


TO USE THIS BOOK 

This book 1s divided into four 
sections GM's Introduction. 
Characters. Encounters. and 
Game Results In any of these 
sections. 1tal1c1zed text is 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 mod1ficat1ons 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 stat1st1cs 

ENCOUNTERS 
The DC Heroes Role-Playing 

system 1s based on encounters. 
That is. the Player Characters 
go from situation to s1tuat1on 
instead of location to location 
Each encounter 1s 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 
stat1st1cs and 1nc1dental 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 further scenar
ios, if desi red. 

MORE ON BACK COVER: 
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1l is Ju~1e 968-justqneshorf..y~ar 
after tl\ so ·ailed ··sun11ner of love." 
Viet atn slowly escalaLcs Lnto a 1'(lajor 
contlitl. a stellar special effects movie 
thrill~ local audiences, rock and roll b 
more popular than ever, and a new 
pirit swecp through America's youth. 

lnju ta few shon month the current 
administration's term comes to a close 
and America has begun looking for a 
new lt•ad<'r lo guide the nation through 
Lhe rough times chat lie ahead. Soon 
the IJ<'mocra1.s and Rcpuhlieans 
select their nominel'.s for the 

ovembl•r Presidential rlection . 
Bccausl' of th<.· public·s dissatisfac 
tion wnh tlw currem President , the 
RepubhC'an r1cket is an automatic: 
favorit c. and should wm the ~encral 
t'leclion wll hout any trouble. 

Thre<' major candidates vie for th<' 
Republican bid: the Vice-President, 
Mayor PhiJip Hollier of San Antonio, 
and Senator Ken Shade from Illinois. 
Competition in the primary elections 
was close, with the Vice President and 
Shade r<'cciving the lion ·s share of the 
vote. Though the V.P. has the advantage 
going into the convention and will 
probably recei,·e the nominauon, 
Holli<'r snatched up just enough votes 
to make the race between tlw V.P. and 
Shade interestLng. 

What would happen if the future 
President of the United States had 
secret dealings with organized crime'? 
Moloch has been concocting such a 
scheme for almost ten years. Ken 
Shade, once a mere crooked Chicago 
judge in the arch-cr iminal's employ, 
has been elected to the state senate. 
and Lhcn the U.S. House of Repre
sentatives. Moloch knows it never 
hurts to have friends Ln high places. 
Recenlly, Shade (with the help of 
Moloch 's cr iminal organization) 
unseated Ill inois Senator Marion 
Lockley by such a wide margLn lhat a 
movement ·prung up within the 
National Republican Part) to draft 
him a.-. a Presidential candidate. 
This delights Moloch. If he plays his 
cards right, h<' may ju ·t haH the 
President in his pocket. 

Moloch is calling in many of his old 
underworld debts, mobilizing his entire 
national organization in an all-out 
effort LO sccur(' the Republican nomin
ation for Shade. Moloch's forces have 

illegal wiretaps lO discover the other 
.cantlldates· secret campaign plans, 
and have thousands of v6tes and 
important political allie!-> secured 
through coercion and blackmail. Any
one seen as a threat to the Shade 
candidacy has mi.tantly become a 
mob target. 

Unfortunately, ~loloch did not anti
cipate that kingmaker Findlay Setch
field South would use similar tactics. 
The "superhero· known a<> the Comedian, 
serving as a special coven operative 
for South throughoul lhe campaign, 
was even more effective in gathering 
support than ~ere Moloch's men Ln 
building up lhe Shade <'ampaign. At 
the end of the primaries the \·ice 
President has come out ahead with 
Shade a close se(·ond. Moloch's only 
avaiJable course of act ion, as he sees 
it, is to eliminate the \ '. P .. thus 
guaranteeing Shade the nomination. 

Murdering a polilician of lhe V.P.'s 
stature i.s diflicu It. H~ draws a great 
deal of attcnlion everywhere he goes, 
Secret Service security is tight, and 
there is always the prohlem posed by 
superheroes. 

Fortunately, Molo<·h is a very 
resourceful man. He just happens to 
be hea,ilyconneclcd with che Brethren, 
a wild gang cult comprised of New 
York's homeless, that has been plaguing 
New Yor k with ritual killings and 
kidnappings for almost a year. The 

BreLhren is large and powerful, and 
Moloch plan to use the gr·oup lo 
eliminate.Shade's onlyrenulining rival. 
Ile has convinced "Mother,~ the gang's 
lcadt'r. Lhat the \'.P. b he.r enemy and 
the <'nemy of her followe~ ~lothe1 

has '"hipped up an ami polit1<:al reh 
giou.s frC'nzy, and with Mulo<'h'!-> ht>lp, 
com·octed a plan to elinunaH• 1 lw 
\ 'ice President. 

An army of gang nwml><'r.s will 
d irectlY assau It the Repu bl it' an C'onven
t 1on hall. Jn order to divNt Sl'cunty 
forces. another group of gang niembf'rs 
will \)(' sent to knock out key power 
stations and black oul New York on 
lhc night of the attack. To he1gh1en 
the chaos. Moloch has ust•d his 
influence with the rest of till' '\cw 
York underworld to insure that th<' 
c ity'~ many street gangs aJlCI mobs an.• 
poised to riot when lh<:' light~ go oul. 

Moloch is quite pleast>d with this 
plan. Nol only is it difficult to lraC'(' 
the killing back tO his organization. 
the gang's zealousness makes it hard 
to imagine the press and pohce even 
bothering to look any further than 
the Brechren's rank and file for the 
perpetrawr of the crime. Also. after 
Shade is nominated, Moloch can 
double-cross Mother and her follow<'rs. 
aJlowing Shade to take partial credit 
for the capture of the V.P.'s kiJlrrs. 
and th us st rengLhening Shade's 
canditlacy even further. 
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THE BIG PICTURE 
The a<h·ent ur(•opcnswilh Rorschach 

and ·ile Owl 011 om• of their n iglitly 
pat rots of chc city. In Encounte r 1 the 
l wo he roe::. haw an opportunity to 
::.wp a group ofHrethren gang memlx'r::. 
from assaulting an old man in the 
~I an hat tan subwa~. Shortly after the 
..,cuffle rhey arf' called into the offic<.' 
of <:apt ain Charles Rraddoc k of NYPD 
(E ncounte r 2) where they are joined 
by the r<.'st of the rest oflhc Watchmen, 
who have also been called in. Braddock 
introduce the heroe. to Major Mont 
~ornery Banm•r of the United States 
Se<: ret Service who asks them to 
provide security for the Republican 

aL1onal Convent ion and its attendees. 
He is <'Specially C'oncerned about a 
'ew York gang known as 1 he Brethren. 

Doctor Manhattan ref~ t.o aid Banner 
and his men. though the other heroes 
probably decide LO help. The police 
havr a privat<.• message for the 
Comedian, who has been summoned 
by power brokrr Find lay Setchficld 
South (Encounte r C-1) LO take care 
of a political enemy, ~enator Conrad. 

If Kite Owl and Rorschach managed 
to capture anyoflhc Brethren soldiers 
in Encounter l , the heroes can use 
their police connect ions to interrogate 
llH' prisoners in Encotmter 3, and in 
Encoun ter4 they have an oppor tunity 
to gN hold oflh(• poli<'e reports on thl' 
Brethren and its aetivitie&. f ro m these 
they learn that the gang operaLes 
al most exclusively in a Manhattan 
area known as "New Londo n ." 

lfthe Players use theirstreetconnec
uo11s to investigacc the Bret hren 
(Encounte r 5 ) the) find that the 
group has a fear omestrecc repurntion 
and conflrm that the gang is up to 
something. While out on lhe streets, 
th<' heroes come across a daily nrws
papcr that contains a feat.u re a 1i iclc 
on the.• Brethren written by invest i 
galive reporter Ben Richter. In 
Encounter 6 the heroes can \'isit 
Hichter at his offic<'. Richter knows 
that the gang Le; conducting an im por 
tant information d rop the next.evening 
at a seedy rock club in ManhatLan. 

The next morning the Players have 
to meet Major Banner at the convention 
ccnt<>rto go over the security arrange 
m<>ms (Encounter 7). The Comedian 
finds out where Con rad is staying so 
that he can search the senator's room 
(Encounter C-2). Later that evening 
the Player Charac ters can pa t rol the 
Brethrcn's "tu r f' in New London, 
(Encounter 8), where they have an 
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opportunity tO prevent the murder of 
a newspaper vendor and pick up 
another clue leading them to the 
information drop at t he rock club 
later in the evening. Jn Encounter 9 
the heroes can visit the club, where 
they find valuable clues lead ing them 
to one of the gang's many safehouses. 
At the safehouse (Encowtter 10) the 
heroes discover that whatever the 
gang is planning is taking place the 
next evening and is someh ow con
nected with the Vice President. If they 
are pe rceptive enough, lhe heroes 
will also discover that the Brethren 
has ties with organized crin1e. In 
Encounter C-3, the Comedian can 
retrieve Senator Conrad's blackmail 
evidence. 

- 0 

• 0 

Jtalfr.:s indicate lhat the exact timing of the event 
depends upon Player actions. Listings are the most 
likely times. 

ADVENTURE TIMELINE 
DAY 1 (June 11, 1968) 

10:35 PM Rorschach and Nitc Owl on subway patrol 
find the Brethren attacking an o ld man 
(Encou nter 1). 

11:00 PM The heroes meet with Banner and Braddock 
(Encou nter ~). 

After 11 Th<' heroes vis it Lt. Bridwell's precinct 
( Encounter 3). The heroes break int o police 
headquarters to look at the fil es concerning 
the Brethren (Encounte r 4 ). The heroes hit 
the street~ looking for clues and wind up at 
the NPIC York Gazett,e (Encoumers 5 and 
6-could a lso occ ur anytime OAY 2). 

3:00 AM The Comedian meets with 8outh 
(Encounter C- l ). 

DAY 2 (June 12, 1968) 

Anytime The hProes vis iL Lt. Bridwell ( Encounter 3). 
The Comedian breaks inro Senator Conrad's 
hotel room (Encounter C-2). 

10:00 AM The heroes meet with Banner at the 
convention center (Encounter 7). 

Evening The heroes patrol ew Londrrn (Enco unter 
8). 

After 11 The heroes break into police HQ for the 
Brethren files (Encounter 4). 

MID The Brethren co nducts an information drop 
at Max's ( Encounter 9). 

DAY 3 (Jlllle 13, 1968) 

After MID 11H.' heroes visit the Houston St. safehousc 
(Encoumer l 0 ). 

Anytime The Comedian recovers Conrad's tapes 
(Encounte r C-3) and gains re\'enge on the 
Senator (Encoun ter C-4) 

10:00 AM Ken Shade makes his speech in Central 
Park (Encounter 11 ) 

9:00 PM The lights go out throughout New York 
(Encounter 12). The Brethren attaCk'i the 
convention center (E ncounter 13). 

After 9 The heroes confront Moloch (Encounter 14) 
and invade Ge henna 
(E ncounte r 15 ). 

DAY 4 (June 14, 1968) 

7:30 Banner debriefs the heroes (Epilog). 

• ·- .. ~··,--I ......... ....___.... ~- .. ·.·..i• . IP"·· 
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Taki 11.11 Out the Trash wac, wril ten 
for thrr<> to li\'C' Players using it<' 
Owl. Horschach, the Comedian 
Ozymandias, and Silk Spec1,re as Plave1~ 
l'haraC'lt•r:.. If lc~s than li\'t' Player~ 
arc aq1ilable you should m~urc that 
' ill' Owl. Rorschach, and the Comcdi.u1 

arP prl'sent. It is possibk' to play 
through the adventure with Characters 
<'f'<'ated l>y the Players thcmseh·cs 
using the rules found in th<' Pf<typr's 
Mwwal, though some section~ may 
ha\'(' to be rewritten and balan('cd for 
1lw11t'\\ group. The Gamcmaster should 
make rc•rtain that all such Characters 
arl' in tune with the spirit or the 
Watchmen series. in bolh c:haracter
ilauon and power levels. ~uperman, 
natman, and their ilk simply do not 
belong in the world of the \Val('hmcn. 

