective: 7, Gadgetry: 6, Ma rt ial 
Artist: 6, Medicine: 3, Scholar: 5, 
Scientist: 8, Thief/Stealth: 6 , 
Vehicles: 7 

EQUIPMl'.:NT: 
Compute r ( On Owlship with 

terminal in Utility Belt): [INT: 3, 
WILL: 0, MIND: 0, BODY: 2], Uses: 
4, Duration: 2 1, 

Flashlight, 4 Handcuffs, Infrared 
Goggles (no Infrared Flashlight 
needed ), Laser Torch, Medical Kit 
( +2 OV / RV), Micro-Casse tte 
Recorder, Radio (communicates 
with Owlship and other Radios), 
Miniature Camera, Rebreath ing 
Apparatus, Remote Control for 
Owlship, 4 Smoke Capsu les, 3 
Tracers, 3 ACD Omni-Gadgets at 5 
APs each , Owlship. 

CONNECTIONS: 
NYPD, Street ( low level), 

MOTIVATION: 
Upholds the Good 

WEALTH: 
Multi-Millionaire 

J OB: 
Multi-Millionaire 

RACE: 
Human 

As Nite Owl, Daniel Dreiberg is a 
skilled inventor who uses his ingen
ious devices in t he service of figh t ing 
crime. He has a strong sense of honor 
and personal integrity and figh ts 
crime not so much for publicity but 
because he cares about people. 

Dreiberg's greatest creation is t he 
Owlship, an a irship that Le; faster and 
more respons ive than any other. On 
board he carries an arsenal of techno
logical devices and can create new 
devices to fit a s ituation. 

Dreiberg is a very good friend o f 
Hollis Mason, the original Nitc Owl. 

Owlship 
[DEX: 0 STR: 10 BODY: 8] 
HP Cost: 52, Uses: 6, Duration: 12 

POWERS: 
Flame Project: 7 
Flash: 8 
Fligh t: 5 A.Ps (Speed) 
Fog: 12 
Lightning: 6 (Limitation: Hull of 

Ship only) 
Magnetic Control: 9 (Limitation: 

Hull of Ship only.) 
Mind Blast: 10 (So nic Sc reechers. 

Limitation: Acts as a Multi-Attack 
on Characters within 5 AP d is
tance of t he Owlship.) 

Passive Sonar: 12 
Radar Sense: 12 (Radar) 
Swimming: 4 
Sealed Systems: 18 
Telescopic Vision: 6 

Water Control: 7 (Water Cannon. 
Limitatio n: Can only be used to 
project a blast of water.) 

The Owlship is a technological 
marvel capable of utterly s ilent flight. 



DtH' to its curved design and con
cealed turbines, the ship cannot be 
detected by rad a r . It is highly 
maneuverable and can even be used 
underwater. The ship's hull can be 
electrified or magnetized. Weapons 
and riot control devices built into the 
ship include water cannons, name 
t hrowe rs, fog screen, and sonic 
scrcechcrs t hat can im mobilize a 
crowd. 

Inside, the ship is large enough to 
carry a dozen people comfortably 
and still have room for Nite Owl's 
bulkier equipment and a well-stocked 
workshop. The s hip's equ ipment 
includes telescopes and a PA system 
with heavy-duty external speakers and 
stereo attachment. A wini::h-operated 
300 foot ladder allows Nitc Owl to 
quickly move from the sh ip to the 
ground and back. Two collapsible 
hover bikes are stored in the rear of 
the ship. 

The flight cont rols are attached to 
a motorized rail, allowing Nite Owl to 
work the instruments from either of 
the two cockpit windows, the inte rior 
of the ship, or even sitting on top of 
the ship. The ship can be controlled 
from the ground via a remote control 
Nite Owl carries in his utility belt. 

Hover-bikes 
!DEX: 0 STR: 4 BODY: 6] 
HP Cost: 36, Uses: 9, Duration: 12 

POWERS: 
Flight: 7 

Hover-bikes are small, fast flying 
scooters that Nite Owl uses when he 
needs maneuverability in close quar
ters. They are a lso used by his fellow 
crime-fighters. 

SILK SPECTRE alias Laurel .latlt'./llJ>iU.,. 

D EX: 6 STR: 3 Boov: 2 
INT: 3 WILL: 3 MI NO: 2 
INFL: 3 AURA: 3 SPIRIT: 3 
I NITIATIVE: 12 (18) H ERO P OINTS: 25 

SKILi.'): 
Acrobatics: 7, Martial Artist: 6, 
Charisma: 6, Vehicles/ Land: 2, 
Medicine/ First Aid: 3, Scholar: 3, 
Detective/ Police Procedu res: 5, 

EQUIPMENT: 

None 
LIMITATIONS: 

Miscellaneous: Has no great desire 
to be a hero. 

CONNECTIONS: 
NYPD, Street (low level), 

MOTIVATIO~: 
Unwanted Power 

WEALTH: 
Affluent 

J OB: 
Socialite 

RACE: 

Human 

Laurie Jupiter is the daughter of 
Sally Jupiter, the original Silk 
Spect re. She was born s hortly after 
Sally Jupiter quit the Minutemen for 
a career in advertising. Sally regret
ted giving up the life of a costumed 
adventurer and encouraged Laurie 
to t ake up the Spectre identity when 
Laurie was still very young. 

Laurie is a skilled combatant and 
has been trained from birth in gym
nastics and the martial arts. How
ever, she has neit her the drive nor t he 
enthus ias m for c rimefighting her 
mother had . At the time of this 
adventure, Laurie is sixteen and has 
not yet changed her name back to 
Juspeczyk. 

Laurie is an inexperienced crime
fighte r, but is also very resourceful 
and brave. She is very close to her 
mother, Sally Jupiter, the original Silk 
Spectre. 

THE COMEDIAN aliast:duvm;t8lakR 

DEX: 5 STR: 5 BODY: 6 
INT: 3 W11.L: 3 MI ND: 2 
l NFL: 4 Al 1RA: 4 SPIRIT: 5 
lNITIATl\'E: 12 ( 20) HERO POINTS: 25 

SKILL.<;: 
Acrobatics: 3, Charisma: 8, Martial 
Artist: 8, Military Science: 6, Spy: 5, 
Thief Security Systems: 5, 
Vehicles: 3, Weaponry: 4 

EQl'IPMENT: 
Submach ine gun, Leather Body 
Armor [DEX: 0, STR: 0 HOOY: 6, 
Uses: 5, Duration: 20], 2 .45 Auto
mat ic Pistols, 3 Tear Gas Grenades, 
2 Knives, Rebreathing Apparatus, 

LIMITATIONS: 
Mi nor Irrational Attraction to 
violence. 

CONMX,,10. s: 
Government Intelligence, United 
States Military, Streets ( low level) 

M OTIVATION: 

Thrill of Adventure 
WEALTll: 

Affluent 
Joa: 

Covert Operative 
RACE: 

Human 

As the Comedian, Edward Blake is 
a very cunning, cynical mercenary. He 
is brutally powerful and destructive, 
an amoral bruiser who thinks all of 
society and all human aspirations a re 
big jokes and that he is the only 
person who ~gets" the punch line. 

Far from being a pure-hearted 
hero, Blake is t he veteran of many 
covert operations and is an expert in 
blackmail, torture, and political 
assassination. He spent a lot of time 
on military campaigns and is an 
expert in strategy and tactics. 

A passionate man with a strong 
appetite fo r alcohol and women, 
Blake is strong-willed enough to keep 
his excesses and self-destructive 
tendencies from impairing his opera
tions. Likewise, he will not allow any 
person or relationship to interfere 
with his work. His relationships with 
women and friends tend to be very 
shallow. Consequently, he is a very 
lonely man. 

As the Comedian, Blake is the big· 
gest and toughest of all the heroes 
and he knows it. Despite his insuffer 
abl e arrogance and monstrous 
cruelty, he has a strange sort of 
integrity. 

The Comedian has been having a 
re lationship with actress Cindy 
Radway whom he met at a state func 
tion when he was in his Comedian 
costume. Radway does not know of 
his Edward Blake identity. 
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RORSCHACH 11/oas IVo/t,.r./<>Sf'/)h K111vws 

DEx: 5 STR: 5 Boov: 4 
brr: 3 W1LL: 4 M1r-:o: 3 
I NfL: 5 AURA: 5 SPIRIT: 4 
I NITIATIVE: 13 (20) H ERO P Ol!\'TS: 35 

POWERS: 
Aura of Fear: 4 

SKILi$: 

Charisma: 7, Detective: 10, Martial 
Artist: 7, Medicine/ First Aid: 3, 
Acrobatics / Climbing: 10, Thief: 5, 
Vehicles/ Land: 3 

EQl'IPMENT: 

Mask (Double-layered latex with 
two viscous fluids, one black and 
one white, that change in response 
to heat, c reating symmetr ical 
patterns ), Grapp le Gun (stats 
fo llow) 

CONNECTIONS: 

NYPD, Streets ( low level) 
MOTIVATION: 

Seeks J ustice 
WEALTH: 

Struggling 
JOB: 

Garment Worker 
RACE: 

Human 

Walter Kovacs is a menial worker in 
iew York's garment district who 

decided to fight crime after a defense
less women was violently murdered 
outside her own apartment building, 
the attack going unreported, the 
woman, unaided. As a result of his 
childhood in the squalid section of 
New York, Kovacs grew to hate the 
injustice in the world. 

Kovacs became Rorschach, a grim, 
mysterious crimefightcr whose main 
weapons are a keen ly deductive mind 
and an almost frightening unpredict
ability. He is a brilliant tactician 
because he is always do ing the 
unexpected. Rorschach usually 
works alone but will often team up 
with ' ite Owl, especially when fight
ing gangs. lie is an unstable C'harac
ter whose displaced aggression 
towards his mother is vented on 
criminals. 

Rorschach recently completed a 
case in which he rescued a twelve
year-old boy named ,Jeffrey Iddings 
from an extortion gang. 

Grapple Gun 
[DEX: 0, STR: G, BODY: 6] 
HP Cost: 4, Use: 1, Duration: 8 

8 

Rorschach 's Grapple Gun is a 
modified C02 gun that fires a flexible 
gra ppling hook with a burst of 
compressed air. A long cable (5 APs in 
length) is attached to the grappling 
hook, allowing Rorschach to quickly 
and quietly scale buildings. The gun is 
a gift from Nite Owl. 

If Rorschach fires the Grapple Gun 
at another person, it is considered 
Killing Combat. 

OZVMAND lAS <tlias Adrw11 l 'ndr 

DEx: l 0 STR: 4 Bonv: 4 
INT: 12 W11,L: 3 M1Nn: 3 
1Nn.: 2 A URA: 2 SPrn1T: 2 
I NITIATIVE: 24 (33) HERO P OIN'l'S: 30 

POWERS: 
Suspension: 5, Recall: 30 

SKILLS: 

Acrobatics: 7, Martial Artist: 9, 
Char isma, 7, Detective: 7, Spy: 6, 
Gadgetry: 7, Medicine: 6, Military 
Science: 4, Scholar: 12, Scientist: 8, 
Thief/Escape Artist, Stealth: 5, 
Vehicles: 5 

EQUIPMENT: 

None 
LIMITATIONS: 

Power: Suspension will only work 
for one week at a time. 
Miscellaneous: Will never attack 
first in combat. 