I PLAYER'S INFORMATION 
At the thne t.he adiienture takes 

pl<lce, Nile Owl and Rorsclwch are 
crime fighting partners, <tnd Dr. 
Manlwttrrn is seeing Silk pectre. 
11mugh they do not often imrk tog(7fher, 
the hercx•s m·e nll m~1are (lj eadz other 
find have met on se1:(>ral ()(_'('a.-;ions. 

.Vol'' that Taking Out the Trru.h 
cx·m rs a /most twenty years before the 
etieuls depicted in the WATCHMEN 
ma.ri seri<>s. Oiier Uiese tw<>nly yeo ts 
the main Characters havP changPd a 
gre<il deal. In 1968 Rorschach ·is still 
sa ll<', though smneu.'hat abnormal. 
Nil<' Ou•l 's idealism is fully intact, 
and llll' Comedian is not <Jllite as 
ruthless and det'i I-may-ca re. 

THE BRIGHTEST 
AND THE BEST 

Ac, noted in hisCharacLer description, 
tlw Comedian has been pl'rforming 
various covert services for Findlay 
Selchfielcl South for some time befor~ 
the ac.lvcnturc takes place. Blake has 
been actingasSouth'ssecret bodyguard, 
security advisor. and "campaign con 
sultant''; and his illegal activitie~ on 
South'~ behalf have been instrumental 
in the success of South's candidates 
campaign for the Republican nomin
ation. In return forhisservices, l3lake 
is being paid a great deal of money 
Only Souch. Blake, and a very few of 
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This special relationship between 
South and t hc C'omedian has a peculiar 
bearing on the adventure. While the 
main action i-. proceeding normally. 
South secretly "ummons Blake and 
calls upon him to perform a :-,pecial 
··errand.'' .Just one week before the 
convention. South received a phon<.' 
call from Senator Louis Conrad of 
Kentucky. Conrad had managed to 
uncover e\'idence of one of tlw 
Comedian's earlier "missions." the 
assassination of a small time hood 
who had refused to dh·ert funds from 
his syndicatr into South's campaign 
coffers. Conrad, a staunch supporter 
and pNsonal friend of Mayor Philip 
Hollier, is trying to use this C\;dence 
tO blackmail Soulh into promocing 
Hollier as tht' \ 'ice Presidential running 
mate. South knows that J-lolliert is 
completely unaware of Conrad's 
actions. Tht' Senator is simply trying 
to guarantee th<' Vic(' Presidency for 
Hollier so he h1msC'lf can reap the 
benefits of a ·'friend in high places." 

Souch order~ Blake to recover 
Conrad's evidence and make sure 
that the Senator presents no further 
threat Lo the tampaign. Interestingly 
enough. this may hring the Comedian 
into direct eonnicl with the other 
Player Characters. At one or more 
points in the adventure, Blake may 
have to attempt Lo overcome th~ 
security measures that he and the 
other heroes have planned. lt is even 
possible ( though unlikely) that Blake 
will ha\'C to take some direct action 
toward the other heroes themselves. 

The South 1 Comedian aga is com
pletely unrelated to the main plot. It 
should be considered a subplot as per 
theDCHEROESrules. lftheComedian 
Player is able to successfully complete 
South's mission while keeping his or 
her activities a secrel from the other 
heroes, s h(' is awarded the extra 
Standard Award for participating in 
a subplot (see Aftermath), though 
s1he cannot choose to .. pull the plug." 

Braddock is the NYPD official who 
first contacts the heroes and involves 
them in the adventure. He serves on ly 
as a police liaison, leaving convention 
security arrangements to the heroes 

and Major Banner. The entire conven
tion affair bewilders Braddock and 
he cannot wait until the Republicans 
hav(.' all gone home. 

ThC' special encounters that make 
up the subplot are mixed 111 with the 
main encounters in the text 1n roughly 
chronological order. To highlight the 
fact t.hat they are separal <' from the 
main advf'nture they haw hr<'n given 
special designations ( Encounter C-1, 
EncoWlter C-2. etc.). The Gamcmastcr 
should take the Comedian Player off 
into a separate room while runnmg 
thcsc' encounters in order to keep the 
events sc.'cret from the rest of the 
Players. This should mak<' tlw other 
Players suspicious of the ('omcd ian, 
which is certain ly within the spirit of 
the Watchmen ser ies. 

A NOTE ON THE TEXT 
lnduckcl for atmosplwrc> in tlw St•t 

up ...,t•ct ion of so mt• of tlw t•11c·ou11H•r..., 
an· t'l1lt'll'S from Hors('ach's .iournal 
and passages from William Blak("s 
pO('lll •·t.on<lon." 

Reading these passage:. aloud is 
completely optional, and you should 
consider the possibiliLics earet'ully. 
Ideally, the Rorschach Player should 
read the journal entries to the other 
Play<'l's, or even write out his or her 
own entries. If you are not comfortable 
with this procedure and ch(lose to 
read Rorschach'sjournal entries your
self, you will be making certain minor 
decisions for the Rorschach Player 
and robbing him or her of a small 
amount of freedom to play the Char
acter exactly ass/ he likes. 

Whichever way you use the entries, 
you should clear it. with the Rorschach 
Player in advance. Rorschach'sjournal 
entries should be read a.s they are 
placed, usually just before the appro
priate encounter begins. The Blake 
passages should also be read !)('fore 
the appropriate encounters begin (if 
there is a journal entry anc.I a pru,sage 
from the poem, read the passage 
first). The only exception is the last 
quotation, which like the final clock 
panels of the comic series, is the last 
thing the Gl\1 reads (i.e concluding 
the Epilog). 

In any case, the passages should 
help the GM get a good grasp on the 
apocalyptic mood that is so important 
to the world of the Watchmen. Trv to 
use the passages for inspiration wl1en 
providing impromptu descriptions. 



NITE OWL II .,,,,,.- tJ1111 [)y .. ,,.,'f'!J 

D&x: 5 STR: 4 BooY: 3 
h\'T: 6 W1u,; 3 M 1.No: 2 
INPL: 4 AURA: 4 SPIRIT: 4 
WTlATIVE: 15 (21) HERO POINTS: 30 

SKILi.<: 
Acrobatics: 4, Charisma: 5, 
Detective': 7, Gadgetry: t), Mania! 
Arrs: 6. Mcciicine: 3. S<:holar: 5, 
Scientist: . Thier S1callh: (), \'ehicles: 7 

EQLlll'~n;:--.T: 
See following Ii.st 

Coxr-.r.c110:--.s: 
$1 re et ( low le\'cl) 

MoTJ\ATIUK Cphold::. the Good 

WEALTH M illlonairC' 

.Jou· Multi-Millionaire 

RACE l luman 

"Oh yov virtuo·us ou1/. 
The wi.se M'inervri 's on Ly f cnd. '' 
-~ir Phillip Sidney. "A Remedy for Love" 

Dan Dreiberg has always had every· 
thing he ever wanted, and al times 
guilt thal people arc starving in the 
streets while he idles away in a posh 
mans ion almost overwhelms him. He 
feels compelled to help these people 
in any way he can. 

Dan can be decisive, but also has 
bouIB of hesitancy. He is close to 
Joseph Walter Kovacs ( Rorschach), 
but he is just starting to fear Kovacs' 
s ingle-mindedness. Though fond of 
young Laurie Juspeczyk (the Silk 
Spectre), he finds her "boyfriend" Dr. 
Manhattan frightening. Dan is wary 
of the Comedian (Edward Blake) and 
often in timidated by his presence, but 
finds Ozymandias likeable enough. He 
is closest to Ho llis Mason, his mentor 
and the original Nite Owl. 
EQUTPMENT 

Most of the s mall gadgets that ite 
Owl carries arc self-explanatory, and 
s imilar to gadgets used by oth(•r 
supcr-heroe . 

Handcuffs o wnr<J 

DEX: 0 8'rR: 5 BODY: 

CHARGES: NA 
CosT: 64 HPs + $500 

Micro-Cassette Recorder 
Dex: 0 Sm: 0 BooY: 
IN'r: O W1L1..: 0 M1Nn: 
CMAnoES: 9 
Cosr~ 52 HPs+$800 

Pow1ms 
Recall': 7 

5 

1 
0 

'ResLriction: Audio information only 

Laser Torch 
DEx: 0 Sm: 0 Bony: 1 
Ji..'T: 0 WILL: 0 MtNT.>: 0 
CHARGE.->: 4 
CoST: L 48 HPs + $65K 

Puw~;m, 

lleaL Vision: 12 

M edical Kit 

DEX: 0 STR: 0 BODY: l 
l:\"T: 0 Wru: 0 Mooi: 0 
CHARGES: 4 
CoS'r: 22 HPs + $250 

SKILl.'i 
Medicine / F'irst Aid: 4 

Night Sight Goggles 
Dr.x: 0 STR: 0 Boov: I 
lr-i-r: 0 W1u: 0 M1NO: 0 
CHARCF.S: 20 
Cosr: 52 HPs + $800 

Radio, Two-way 
DEX: 0 STR: 0 Boov: l 
ll\'T: 0 WILL: 0 Mr"ID: 0 
CHARGJ.:S: EPS 
Co!.'1': 27 4 HPs + $850K 

Powrm~ 
Super \'emriloquism · : 16 

'Re!>triction: Only rommunica1es with 
another deVice on Lhc same frequency. 

Miniature Camera 
DEX: 0 STR: 0 BODY: 1 
l~r: 0 Wcu .. : 0 MIJ\o: O 
CHARGES: 8 
Cosr: 52 HPs + $.800 

PuMrns. 
Recall' : 7 

· Restriction: visual informal ion on Iy 

Rebreathing Apparatus 
DBX: 0 S'I'R: 0 BODY: 2 
CHARGF.S: 8 
Cosr: 68 HPs+$1K 

POWERS 
Sealed Systems: 8 

Smoke Capsules 
DEX: 0 STR: 0 Boov: 
CHARGES: l 
CoST: 76 HPs+.$2K 

POWER:; 
Fog:9 

Tracers 
DEx: 0 STR: O Bonv: 
CHARGES: 18 
Co:,-r: 148 HPs+$65K 

Powi-;1~· 
Super \'cnrriloquism•: 12 

·Rest ric:tion: Only "throws· a signal 
tone Lo user. 

ARCHIME DES 

Dr::x: 5 Sm: 10 Boov: 8 
{"'ff: 7 Wru .. : 10 MND: 0 
CHAHCF.S: 43 
Cosr: 1180 HPs+$J 7M 

POWER~ ( . li11~/) 
Flame Pwjcct · :I 0, Fla.'1h · : l 0. 
Flight" : 5. Fog": 10, Lightning: fi, 
Magnetic Con trol'. JO. ~!ind Bla'lt ·: 10, 
Passive Sonar': 7, Radar Sen:-.e': 7. 
St.>aled Systems: 18. Super \'cntril· 
oquism ' : 7, 8wunming: 4, Telest'opic 
Vision' : 7, Water C'omrol': 7 

Archimedes is a wchnolog1C'al wonder. 
almost impossible 1 o detect by radar. It 
can be used underwater (Swimming ). 
Weapons include magnerizLng (Magnetic 
Control) or electrifying ( Lightning) the 
outer hu ll. water cannons ( Water Con· 
trol), flame throwers (flame Control), 
fog screens (Fog), and sonic scrccc hers 
(Mi nd Rlasl-automaticallv multi
attacks everyone wiLhin 5 AP~ of ~hip) 
for subduing a large crowd. 

Archie has cargo space and a work· 
shop; a PAsys1em (Super Ven I riloquism ), 
a winch-operated 300 foot ladder , and 
a series oftelescopiC' cameras and surveil· 
lance equipment (Telescopic Vision, 
Radar Sen::;c, Passive Sonar). The modu
lar flight. controls attach 1 o the ship in 
several places. Nile Owl even has a 
remote unit on his bell that allows hin' 
to opcracc the ship and any of 
functions from t he ground. Finally, two 
collapsible hover bike~ arc swrcd I owarcl 
the rear of the ship: 

Hover Bikes 

D£x: 0 STR: 4 Boov: 6 
CHARGl.o:S: 12 
Cosr: 125 HPs + $1700 

POWERS. 

Flight: 7 
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THE COMEDIAN 11/Jm F.lf1rnrt/ 11/,i~. 

DEx: 5 Sm: 5 Borw: 5 
h'T: 3 W11.L: 3 Mt,D: 2 
IwL: 4 At:RA: 4 SPIRIT: 5 
L'llrrtATrVE: 12 (20) Himo P01~'TS: 35 

SKILL." 

Acroba1 ics: :J. Chari ma. 8, Martial 
Ans: 8, Military Science: ti, Spy: :1, 
Thier Sl'curity Systems: fi. \'t•hkk-~: :3. 
Wcaponr~·: 6 
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RORSCHACH •1h11.<J<N71h tl'11//NKotmr< 

DEX: 5 Sm: 5 Boov: 4 
[)l.'T: 3 WTLI.: 4 Ml:-io: 3 
L'fff.: 5 A URA: 5 SPIRIT: 4 
hlTlATTVE: 13 (20) HERO POINTS: 35 

P(>\H;IlS 

Aura of Ft>ar: -l 

SKILi~ ..... 
Charb tn a: 7, Dt>lectivc: 10, Marrial 
An.s: 7, Mrc1i<' i11c First Aid: 3, Acro
bati<"s Climbing: 10. Thief: 5, 
\ 'chidt'!'. Land· :J 

E Ql ·1 1>\fE;>.T: 

Grapple Gun 

DF.x: 0 STR: 0 Boor. 3 
CuABGES: 8 
CosT: 67 HPs+$900 

P c)\rEH'.'>. 
Projcc1 il<• Wc>apnns· ii 

Tlw Grappl1> (;un ust!:-. a COZ i:ar
tridgc to fin• a 5 AP longcabl<' artachcd 
to a grappling spik1\ allowing Rorschach 
to quick!) seal<' buildings. Use lhc 
gun'g STH as the EV and lforsch ach's 
DEX a~ the A\'. The line reels in for 
furthN US!' in 4 AJ>softimc. lffircd al 
a li\fog targr1 , 1 lw user enter;, Killing 
Cornhal. Dan Dr<'ib<'rgtNiteOwl ) built 
the Grapple Cun. 

Cc 1:-1NEn1u!\~: 
NYPU t low IC'\'C'l ). Strcl't ( lo w level ) 

f.<)I 11'\!E'\T; 

Two kni\'<'~ ( :-c>e Encounter J ) 
Two .4f> l'alilwr auinmatir µistols (see 
E ncounter 8 ) 
s11bmachi111' gun (sN• Encounter 11) 

Leather Body Armor 

DEX: 0 STR: 0 Boov: 6 
CttARm;s: 20 
Cos-r: 36 HPs+$600 

Tear Gas Grenades (3) 

D EX: 0 STR: 0 B ODY: 2 
CriARGES: 3 
Cosr: 68 HPs + $2K 

P c)\\ l·.l<s 
Fog: 8 

Re breathing Apparatus 

DEX: 0 Sm: 0 Boov: 2 
CHARGES: 8 
Cosr: 68 HPs + $1 K 

P cl\\Ef{:-o: 

S<'alt•d Sy!:. tcms: h 

L IMllATll 1"~: 
:\1inor Irra tional Attracticm to \'iolPnC1' 

\'1 ·L\IUIAU!l.ITIE!-o 

l\lagn<·t w Control 9 

MoTl\.ATlo:-.. Seekb Ju!>Lirc 

W~:ALnr Struggling 

Joa Carmen1 Worker 

R ACE: Human 

"His face, the tablet q/ 1u1111ternble 
thoughts " 

- Lord B)Ton. "The Dream" 

Joseph Walter Kovacs came from a 
brokC'n home and has spent much or 
his rime on the st reets and in a wide 
variety of deten1ion homes. After an 
acquaintan ce was murde red, h e 
decided to become a costumed crime 
fighter. Kovacs takes out his deeply 
rooted hatred of hL<; mother on th e 
criminals he combaLs. Though not 
nearly as unstable or schizophrenic 
as he will one day becom e. Horschach 
is somewhat imbalanced and has had 
periodic flashes of parano ia and manic 
violence throughout hi.<. life. 

Kovat::. rt'!'ipecl.s .vou ng I >an 1 )rcibC'rg. 
A staunch mysogyni!>I , he plat'<'S \('1)· 

lit l It' railh in La uric .Jus1)(.'('l.rk. The 
Conwdian is mon• to h it, liking, though 
al 1 im e!'> he i-. cnntcnwcl h.v Blak<'s 
c-an'frcc a t Lit11dc·. Overall a grim fi gu rP. 
Km acs' '>!'fl!)(' or just kl' C:Ollll'S from 
his own r ighr-wing idE':.=tb. 

Co' '\ECTln's 
US Military ( high level ). CI A ( lugh 
level ). Street ( lo w Irv<'!) 

Mt1T1\J\TIO~· l'nwamed Pow<'r 

W~:Al.Tll· AfDu!'nt 

.JoH Gm·crnment ope raf i\'t' and 
bodyguard 

R..v'E Human 

''HP laughs vest that laughs last. " 
-Sir John \lanbrugh, "The Country House· 

Edward Blake is a cunning, cynical 
mercenary. In his adoptl' d guise of 
t.he Comedian hr secs life, !;Ociety. 
and humanity as om> colossa l joke 
which only he understands. Blake is 
by far the oldest of the current crop of 
superheroes and a Yeteran of both 
the Second World War and the K orean 
con nic t. I n the 19:30s and '40s he was 
a member of the now famous Minute
men, and recently, tJumgh uoneoftJIR 
othRr Player Characters know this, 
he has put his e xpertise in blackmail 
and assac;sination to work as a secret 
operatiw for FindlaySetchficld South 
(see "The Brightest and the Besl" for 
further information). 



THE SILK SPECTRE n ... ,,i-. ,. 1 ·1-·~•' 

DEX: 6 Srn: 3 Bonr: 2 
h'T: ;3 W1u.: 3 Ml\O: 2 
f,n,: 3 Ac.:RA: 3 SP1R1r: 3 
INITIATIVE: 12 (18) HERo POL\,'l): 25 

SJo.11.1.-. 
AC"rohatiC"s: i, Martial Arts: Ii, 
Charisma. fi, VC'h iC'i!'s Land: 2, 
~kdiC'inr Firl'lt Aid::}, Scholar.:~. 

DNt'<'ltH' Pollet• Procedttr<''>; fl 

Ll\l lT ATlll\': 
Ila.-. no rt>al desm• 10 hC' a 
supt•rht'roinl'. 

Co\\E1·r111'' 
.'.'JYPD (low levC'I ), Street t low I<'' l'I l 

MoTI\ ATIO\ Unwanted Po,H•1 

w~.Al.111 Afnuenc 

.Jon Socialite 

RAn: 11 u man 

"A /Xtrd like .... 7>iriL. IMwtUi1l mu/ .... ·11•(/t. ·· 
-Pere~ B~sshe Sheik'~" "Aclonab" 

Laum• b the daughH'r of Sally 
.Jupiter, th<' original ilkSpt><' ll't'. Sall~· 
did not '' an1 her daugher 1 o turn out 

O~lAS nl1m;Adn<1n 1•·11// 

Oi:;x: 10 Sm: 4 BooY: 4 
hT. 12 Wu.1..: 3 M1Nn: 3 
IM'L: 2 At'RA: 2 SPIRIT: 2 
l r-.ITIATI\C:: 24 (33) HERO Pot\'l'S: 35 

PO\\l.:ll" 
Sus1){'ns1on 5, R<'caU: :Jo 

SJo.11.1--. 
Acrohali('s: 7, Martial Arts: 9, 
Charb.ma. 7. Dcleclive: 7, Spy: 6, 
Gad~Nry: 7, MC'dicine: Ci. Military 
Science: -1 . Scholar: 12, Scienl ist. 8, 
Thi<'f Escape Artist. Stealth: G. 
v (' h tel<''>: ii 

Ll\llTATl(l'\'.;; 
Power. Susp(•nsion only work.-. fur om• 

"'l'(' k at a ttml' 
Miscella1wous· ~e'er auac·k.-.. lir~t 111 

<·om bat 

Co'<~~;< ·no!\s 
NYPI> (low lC'\'('I ). Street ( low lcvl'I ). 
NYSE ( high lf'vcl ), Var ious llnivcrsitit':. 
l low levC'I ) 

MoTl\ATIO\ Responsibility of P11\\er 

W~.AI TH Millionairi> 

J on Oilc.•ttant<' 

RAl t. lluman 

" M!J www is Ozymandia::;, Kiny 
q(Kiugs, 

Look on my W<Jrks, yP Mighty, 
rind despa.i.r! '' 

- Percy Bysshe Shelley, "Ozymandias" 

had!}. as Sall) lwrsl•lf did. sv she 
pushed Laurie tnto a career a a 
superhermm' to teach lw r the value 
of honor and int t•grity. Laurie rook 
over as tlw Silk Spt•ttrr when she wa.'> 
jusr si>.. teen yC'ars old. She is far and 
away I he youngest nf today's heroes, 
though highly skilled in g:ymnasties 
and hancl to hand c·ombat. Laurie 
doesn't r f'ally want to hr a cost u mrd 
hero. though shr is afraid -;he" iJI bt• 
failing her mot her if slw quit::.. 

Rct.:cnrl~. Lauri<• has hcgun a rcla 
t ion hip \\ith .Jon (btcrman ( Dr. 
:\Ian hall an). Slw 1.-. attracted by hb 
ex or ici m. PO\\ N, and knowledge. 
though at timc•s he frightt'ns lwr. Sht> 
is usually very easy going a nd ~h<' 
fin els Dan Drdherg ( ite Owl ) and 
Adrian Vcidt (Ozymandias) very 
likeable. She is, howeH~r. wary of 
Ror chach, who diswrus her. and she 
tan not stand the Comedian. She ha!> 
n•centl,\· r ead llo llis ~1asori's aucobio
graphy. U11d<»· th e J/oocl, "hieh 
describe''> Blakt"s as~ault of her 
mother in 1940. 

Adr ian Veidt comes from an upper 
class East Coast family. While younger 
he travelled the world in search of 
knowledge and immersed himself in 
phy ical and mental Lraining. From a 
group of Tibetan monk he learned 
how to use the full I oo·~. capacity of 
his brain, expanding his reflexes and 
decision making capacities to the upper 
end of human potcnLial, and allowing 
him to become a walking storehouse 
of knowledge. As Ozymandias, he is 
reputably "The World's 8marcrst Man," 
and uses his geniu~ to fight crime and 
injustice. Tluntgh the other Player 
Characters are unaware of this, he is 
beginning a desperate plan for saving 
humanity which will come to fruition 
in lhemid-1980 (seethe WATCH.WEN 
maxi-series). 

Despite hlli unique abilities, Veidl is 
rat her modes t. and w ithdrawn. He 
has a cryptic impcneLrable air sur 
rounding him which some mistake 
for aloofne&.. Ozymandias has a strong 
ense of good and evil, though his 

ucilitarian ph ilo~oph) ofLen prevents 
others from recognizing it. He is cordial 
toward all of h is fellow crime fighters 
and knows more about moM of them 
than they know about themselves_ 
The exceptio n to his cordiality is th<' 
Comedian, whom he dislikes. The two 
have been engaged in a fierce rivalry 
for years, which will cu lminate in the 
Comedian's cleat h at Veidt 's hands in 
the 1980s. 

11 



DR. MANHAITAN 11/ i<MJ•m IJ.<l<'"1lat1 

Dex: 32 
! NT: 42 
lNFL: 10 
l NITIATl\'E: 

Powrns 

STR: 20 BODY: 23 
WILL: 26 MIND: 18 
AURA; 15 SPIRIT: 7 
84 HERO POl\"T'S: 1 LO 

Bio Energy f31ast: 20. Bomb: 15. 
Fligh1 : 22, Growth: 10, Air Control: 15. 
Anraction Repuls ion: 11 , Comprehc-nd 
Languages: 2:\ Dc-nsity lnncasc: 24, 
Dispersal: 25. Earth Control: 15. F'lamt: 
Control: Ii\ ~'orce Manipulation: :30, 
Lifr ~ensc: l.J , Matter Manipul 
ation. 18. Microscopic Vis ion: :J~. 
Molt>cular C'harneleon. 2:J. Recall: 50. 
Scaled Sys1c-ms: 25. Split: I 2, Super 
Hearing. JO, Systemic Antidote: 2:>, 
Trlt•kincsis: 17. Teleportation: 24, Tele
scopic Vision: 10, Transmutation: :32, 
llltra \"ision· I 0, X-Ray Vision: 7. 