Col\NECTIONS: 
NYPD, Streets, New York Stock 
Exchange, Universities (low level ) 

M OTIVATION: 

Responsibility of Power 
W EALTH: ,.- ~ 

Affluent (~ _ 3 \ 

J OB' ~I 
Dilettante , -

RACE: ~ 
Human · \ 

Adrian Veidt, "The World's Smartest 
Man," is a self-made genius who uses 
nearly l OO"u of his brain capacity. 
When he was younger, he spent many 
years travelling the world in search of 
wisdom. He immersed himself in 
physical, mental, and religious disci 
plines ranging forn the finest Univer
sity studies to Tibetan mystic train
ing. His mind functions as a synthesis 
of the best of the world's thinkings. 

Veidt's reaction t imes are blinding 
ly fast, on the upper end of human 
potential. His excellent muscular 
control makes him a superb acrobat 
and escape artist. 

In discussion of his own abilities, 
Ozymandias is exceptionally modest. 
He is quite comfortable with his 
brilliance, avoiding appearing as 
clever as he truly is (which is enough 
to understand the value of not acting 
brilliant), and tries hard to downplay 
his reputation to keep from alienat 
ing people. 

Consequently, Veidt appears very 
genial and friendly, never arrogant or 
vain about his superiority over 
everyone else. He realizes that the 
best way to handle people is to mak<.' 
them feel comfortable around him. 
He will never use hLc; abilities unless 
absolutely necessary and would 
never show off. In addition, Veidt 
likes to keep people in the dark about 
his abilities, reasoning that it is to his 
advantage to keep his enemies from 
knowing what he can do. In combat 
he never makes the first move, pr<' 
ferring to observe his opposition and 
capitalize on weaknesses. 

In manyways, Veidtisacryptkand 
impenetrable man. There is more 
going on under his surface than there 
appears to b<' to the world. Because of 
his mastery over his body, V<'idt 
betrays few of his true feelings. 

Veidt has used his genius to make 
money on the stock exchange, 
although in 1966 his is not nearly as 
rich a life as it will be in the '80's. Veidt 
does not use his great intellect indis
criminatlcy, however, as he is very 
concerned with using his talents 
fairly and justly. 

Ozymandias has been openly coop 
crating with his friend, Chief of Police 
Ben Charles, in a number of cases. 
Charles does not know of his identity 
as Veidt. 



Non-Player Characters 
CAPT. METROPOLISalit1,\Nl'li•<>lll;11r<llll'r 
Df;x: 3 STR: 3 Boov: 2 
I:-rr: 2 W1LL: 2 MIND: 2 
hFL: 2 AURA: 2 SPIRIT: 2 
hlTIATl\l.:: 7 (11) HERO POINTS: 10 

SKILIA'>: 

DC'lectivc: 4, Martial Artist: 4, 
Medicine First Aid: 2, Vehicles: :3, 
Weaponry Firearms: 3 

EQl 11 l'M ~:NT: 

Utility Belt, Handcuffs, Voice 
Scrambler 

CONNJ:;CTIONS: 
NYPD, Streets, Military ( low level ) 

MOTIVATION: 
Seeks .Justice 

WF:AJ,TH: 
Affluent 

JOB: 
Ex-Military 

RACE: 
Human 

Besides the Comedian, as Captain 
Metropolis, Nelson Gardner is the 
on ly member of the l 940's masked 
hero team the Minutemen who is still 
active in 1966. He is a former career 
military man who turned his atten
tion to crime fighting partly out of a 
boy scout sense of decency, partly out 
of a love of publicity. He holds very 
firmly to his ideals and pursues them 
with a crusading zeal. He is a polite, 
almost old-fashioned man . 

Gardner has successfully applied 
military strategy to cleaning up vice, 
waging a military campaign on organ
ized crime. In the 1960's, Gardner is 
not in the best of physical conditions 
and is beginning to question his place 
as a costumed adventurer in a world 
flush with heroes. 

Gardner believes strongly in organ 
ization and control and thinks that 
heroes are operating inefficiently 
when they act individually. While he 
often sees conspiracies where they do 
not exist, Gardner cares deeply about 
his crusade and wishes to build an 
army for his war on crime. 

Gardner's mother, Matilda, was 
recently admitted to a Long Is land 
nursing home. 

DR. MANHATTAN 01it1,./u11(J.\lem1<w 

DEX: 25 Snt 20 BODY: 23 
INT: 26 W11.t.: 26 MIND: 18 
ll'\1-1..: 10 At RA: 15 SPmn~ 7 
INITIATIVE: 61 HERO Po1:--TS: 110 

POWERS: 
Bio-Energy Blast: 20, Bomb: 15, 
Flight: 22, Growth: 10, Sealed 
Systems: 25, Split: 12, Systemic 
Antidote: 25, Air Control: 15, 
Attraction/ Rcpusion: 11 , Com
prehend Languages: 25, Density 
Increase: 24, Dispersal: 25, Earth 
Control: 15, Flame Control: 15, 
Force Manipulation: 30 ( no Power 
Limitation , all forms of energy 
may be manipulated ), Molecular 
Chameleon: 23, Life Sense: 1'1 , 
Matter Manipulation: 18, Micro
scopic vision: 33, Precognition: 26, 
Recall: 50, Super Hearing: l 0, 
Telekinesis: 17 , 
Teleportation: 24 , Ultra Vision: 10, 
Telescopic Vision: 10, X-Ray 
Vision: 7 ( no limiting substance), 
Transmutation: 32 

SKILL.S: 

Gadgetry: 35, Scholar: 20, 
Scientist: 37 

EQUIPME T: 
None 

LIMITATIONS: 

Catastrophic Irrational All raC't ion 
to knowledge of the physkal world. 
Will not act upon inform at ion 
gained through Precognition 

CON !:;(!IONS: 
Military (high level ) 

MOTl\'ATIO:\: 
Seeks Knowledge 

WEALTll: 
Affluent 

.JOB: 
Military Scientist 

RACE: 
J..:xotic Humanoid 
.Jon Osterman was an ordinary 

nuclear physicist when lw '.\as acci
dentally locked in the test chamber of 
an Intrinsic Field Separator. The 
innate quantum field holding the 
matter in his body togNlwr was 
removed by the machine and he was 
literally torn apart atom by atom. 
Through sheer fo rce of will, h<' rcas 
sembled his body by putting its c·om 
ponents together in t IH' C'orreC't 
sequence. 

The accident gave Osterman full 
control over his atomic structure and 
the atoms around him. It also dis 
tanced him from humanity. At the 
most basic, sub-atomic level, he can 
sec no difference between p<.'ople and 
inert matter and as such has difti
cu lty treating them differently. Only 
vestiges of the man he was remain 
and they are fading away as Oster
man becomes more an emotionless, 
detached observer. 

Since concepts like morality and 
ethics are unquantifiable, Manhattan 
rarely takes any sort of sodetal 
action. Whenever he does a('t, it is 
never with a goal of impressing 
people. He simply deals with prob
lems in the most direct, efficient 
manner possible. 

In addition, Dr. Manhattan can see 
the universe's entire time-line: before, 
during, and after the present. Taking 
action is more like an afterthought 
for Manhattan, as he already knows 
what he will do at any point in time. 
Free will is not important to Man hat 
tan because he knows there is none. 

The people closest to Manhattan 
are his girlfriend Janey Slater and his 
friend Wally Weaver. 
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MOLOCH atiasE.W.Jarobi Vaughn BnghJ 

DEX: 3 STR: 2 Boov: 2 
b lT: 3 WIL.L: 3 MINO: 2 
INFL: 2 A URA: 2 SPIRIT: 2 
INITIATIVE: 8 ( 11) HERO P OINTS: 22 

SKILL8: 

Charisma: 4 , Detective/ Law: 5, 
Martial Artist: 3, Scholar (Occult 
Lore, Philosophy, Religion): 8, Spy 
(Connoisseur): 5, Vehicles: 3 

EQUIPME T: 
.38 Pistol 

L IMITATIONS: 

Irrational Attraction to Demonic 
Motifs 

M OTIVATION: 
Power Lust 

W EALTH: 
Multi-millionaire 

JOB: 
Crime Lord 

RACE: 
Human 

Moloch is a powerful underworld 
crime lord who specializes in tempta
tion and vice. He is basically a glori
fied gangster with a sense of style and 
a taste in Dante decor. 

Moloch started his career as a stage 
magician and applied his flamboyant 
sense of misdirection to mastermind
ing c riminal activities. Until his defeat 
at the hands of the Minutemen in the 
'40's, he controlled a large portion of 
the vice in New York, including drugs, 
racketeering, and prostitution. 

In 1966, Moloch is back in business 
in New York but is very careful to 
handle a ll his business t hrough a 
network of subordinates. Moloch 
keeps himself very clean of incrimi
nating evidence, setting up his own 
flunkies to take the fall for him if any 
part of his operation is exposed . The 
so-called "Satan of the Underworld" is 
somewhat frightened of this new 
breed of heroes and does not wis h to 
antagonize them or gain t hei r 
attention. 

Moloc h 's penthouse operation 
center is built like a fortress to pro 
tect him from a possible assault by 
t he costumed adventurers. Only his 
most trusted goons know the pent
house's address. It is impossible to 
find Moloch's a ddress through any 
Street or Police Connections. 
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MOWCH'S GOONS 
DEX: 3 STR: 2 BooY: 2 
l r-.T: 2 W t LL: 2 Mtxo: 2 
I NFL: 2 AURA: 2 SPIRIT: 2 
INITIATIVE: 7 HERO Potll.'TS: 0 

SKILLS: 

Thief: 2, Weaponry/ Firearms: 2 

PFC NEWl'ON RAMSEY 
DEX: 2 &rn: 2 Boor: 2 
INT: 2 Wt LL: 2 M1;o.;o: 2 
bm..: 3 AURA: 2 SPIRIT: 2 
INITIATIVE: 7 (9) HERO P OINTS: 0 

SKILLS: 

Martial Artis t: 2, Vehic les: 2, 
Weaponry/ Fire arm s, Heavy 
Weapons: 2 

Ramsey is a chronic gambler who is 
heavily in debt to underwo rld figures. 
Captain Met ropo li s discove r e d 
Ramsey's problem through various 
Military Con nections and decided 
Ramsey would be perfect for an 
inside job. Metropolis had an under
world bagrnan named Milton Sabino 
buy up Ramsey's debts and, through 

extortion, forced Ramsey to cooper 
ate in the kidnapping of Wally Weaver. 

Ramsey's Character features in 
Investigation It 2 and Encounter 4. 

MILTON SABINO 
DEX: 3 STR: 2 Boov: 
1:-.T: 2 Wt LL: 2 Mt ND: 
l 'lfl.: 2 At:RA: 2 SPIRIT: 
l NtTIATl\'E: 7 HERO P Ott\'TS: 

SKILi~'>: 
Thiel': 2, Weaponry/ Firearms: 2 

EQUIPMENT: 
.45 Automatic 

2 
2 
2 
0 

Milton Sabino is an underworld 
bagman and hood struggling to make 
the big time. Reed-thin and wearing 
rumpled suits, he is doing Captain 
Metropolis' dirty work in aiding the 
kid nappings of Wally Weaver, etc. 
Sabino has never seen Metropolis and 
on ly knows him as "M." Sabino sus
pects h<.' himself is wo rking for 
Moloch and has no idea his secretive 
employer is Metropolis. 