S1rn.1 • .., 
Gadge1 ry: '.li). Scholar: 20, Sciemisl: 37 

L L\llTATl4 l:\S. 

Cai a.strophic IrraLional Attraction to 
knowledgt> of the physical world. 

Co:\."1Lt~fJC 1:-.;s 
~1ilttary (h igh level ) 
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J oB. Military Scientist 

RACE· Exout· Hum<1noid (Altered 
Human ) 

GM NOTE: Dr. Manhattan·s Force 
Manipulation, Matter Manipulation 
and X-Ray Vision powers are com
pletely without limit. He can manip
ulate all types of energy , all fo rms o r 
matter ( including organic matter) 
and see through any substance. 

J o n Osterman, o nce an ord inary 
nu clear physicist, was accidentalJy 
locked in the Lest chamber o r an 
Intrins ic Fi<'ld Separator and bom
barded by nu clear energy. On that 
day Jon Ostrrman died and Dr. Man 
hattan was born. 

He has shown the ability to build 
large palaces and cities at will, quickly 
disp erse crowds numbering in r.h e 
th ousands. and manipulate a ll given 
forms o fmatlcron a virtually unlimited 
scale. In audition , he seems to be 
living in a ll times at o nce. He has an 
unerring knowledge of actions he wiJJ 
take ill the future, but cannot act o n 
this in fo rmation in any way ince all 
of his re ponscs have already been 
pre-d etermin ed . 

Dr. Manhattan is present in Taking 
Out the Trash only for his dramatic 
e ffect in Encounter 2. The gam e sta
tistics are provided for Gamemasters 
designing further forays into the world 
of the Watc hmen . Because or the 
power that Dr. Manhattan wields, 
G.Ms s hould be extremely teary of 
a llowing Dr. Manhattan to be a Player 
Characcer. 

MAJOR MONTGOMERY BANNER 
DF!X: 2 STR: 2 Boov: 2 
INT: 2 WILL: 2 Mi.'l'D: 2 
l NFL: 2 A UR.-\: 2 SPIRIT: 2 
INITIATIVE: 6 (8) fu:Ro P OINTS: 0 

SKILLS:( ' linked ) 
Martial Arts · : 2, Military Science•: 2. 
Vehicles/ Land': 2, 
Weaponry/ Firearms: 3 

Pistol, .45 automatic 

Dex: 0 81.'R: 0 BooY: l 
CHARGES: 7 
CO!>'T: 37 HPs+$250 

PowEns, 
Projectile Weapons: 4 

RANGES. 
short medium long 

0-3 4 f) 

User's STR or Weaponry skill is AV, 
Projectile Weapons is EV. 

Banne r is the hard -nose d war
veteran (W.W. II and Korean War) 
secret service officer in charge of 
arranging security for the Republica n 
National Convention , a cold, tough, 
individual only interested in do ing his 
job. He is under strict orders to con tact 
New York's "heroes" for help in securing 
Lhe convention and harbors more 
than a little resentment toward them. 
The o nly hero Banner takes a liking to 
is the Comedian, alo ngs ide whom he 
fought in the wars. 

Though Banner grants the heroes' 
reasonable requests and puts his men 
at their dis posal, he is the silent type 
and will noL volunteer anything. While 
ro le-playing him use as few words as 
possible. 

CAPTAIN CHARLES BRADDOCK 

DEX: 2 STR: 2 BODY: 
INT: 2 Wn.t: 2 MIND: 
lNPL.: 2 AUNA: 2 SPlRIT: 

L'ltlTIATIVE: 6 H ERO POINTS: 

SKILL.<;. 

Ot>t ccLive: 2, Vehicles/ Land: 2, 
Weaponry; Firearms: 2 

2 
2 
2 
0 

Braddock is th e NYPD official who 
ftrsL conLaCLS the heroes a nd involves 
th em in the adventure. He serves on ly 
as a police liaison , leaving convention 
secu rity arrangements to the heroes 
and Major Banner. The entire conven
t ion affair bewilders Braddock and 
he can not wait until the Republicans 
have all gone home. 



NON PLAYER CHARACTERS: 

BEN RICHTER 

DE.x: 2 STR: 2 Bom': 2 
h'T: 2 W1u.: 2 MIND: 2 
11\FL: 2 AtffiA: 2 SPml1': 2 
lNlTIATJ\'E: 6 HERo Po!NiS: 0 

•!\ILLS: 
Detective: 2, Vehicles/ Land: 2 

Cl>NNEC1'10NS· 
Street (low level ) 

Richter is che head investigative 
reporter for the New York Gazelle. He 
is currently working on a piece aboul 
the Brethren. 

Ben Richter is honest, fair, and 
relemless in his pursuiL of the truth. 
He may be convinced Lo break his 
journalistic code if there are many 
lives at stake. Richter keeps an 
extremely accurate log of everything 
he sees o r docs. While role-playing 
him you may wish to have a s mall 
note pad hancly which you can use to 
demonstrate how he obsessively notes 
every detail of a conversation or 
experience. 

POLICE OFFICER/ SECURITY GUARD 
DEX: 2 Sm: 2 Boov: 2 
IN'J': 2 W1u.: 2 MIND: 2 
}NFL: 2 AUitA: 2 SPIRIT: 2 
lNrriATJ\'E: 6 HE.Ro Pol.N'TS: O 

SKJLLS: 
Detective/ Police Procedure: 2, 
Medicine1 first Aid: 2, 
Vehicles/ Land: 3. 
Weaponry/ Firearms: 3 

Use the attr ibutes above for regular 
officers in all police a nd security 
functions. Some officers are more 
friendly or hostile to the Player 
Characters than others, but a ll have 
had their nerves strained by the 
tensions of the summer. Neither 
police nor secu rity guards have had 
more than casual contact with the 
heroes before this adventure. 

FINDL\Y SETCHFIELD SOUTH 
DEX: 2 STit 2 Boov: 
INT: 3 W1w,: 3 MIND: 
lNFL: 2 Au RA: 2 SPIRIT: 

INM'IATIVE: 7 ffi:RO POINTS: 

SKIL~'l· 
Charisma: 6, Scholar: 2, 
Vehicles/ Land: 2 

2 
3 
2 
0 

South is cold, cunning, and cruel, 
and will stop at nothing to achieve his 
own personal goals of wealth a nd 
power. An ex-Army Major and a long
time political broker, South is able to 
put on a convincing show. and is 
actua!Jyseen by manypolilicaJ analysts 
as a strict humanitarian. 

Remember that South has a s pecial 
rclalionship with the Comedian that 
the other heroes are unaware of. He 
pays Edward Blake to act as his 
bodyguard and special operative. 
South always cooperates with the 
Comedian in every possible way. He 
t ries to find an excuse to avoid speak
ing w ith any of the other heroes. See 
"The Brightest and the Best" for 
further information. 

SENATOR LOUIS CONRAD 

DEx: 2 STR: 2 BODY: 2 
INT: 3 WILL: 2 MlND: 2 
}l\rL: 2 AUR.i.: 2 SPIRIT: 2 
1NITTATIVE: 7 HERO P OINTS: 0 

Conrad is a loyal supporter and 
close personal friend of Mayor Philip 
H.ollier. Recently. he managed to get 
his hands on tapes implicating king
maker Findlay Setchfield South in the 
murder of small time mobster Joey 
F'alcone. He is currently trying to use 
these Lapes to blackmail South into 
pushing Hollier us the Vice Presidential 
candidate (see "'The Brightest and the 
Best"). He is unaware that the other 
voice appearing on the tapes belongs 
to the famous "superhero·· known as 
the Comedian. Conrad has not told 
HoUier about his scheme. He is hoping 
to sec the Mayor become Vice President 
so that Hollier will grant him political 
favors. 

Conrad is a naturally nervous indiv
idual. While role playing hirn , keep 
shifting around a nervous glance. 

CONVENTION DELEGATES 

Dex: 2 STR: 2 BODY; 2 
TNT: 2 Wru...: 2 MJND: 2 
ll\'FL: 2 Au~A: 2 SPIRl'r: 2 
l~IATTVE: 6 HERO Por:-rrs: 0 

The convention delegates are 
normal Americans from all fifty 
states. Some may have minor skills or 
abilities, but none of them are aware 
of any of the plots and counterplots 
outside of their own politcal 
maneuverings. Their attitudes 
towards the heroes vary widely, from 
awe to acceptance to fear. None of 
them have any usefu l information if 
Interrogated. 
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NON PLAYER CHARACTERS: 

SENATOR KEN SHADE 

DEX: 2 STR: 2 BonY: 2 
h'T: 3 Wn.t.: 2 M1:-;o: 2 
1Nf1.: 2 At'RA: 2 SPIRIT: 2 
I~rrIATl'-i;: 7 HERO POJ:>.'TS: 0 

Si..11.1 ... 

Charisma 4, Sdlolar: 2 

Ken Shade staned off in politics as 
a Cook Coun Ly Circuit Court .I udge in 
his t1 onw staLe of Illinois. Heavy 
gambling debls made him a puppet 
for tlw mob and, eventually. for Moloch, 
who used hb criminal organualion lo 
rapidly pu~h Shade up thl' political 
ladder. He n•ct'nt,ly won a ... cat in the 
l'nited States Senate'. and is now one 
l>ft he front runners for tlw Republican 
Pres1clcntial nominauon 

Shad<• b cunning and ruthlcs~. but 
he ha.'> a tendency to panic in tight 
situauuns. The moment things go 
wrong he runs to MoloC'h, unable to 
think for himself. 

SIN ANDTEMPTATIONu1u~c,IH1kmttm 

DEX: 3 Sm: 4 BODY: 4 
INT: 2 Wn.L: 3 M1,:.;o: 2 
T-.i~·L: 3 AORA: 2 SPIRIT. 2 
INITIATl\11':: 8 (13) m:110 Po1N'rs: l5 

81\ll.I.'> 
Charisma lntimidatwn: .J, Martial 
Art:.: fi. Thi<>f Steal I h: :~. Vt>hicles 
Land. ::!, Wcapun!J Exot1<·: ·I 

EQI ll'\IE,T: 

Two Handed Sword 

OF.x: 0 STR: 0 BouY: 2 
CHARGE:>: NA 
~1: 4 7 HP:;+ $350 

Po\\l.R~ 
('law:.. 5 

u~rr·:. DEX or Weapon11 :.kill 1.-. A\', 
Claws is £\'. 

Sin and Temptation arc Moloch's 
well -muscled twin body guard~. They 
are both exper ts in the Oriental martial 
ans and were recruited directly from 
t.he Far East operation. While on 
duty, Sin and Tcmptalion wear leather 
pan ts and sinister-looking executioner's 
hoods. They don't talk very much. 
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MOLOCH <1/1a< l. ,. J11'V111 foughn /Jnght 

DEX: 3 STR: 2 Bom: 2 
1'°1': 3 W1u.: 3 M1"n: 2 
i!-.'FL: 2 AURA: 2 SPIRIT: 2 
It-:rrlA 11VE: 8 11 HERu Pol!\Tu: 22 

S1m.1.-; 
Charisma: 4, Detective/ Law. 5, Marl ial 
Arts: :J, Scholar (Occult Lore, Philos
ophy, Religion): 8. Spy1Connoissrur: 5, 
Vehicles: :3 

EQt 'IP\IENT: 

Pistol, .38 revolver 

DEX: O STR: 0 Boov: 1 
CHARGES: 6 
Cosr: l 6 HPs + $80 

POWERS. 
Projectile Weapon~: 3 
User's DEX or Weaponry skill is AV, 
Projectile Weapons is EV. 

Ll~llTATIO:\S: 
Irrational Atrraction to Demonic 
Mor ifs 

MOTl\ATIO'-: Power Lusl 
WEALW· ~lillionairf' 

Jos. Crime Lord 

RACE Human 

Moloch is a powerful underworld 
crime lord who specializes in vice. He 
has connections with every major 
street gang and synd icate in New 
York City, and his criminal empire ex 
tends to the four corners ofLhe globe. 
lib employee~ include many govern 
mentoffic:ials, hol h local and naLional. 

Moloch started his career as a stage 
magician, then applied his flamboy
ant sense of misdirection to master 
minding criminal activities. 

Cunning, ruth less, and nashy, 
Moloch enjoys matching wits with the 
··superheroes.~ and has little to fear 
from the law. 

-THE BRETHREN-----
Typical Brethren mcmbt•rs ha\c a 

STR of ;J, and all or her game st at'> ~. 
They have Thief and Weaponry skills 
at 2; weapons, from crude knives anti 
clubs to soph isticated riOes, vary 
accordin~ LO the encounters. Mo~l 
members of tilt' Brethren wear leallwr 
jackets with the gang's insignia 
scrawled on ch<' hack. 

MOTHER 11h•l5 unk•"'""' 

DEX: 3 STP..: 2 Boov: 2 
INT: 3 Wni: 2 Mr.:o: 2 
INrt.: 2 AURA: 2 SPIRIT: 2 
b< lTIA TIVE: 8 ll HERo P01!'IT'S: 20 

SKILLS 
Chari:.ma: 4, Martial An.s: !J, Thief: 4, 
Weaponry: :J 

EQUll'MEKT: 

Pistol, .38 revolve r 

Dex: 0 STR: O BooY: l 
CHARGBS: 6 
Co~-r: 31 HPs + $80 

Pu wt: Rs 
Projectile Weapons: 3 
User':. DEX or Weaponry skill is A\:, 
Projectile \\.'eapons is E\·. 

Knife 
DEX: 0 STR: 0 BooY: 2 
CHARGES: NA 
Cos-r: 35 HPs+$100 

PO\\T.J<~ 
Claws: 3 
Cscr's DEX or Weaponry skill is A\', 
Claw~ is EV. 

L1M1 fATto:-.:~: 
Serioui> Irrational Attraction to 
Narcotics 

Mother Ls the leader oft he Brethren, 
and has the deep respect of all its 
members. A runaway and prost.irutc 
while younger, she created the gang 
as a "family" for l'iew York's homeless, 
deep within the New London slums. 

A ragged copy of William Blake' 
Marriage of Hea:ven and Hell inspired 
Mother to a holy frenzy, and her 
"children~ to a spree of ritual killings 
and kidnappings, though police and 
su perhero involvement has been 
avoided so far. 

Moloch's assistance in "interpreting" 
several cryptic passages of Blake con
vinced Mother and her followers that 
their true enemy was the Vice 
President, whom they now regard as 
a powerfu I archangel specifically sent 
down to destroy them. 

Mother is certainly deranged, and 
possibly schizophrenic, endlessly ratt
ling off passages from Blake's Pnmerbs 
of Hefl. 
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I SETUP 
J ll'<HUll'reci Lhru each charter 'cl street, 
Near where lhe charter 'd Thames does .f1ow 
And murk in eueryface l meer 
Marks of u•eakness. marks</( 1me. 

Ror::,chach and 'itc Owl an• on their nightly parrol of 
1'ew Yor k City. It is roughly I 0::35 PM.June I I , 1968. 

This C'vrnin.g the' heroes have left Archi medes hovering 
abow the dty and have ju'\t descendNI into the ..,uhway 
on foot. A~ the l'm·ounter begin~. th('-' an• approt1ching 
the Bleecker Street station. 

for th(' time being, haw tht• ulher Players watch . 

RORSCHACH 'S .JOURNAL. JUNE 11, 1968.: Passed 
more transients in the neighborhood this morning. 
Must remember to look f or a new residence tomorrow. 

(pause) This city is changing. 
It is being speckled by the first few drops of an 

impenetrable black ink, and sooner or later the rest of 
the botUe will inevitably come gushing down inpursuiL 
You can s ee it in tllef aces of tile people-faces that are 
pocked by the tivi11 cancers of weakness and sorrow. 

Day after day they walk through fragile, rotting 
streets, thirsting f or the light. 

Tonight Daniel and I are circuiting the subways. 
There is so much trash down here in the twmels
really, you would be surprised. Doesn't allyone ever 
collect it? 

I PLAYER'S INFORMATION 
EVENJ.VG PATROD. In places the tra,sh in the south 
sub1rny tunnels approad1ing Bleecker ·r. is knee high, 
and everyn·herP the going is slow. 

Curious, a ll this garbage and yet no rats. 
North, the roar<lj'crn approach ing train grou•s as c~choes 

ricochet c~(l Lhe grim.11 tile <Lnd slwtiRr the tun net cur. 
Cu du us, no ~·cits. 

I GM'S INFORMATION 
A fc\\ moments later, fi\'C yout hs bolt down the stairs 

onto the plalform and attack the old man. The youths 
(members of' the Breth ren) are trying to captu re the old 
man fo r a r itual sacrilice at the Brethren srronghold. They 
have al tarkrd wlwn the lrain will co,·er lheir noL<;e. 

Two gang members carry lead p1pcs. t lw re<.,t carry knives. 

Lead Pipe 

DEX: 0 STR: 3 BonY: 
CHARGES: NA 
CoS1: 32 HPs+$120 

Knife 

Di-:x: 0 STR: 0 Boov: 
CHARGES: NA 
CoST: 35 HPs+$100 
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Lead p1 pc doe~ ba.-,h 
ing damage in Touch 
rang<' ( a."suming the 
thug docs not IN go 
oft hr pipe when-; he 
~win!-{~). 

The APs of Claw~ arc 
trl'atNI as STH ( E\') 
for culling materials. 
A\' b Character\ DEX 
or Wt•aponry ~kill. 
Rang<• is Toueh fo r 

PrnrnRs stabb111g, user':, STR 
t ' law:.>. :J for throwing. 

Thr gang members are not ~u rprised by the heroes· 
arrival. Immediately )('aving the old man a lonr, the 
Brelhren alrack t he heroes. In thC'ir quasi religious frenzy, 
the Brethn•n fight until captured or killed. 

Three line!:> on ther ::,ubway map mark the end loc:ar10n 
of the train in each of the first Lhree phases. Anyone on 
lhe t racks a nd north of the <1 ppropriate line al a ny time 
duringthcphascisstruckbythctrain(AV E\'oflO 10-
this is Killing Combat ). At th<' end of th(• third phase of 
combat the train stops. 

If the heroes search the defeated gang members, t hC'y 
lin<l the name BrethrC'n is incorporated in the design on 
1 h<' lhug\ jackets, IC'aving no doubt as to the gang 
association. Any RAJ>s on a Dc•t l'Ctive roll with OV RV of 
5 5 reveals that t he• p hysical condition of the thugs 
suggests 1 hey live in the slums. There arc no other clues. 

As the Players lea\'e the area they spot a mes~agc 
scrawled on the opposite wall in large red letters. It reads: 
PRJSONSARE BUILTWITH STONE OF LAW, BROTHELS 
WITH BRJCKS OF RELIGION. This quot(' from the 
"Proverbs of Hell," a portion of the gang's religious Lext, 
was spray pai11 ted by an enthu~iastic member. 

I TROUBLESHOOTING 
If the Players ask whether tlwir heroes ar<' familia r with 

Lhe gang and its aclivitie::,, inform the~ that the Bret ~1 ren 
appears LO be a larg<' street gang w h ich conducts 1_·1wal 
killings a nd kidnapp ings. They have sµray pa111tcd 
"religious" sayings a ll over th(' city. 

This encounter is immediately followed by Encounte r 2. 

__ 1s_u_e_w_A_v_sr_A_r_1o_N_lrl __ "1--til1E::==:~f;Jl~E=~="""'..,,,,....--------------G-RA_F_F1T_1 _HE_R_E ________ ~ 
j BENCH NORTHBOUND PLATFORM 

0
oLD MAN 

{__~~~~-+---+---+~~ .,s=;.==;i__~~~~~~~~~~~-
i RORSCHACH & NITE OWL 

SOUTHBOUND PLATFORM 

TRAIN END OF PHASE 1 

TRAIN END OF PHASE 2 

TRAIN END OF PHASE 3 UP TO BLEECKER ST. ONE SQUARE = TEN FEET 
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l.__ __ __;;._SE_T_UP __ ___. 
lfLlw heroes waitforthc police to arrive after saving Lhc 

old man from the Brethren, Captain Charles Braddock or 
th<' ·11)n shows up with Lhe officers that arrive on I he 
scene. Othcrwis0, the heroes will encounter him just 
before th0y try to return to the Owlship. Braddock asks 
the heroel:> to accompany him back to Headquarters- if 
lhl'y r0f"u:,e to go, see Troubleshooting. 

RORSCHA CH'S J OUR NAL. J UNE 11, 1968.: Two 
hours later. Daniel and I are s itting in a conference 
room in the 12th Precinct station house in Lower 
Manhattan. Veidt, the Comedian, Dr. Manhatta n, and 
Silk Spectre are here as well. We are waiting f or some 
goremment bootlicker. 

Must be serious bus iness. They 've called i11 eueryone
el'en Osterman. Daniel i~ a good man, but I hate 
working with the otJiers . None of them knows anything 
of any real value. Not even Oz ymandias, who is 
s upposed to be Uie smartest man in the world. Except. 
of course, the Comedian. Som etimes I think the 
Comedian knows everything. (pause). 

Braddock and his friend better return s oon. It's 
getting wann in here. 

I PLAYER'S INFORMATION 
The trip with Braddock is short, ending al Police HQ. 

The rest of the Watchmen ioctil iu a srnall, u>indowless 
conferenre room. After tu·enty nn:maes qf inactivity, the 
room seems to be shrinking. 

AS DOCTOR MANHATTAN: "As I was saying Laurie. 
heat is nothing more than kinetic energy produced by the 
accelerated rnot·ion of particles. Tap this energy directly, 
iusfe(td of capturing the resultant heat, and most power 
sollrces wo1.1.ld increase e.[ficienciJ by aver 250%. " 

Su.ddenly, Braddock enlers the room ·with a man who 
interru.pts Dr. Ma.nhattan. "Good evening gentlemen, 
ladies. I am Major Muntgmnery Banner of the US Se.cret 
Service. We have a rather special mission for yCJu . We 
need you to nm. the soc"Urity arrangements at the Repub
lican National Convention scheduled to begin umwrroiv- '' 

"f'm sorry, I cannot be of any assistance," Ostenna n 
tells him calmly. 

Banner asks, ''/ tfwught you heroes did a.nyth·ing you 
could w save lives. You do realize that we are talking 
abO'lll human lives here?" 

Dr. Manhattan repliRs: ·'Three seconds ago a Mrs. Ethel 
Clark was stabbed to death by a mugger in an ctllelJ ojf of 
Eighth Avenue. As I speak, Mr. Robert Lincoln of Cold 
Falls, New Jersey is in a car which is spinning aver an 
embankment into the river. Thirty seconds fr01n now 
Thomas Newcomb urill die in a Cleveland hos]Yilal of 
kidneyfcrilu.re. 

''People die every second of every hou.r of every.1 day Mr. 
Banner: I havethepowedosave many. I do not, hour<>Ver, 
have either the power to save a.ll of them, or the consciencP 
to choose which should li've rind which slwuld die. 
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"Because I cannot muke thi • .:; choice, 1 help no one. 1 
leave cill to destiny. 1 am aJra.id my destiny for the ne.l:t 
three days i.s to begin -my gh1ino experi.ments and plan 
my ·invasion of North Viet Nam so I am r eady when the 
president calls 1n.>on me in three .lJen ri;. 

"Farewell, Major. l will see yO'u in seiwnty si:r lwurs 
a.nd thirty seven min:u.tes, Laurie. "He teleports awuy. (If 
Silk Spectre is an NPC, she will leave with Dr. Manhattan.) 

' 'Well, the Doctor's uut. How almtll the rest of yuu?" 

I GM'S INFORMATION 
Braddock will make it clear al the opening of Lhe 

encounter that this is a friendly visil becaus<' the police 
department is interested in securing the heroes' a id on a 
special case. He might a lso mention: "We've already 
called same of yourfriPnd,<>." 

Banner will cover the following poim:s in his briefing: 

BANNER'S INFORMATION 
-The convention was originally scheduled in Miami 

Beach, Florida. Widespread race rioting and organized 
crime in that area forced party officials to move the 
event to the alternate site in New York 

-The convention is being held at the McDaniel Convenlion 
Center in Lower Manhattan, beginning tomorrow 
morning (June 12) and running for five days. 