(3) BLACK KIDNAPPERS 

DEX: 3 Sm: 3 BODY: 
I NT: 2 WILL: 2 MIND: 
I NFL: 2 AURA: 2 SPIRIT: 
I NITIATIVE: 7 HERO POINTS: 

SKILLS: 
Thief: 2, Weaponry: 2 

EQL'IPMENT: 

2 
2 
2 
0 

Switchblades [AV:O, EY:4, Short: 0, 
Medium: 1-2, Long: 3] 

The three thugs a re named Lenard 
Harris, Billy Watts, and Geo rge 
Douglas Turner. All have close
cropped hair, hard faces, and a re in 
good physical shape. They wear black 
leather jackets with the letters ANA 
written in large orange letters. 

Captain Metropolis had Mole 
Yarrows hire t he kidnappers to pro
vide professional kidnappings of his 
friends, Hollis Mason, Sally Jupiter, 

and his own mother. The thugs were 
warned not to harm t he kidnap 
victims and were also told to join the 
civil rights group American Negro 
Alliance. They a re to wear ANA colors 
on their black leather jackets, drop 
ANA pins at the kidnap s ites, and 
frequent ANA headqua rters. 

(4) PEACE FRONT ACTIVISTS 

DEX: 3 STR: 2 BODY: 2 
INT: 2 WILL: 2 MIND: 2 
l NFL: 2 A URA: 2 SPIRIT: 2 
I NITIATIVE: 7 HERO POINTS: 0 

SKILLS: 
Weaponry/ Melee Weapons: 2 

There are four members of the 
Peace Front: Alexander "Stickman" 

Gross, Mary Ann Cooper, Dwight 
Finglass, and Thomas Pawereski. All 
are white middle-class youths who 
wear garish hippy clohtes. All have 
long, stringy hair, loose, tie-died 
shirts, and torn jeans. Stickman, the 
leader, wears a vest with no shirt 
and a top hat. Mary Ann, the only 
female in the group, is an attractive 
blonde. 

The Peace Front Activists are 
among the most radical of protest 
groups. They are dedicated to the 
overth row of the US government. 
While having had little s uccess so 
far, t hey are willing to break all laws. 
The Activists have great enthusiasm 
but litt le experience. Mole Varrows 
hired t hem to kidnap Ben Charles, 
Wally Weaver, and Jeffrey lddings. 
Mole told t hem he would coordinate 
their efforts and help them de
stabilize t he government. 

Role-Playing Metropolis 
and Manhattan __ 

Captain Metropolis and Dr. 
Manhattan a re Non-Player Charac
ters in t his adventure for very delib
erate reasons. Captain Metropolis is 
the mastermind behind the plot the 
heroes are trying to unravel and Dr. 
Manhattan has such non-human 
motivations that playing him would 
be difficult for even the most skilled 
role-player. Still, they are both heroes 
in the Watchmen series and if the GM 
truly wishes to include them as Player 
Characters, it is the GM's adventure. 
The following are some guidelines for 
playing Metropolis and Manhattan. 

Captain Metropolis 
If there ar e more than five Players 

and the GM feels he/ she can really 
trust one, that Player could accept 
Captain Metropolis. The Player would 
have to be in on the plot and be willing 
to follow the set script of the adven
ture. The Character would be more a 
"played" Non-Player Character than a 
standard Player Character and would 
have to expect some degree of dis
pleasure from the other Characters 
at the end of the adventure. So the 
Player should not strive for the same 

sort of attachment 
to Metropolis as he 
or she would for 

a normal Character 

The advantage to having Captain 
Metropolis actually run by a Player 
instead of the GM is that the other 
Players will be less likely to suspect 
that Metropolis organized the kid
nappings. It is possible t hey will be 
suspicious of Captain Metropolis just 
because he is a Non-Player Character. 

The GM should only have a Player 
control Metropolis if the Player likes 
the idea and if there is time before the 
game to fill him or her in sufficiently 
on the plot. 

Since Metropolis' Character kills 
Mole Yarrows as part of the adven
ture, the Player should realize a role
played Metropolis will not receive a 
Standard Award at the adventure's 
completion. 

Dr. Manhattan 
This adventure is intended to be 

played without Dr. Manhattan as his 
appearance can alter the play of the 
game substantially. But with some 
care, he could conceivably be run by 
one of the Players. Since Dr. Manhat
tan sees the future and the past, he 
knows of Captain Metropolis' plot 
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already. lie knows Captain Metrop
olis planned the kidnappings of Wally 
Weaver and t he others. 

It is v ital, however , that the Player 
not a«t on th is informat ion and con
front Captain Metropolis because, in 
his timrlinc, Dr. Manhattan did not 
confront Captain Metropolis in the 
past, is not confronting Captain 
Metropolis in the present, and will 
not confront him in the future. Or. 
Manhattan is t ied to his timelinc and 
while he knows the future, hr cannot 
alter it . 

Jn brief, the GM could just tc.'ll the.' 

Player about Captain Metropolis' in
volvement or if the GM chooses to do 
so, he or she should make i t implicit 
that Manhattan not become involved. 
If the Player complains that he/ she 
should have been told o f Metropolis' 
plan because Dr. Manhattan would 
have known, the GM could tell the 
Player it was the only realistic way to 
keep Manhattan from inappropriate
ly acting on thr informat ion. Besides, 
the GM was tied to a t imelinc that did 
not include telling the Player. 

Read the following to the Dr. Manhat 
tan Player (but not in t he presence of 
other Players): 

In terms of the play of the ad 1wu 
ture, the addition of Dr. Manhattan 
to tlzegroup could make it ridiculous 
ly simple for the heroes to achieve 
their objectives, especially if Manhat
tan is played like any otl1Rr hero. 
Keep in mind that Dr. Manhattan is 
not li ke crn y other hero. 

Dr. Mm1hnllnn is inordinately 
detached frmn his humanity aud 
prefers tu observe a situati.011 rallwr 
than <tel upon it. Whenhedoes<u·t, he 
does not allcays do what most Pla y<>rs 
would percei!J(' as the most tactically 
advantcigeous. Instead , his actions 
are based on mysterious, unfatlwm 
able motivations. 

To s inudate this in the game, ww 
his Catastrophic IrratfonaJ Attrac 
tiou to knou•ledge of the physical 
world. 

I n play, wllR1wveryoufeel Ma nhat 
tern slwuld take some action. make an 
I rrational Attraction check. Only 1f 
the roll is 18ormorewill Manhattan 
make the action. Otherurise he will 
stand and observe impassively. In 
addi t ion, ymt cannot roll for an 
action more than once, unless the 
situ a ti.on drarnatically changes. 

For exa rnple, suppose Dr. Manlwt 
tan and Rorschach m.eet a thug U'ho 
attacks Rorsc:lwch. The Player 1Nmts 
Dr. Manhattan to Teleport the thug 
inl-0 a jail cell but blaws tllR roll. Dr. 
Mcmhuttan 'Will observe thR sit 1uttion, 
hand on his chin, until the thug 
knock,<; Rorschach doum and d irectly 
attack.<:; Dr. Manhattan. 

Also, tlw GM can callfor a Miscel
laneous Action check al any appro
priate time. If the GM f eels an <l(' fion 
is based 011 human qualities that the 
Doctor la cks or is just plain 
ina1mrupriate to Dr. M<whatta 11, tlw 
GM will askfor a roll. If the roll is 18 
or more, the action may continue. 
(Note that this 'is in addition to the 
Irrational Attraction Roll.) 

A second option for playing Dr. 
Manhattan is to simply play hiw as 
he is i n tllR Watchmen .<w1'ies. G<x>d 
role-playing can convince the GM lo 
let you, the Player, limit th~' Clw rac
t.er naturally, rather than artificial
ly limiting the powers through game 
mechanics contrivances. If he is 
played in Character, Manhattan will 
not rip through the adv~1ture in 
record tirne. Todosowould begandy, 
almost tnllgar, a style quit~' unlike 

---------------------------- -------Dr. Manhattan. 
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Encounter 1 

Crime busters 
~he Investigations 

' SETUP 
The game begins with all the Characters but Dr. Man

hattan gathered in Captain Metropolis' house. Dr. Man
hattan is the only hero who did not answer the Captain's 
summons. (Unless Dr. Manhattan is a Player Character, in 
which case he is present. Omit the following parenthetical 
dialogue which assumes he is absent.) 

If Captain Metropolis is being played, let his Player 
paraphrase the following dialogue. 

l PLAYER I NFORMATION 

You heroes have once again responded to Captain 
Metropolis ' urgent summons. Meeting in Metropolis' 
lavish home, you, have been waiting, some impatiently, 
for Metropolis to reveal his intent. 

Finally, your mysterious host enters and calls for your 
attention. Captain Metropolis clears his throat. The room 
goes quiet. Then he speaks. 

"First, " he says, "I'd like to say it's good to see you all 
again. It's unjortuante that we are not meeting under 
more cheerful circumstances. (I'm sorry to report that Dr. 
Manhattan cannot be ·with us. He said his tab work was 
keeping him too busy but he sends his regards and wishes 
us to bring this matter to a speedy conclusion.) 

"As I'm sure you know, someone close to each of us has 
been kidnapped recently. You may not have heard about 

The Search for Clues 

Once the Watchmen agree to work together, the; 
must decide on tactics. They will probably wish to look 
for clues around each of the kidnap sites and must 
devise a strategy for the investigation. They may inves
tigate the kidnappings in any order. While it is very 
likely that each Character will wish to take part in the 
investigation of the person he/ she knew, each encoun
ter L<> brief and should move briskly. 

The Players may wish to work together as a team in 
each investigation or split up into smaller units to 
cover ground more quickly. Dividing into small groups 
is quite acceptable but Captain Metropolis will ask a ll 
the heroes to get together after the investigations to 
compare findings. 

If the Characters do split up, the GM should try to 
keep the investigations short to avoid the other Players 
becoming bored. If the game is run well, the action 
should be entertaining even to those Players not active
ly involved. 

The following seven encounters are brief investiga-

any other ki dnappings besides those important to you 
but my Government sources reveal it is tru.e. 

''Someone close to each of Americas heroes has been 
abducted: Wally Weaver. Ben Charles. Hollis MMon, 
Jeffrey Iddings. Sally Jupiter. Cindy Radway. And, most 
recently, my elderly mother was abducted. This last 
matter is especially grim becaitSe it means sorneone 
knmvs my identity. " 

Captain Metropolis grows more agitated as he speaks. 
"I'm sure the same scum are behind all of these and I am 
going to get them!" 

Taking a deep breath he pulls himself back together. 
"I 'll get them alone if need be but I would like to sincerely 
ask each of you to help me. Let us join forces for this case. 
We can go our separate ways after these people are safe, if 
we wish, but for now let's share information and 
resources on this rnatter. '' 

As Metropolis looks at each of you in turn for an 
answer, a distant bell tower <Yrninously tolls the hour. 

l GM I NFORMATION 

There will probably be some role-played discussion 
now, as the other heroes will most likely have a number of 
things to say about this. Some may be in favor of working 
together, others may be against the idea. If the heroes are 
played in character, expect at least Ozymandias and Nite 
Owl to be in agreement. Rorschach and Silk Spectre will 
probably reluctantly agree. 

ti on~ of each of the kidnappings. Some have important 
clues. Some do not. Any combination of clues can get 
the Characters going in the right direction. 