-Various threats and ominous warnings have surfaced 
in the city since the Republicans announced their 
decision to move. NYPD believes that the Brethren 
maybe responsible (See Encounter 1 for Player's infor
mation on the Brethren). The police expect trouble. 

-If the heroes accept, they are placed in charge of all 
security arrangements at the convention center and 
elsewhere. Banner's men will be ordered to follow their 
instructions. 

-Banner is a speciaJ operative of the United States Secret 
Service. He leaves instructions that allow the heroes 
to contact him at any time. 

Before the Players leave, Banner makes an appointment 
wilh them to meet him at the Convention Center tomorrow 
morning at 10:00 AM to go over securit,v arrangements. 
Another un iformed officer approaches the Comedian; 
there is a phone call for him downstairs. 

I TROUBLESHOOTING 
If the heroes refuse LO come with Braddock, Dr. Manhattan 

t.eleports them; suddenly, they are slanding in NYPD HQ. 
If the heroes investigate, go to E ncounter 3 if they usC' 

their police connections, or to Encounter 5 if thev use 
thcirstreC:'t connl'crions. WhC'n the Comedian answe~·s hb 
call, sec En counte r Cl. If Lhc Players do nothing, proceed 
to Encounte r 7. 



Leo Winston 
President 
Marketing and Development 

Dear Adrta.n. 

November l. 1986 

Here Is t.he me.nuscMpt the guy Crom ChJCB€o turned. ln for t.he second adventure ln t.he "Ozme.nd.las Role 

Playing Ga.me." Follawtn8 hot. on t.hfl heels of "Ziggurats of Deat.h" we should see some really b~ ea.lee. Ecl.1tor1&l tells 

me we ca.n have th.la out In t.Lme fort.he summer t.ritde shows All we need Is your approval 

Incidentally. the lawyers have cleared the bits about. Moloch. Rorschach. et al Of course the recent. death of 

Edward Jacobi ralBes the taste question. but ma.rkeLI.ng has determined. t.hat very few members of the general public 

knew that Moloch a.nd Jacobi wpre one a.nd the same. In fact. about 26<11. of the miu-ket. doubts that Moloch ever ex1sted. 

Best, es s.lwa.ys, 

Leo WlnBton 

Ma.rket.lng a.nd Development 

·•· ., 
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INTRODUCTION 
The baby cries. In 16 years, she will 

become the second woman to wear 
the Silk Spectre costume, the- "new'' 
Silk Spectre at Captain Metropolis' 
meeting to fonn the hero group known 
as the Crimebusters. The Crim£>busters 
do noc take. Laurie Juspeczyk docs. 

She is still there, sixteen years into 
the past, her cries quieting as her 
mot her rocks her to sleep. 

Her cries are softer. 
Twenty-seven years into the future, 

Laurie is retiring as the second Silk 
Spectre because the Keene Act bans 
all but government sponsored super
hero activity: eight years after that, 
she is donning her costume once 
again inside the Owl Ship. 

The baby murmurs in her sleep, her 
small head covered in a light, dawny 
fuzz. 

Thirty-seven years pass. I am looking 
intothe"past,"looking into the'"future,· 
working on a module for arole-playing 
game. thinking about Laurie. 

Laude complains when I speak 
from my perspective about historical 
events, and per haps rightly so. She 
has pointed out that most humans 
view time in a linear fashion, that 
they are uncomfortable with, even 
unable to see. time as sjmultancous. 
They become hopel~ly entangled in 
dates and numbers, trying to make a 
straight line out of an inlticately 
structured jewel. 

You are going to skip the rest of the 
text in this column, and flip through 
the pag<•s that follow, Eventually, you 
return to this introduction, out of 
curiosity about what I might say, and 
fear that you might have missed 
something. 

Please forgive me if I sound derog· 
atory. I do not intend to cause distress. 
In fact. I offer you my knowledge: the 
past, present and future of t.he 
Characters contained in this module. 
Further, though t he individual soctions 
in this pull-out are not in "chrono· 
logical" order, as you can it, 1 have 
endeavored to make the information 
within each section as linear as 
possible. 

- Jon Ostermann, Dr. Manhattan 

GM NOTE: Use this information for 
further adventures of the Watchmen, 
or scenarios involving the first hero 
group, the Minutemen. Spt.>cial than ks 
to Dr. Manhattan for agreeing to help 
with the module. 

- Ed. 

SUPERHERO ACTIVITY: 

1905 . The Hooded .Just ic<' born ( 7 11 ). 
1906 . Hollis Mason (Nit<> 01cl) horn ( l :30). 
1910 ·ByTon Lewis ( Mnlhma11 ) born (!J, 22). 
1912 · Ne, Ison Gardner l Copta in Metruµolis ) burn ( 8 11 t 
1917 . Ursula Zandt ( The Sifhouelle) born (9 4 ). 

. Bill Brady ( Dollen- Bill ) born ( 11 / 6) . 
1920 . E.W .. Jacobi ( Mol()('h ) born (6 ' 6). 

· Sally .Jupiter (. 'i.lk Spec/.re I ) born (81:J ). 
1924 · Edward Blake (Comedicrn) born (5, 1:)). 
192.9 ·,Jon Osterman (Dr. Manhallan ) born (!31 :JO). 
1988 . Adrian Vcidc ( Ozymandias ) born ( 10 7). 
1938 . Action Comics # 1 featuring Supn-rnan h its th<.' newst an ds. Com ic 

heroes inspire many oft ht• lat er rC'al-life rosrum<'d r rimefighters. 
. Ursala Zandt leaves Austria for the U.S. ( MAY). 
. The Hooded Justict'. t.hc first of the s uperhe roes. makes his fi rst 

appearance ( 10 14 ). 
1939 . Nile Owl I becomes active (3. I l ). In llH,' next rrw months he will be 

followed by Moth man. Captain Metropolis, Silk Spectre, Dollar Bill. 
Silhouette, and the Comedian. 

· Germany attacks Poland beginning WW II (9 ' 1 ). 
· Cpt. !Yh>troµolis and S ilk Svr'ctre found the Mhiut<>me11. an early hero 

group joined by all rhc aci,ive heroes to dat e ( 12 lG ). 
1940 · Joseph Walter Korncs (Rorschach ) born (:3/21). 

· The Huodecl .Justice pr<'\'en1 s Lhe Com.edfon from sexually assaulting 
Silk Spectre after a meeting of the MimJtnnen (6125). 

1941 . Japanese Empire homhs thc American naval hase at Pearl Harbor 
( 12 7 ). The United St.ates declares \var on the Axb powers and en tcrs 
wv.· 11 on the very next day. 

1942 . Nelson Gardne r react ivalcd by USMC, Bill Brady drafted, and Byron 
Lewis sen L Lo Europe ~ a medical aid. Comedian becomes a 
gowrnmcnt operative. ( FEB) 

. Daniel Dreiberg (Nile 011•/ f l) born 9/ LS ). 
·Th<' members of the Mimll.e111en remaining in the United Stale~ foil 

numerous sabotage attempts by the Serearning Skull a nd Captain 
A.ris, L\\o :.uperYillains who took orders dircc:Lly from the Third Reich. 

1945 · World \.Var lL ends (Al TG). 
1946 · Sith1welle revca!(>d to he a lesbian and expelled from the Minutnnen 

(5 1 :3 ). Two weeks later she and her lover arc killed hy llw Liquiclator. 
an old ene my. 

. Dollar Bi IL shot and killed act empting to fo il a bank robbery ( 7 / 23 ). 
1947 . Silk Sp<'Cfre (Sally Jupite r ) retires from crim e fighting and marries 

her agen t Laurence Schexnaydc~ 
· Moloch becomes a ma.ior ligure in the uncierworlrl. 

1948 · Jon Osterman arrives al Princeton. 
1949 · The Minutenwn disband. 
1950 . Sally Jupiter has a brief affair with Edward Blake ( March ). 

. Laurie .J upiter ( .Juspeczyk) bo rn ( 1212). 
1951 · .Joseph Kovacs seriously injures two assailants and is com miued to an 

in:-.titu1 io n (9 1 :3 ) . 



1954 . Members oftlw MinutemE>n are caUed before SenaLor Joseph McCarthy's 
UnAmerican Activities Com mittee. i'vfothman is determinC'd to be a 
Com munist sympathizer. 

1955 . The Hooded Justice is murdered by the Comedian (4/ 16). 
1956 · Sally Jupiter divon·es La urence Schexnayder (5111 ) . 
1958 · Ozymandias becomes ac tivf' (3/ 17). 
1959 - .Jon Osterman n•ceivcs his PhD in atomic physics (3/ 14), and arrives 

at the Gila Flats Weapon Testing cen ter (5/ 12 ). On September 11, he is 
acc ide ntally subjected to a powerful atomic bombardmc nl. He 
rrappears as Doctor Manhatta11 on November 22. 

1960 - The existence o f Dr. Manhattan is revealed to the world (312). 
- Nile Owl I meets Ozymandia,.<; and Dr. Manhattan at the Red Cross 

benefit fo r Indian famine relie f ( 6 1 17). 
1962 - Hollis Mason (Nit<>Owf ) retires (51 l 6) and publishes h is autobiograp hy 

Under t he Hood. 
. Byron Lewis (Molhmrw ) admitted to the Holland Valley AJcohol 

Rehabilitation Center (8/ 28). 
1968 . Presidenl John F. Kennedy is assassinated ( l l/22). 
19611 - Rorsrluu·h becomes aclive (3/ 20). 
1966 - Captain Meu·opol·i,'i t ries in vain to form another hero group, The 

Orimebusters ( 41 14 ) . 
- Janry Slater leaves Dr. Manhattan (8/ 26). 

1968 New York City is blacked out during an attempt on the Vice President's 
life, part of an elabo rate scheme concocted by Moloch (6/ 16). 

- Adrian Vcidt buys an is land o ff Lhe Mosquito Coast and sers up lhe 
cover firm Pyramid Deliveries (OCT). 

- Richard M. 1ixon elected president for the fast time ( OV). 
1971 - Dr. Manhattan in te1Yenes in th e Viel Nam contlict (1 / 4). 

- Nonh Viet am surrenders (VVN Day) (2/1). 
1973 - Woodward and Berns tein assassinated after uncovering evidence of 

the Watergate break-in (JAN). 
19711 - Captain Metropo/i,c; dies in an auto accident ( 10/ 3). 
1975 - The Nixon adminislratio n passes a co nstitutional amendment allowing 

him to seek re-election (3/7). 
1977 - The Po lice Riots cause the passage of the Keene act banning 

superhero activity (81 :3). 
1978 - The Comed'ian quickly frees the Am erica n hostages in Iran (DEC). 
1980 - Sally Jupiter enters a retirement home (6/ 20). 
1981 - Dr . .\fanhaltan moves to Lhe Rockefeller Military Research Center (5/ 31). 

- Ad rian \'eidl offers many of Dr. Manhattan's form er friends and 
as:-.ociates high payingjobs, and exposes them to microwave rad iation, 
giving them cancer (JUL). 

1982 · Veidt begins hiring a r tists, writers, and scientists to create a "creature." 
1985 - While on a mission for the government t he Comedian stumbles onto 

Vcidt's secret island and discovers his p lans. One week later he visits 
Moloch in the middle of the night, drunk and weeping (7 / l6). 

·Edward Blake (Comedian) murdered by Ozymandias ( 10/12). 
- Dr. Manhattan cancer scandal begins (10115). 
- The Soviet Union invades Afghanistan ( 10/16). 
- Nile Owl 1I and Silk Spectre JI become active once again (10; 22). 
- Nite Oid II and Silk Spectre II break Rorschach out of prison . Hollis 

Ma..,.on murderr d by a street gang. Pol ice discover Nile Owl's secret 
identity ( 10 31 ). 

- Veidt's hired artists and writers are killed a lo ng with e"eryone 
in\'olved with Pyramid Deliveries o r a ny phase of his plan. Dr. 
Manhattan returns to 8arth ( I l / l ). 

· Vei<lt's creature appears at the Institute o f Extraspatial Studies. 
Approxin1ai ely one third o f New Yo rk's populatio n is obliterated . 
Rorschach killed by Dr. Mo nhattrrn in t he arctic (11 12). 