The following are reference numbers for each inves
tigation, listed in the order of occurrence: 

Investigation #l - Missing: Hollis Mas<Yn 
Investigation #2 - Missing: Wally Weaver 
Investigation #3 - Missing: Ben Charles 
Investigation #4 - Missing: Sally Jupiter 
Investigation #5 - Missing: Jeffrey Iddings 
Investigation #6 - Missing: Cindy Radway 
·investigation #7 - Missing: Matilda Gardner 

If the Players have trouble formulating a strategy, 
Captain Metropolis will be more than happy to devise 
the Characters' battle plan. He will suggest that they all 
investigate each of the sites in the order the kidnap
pings occurred, although it means investigating his 
mother's disappearance last. 

This plan especially appeals to him because having 
all the heroes toget her is a significant display of force. 
Agreeing to look for his mother last is designed to prove 
he places proper strategy ahead of personal concern. 
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The Comedian may give Captain Metropolis trouble. He 
might be obnoxious toward him, say he doesn't care if 
Cindy Radway is rescued, or simply refuse to work with 
the other heroes. 

If any of the heroes is not convinced that working 
together is a good idea, Captain Metropolis will say, 

''l know each of you is eager to pursue this matter and 
rescue the innocents involved before they come to harm 
but let me say that if these kidnappings are related, it is 
inefficient and dangerous to entertain several different 
invest'igations. We could end up tripping over each other 
or accidentally ruin someone else's operation. Could you 
live with yourselves if these hostages were harmed 
because we couldn't cooperate?" 

Investigation # l 

It is possible that a shrewd Player will suspect from the 
start that Captain Metropolis engineered the kidnap
pings. If he voices this suspicion, Captain Metropolis will 
act upset and insulted. (To do this correctly, the Game
master should appear confused, as if the very suggestion 
had taken him/ her by surprise. Imagine Batman accusing 
Superman of arranging to have Lois Lane kidnapped.) 

The GM should then pretend to ad lib the Captain's 
reaction, having Metropolis take a suitably dramatic, 
tension-building pause and angrily saying something like, 
"/ will not grace that comment with a re'[Jly. " 

While Captain Metropolis engineered all this, he is 
sincere about wanting to put all the thugs involved behind 
bars. 

Missing: Hollis Mason 

~ SETUP 
Hollis Mason was kidnapped from his West Side home 

early in the morning. If the Characters enter the house to 
look for clues, use this encounter. The police have already 
made their investigation of the house. 

~ PLAYER INFORMATION 

The living room of Hollis Mason's house is a shambles 
while the rest of the house is clean and neat. Chairs are 
overturned, lamps toppled, trophies scattered. A smashed 
clock ticks off its final seconds. Blood spatters mar a 
couch and.floor. 

Mason's dog, Phantom, paces the room in an agitated 
manner. 
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~ GM I NFORMATION 

Player Characters successfully using Detective Skill vs. 
OV / RVs of 4/ 5 learn the following information: 

I Mason's House 

RAPS 
1: The blood splatters are disconnected and are 

possibly from different sources. 

2: There are two types of blood on the floor, type A 
and type 0. 

3: Mason has type AB blood, so none of the blood is 
his. 

4: Mason's dog, Phantom, has blood residue 
encrusted on his muzzle. The blood is type 0. 

5+: Phantom begins to nose some scraps of black 
leather with flecks of orange paint on them. The 
leather is the sort used in leather jackets; the 
paint scraps are fabric paint. 

From this information, the Players can conclude that 
Mason put up a struggle before being subdued and that at 
least two different assailants received wounds. They can 
also determine that one of the wounds is a dog-bite and 
may be severe. In addition, they may suspect that the 
bitten kidnapper wore a leather jacket. 

Play now proceeds to either Encounter 2: Comparing 
Notes or another Investigation. 

~ TRoUBLESHOOTING 

The Characters may wish to use their Police Connec
tions for more information but the police have uncovered 
little about the case. 



Investigation #2 

Missing: Wally Weaver 

~ SETUP 

Because Wally Weaver disappeared from a military 
base, the military, led by Lt. Colonel Howard Morgenstern, 
is conducting its own investigation. A Character with 
Military Con nections can get the heroes into the Ft. Lee 
base but it will take a successful Persuasion roll to get 
Morgenstern to share his information with them. 

If the Characters unsuccessfully try to Interrogate or 
Intimidate Morgenstern , he will escort them off the base, 
the Investigation abruptly halted. If he is Persuaded to be 
frien dly, he will let them talk to PFC Newton Ramsey, t he 
sold ier who was on guard outside the Lab Compound 
during the time Wally was taken. 

~ PLAYER INFORMATION 

Lt. Commander Morgenstern leads you into an infir
mary 1.1.1here a good-looking young man with a bandaged 
head is resting on a cot. Morgenstern says, "This is PFC 
Newton Ramsey. He'll tell you what happened this 
morning." 

Ramse?J looks up at you and smiles weakly. He begins, 
"I was on g?tard at the supply entrance of the Lab Com
pound all last night. I was nearly at the end of my shift 
when thi-s truck drives up. The driver has a cap pulled 
doum over his face and dark glasses, so I didn't get a good 
look at him. There was another guy in the passenger seat. 
I asked to see his papers because there were no deliveries 
on the roster and I was a little suspicious. " 

While he talks, a nurse comes over to him and changes 
his bandage, mom,entarily revealing an ugly, bleeding 
scab on his forehead. 

"The guy says he's here to see Wally Weaver and that I 
better let him in. Both guys laugh. I ask again for his 
papers and he hands me a big leather courier's pouch. It 
takes both hands to open it, so my gun is just hanging. 
Whi le I'm fumbling with the pouch, the door flies open, 
pushing me doum and knocking the wind out of me. 

"I 'm trying to get my breath and grab my gun bu t the 
fellows are <Yul of the car and on top of me. The driver 
moves fast, pulling my helmet off I look up just as the 
other guy hits me on the head with a pipe. '' 

The nurse winces and smooths Newton's hair protec
tively. Morgenstern grunts and dismisses her. 

"So that's it. I woke up in the infirmary, " Ramsey 
concludes. 

Morgenstern smiles at Ramsey in a fatherly manner. 
"B y the way, son, I've authorized you a two-day pass. You 
deserve it. I scheduled itfor this weekend but if you don't 
feel up to going, I can postpone it. " 

~ ,, 
\ ( ~ _:r'~) 

~~ 
l:JDO 

"I'm OK, " Ramsey says. 

Morgenstern turns to you and says, "I hope this helps 
you. We want Weaver back as soon as possible. " 

l GM INFORMATION 

Cmdr. Howard Morgenstern 
DEX: 2 STR: 3 Boov: 
INT: 2 WILL: 2 MIND: 

I NFL: 2 A URA: 2 SPIRIT: 

I NITIATIVE: 6 HERO P OINTS: 

SKILLS: 
Vehicles/ Land: 3, 
Weaponry/ Firearms: 2 

3 
2 
2 
2 

Ramsey can offer no furt her information. 

After the bandaging, the Gamemaster should call for a 
Medicine/ First Aid Roll against OV / RVs of 3/ 3. The GM 
should not inform the Players t he reason for this roll nor 
should he/ she say it is a Medicine/ First Aid Roll specifi
cally. If at least 1 RAP occurs, a Character will realize t hat 
the wound on Ramsey's head, while nasty-looking, is a 
superficial abrasion and not a club-wound. Also, it does 
not look severe enough to have caused unconsciousness. 

If the Characters confront Ramsey with this knowledge, 
he will look panicked but insist he is telling the truth. 
Morgenstern will be very upset that the Characters are 
harassing his soldier and will not allow them to further 
In terrogate or Intimidate Ramsey. 
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It is likely the Characters will investigate Ramsey, either 
by talking to his fellow troops (OV / RVs: 2/ 2 vs. Persuasion 
or Interrogation) or bysneakjng a look at his fil e (OV / RVs: 
4/ 4 vs. Thief). The following information can be gained 
through successful attempts of either/ bot h of the above: 

PFC Newton Ramsey 

RAPS 
1: Ramsey is a chronic gamble r who regularly loses 

his paycheck in s hady poker games on the lower 
east side. 

2+: Every t ime Ramsey goes to town on leave, he 
meets with a loan shark known as Milton. 

Investigation #3 

If the Investigations have been completed, play now 
proceeds to Encounter 2. If the Players decide to follow 
Ramsey when he leaves the base, play proceeds with 
Encounter 4: Follow Newton Ramsey. Otherwise, play 
proceeds with anot her Investigation. 

l TRoUBLESHOOTING 

If the Characters actually start a fight with Ramsey, 
Morgenstern will order them to stop and then call in the 
troops. After two rounds, the Characters will be attacked 
by th ree MPs with standard rifles and will t hen have to 
figh t the ir way off-base against twelve more MPs. If the 
Characters escape, the Military will attack them routinely 
whenever they are seen in public for the duration of the 
adventure. 

Missing: Ben Charles 

l SETUP 
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Ben Charles was kidnapped walking along 43rd Street 
to his Midtown police station. The Characters can follow 
his trail from his house to the precinct but they will find 
no significant clues. 

If Characters with Street Connections ask their con
tacts about Ben Charles' disappearance, they will be 
directed to Howie Jacobson, who can be found at the L.A. 
Cafe Pool Hall in Midtown. Otherwise, inform the Players 
their Characters are approached by Howie as they near 
the pool hall and modify the Player Information 
accordingly. 

l PLAYER I NFORMATION 

Howie is a greasy street rat in filthy cloth&;. Your 
contactspointhimoutintheL.A. CafePoolHall. Whenhe 
sees you, Howie looks a little frightened and stares at you 
with bug-eiJes. 

"Look, I dunno whys you 're here but I don't know 
anyt 'ing. I knows nuttin '. Zero. So whaddya want ... ?" 

l GM INFORMATION 

HOWIE J ACOBSON 

DEX: 2 &m: 1 Bo1w: 3 
I NT: 1 WILL: 2 MIND: 2 
I NFL: 2 Au RA: 2 SPJRrr: 2 
I NITlATJVE: 5 H ERO Powrs: 0 

Howie's mind is not all there. 

Howie can easily be made to talk. Characters success
fully Interrogating or Persuading him learn the following: 



Howie's Knowledge 
RAPS 
0-1: 

2: 
No information 
"Yeah, I saw some cop get nabbed. I see this cop 
walkin 'along 34th dis morning. I hear dis noise, 
like a whimperin, ya know? It's comingfrom this 
alley he's walking' past. He gets real whattya 
say, cautious, and goes over. This get,s me inter
ested, 'cause there might be like, a fight, an• dat 
'would be fun ta' wat,ch. I can barely see in the 
alley dis girl. She'swearin ',like, scruffy clothes, 
but kinda cute. She's sitting on the ground, like 
she's hurt. 