VEIDT'S MASTER PLAN 
In 1966. during the failed first.meeting 

of the Crirnebusrcr.i,Adrian Veidt ( Ozyman
dias) realized the world was doomed. 
Veidt began concocting a plan to save 
ll umrutity from itself. 

The first step in this plan was to make 
money, since manipulating events on a 
global scale tends to be expensive. Using 
these millions, Veidt conducted intensive 
research into the secret of Dr. Manhattan's 
powers. 

Eventually he had a workable plan: a 
fake extra-rerrest.ial invasion to force the 
world into unity against a common threat. 
Hiring the globe's most famou.s artistl>, 
spedal effects men, and writers for a "film 
project," Veidt set up a secret island 
where thevcreated a fake alien creature. 
Veidt himself ga\re the creature a powerful 
psychic shock to use the instant it was 
teleported (using research-developed 
powers) into New York City. Unfortunately, 
this shock would wipe out about one third 
of the population of the city. 

Only two obstacles remained. First, every
one who knew anything about the hoax 
had to~ eliminated. Ozymandias turned 
the "wrap" cruise at the end of the alien 
project into a very final party when he 
blew up the staff's ship. 

Second, something had to be done about 
Dr. Manhattan, who easily could disrupt 
everything. Veidtcontacted acquaintances 
and friends ofDoctor Manhattan. Offering 
them high paying jobs in their various 
specialty fields, he secretly exposed them 
to massive doses of microwave radiation 
to induce cancer. TI1e resulting Dr. Manhat
tan eancer scare infuriated Ostennan so 
much he left Earth. 

When the Comedian accidentalJy dis· 
covered \'eidt's secret island, Ozymandias 
killed Blake to prevent him from revealing 
the plan. But Blake's death attracted Rors
chach 's attention. Ozymandi~ tipped off 
the police to Kovacs' whereabouts, onJy to 
have Rorschach and his old partner Nite 
Owl escape. 

These two heroes eventually uncovered 
Veidt'sinvolvement, and with the returned 
Dr. Manhattan they confronted Veidt. Too 
late to stop the plim, Dr. Manhattan and 
Nite Owl agreed to keep the alien's true 
nature a secret Rorschach, however, was 
less cooperative, and Dr. Manhattan atom· 
ized him to prevent Kovacs from revealing 
the truth. 

While hostilities between Earth's peoples 
have halted for now, Rorschach left the 
world a legacy-a journal that implieatt3S 
Veidt. Currently the journal rests in the 
"crank" file ofTheNewProntiersman. lfit 
is ever read, the results could be disastrous. 
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THE WORLD OF 
THE WATCHMEN 
by Ray Winninger and Alan Moore 

What lwm>nu'<l totlleAmerU-an 
Drf.'am? You 're lrx)king at it. It 
cu me true. 

-The Comedian (1977) 

A dark alJ<.>y, a cold wind. and a 
shout in the strret thb is the world 
of the Watchmen. ln case you're 
looking, it lies i11 a small <:orncr deep 
within the shadows <·ast by our own 
existence, and mayhe juSL a little too 
close for rnmforl. 

Like our own world, its perspective 
will depend upon whom you ask. 
Rorschach will tell you that it is a 
world in which thievc~s and adulterers 
join forces to speed mankind wward 
the final judgement. Dr. Manhattan 
will Lell you that it b a simple bundle 
of particles eternally ~truggling to 
free them~elves from the physical 
law5 that hind them. The Comedian 
will tell you that it ball a joke. 

For the moSL pan. the world of the 
Watchmen look:, exact I} like your 
own, a.'> refle<'tc>d and subtly <IL'>torted 
by !)Orne ~ort of l)ini tcr fun -house 
mrrror, with one un port ant exception: 
the giams. SuperhC'roe., and villains 
abound, and from the near-omnipotent 
Dr. Manhattan do" n to the fickle Silk 
Spectre thl'Y ha\'e forever altered their 
world. for better or worse. To under
stand t hr world of thr Watch men, 
one must understand the~<' beings 
and how their destinies have a ltered 
history. 

JUSTICE COMETH 
October 14, l938 - 1'hough no o ne 

r~alized it at the time, thb date became 
one of the most lmportam in human 
hL-;tory. It mark.-. thc> lir!>t appearance 
of a costumc>d adH'nturer- a ··super
heror (though th is phra.w wou ld not 
be coined for another year). The Mhero~ 
called himself l he lloodecl .Just ice. 
and he came onlo the <;Cene with a 
vengeance. In his fin>t re<·ordC'd appear
ance. he se,·ercly beat t hr<'<' members 
of a New York City!)( rcct gang that 
had as.i,aultcd ayoungcouplc, hospital
izing all thrc>c> and permanc>ntly para 
lyzing one. 

No one ever confirmed the Hooded 
Justice's true identity. For most of his 
life he used the name Rolf Muller. 
though this was just an alia.<;. Aft:er his 
disappearance in 1955, the radical 
right-wingjournal 77ie M 1w F'rontiers-
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man correctly deduced that th<• 
Hooded Justice and "Roff Muller" we>re 
one and the same, though tlwjournal's 
storie of his involvement in a larg<.' 
scale communist conspiracy were cer
tainly false. His membership int he Ku 
Klux Klan of the American -;outh is 
testimony to the fact that Mull<.'r was 
a staunch anti -communist. 

Fon he first few mom hs, the .Ju:-;tict"l> 
acti\ities were "hot" news items. Tech 
nically. he"' as a criminal and wanwd 
by the poLicc, but his surcess in rom 
batting the New York underworld 
was so dramatic that the authoriti€'s 
tended to look the other way. 

This sucress (coupled with the 
romanticism surrounding thr pulp 
heroes he idolized a'> a child) is what 
inspired llollil) Mason, himself a police 
officer. to become the original Nitc 
Owl, the second cm.tu med hero to 
arrive on the scene. Ma:-;on went in LO 

action as the ~ite Owl for the lirst 
time on March 11, 1939. Ile brought 
with him an approach to crime lighting 
that was \'Cry different from that 
adopted by the Hoodrd Ju'>tice. 
\Vhereas the.Just ice's assau lc.c; on the 
criminal element seemed to be random 
and spontaneou acts of ,·iolence. 
Mason used ~trategy and deterti\'e 
work, and put hb polke training to 
fuU use. 

The arri\'al of the Nite Owl served 
to increru.e rhc publicity furor sur
rounding the newly dubbed "~uper 
heroes." The potential for monetary 
exploitation gave birth to thr next 
two costumed adventurers rn hit the 
streets: The Silk SpC'ctrr, and Dollar 
Bill. 

Silk Spectre, the laC'e clad altc•r c~o 
of sexy young Sally J upiter, was the 
brainchild of Laurence 8chexnayder, 
an ex-Hollywood press agent Schex
nayder knew that a female "bupcrhero" 
would attract incredible media at ten 
tion. Properly handled, thb exposure 
could lead to lucrall\e merchandi.si11g 
and film contracts. Schexnayd<>r db 
covered Sally Jupiter, a beautiful young 
runaway. and the two learned up to 
create the identity and ro-.ltlme of 
l he Silk SpeNre. As they hoped, till' 
Silk pectre soon became a media 
darling, and both ~1iss Jupiter and 
Mr. Schexnayder be<'anw rich. 

Dollar BiJI, on the otlH'r hand, was 
the result of an advertbing campaign 
conducted by First National Bank of 
·cw York. Bank officials (•twisioncd 

an in-house "superhero" guarding their 
clients' funds, and hired Bill Brady, an 
All -American college quanerba ('k 
from a rural area in Kansas, to be<"omt' 

t lw new symbol of their institution. 
Orady, a natural athlete, '""as fully 
trained in security procedures, and 
actually foiled more than one attempt 
to rob First ational. 

In addition to the publicity hounds, 
se\•eral others quickly entered the 
superhero fo ld. There was Captain 
Metropolis (alias Nelson Gardner), 
an ex-l'SMC Officer who waged a 
milit ary \\-ar on crime and seemed to 
care dC'eply for the innocents he 
protected; Mothman (Byron Lewis), a 
bohemian Connecticut playboy who 
fought crime to electrify hL5 otherwise 
boring lifestyle; TI1e Comedian (Ed ward 
Blake), a mysterious young man with 
formidable combat skills; and The 
8i lhouette (aka Ursula Zandt), a 
wealthy Austrian aristocrat who fled 
Hitler's tyranny and became a crime
fighter for the sheer excitement of it. 
Soon New Yo rk was a haven for cos
tumed manhuncers of all sorts, though 
surprisingly e nough, the crime rate 
did not fall off appreciably. 

THE BIRTH 
OF THE MINUTEMEN 

"Having seen you in the news latRly, 
I wished to introduce myself. My 
name i.s Captain Metropolis, and I 
too am a oostumed adventurer, with 
a ke<>n interest in stamping out crime 
and injustice 1cheresoeiier it should 
rear it.s ugly head. I am delighted 
that you share these inclinutivns." 

This paragraph opened a letter 
Nelson Gardner sent to representatives 
ofaUofNl'wYork'scostumedadventu rers 
in December of 1939. Gardner 's p lan 
was to un ite all the super heroes as a 
cooper ative force. 

Oddly enough, the offer received a 
somewhat enthusiastic respon!)C. 
Schexnayder managed to convince 
the Silk Spectre that the Learn had a 
great deal of PR potential. Follo\.ving 
clo~e behind her acceptance were 
1\itc Owl, Silhouette, Com edian. DoUar 
Bill, and Mothman. The last to agree 
was the Hooded Ju tice. The newly 
teamed heroes decided to call them
selves "The Minutemen~ and set up a 
base of operations in lower Manhattan. 
Working together they had a much 
greater in1pact in their war on crime, 
though Captain Metro poll<. was still 
rather disappointed with the group's 
success. Many of the members seemed 
more interested in the group's social 
potential that its "business" operations. 

An earlycontroversycreated tension 
in the group. In an interview granted 
in 1940, theHoodedJuscicecameout 



in support of Adolf Hiller's polici<'s in 
Europe. The ilhouette. aJew. naturally 
felt animosiLy toward the Justice. 
&hexnayderskillfuUyswept the matter 
under the carpet, howe,·er, and thr 
group's reputation remained int act. 

ALL THIS AND 
WORLD WAR II 

December of 194 L broughr t lw 
JapttnE'se attack on Pearl ~arhor and 
America's entry into the Serond World 
War. The war ~cars greatly redul'cd 
th<' cffecti\'ent">S of the Minutemen. 
In hlS secret identity ofl'\elson Gardner. 
Captain Metropoli.\. was reactivated 
hy the military, Bill nrady was drafted 
into the l.iS 3rd Army, Byron Lewis (a 
('onscicntious objector) was assigned 
as a medical aid<'. and the Comedian 
became a special government oper
ative. As a poli<'r officer. Hollis Mason 
was not eligible ror the draft. and the 
Hooded Justice had no "rear draftablc> 
identity. Between 1941and1945 tbe 
Minutemen had only four active 
members, who spent most of their 
ume battling Nazi saboteurs in the 
L:s, including the top 'azi operatives 
Captain Axis and the Screaming Skull. 

The end of the war brought the 
Minulemen batk to full strength for a 
short time, bul the group was soon 
rocked by tragC'dy. In 1946 Dollar Ilill 
was killed by a gunman while trying 
to foil a bank robbery, and a few 
months lat.er the presc, managed to 
discover that l ' rsula Zandt. the 
Silhouette, \Vas a lesbian (iron ically, 
the press ne,·er discovered the long
running homosexual affair between 
Captain Metropolis and the Hooded 
Justice-probably du<> to Silk Spectre's 
suC'cessful public: pose as Hooded 
Justice's lo,·e interest). Laurene(' 

chexnayder , the Stlk Spectre's pres~ 
agent, convinced the members of the 
Minutemen to expel Zandt and 
preserve the group'l> public reputalion. 
'l\vo weeks later, Zandt and her lover 
were slain by an old t•nemy. 