Investigation #4 

"The cop goes over to her and the next thing I see, 
she puts this handkerchief on hisf ace and he falls 
over. Out like a light. This car pulls up, she puts 
him inside, and it drives away. " 

3: "The girl, she had, like, straight blonde hair. She 
looked messy, like she had been beaten up but now 
that I think, she also looked kinda dirty. Like 
maybe a beatnik. " 

4+: "The car was a blue Olds with a long dent in the 
door on the driver 's side. I din 't see who was 
driving it but there looked like a coup la guys were 
in it. They mighta had masks on, I cuddin 't tell. '' 

Play now proceeds with Encoun ter 2 or another 
Investigation. 

Missing: Sally Jupiter 

' SETUP 
Sally Jupiter disappeared from her home in the morn

ing. When t he Characters go to her house, use the follow
ing information. All other information pertaining to her 
abduction leads to this location. 

' PLAYER INFORMATION 
The front door to Sally Jupiter's house has been forced 

open and there are signs of a scuffle inside. There is some 
damage to thefurniture and an ornate Grand! ather clock 
lies smashed against a far wall, its torn time-piece face 
forever grinning its 10: 14 smile. 

' GM INFORMATION 
Any RAPs of a Detective/ Clue Analysis vs. OV / RVs of 

3/ 3 will reveal a black plastic pin with the letters ANA 
printed in orange. It is professionally printed. If the Char
acters investigate the matter either on Nite Owl's com
puter or through their connections, they will discover 
that t he ANA pin is from the American Negro Alliance, a 
black civil rights group. Analysis of the Grandfather clock 
reveals nothing. It is a normal clock; if a bit old. 

Play now proceeds with Encounter 2 or another Inves
tigation. If the Characters decide to investigate the ANA, 
play proceeds to Encounter 3: Am erican Negro Alliance. 

' TRoUBLESHOOTING 
Should the Players not catch on to the link to Encoun

ter 3, the GM could have a policeman enter the house and 
request t he heroes' assistance with the Ben Charles 
Investigation. 

If the Characters do not locate the ANA pin during any 
Analysis or Investigation, various methods could be used 
to deliver this clue. As the Characters leave, one of them 
cou ld see a glint of metal off to the side or even step 
(perhaps painfully) upon the pin. 

If a ll else fails , the Characters could receive a police 
report or contact informing them an earlier search had 
revealed the pin among other miscellaneous items. 
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Investigation #5 

Missing: Jeffrey Iddings 

I SETUP 
If t he Playe r Characters dec ide to go to Jeffrey's house 

to question his parents about the kidnapping, use the 
follow ing: ( ote: The Iddings will only speak pleasantly 
and helpfully to Rorschach.) 

boy from those horrid monsters and today it happened 
again." She dissolves int,o sobbing. Mr . Iddings con
tinues, "It was three men with white masks (YVer their 
whole heads. Themas ks had some kind of green cross (YVer 

the face. They al,so wore jeans and dirty shirts. 

"They burst in, grabbed Jeffre'IJ, and ran out. I think 
there was another in the car, a blue car. Who would do 
such a thing to a boy who has been held hostage once? He 
can't sleep ri·ights!" 

I GM INFORMATION 

If Rorschach gently encourages t he Iddings to 
remember further, they will relax enough to recall the 
following information. (This situation could be role
played or Rorschach could Persuade the Idd ings to 
remember more. The Iddings a re at OV/ RVs: 4/ 4 due to 
their griefand d istress. However, the Iddings a re Friendly 
towa rd Rorschach with a -1 Colu mn Shift to Persuasion.) 

"Now tha,t I th·ink about it, f believe one of the men was a 
·woman. Yes, I'm sure one was a woman. All of them had 
long hair tucked into the ba.cks of their shirts. And the 
green rnark on the masks wasn't a Gross ... it was a peace 
sign. " 

Play now proceeds to Encounte r 2 or another 
Investigation. 

I TRoUBLESHOOTING I 
l~_PLA ___ YE __ R __ J_NFO ___ R_M.A: __ T_I_O_N _____ __.l The Iddings have no more information to reveal. Any 

further Interrogation, Fr iendly or not, will only cause Mrs. 
Iddings to break out sobbing and Mr. Iddings to become 
angered, demanding the Characters leave. 

The I ddfogs ore s'ilting in their Hving roorn, both look
ing like they ha.venotslf:'PI in do,ys. "Oh , Mr. Rorschach," 
Mrs. Iddings snys. "ft happened a.gain. You rescued our 

Investigation #6 

Missing: Cindy Radway 
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I SETUP 
The doorman at Cindy's apartment building, Ralph 

Eastman, saw her entering her apartment hut he never 
saw lwr l<'aving. As the Characters approach the building, 
F:aslman will move to speak with them. 

shift ended, a.nd went up to her room. The night doorman 
says she never left. 

"This morning her producer calls to find her. No 
answer. He says it's urgent, so we let him into her apart
m,ent.. She's gone, we call the cops. That 's it. That's all. 
0.K. ?" 

l\___PLA __ YE_R_l_NFO_R_~_T_IO_N ___ I ~ GM INFORMATION 

Ralph Eastman, the d<x>rman at Cindy's posh a.part
ment says, "Look, I told the cops already. Miss Radway 
came horne fote last night, ar<m nd ele1wn, right b~foremy 

A successful Detective Analysis vs. OV/ RVs of 5/ 5 will 
reveal that Ralph is nervous, edgy, and probably lying. 

If Ralph is Interrogated, he will whine, complain and 



look desperate, but if the Interrogation is successful 
(yielding at least 2 RAPs ), he will begin crying and say, " Oh 
God, don't kill me. I let him up there. She said she never 
wanted to see him again but! let him go in. He gave me two 
thousand bucks. He brought her out and she looked really 
gone, drugged to the gillc;. 

"Don't ki ll me. It was Mole. I don't knoiu his last name. 
He drives a fancy Corvette with a custom paint job of a 
firebird. He used to sell drugs to Miss Radway but when 
she cleaned up her act, she told him to get lost. But I let him 
in and now she's gone. " 

A search of Cindy's apartment reveals nothing out of 
t he ordinary except t he sloppy remnants of several lines 
of cocaine on the coffee table. 

Captain Metropolis will be disturbed at the resu lts of 
this investigation. He wasn't aware that Mole knew Cindy. 
Mole obviously performed the kidnapping personally 
instead of having the Peace Front do it, his way of getting 
revenge for Cindy's having gone clean. 

Play now proceeds with either Encounter 2 or another 
Investigation. 

l TRoUBLESHOOTING 

If the Characters ask their street contacts about Mole, 
they will be told he is often seen but no one knows his 
name or address. They will promise to report whenever 
they find him. 

Investigation #7 

Missing: Matilda Gardner 

l SETUP 
The Player Characters have gone to Matilda Gardner's 

nursing home to investigate her disappearance. 

l PLAYER INFORMATION 

Carol Sinkfield, the nursing 1wme administrator, 
explains, "The nurse on duty in Section 3, where Mrs. 
Gardner was, saw three negro orderlies wheeling Mrs. 
Gardner out of the building. When she asked what they 
were up to, they struck her and.fled." 

l GM INFORMATION 

The nurse who saw the kidnapping can provide no 
more deta ils. She cannot even describe the men except as 
"large negroes." 

No other resident or employee of then ursing home can 
provid e any add itional information regarding Mrs. 
Gardner's abduction. Analysis of Mrs. Gardner's room 
reveals nothing out of the ordinary. 

Play now proceeds with either Encounter 2 or another ~ 
Investigation. ..._.._ ____ "'---~...., 
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--Encounter 2 
. _.. 

Compa:cing Notes 
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SETUP 
Following the series of investigations into the various 

kidnappings, Captain Metropolis has called a meeting of 
the Chara ters in an effort to form some unified team 
plan of action . 

I 

PLAYER IIDDRMATION 

After calling a meeting aboard Nit,e Owl's Owlship to 
compare information and discuss potential t,eam actions, 
Captain Metropolis now stand before the group, a studied 
~pression on his face. 

Captain Metropolis asks everyone to present before the 
group whatever information he or she might have 
uncovered during the Investigations. 

"My friends, " Metropolis says, "the time is upon us. 
Who will begin?" 

Paint & Poster 
Supply Room 

Work Area 

Bay Window 

~ GM INFORMATION 

If, after the Investigation discussion, the Players do not 
know where to continue, have Captain Metropolis suggest 
that the Characters go investigate the ANA (if they have 
gotten an ANA clue.) If they discovered that Ramsey 
faked his accident, Met ropolis will not advise they look for 
Mole as yet. 

Around this time, the Characters' Police Contacts can 
report that they received a letter written in red ink on 
parchment. The letter reads, "If any masked hero is in 
New York on Sunday, the hostages die in agony. " 

No other information may be obtained from Analysis or 
examination of the letter. 

ANA Storefront 

Office Storage 
and Filing 

Bathrooms 

~ 

One Square = 5' 



Encounter 3 

American Negro Alliance 
SETUP 

The Characters will be led here because of the ANA pin 
found at Sally Jupiter's house in Investigation # 4 or by 
Captain Metropolis' suggestion in Encounter 2. The 
address o~ the ANA storefront is available in any phone 
book. The Characters may choose to enter the ANA 
offices, ask questions of or Interrogate the workers, o r 
raid the A.NA files ; in each of such cases, read Playe r 
Information I followed by GM Information I. 

Should the Players elect to stake out the ANA offices, 
read Player Information II and GM Information II. 

~ PLAYER INFORMATION I 

The American Negro Alliance offices are locat,ed in a 
bright storefront in a run-down section of town. Inside, 
several clean-cut blacks in well-worn suits take phone 
calls at battered desks.file papers in denwdfile cabinets, 
and talk to the st,eady stream of blacks who come and go 
with stories of injustice. 

~ GM INFORMATION I 

If the Characters enter, the workers will ask to help 
them and will deny involvement in any illegal activities. 
Captain Metropolis will be abusive, insist on knowing why 
they are being "uppity," ask about all of their activities, 
and demand access to their files. The workers will 
adamantly refuse to allow the Characters to look in their 
files. The workers will try to behave reasonably and will 
fear the heroes are out to stop their civil rights 
campaigning. 

If the Characters calmly and rationally explain the 
situation, the ANA worke rs will agree to look into the 
matter. If the Characters leave peacefully, Captain 
Metropolis will be upset. 

Fighting the ANA 
If t he Characters try to bully the ANA workers by either 

Int imidat ion or Interrogation, a fight will break out. The 
eight ANA workers will fight to preserve their storefront. 

During the fight, Captain Metropolis will rummage 
through the ANA files and "find" an important document 
(one he actually has plan ted in the files). The paper says, 

"To the American Negro Alliance -

Send some of your boys to kidnap Hollis Mason, Sally 
Jupiter, and Matilda Nelson. You'll get $3000 per job 
and be furthering the cause. 

Signed, the Mole." 

The workers will deny knowledge of any such paper. 
With the paper as evidence, the police will take the 
workers into custody. 

Play now proceeds with Encounter 4: Follow Newton 
Ramsey. Should the Characters have come here pre
maturely (before completing the Investigations), play 
could and possibly should continue with the Investiga
tions and then Encounter 2. 

~ PLAYER INFORMATION II 

If the Characters take up surveillance of the ANA, read 
the following: 

After two hours, you notice thre<-> black men in black 
leather· jackets, the letters ANA paint,ed on the backs. One 
man has hi,s left hand heavily bandaged, another the 
right side of his face bandaged. After glanc'ing a mund 
hesitantly, the three men ent,er the q[fices. 

~ GM INFORMATION II 

If the Characters go into the A A building after the 
t hugs, the thugs will be rude and s urly, in con trast to the 
workers' he lpful demeanors. If the Characters ask about 
the men with the leather jackets, the workers will tell 
them that the three men joined the ANA within the last 
three weeks and did not fit in with the AN A's dedication to 
peaceful change. 

The workers do not want violence but if the heroes 
attack the thugs, the eight workers will have no choice but 
to join in the figh t against the Player Cha racters. 

If the Characters ask for blood samples from the thugs, 
the workers will find it a reasonable reqnest under the 
(assumed explained) circ umstances, but the three thugs 
will not allow it. If the Characters a re not openly hostile, 
the workers will start to turn against the thugs, asking 
them how t hey became wounded. This will frighten the 
thugs into attacking fast, in which case the workers will 
not fight alongside the thugs. 

Either way, a Character's blood sample test of the two 
injured thugs acts as a Detective/ Clue analysis against 
OV / RVs of 3/ 3. A successful analysis reveals the following: 

Blood Sample Test 

RAPS 
1: The thug with the wounded jaw has blood type A, 

the thug with the wounded hand, type 0. 

2: The blood found on Phantom's muzzle was blood 
type 0. 

3+: The blood found on the floor of Hollis Mason's 
house definitely belongs to two of the three thugs. 
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Encounter4 

Thug Interrogation 

The following information can be gained through a 
successful Interrogation: 

RAPS 
1: "We were hired by a guy named Mole to k:idnap 

the old folks , the guy, the broad, and the old lady. 
Mole picked up the host,ages in the park. " 

2: "We ain 't really with the ANA. Mole just sai d we 
hadda pretend we was. •• 

4+: "We dropped off the ol 'folks at Mole's apartment 
at 575 5th Avenue. " 

What the Characters do with the thugs is up to them. 

Play now proceeds to Encounter 4: Follow Newton 
Ramsey , Encounter 5: Mole's House, or could return to 
Encoun te rs l and 2. 

~ TRoUBLESHOOTING 

If t he Chracters do not obtain this last clue, Captain 
Metropolis will soon announce that his con tacts "finally 
got Mole's address." 

Follow N ew:ton Ramsey 
~ SETUP 

If the Characters Interrogated Newton Ramsey in 
Investigation #2, t hey may wish to fo llow him when he 
lcav<>s the base at 2:00 PM. They may follow on foot, by car, 
or even in the Owlship but t he Characters must make a 
su<"tessful Thief/Stealt h roll to follow unnoticed. 

Instead of following Ramsey, the Characters may 
attack and Inter rogate him. If they do so, Player Informa
tion shou ld stop at t he poin t a t which the Characters 
decide to attack and proceed to t he"Nabbing Newton Too 
Early'' st'ction in Troubleshooting. 

~ PLAYER INFORMATION 

At 2:00 PM, Newton Ramsey walks out of the main 
entrance of the Military Base, his head sti ll bandaged, 
hails a taxi, and rides off The cab drives into the lower 
ea st side qf the city. The driver takes Ramsey into a seedy, 
run-dm"n neighborhood and drops him off in front of an 
abandoned drugstore. 

Ramsey walks past the boarded front door an d into an 
alley on the right of the drugstore. He then vau lts onto the 
fire escape nnd, racing up to the third.floor , climbs into a 
windo11 1 aud disappears inside. 
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A large moving van soon pulls up outside the building. 
Its driver exits the cab, looks around suspiciously, and 
hurries back the way he came. 

~ GM INFORMATION 

At t his point the Characte rs may wait for Ramsey to 
come out (at which point the GM s hould read t he addi
tiona l Player Information I), go in the window after him 
(Player Info rmation II), or they may take up surveilla nce 
of the inside of the building ( Player Info rmation III). 
Surveillance requir es another successful Stealt h Roll, 
whether t he Cha racters are watching from the window or 
entering t hrough another ent rance. 

A Character wit h Th iefSkill receiving any positive RAPs 
vs. OV/ RVs of 2/ 2 can open the moving van's ca rgo 
section. Inside is one s mall box which is ticking faintly. 

Any Cha racter opening the box will find a small, brass 
quartz clock. The clock immediately lifts up in the a ir and 
darts away, rapidly disappearing into the city. Where t he 
clock originally sat is a note which reads, 

"My, how time flies when 
you 're having fun!" 

This is a reminder from Metropolis that time in of t he 
essence. No amount of Analysis or Detect ion will reveal 



any useful information regarding the van, the dock, or 
their owner/ sender. The driver of the van, sho uld t he 
Characters catch and Interrogate him, knows only that 
he was paid $2,000 to deliver this van to t his address. No 
other information is obtainable. 

~ PLAYER INFORMATION I 

After three minutes, two gunshots ring out. Then a 
reed-thin man in a rumpled suit and carrying a brief
case climbs out the window and scurries down the 
firescape. 

' GM INFORMATION I 
Ifthe Characters let the man go and follow him, he will 

go to the Regis Hotel and stay there for three days, at 
which point he will go to the airport and board a plane to 
Casablanca. The Characters would be unable to follow a 
departed Sabino. 

If the Characters attack Sabino at any point, he will 
shoot at them desperately. Should th is occur, play would 
proceed to Troubleshooting. 

' PLAYER INFORMATION II 
As you open the windmv, you see a darkened room, 

barely lit by streaks of lightfrom the nearby streetlamps. 
Opening the window spills l'ight into the room and 
Newton turns around in a panic. Another man in the 
room, a thin man in a rumpled suit, whips out a gun and 
attacks. 

' GM INFORMATION II 
Sabino will not, at this point, attempt to actually hurt 

anyone, Character or Ramsey. He will simply try to make 
his escape from the Player Characters. If his escape route 
is formidably blocked, Sabino will threaten the Charac
ters, taking pot-shots above their heads. 

Sabino will enter Killing Combat, but only if he feels his 
life is imperiled. He is presently hostile ( +3 to OV) to 
Persuasion. 

The GM should now reference Troubleshooting. 

' PLAYER INFORMATION III 
You see Newton speaking to a thin man who wears an 

ill:fitting suit. The man hands Newton a suitcase. Newton 
opens it and counts out money. Then the man reaches into 
his jacket. He takes out a gun and calmly aims at Newton, 
who is still intently counting money. 

' GM INFORMATION III 
If the Characters roll a higher Initiative than Sabino, 

they can stop him from killing Ramsey. If they let Sabino 
shoot Ramsey, they will see him collect the scattered 
money, put it in the briefcase, and leave via the window 
and fire escape. He will go to the Regis hotel. 

Characters not al least declaring an attempt lo save 
Ramsey lose one Standard Award at the adventure's end 
for non-heroic action. 

' TRoUBLESHOOTING 
If the Encounter ends with cwt on alive and capt urcd , 

he can be coerced into revealing the fo llowing information 
merely by having a Character ask him (no Interrogation 
required): 

''That man, Milton Sabino, is my loanshark. Sabino 
said the only way to keep from getting my knl:'ecaps 
broken would be to let his goons into the basl:' to kidnap 
Wally Weaver. They also said they 'WO'uld 1xiy me." 

"All of Sabino 's goons were ymtng. They were hippies, 
one wns a girl, and thRy drove a blue car. I think thR 
leader was called the St:ick or smnething." 

If Sabino is a live and captu red at the end ol"the encoun
ter, he can reveal the following from a successful Interro
gation check at OV / RVs o f 2/ 2, modifiers of +2 on each: 

Sabino's Knowledge 

RAPS 
1: "/was hired to pull off this job by a guy wfw calls 

himself 'M'. " 
2: ''M wears a weird red demon mask and his voice 

sounds like it is electronically scrambled. " 

3: "M said he would contact m e after Sunday to give 
m e my final payment. " 

Play now proceeds with Encounter 2, Encounter 3, or 
Enco unter 5. 

Nabbing Newton Too Early 
If the Characters corner Newton before he reaches the 
drugstore to meet with Sabino, they will have blown their 
chance to get him to talk. lie knows the Characters can
not prove he is guilty of anything, so he will not tell them 
he was hired to let the kidnappers onto the base. 

Newton will resist all attempts of Interrogation (at +4, 
short of real torture). Tortue or successful Inter rogation 
causes him to confess to anything, th us making all of h is 
information totally unreliable. 

When the Characters let Newton go, he will not go to the 
drugstore for fear ofbeing followed. As a result he will not 
get paid. He also won't get killed but he doesn't know that. 

Should all this occur, the encounter will dead end here. 
If the Players think up a plan to undo this failure that is 
truly ingenious or impressive, the GM is encouraged to let 
it succeed. They might bribe Newton with a lot of money to 
talk and then have him go to the address as pla nned so 
they could nab Sabino. 

If the Players are completely stumped, the GM could 
invent some ingen ious way to reveal the informat ion to 
them, perhaps having the Characters exhaustively search 
Newton 's barracks or having them Interrogate one of his 
fellow soldiers fo r the information . 
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--Encounter 5 ~~---------------~ 

Mole's House 
The Characters will have come from either Encounter 

3, where the thugs gave t hem Mole's address, or from 
Encounter 4, thus cont inuing the adventurer's kidnap
ping investigation. 

' PLAYER IIDDRMATION 
You have arrived at Mole's 575 Fifth Avenue address 

and make your way, cautiously, through to the bedroom. 

Mole's swank but tackilly decorated Fifth Avenue 
apartment i,s partially splattered with blood. Mole's 
dead, bullet-ridden body lies sprawled across the kitchen 
floor. 

' GM lIDDRMATION 

No pertinent information may be obtained from an 
analysis or examination of Mole's body, his killer was quite 
thorough and professional. A Character with Detective 
Skill successfully examining the apart ment vers us 
OV / RVs of 4/ 4 may learn the informat ion listed in the 
"Mole's Apartment" sidebar . 

A Character with Actor Skill of 6 APs or more can 
successfully impersonate "M's" voice. No ana lys is by 

-

I Mole's Apartment 

RAPs 
1: A parchment sheet resting on the counter reads, 

"Mole, after yoo drop off the hostages with 
Stickman, tell him to give an anti-costumed 
hero speech at today's rally in Battery Park. 

- M. II 

2: Mole had recorded his phone calls. Among the 
recordings is one brief, twenty-second conversa
t ion with "M." All "M" says is "Is everything on 
schedule?" in a weird, crackly voice. · 

4: Under a bookshelf is lodged a small photograph of 
a tall, handsome man surrounded by people. The 
only remarkable features in the picture are that 
the man is bare-chested and wears a dark, impos
ing top hat and jeans vest. The people surround
ing the man seem nearly fanatical with interest. 

5+: The photograph's sole caption reads "Stickman." 

computer or Character can determine t hat M's voice 
really belongs to Captain Metropolis. 

Police and Street Connections can explain t here is a 
rally in progress at Battery Park to drum up support for 
an ant i-war demonstration this Sunday. The fea t ured 
speaker is a person called "Stickman." 

Play proceeds with Encounter 6: Concert in the Park. 

I 
SECTION! 

SETUP . 
~------------' ' PLAYER lIDDRMATION 
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The Characters get here from Encounter 5. There is a 
rally and concert already in p rogress in Battery Park to 
drum up support for an ant i-war demonstrat ion on 
Sunday. They can watch fo r Stickman from the Owlship 
or from t he ground. Watching from above in t he Owlship 
gives them a strategic advantage but will keep t hem from 
being nearby if trouble starts. 

The Characters may also wish to go without their 
costumes but only the Silk Spectre is young enough to 
really fit in. Additionally, Nite Owl, Rorschach, and 
Ozymandias can't unmask in front of the others without 
compromising their identities. 

It is possible that the Characters will attack the youths 
at some point. The description of the rally is broken up 
into two sections, based on the most likely times for 
trouble to start. 

The f irst part of the rally is a concert. Lou d, raucous 
guitar and drum music.floats out of monstrous speakers 
as shaggy-haired musicians cavort lasciviously on the 
ban dstan d. The crawd sways an d claps appreciatively. 
Some of the young people in the crowd gyrate spastically 
to the music. 

Suddenly, high in the air flies a bright rocketing flare 
which hovers <YVer the bandstand stage. The crawd, 
certain this is part of the spectacular show, roars appre
ciatively. A s the stunning flare begins to fade, its tail 
seems to point directly at the park's massive sundial 
which, while f alse due to the brillian t light, displays an 
hour much la ter than it should. the eff ect is both breath· 
taking and somehow quite ominous. 

As theflare dies, the music an d crawdfanjare strive to 
anew peak. 



Captain Metropolis says disgust,edly, "That isn't 
music. It 's noise! And to think they are playing on the 
same stand theAir Force Band and the Singing Sergeants 
play on every Fourth of July. There is no justice. " 

~ GM INFORMATION 

During this t ime the Characters can make inquiries 
about Stickman and the green peace sign. Any successful 
Persuasion will reveal that Stickman belongs to the Peace 
Front group and that, while he is not here yet, t he rest of 
the Peace Front is. 

The Characters presently face the other three members 
of the Peace Front: Mary Ann Cooper , Dwight Finglass, 
and Thomas Pawereski, who sit a round on the grass 
laughing. Each has a white armband with green peace 
signs. 

If t he Characters are at the rally in costume, all the 
youths who see them will be very interested in them. The 
teen agers will make numerous comments about "groovy 
threads." They will love staring onto Rorschach's mask 
and will gleefully make fun of the Comedian's military 
look. If the Characters don't make trouble, play contin ues 
with Section II. 

Should the Characters verbally or physically abuse any 
of the teenagers, a llow the Character(s) and Non-Player 
Character(s) to attempt to solve their differences them
selves. If a particularly forceful or distracting event 
ensues, police officers will arrive to break up the d istur
bance. Play then proceeds wit h Section IL Analysis of the 
flare or the launching site is fu tile as the flare residue has 
since d issipated. 

SECTION II 

~ PLAYER INFORMATION 

The concert ends with a savage blast of electric gui tar 
chords. A great roar goes up through the throng of t,een
agers. As the youths calm down, a long-haired young man 
steps up to the microphone and says, "Thank you. " He 
quiets the crowd and says, "Alright! We have some speak
ers here, gonna t,eU you all about our derrwnstration 
Sunday." 

Several speakers parade up to the bandstand and 
discuss organization and procedure for an anti-war 
demonstration and peace march. They detail the many 
groups involved, the path of the march, and make stir
ring speeches against the Viet Nam war. 

Captain MetrO']>Olis fumes with each statement. "We 
didn't fight against the hun in The Bi,g One just to have 
our ungrat,eful kids turn communist, "he says, seething. 

After a half an hour of this, the long-haired announcer 
says, "We got a s]>eCial speaker from the Peace Front. I 
dunno what he's got to say but you can be sure it's impor
tant. Here's ... Stickman!" 

A charismatic young man steps up to the mike. He is 
wearing a tap hat and a vest but no shirt. The crowd 
cheers. Stickman says, "Alri,ght! Ya look great out there! 
Everybodyf eelin 'grO<YVy?'' The crowd roars. "What do we 

got today? We got Big Brother stomping all over innocent 
people in Viet Nam. We got pigs here on the streets, trying 
to st,op us f rom, like, just Lovin' each other. 

"But now there's some brand new pi,gs on the streets. 
They wear grO<YVy costumes and look alri,ght but I'm 
t,ellin' ya they are pi,gs just li ke the cops here and our 
butcher squads in Viet Nam!" 

The crowd laughs at him. He looks irritat,ed. "Yeah 
man, "he says. "You can laugh now. You can laugh now, 
man, that 's just what they want you to do. But lissen ta 
me, man. I know. Ya wannaknowwhattheyarereallyup 
to? Killin' the elect,ed leaders of forei,gn governments, 
that's what!'' The crowd falls silent. 

"That's ri,ght, man. And it's gettin 'worse. They wanna 
bust up our demonstration Sunday. If those underwear 
heroes hassle anyone, if any of 'em even show up Sunday, 
Iwannaknowaboutit! Youfindmeandt,ellme. We won 't 
let them mess up our protest. I wanna know, cause I 'll do 
somethin' about it!" 

As he shouts his last words, the crowd goes wild with 
applause. 

~ GM INFORMATION 

At this point, if the Characters have not figu red out that 
Stickman is suspect, Captain Metropolis will say that 
Stickman must be the one they are after and will urge 
them to nab Stickman for Interrogation. 

It is possible the Characters will attack or approach 
Stickman in some way during the rally. If they attack 
while Stickman is speaking, the crowd will become 
incensed at the flagran t d isplay of injustice and attack the 
Characters. Three youths will attack each Character and 
a full-fledged riot will develop. 

If the Characters attack after Stickman has left the 
platform and gone to the small speakers' area behind the 
bandstand, there will be fewer youths to attack them, only 
one youth per Player Character and a riot will be averted. 

If any of the Characters enters Killing Combat (like the 
Comedian using guns), t he police will show up and break 
up the conflict. 

If the Characters come up with a clever plan to capture 
Stickman without exposing themselves to danger, like 
lowering a hero on the Owlship's ladder to haul Stickman 
up, they can avoid a figh t altogether, as the crowd will 
think this Stickman's spectacularly dramatic exit. 

If the Characters do not apprehend Stickman at the 
rally, he will hang around for another hour then walk 
home alone to a small Greenwich Village apartment. The 
Characters could then follow him home from the ra lly and 
nab him at their leisure. If they don't, Captain Metropolis 
will insist they pick him up for questioning. 
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The fo llowing information can be gained from s uccess
ful Interrogation (normally) or Persuasion (at +3) : 

Stickman's Knowledge 

RAPS 
1: "/belong to the Peace Front. We wanna sto'p the 

war in Viet Nam. That's not a crime yet, you 
fascists!'' 

2: "The Peace Front wants to overthrow the govern
ment through violence and revolution. We want to 
turn the peaceful demonstration Sunday into a 
riot." 

3: "This guy called Moloch contacted us by phone. 
He said he wanted us to kidnap some people for 
him and he would give us a lot qf good acid. He 
said we should kidnap yaur bitddi,es because he 
th·inks you costumed zeroes are the only people 
who can stop 'US on Sunday. 

"Also, Moloch plans to bring a lot of drugs into the 
city Sunday with the police busy at the riot and 
you guys out of the picture. He wanted to screw 
you guys up. Now you can't do nuthin '. " 

4+: "Molochsentsomegoonsoverto takeyourhostage 
buddies to his new hUleout, that new penthouse at 
1023 Madison Ave." 

If the Characters do not get this last clue and lose the 
trail, Captain Metropolis will say his sources t ipped him 
off that Moloch was behind the kidnappings and found 
Moloch's secret address. 

Encounter 7 

Responsible Parties w I Opposing Views I 

During Stickman's speech, the Characters may wish 
to set the record straight about their activities, 
perhaps shouting out their opinions. If so, the rally 
organizers will be more than happy to let them speak at 
their rally to defend themselves. 

The GM should urge the Player to ad lib the speech 
rather than just make a Charisma or Pers uasion Roll. If 
the speaker is convincing (if the GM feels the Player did 
a good job of role-playing the speech), the crowd will 
cheer. After all, masked heroes are popular among 
young people. Stickman will be humiliated. 

If the speaker does a poor job, he/ s he will get a 
luke-warm reaction from the crowd and Stickman will 
gloat menacingly. 

Play now proceeds with Encounter 7: Assault on 
Moloch's Lair. 

Assault on Moloeb.'s Lair 
SETUP 

Clues from Encounter 6 lead the Player Characters 
here. Once the Characters know where Moloch's home is, 
they can plan how they will seige it to get their friends and 
loved ones back 

The two most obvious plans are a silent infiltration or 
an all-out attack 

l FLA.YER I NFORMATION 

Moloch 's tower is a thirty-story glass and steel 
rrwnstrosity that is built like a fortress. Fallout shelter 
plates on the buildingjront testify to its structural 
solidity. 

Seen from above, the to'p of the building is a sculpted 
garden, complete with terraced paths, statues, and foun
tains. Two men in suits stand by the door that leads down 
into the building. 

GM I NFORMATION 

The Characters can get to the penthouse through the 
elevators, stairs, by climbing the walls, or by flying up on 
the Owlship. 

Moloch's Lair 
1) Main Entrance: The lobby is a spacious, gleaming 
room, with exits in stairs and a row of 4 elevators. 

If the Characters enter this way, the receptionist will 
inquire as to their business and will try to keep them in the 
lobby. She will also press a secret button under her desk to 
warn Moloch of trouble. 

The GM should make a secret Perception Check 
(INT/ WILL) for each Character. Ifone of the Characters 
gets 5 RAPs vs. OV / RVs of7 / 8, he/ she saw the receptionist 
nervously press the button when they entered. 

If the Characters wait more than three rounds, five of 
Moloch's goons dressed as rent-a-cops will enter the lobby 
and try to keep the Characters from going further than 
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the lobby. The "policemen" will battle until their number is 
reduced to two, at which point the two will flee. 

2) Elevators: If the Characters take the elevators up, 
Moloch will turn off the elevator's power between the 
eighth and ninth floors. It requires 4 RAPs against OV / RVs 
of 8/ 8 to force the doors open. 

In seven rounds Moloch's men will have cut through the 
cable and the elevator will drop with an EV of 7 against 
each Character's RV (see "Falling Damage" sidebar). 

If the Characters force open the elevator doors or open 
the trap door on the ceiling of the elevator and climb out 
before the cables are cut, they can climb the cables the 
rest of the way up. This will be an unexpected surprise for 
Moloch. 

3) Stairs: If the Characters feel athletic and actually take 
the stairs up, they will be met on the fifteenth floor by 
seven of Moloch's goons wh o will battle the Characters. 

4) Penthouse Lobby: The elevators and stairs open out 
onto a large lobby, eerily lit by red light. 

Two goons are stationed here, waiting for the Player 
Characters to appear. 

5) Supplies Room: This is a large storeroom for drug 
supplies. 

6) Pleasure Palace: Moloch's private Bordello. There is 
low lighting here, with eerie, demonic decor to the 
couches and fixtures. Several prominent businessmen 
and politicians are here. 

Four goons guard this Pleasure Palace. 

7) Offices: These are a suite of offices with little of interest. 
The files contain little incriminating evidence against 
Moloch, are all written to look business-like, and don't 
include details of Moloch's rackets. 

8)Moloch 's Private Area: There is adining area, a kitchen, 
eight guest rooms, and several "entertainment rooms" 
including a film room, a hi-fi room, and several offices. 

9) Moloch's Suite: These rooms are all guarded by thick 
steel blast doors which lower in times of trouble (like 
now). The doors require 12 RAPs of damage to destroy. 
The walls, however, require only 6 RAPs to break through. 
Inside, t he main room is decorated entirely in reds and is 
do minated by a huge four-poste r red-canopied bed. 

If the Characters allow any sort of warning in their 
assault, Moloch will immediately flee to this area and 
barricade himself in with five armed goons. 

Encounters --

Falling Damage 

Damage from falling is always treated as Killing 
Combat. 

There is no AV, as such, no OV; it is assumed that a 
person/ object falling automatically hits the ground or 
surface below. The EV is the person's/ object's weight 
(most Characters have a weight of2 APs) this is added 
to the d istance fallen to a maxiumum of 7 APs (Earth 
terminal velocity). As a guide, if a person falls off a 
chair the EV is 0 plus the person's weight (2) APs, if he 
falls off a building/ sky vehicle the EV is 7 APs. 

The RV is the falling person's/ object's BODY. Tf the 
person has the Diving subskill of Acrobatics, the Diving 
APs are added to the RV when taking damage from a 
fall. 

If the Characters Interrogate one of the goons, tlw 
goons can be forced to explain where Moloch is in the 
building. The fo llowing information can be gained by a 
successful Interrogation: 

I Interrogating a Goon 

RAPS 
1-2: "Moloch's in that area there! Behind those big 

blast doors. '' 

3+: "The walls are weaker than tlwse bla~t doors by a 
damn sight. " 

If the Characters Interrogate the goons about the kid
nappings, the goons will merely stare blankly. Only if the 
goons are severely Interrogated (for more than 6 RAPs ), 
will they "confess."They will confess to kidnapping whom
ever the Characters suggest. They will confess to kidnap 
ping the Lindbergh baby, Emilia Erhart, etc:. They'll say 
anything these people want to hear. 

Once the Characters enter the room, Moloch will put up 
no resistence. Play now proceeds to Encounter 8: Defy the 
Devil. 

Defy the DeYil 
~ SE~ I 

Once the Characters have captured Moloch, they will 
probably wish to Interrogate him. 

~ PLAYER I NFORMATION 

Moloch trembles slightly but scowls defiantly before 
you. "You haive all broken into my home. When my 

lawyers are done with ycm, you'll 'wish you never saw th·is 
place! I m certain you'll excuse me while I call the police. ' ' 

' GM INFORMATION 
It is unlikely the Characters will let Moloch go. If they 

Interrogate Moloch about the kidnappings, he will say he 
knew nothing about them. No amount oflnterrogation or 
Intimidation will make him change his story. If the Char
acters ask about anti-war demonstrators, Moloch will say: 
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"Off the record, I'll tell you I did plan to take advantage 
of the confusion tlwt Sundays demonstratum would 
cause to gel certain ... shipments into town. I even secretly 
contributed to several milit<m t youth organizations, likR 
the Peace Pront, to encourage their a.ctivities. But I know 
of no kidnappings.'' 

Du r ing this interlude, Captain Metropolis wiJJ secretly 
hide a parchment note he created to look like it was from 
Moloch. The note incriminates Moloch in the kidnappings. 
A s uccessful Perception Check or Detective roll is 
required to locate the note. If the Characters don't find 
the note by the t ime they a rc ready to leave, Captain 
Metropolis wiJl hfmd" it himself and show it to them. 
The note reads: "To all lieutenants, 

Aft.er thmJ are delivered to us, move the 
kidnapped friends of the meddling 
heroes to 666 Wuterside Drive. 

- Moloch." 

Encounter 9 

The Rescue 
' SETUP 

The Characters will come here from Moloch's pent
house' ( Entounter 8). 

~ PlAYER I NFORMATION 

666 Waterside Drive is a seedy, run-down storefront 
that still has the W<Yrds "Live Bait " barely visible above 
the cloor. 17wfront windmo is covered with newspapers. 
The on ly tldng new about the place is the shiny brass lock 
on the fro nt door. 

If they show t he notC' to Moloch, he will laugh disdain
fully. "/ don 'l kncrw what kind of a frame-up you are 
trying to create, but I luweu 't used parchment iu years. 
Far loo e:r:pensive. ·· 

The Characters probably won't believe this but whether 
they do or not, they will most likely race to 666 Waters ide 
Drive to rescue their friends. Play now proceeds with 
Encounter 9: The Rescue. 

~ TRoUBLESHOOTING 

If the Characters arrest Moloch, he will be out vrry 
soon, as there was no hard rvidence against him. 

' GM INFORMATION 

BILLY STEVENS 
Dr.x: 2 Sm: 2 Bour: 
brr: 2 WILL: 2 M1:-:n: 
IM'L: 2 Al 'RA: 2 SPIRIT: 

J:\rrJA Tl\'!::: 6 HERO Po1:--·Ts: 

SKILLS: 
Wcaponry/ Melee Wrapons: ;3 

EQUIPMENT: 

2 
2 
2 
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Switchblade [AV: 0, l':V: :3, Short: 0, 
Medium: 1-2, Long: 3, Dur: 23) 



The hostages are indeed in the bait shop. There are 
three entrances to the plac<'; the front door, back loading 
door, and a trapdoor around the s ide that leads into the 
basemen t. 

If the Characters scop<' out the build ing before enter
ing, they will sec a light on in the back room. Ins ide they 
will see all the hostages bound and gagged in a room 
strewn with empty pizza boxes. One young thug who looks 
all of seventeen is sitting in a chair feeding pizza to a 
bound Wally Weaver. The thug looks exasperated. 

The front lock will take 5 RAPs of damage before break
ing, the back and basement doors only requiring 3 RAPs. 
They will open on 4 RAPs of Thief vs. OV/ RVs of3/ 3. The 
thug, Billy, is not very observant and it is easy (OV / RVs: 
2/ 2) to use Stealth to get inside unnoticed. 

If Billy sees an enemy or if he has not been put out of 
commission in the first round of combat, he will whip out 
a switchblade and lunge for the nearest hostage (who will 
happen to be Matilda Gardner). 

The only other way to stop Billy from grabbing a hostage 
is to successfully grapple him. If Billy gets his hostage, he 
will timidly th reaten, "Stay away or the ol 'lady get,s iced!" 
as desperation swims the pools of his eyes. 

Any Character trying to stop Billy needs to beat Billy's 

Init iative roll to atack him before he hurts Mrs. Gardner. If 
Billy cuts her, the wound will be severe but will not kill her. 

Captain Metropolis will look on in horror. During the 
fight, he will grab an electronic voice scrambler from his 
utility belt and speak into it, his voice becoming distorted 
and strange. 

"Put her down, boy," Metropolis says. "I, your master, 
command it!" 

Jose will drop his kn if<' in shock and surprise, present
ing no further threat. 

The hostages now successfully freed, play concludes 
with Encounter 10: Th.eAften nath . 

~ TRoUBLESHOOTING 

If the Characters ask Metropol is about the 8Cramble r, 
he will say, confidently,"! tlwught il wouldcmnein handy 
on an oc<xLSion such as thi,::;. ft was a simple procPss after 
analyzing the recording we heard to create a synthesizer 
to duplicate this 'M's' voice. " 

Any further persistence on the part of a suspic ious 
Character should be dealt with in Encounter LO: The 
Aftermath, specifically in the "Confronting Captain 
Metropolis" section. 
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SETUP 
Captain Metropolis calls all the Characters together for 

one final meeting at his home. 

~ PLAYER INFORMATION 

"My very good friends, " Captain Metropolis says, 
"congratulations. Our mission was successful. We 
rescued our loved ones and averred a drugs-gangst,er
negro-radical-youth plot to disrupt the national fabric. 

"It is a pity the ringleader is still at large but it i,s only 
a matter of time before we catch him. And since we did so 
well as a group, I'd like to propose that we continue 
working together - as the Crimebusters!" 

Captain Metropolis turns to the group hopefully. 

~ GM INFORMATION 

The Players/ Characters may or may not like this idea. 
The GM should allow the situation to be role-played out 
and see what happens. If Characters continue to suspect 
Metropolis, play out the "Confronting Captain Metropolis" 
section. Otherwise, should the Players elect to band to
gether or not, they have completed the adventure. Action 
now proceeds to the distribution of the Standard Awards. 

Confronting Captain Metropolis 
Shrewd Players may suspect that Captain Metropolis 

was behind the kidnappings. He will deny the charge 
outright. However, if a computer analysis of "M's" voice
print is compared to Captain Metropolis' synthesized 
voiceprint, they will be shown to be identical, not merely 
professionally similar. Confronted with this evidence, 
Metropolis will break down and confess. 

Captain Metropolis looks up pathetically. 

"Don't you see? I had to do it. I had to get us to work 
together. We must work together. We are a special breed 
and Mankind needs us. 

"People arefar t;oo weak to take their lives in their own 
hands. They need us to keep watch over them to protect 
them! That's our special destiny! To watch over Mankind! 
To be Us leaders, its reformers, - its saviors!" 

Metropolis soon becomes frantic. "Look!" he says. "Vice 
is rampant. Crime runs unchecked. All over the country, 
citizens are becoming agitawd. The rioting! Looting! 
Civil unrest! Communist-inspired students are taking 
drugs and protesting war, destroying the fa bric of our 
society. 

·'Throughout the country, our children turn to crime 
and drugs through the corruptive influence of television 
and rock and roll music. The world needs us. It t;ook this 
experience, afew special people banding together to fight 
Mo/,och, to sluno us that need! 

"Don't hate me. e have to work together. " 

Should a Character bring up the fact that Captain 
Metropolis killed Mole Yarrows, Metropolis wiJI claim that 
Mole's irradication "was just and right. The rapid 
removal qf human vermin from our crime-riddled 
streets!" 

What the Players elect to do with Captain Metropolis is 
their matter. They could turn him over to the police, 
ostracize him from hero society, or they cou ld view his act 
as a noble, if dangerous, one and consider maintaining 
their allegiances. The decision is theirs. 

If a person is given powers and abilities superior to his 
fellow human beings, perhaps he or she does have a 
responsibility to oversee and protect the rights and lives 
of those people, to uphold moral and societal laws. But if 
such heroes watch over the lives of Mankind, then the 
question arises: 

Who watches the Watchmen? 

Standard Award 

The GM should always remember to give out additional 
Hero Points for exceptional role-playing, the saving of 
innocents, etc. An additional Standard Award could be 
considered should a Player or Players reveal Captain 
Metropolis' actual scheme. 

Level of Opposition 
Inferior . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 15 
Critical Points 
Joining of Forces (Seldmn Fails) ................. 2 
Connecting Newton and Sabino (Even Odds) ...... 3 
Area of Consequence 
City / Local . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 3 
Severity 
Permanent Non Fatal ..................... -. .. .. 10 

TOTAL ........................ ............ 33 

Truth forever on the scaffold, 
Wrong forever on the throne -

Yet that scaffold sways the future, 
and, behind the dim unknown, 

Standeth God within the shadow, 
keeping watch above his own. 

James Russell Lowell 
The Present Crisis 

{1844), st.8 
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