The foUo .. .,.ing year. Sally Jupiter 
retired from public lift• and married 
Schexnayder , and two years later t ht• 
Minutemen disbanded and went ttu•ir 
separate ways. Byron Lewis rctirt'd 
shorlly rhereafter. though t hC' 
Comedian. Captain ~letropoti.c,, Hoo<h•d 
Justice, and Nit(' Owl continued their 
crimefighting car{'ers. 

Senator Joseph McCanhy's l 1nAlner
i can Activities Committee briefly 
reunited the MinuLl.'men in 1954 when 
all were called to testify. Most were 
cleared without incident during the 

hearings, though the Hooded Justice 
refused co appear and reveal hi-; true 
identity, and Byron Lewlli (Moth man ) 
was labC'led a communist sympathizer. 

Shortly aftC'r the committee con· 
trO\·ersy died down, the Comedian 
secretly murdt•rcd the Hooded Justice 
( 1955 ). Fiftct•n yc>arsearlier theJuMice 
had e..-cn~ly lwaten Blake and stopped 
him from scxuaUy assaulting Sally 
Jupiter in the Minutemen lu•ad 
quarters. The com edian vowed 
revenge, though the opportunity did 
no present itself for many years, by 
which time th(' Comedian was a highly 
trusted covert operativc. HC' was able 
to prevent any serious in\'estigacion 
oftheJustic:c'b dissappearancc, which 
remained unsolved. 

THE BEGINNING 
OF A NEW AGE 

The fifties also brought two new 
superheros on Lo the scene, the first of 
which was Adrian Veidt, who had 
dubbed himself ''Ozymandias." As a 
young man. Veidt travelled thc world 
in carch of wisdom, studyu1g for a 
time with a group of Tibetan monks 
that. showed him how to use the full 
IOO<?t, of his brain capacity and 
instructed him in their mystic-al secrets. 
Ozymandias quicklyearncd the repu
tation of "The Smartest Man in the 
World, .. and used his genius to fight 
crime and in-;ure order. 

One year after Ozymandias made 
his first appearance a new type of 
hero wa_, to arrive in the person of 
Jon Osterman: Doctor Manhattan. 
Osterman was a gif"ted student of 
atomic physics who was accidentally 
bombarded b) high-Je,·el radiation, 
which allered his body cells. As Dr. 
'.\1anhattan, Osterman had the power 
to directly affect reality on the atomic 
level. By applying his vast powers 
correctly, Dr. Manhattan could do 
almosc anything: teleport, split himself 
into multiple personnae, transmute 
matter, etc. His very existence changed 
the world forever. 

With the arrival of the nf'w heroes, 
Hollis Mason decided that he could 
finally end his crimefighting car eer, 
and rctir<'d to open his own aulo 
repair shop in 1960. Four months 
later he published his autobiography, 
Under the Hood, which comaincd 
many personal observations on his 
fellow Min u Lemen and publicly revealed 
Blake's a_.,sault on SalJy Jupiter. 

Captain MNropolis and the C-0mcdian, 
howe,·er. rrmained active. Metropolis 

baltlecl Mreet crime rn '.\e\\ York, 
while thr Comedian l'Ontinued to 
perform special missions for the L' 
government. In 1961. he hc•came power 
brokC'r Findlay Sctchfirlcl South's 
personal bodyguarcl, and rumor has 
it that Blake was dire<'l IY im.·oh·l.'d in 
the 1963 assassination 'or President 
John F. Kennedy,\\ hidt opened th(' 
door for South's candidate to make a 
presidential bid. 

WHO WATCHES 
THE WATCHMEN? 

The last batch ofnl.'\\ lwroes arri\'ed 
in the mid 1960s. Rors('hat'h. alias 
Joseph \Iv alter Kovac~. b(•c:ame active 
in I 9G4. Kovacs was a common garmenl 
workc•r who wok hi<; dPt•ply n•prcssed 
hatred of his mothC'r out on the 
cnmtnals he combattcd. Later that 
same yl.'ar the new ~it e Owl, Danit•l 
Drcibt•rg. took to the :-;k1cs. Dreibcrg 
was a wealthy playboy with an 
advanc:c•d knowledge of c,eicnre and 
technology. He built many unique> and 
powerful gadget.<; to aid him m the war 
on crime, and receh·ed Hollie., Mason's 
pcrmrs ·ion to contimw to use the 
Nite 0\\ I name. Sall) .Ju purr would 
later say of costumt'd heroes in an 
interview with Prone magazine, .. for 
somr people it was a fame Lhing, and 
for a tiny few, God hless '{•m. I think it 
was a goodness thing·· Dan Dn•iberg 
was on(' of t he:.e "tiny fc,, .. Shorrly 
after lh(•y met in 19(')5 Rorschach and 
the Nitc Owl becamt- partn(.'r:.. 

In 1966 Captain Metropolis Lried to 
form a new hero group called the> 
Crimebuslcrs. The ('LllT('lll crop or 
hc'roes, however. was much less recep
civ(.' to the idea of consolidation. Th<' 
meetin~ in which ~Jetropolc, laid out 
hLs iclc>a.s to thl.' superhero <·ommunity 
was a complete failurt'. rhough it did 
featun' t.he first public appc•arance of 
the new Silk Spectre- Laurel Jane 
JuspC'l'Zyk, the daughter born of a 
brief affair between Sally Jupiter and 
Edward Blake in earl) I H~O. Laurie 
was <.'ncouraged by lwr mother to 
take on the identicy of the Sp<'rtr c. 
She did not learn that Ed\' ard Blake 
was her real fathcr for anot hN l wenty 
years. The failed Crim<'bustl'rs meeting 
was also significant int hat il prO\'idcd 
Adrian Veidt with the mspiracion to 
launch hLs desperatr plan for sa,ing 
the world that would come to fruition 
in the mid-1980s. 

Throughout the t urhulc•nt sixties, 
isolated clashes with neurotic super
villains and organiz<>d crime -.yndicates 
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occurred. The Comed ian continued 
as a special government ope rative 
and bodyguard to FindlaySoULh, who 
employ('ld Blake's abilities to spy on 
his ri\'als and remove anyone that got 
between him and the presidency. 

ln order lo guarantee a second 
term , the president in 1968 promised 
the people victory in the \'ieL Nam 
war. Three years later Dr. Manhattan 
imcr\'cncd in the conflict at the 
president's requesr, and lead che 
American forces to victory in a few 
short months. 

l ' nlikc previous Presidents, thi 
admi11ist.ration had failed to sec 
how dangerous involving Manhatlan 
in intern at ion al affairs could be. 
After Dr. Manhattan demonstrated 
his power to the world , American 
relation~ with the Soviet Union and 
Hed China fel l apart. 

The) president also involved Doctor 
Manhattan in the country's internal 
affairs. By exp loiting his ability to 
transmute• clements, Manhai;tan was 
able to make electric powerecl auto
mobiles a reaUty, alleviating Lhe Arab 
Oil Crisi~. and carefully control the 
US economy, C'uring inflation. The 
"prosp('rity" shared acro~s America 
providC'd thC' President with the 
s upporl to amend Lhe constitution, 
allowing him LO win a third term in 
1976, a fourth in 1980, and an 
unprecedented lifth term in 1984. 

ForGamemastcrsrnnningeampaigns 
in the vorld of the Warnhmen. stat
istics for some of c hr roes that. do 
nol appear in cit her of Mayfair's pub
lished adwnt urcs arc prm·idcd below. 

New Limitation-Dark Secret: A 
hero wirh 1.his limitation harbors some 
deep secret which s. he mus! protect 
at all cosls. A Dark Secret is much 
morr seriou-> than a mere secret 
identity, ant.I is usually of such a 
magnirude that anyone dis(.;ovcring 
the sec rel cou Id effcrt ivcly end th<' 
hero's career. A Dark Secret is worth 
15 hero points. 
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HONORISLIKETHEHAWK 
Aller the Viet Nam war ended 111 

1971, America began s lowly Lo adopt. 
a more and more hostile altitude 
toward its cosLu med heroes, in part 
due to Dr. Manhattan's intervention 
in southeast Asia, and to a Nixon 
spN•ch in which lw accidentally 
referred Lo Manhattan as a "god."The 
radical left staged anti-hero demon 
strations on college cam puses across 
the country, and "The Forgotten 
Victims of Dr. Manhattan.'' an elegy 
fo r refugees of the Viet Nam War by 
ex-Beat ie John Lennon and his wife 
Yoko Ono reached number one on the 
national singles charts. This movement 
was strengthened in 197f> when 
Ozymandias retired and revealed his 
identity. ln an interview granted Lo 
Nova Express just after his retire
ment, VeidL had some harsh words 
for the remaining superheroes. A few 
months later "Who Watches the 
Watchmen?'', a quote from Juvenal's 
Sa.tires adopted as the rallying cry of 
the anLi-hero movement, began 
appearing in spraypaint on walls and 
subway trains all across America. 
Meanwhile, Washington Post reporters 
Woodward and Bernstein were assas
sinated (before their Watergate invest
igations were complete) in 1970. The 
on ly clue to the iden tity of the killer 
was a cast-off Cuban cigar. 

The anti-hero movement. finally 

THE HOODED JUSTICE "'"'·' R'>U ,\fol/,~ 

DEX: 4 S1·R: 6 Boov: 6 
1:-rr: 2 WtLL: 4 M1 , o: 3 
lNFL: 4 AURA: 4 SPIRIT: 5 
I Nl'rlM'JVE: l 0 HErto Po1Yrs: J 5 

SKILi~'>: 
Charisma lnt.imidation: 6. 
Thief 'Stealth: :3 

LIMITATIO!\::>: 

Minor Irrational Attraction lo violence. 
Dark Secret: Homosexuality 

MnTt\'ATtO:-:: Seeks Justice 

WJ::ALTll: Comfortablr 

r eached iLs peak in l 977, when 
members of the country' major metro
politan police forces went on strike ro 
protest superhero involvement in their 
cases. Widespread rioting followed, 
and Congress quickly passed through 
the Keene Act of 1977, a bill which 
prohibited all vigilante activity. Fol
lowing the Keene Act, Nitc Owl and 
Silk Spectre quickly retired. Rorschach, 
who had gone almost completely insane 
after discovering the brutal murder 
of a ch ild in 1975, chose to defy the 
law and continue his career, while Dr. 
Manhattan and the Comedian were 
each given aspecial license to continue 
their government sponsored activities. 
Jn 1978 the Comed ian freed the 
Americans held hostage in Iran at the 
request of the president. 

In the mid -1980s Adrian Veidt put 
into operation a plan for saving the 
world from the threat of nuclear 
destruction which he had concocted 
almost twenty years earlier. To insure 
success, Veidt was forced to kill the 
Comedian. Shortly thereafter Nite Owl 
and Silk Spectre briefly resumed their 
heroic identities, and Doctor Man
hattan atomized Rorschach (see the 
WATCHMEN maxi series). Around 
the same time, Hollis Mason wa5 killed 
by a local street. gang. At the cost of 
several million lives, Veidt's plan forced 
t he world governments (alr eady on 
the brink of nuclear war) to put Lheir 
differences aside and cooperate-at 
least, for t he time being. 

J os. C cus trongm 

RACE: Hum 

The Hooded Justice never revealed 
his true identity, though for most of 
his life he used the alias "Rolf Muller.r 
Muller's father deserted his wife and 
child shorlly after Lhc family emi
grated from Austria. and his mother 
was an alcoholic. At the age of thirteen, 
Rolf ran away from hom e lo join the 
circus, where he eventually became a 
fam ous strongman. 

Mu Lier was psychologically shattered 
by the s hortcomings of his parents, 



and this dt>cp hatred drove tum all his 
lif<>. The o;amc hatr e<i INI him to 
hecomc New York·s first <·osrumcd 
,-igilant('. Even ~ a child, l\lullcr's 
trademark were hib almost in human 
strC'ngth and size. two aunbutt•s hC' 
found <'ff<'ct ive a<> L he lloodl'd .Just icC'. 
111ough hr never killed anycme out right . 
he was known to have' mainwd or 
cripplc•d .several o f his victim:;. 

W11ile they werC' both Minut<' mtn, 
the llood('d Juo;tice twgan a lon~
ru11111ng homosexual affair with 
Captain Metropolis. though 111 public 
Sally Ju pit er ( the ilk Spet'trc) posed 
a.s th<' Justice· lo,·c intcrt>st. The• 
II ood <'d J ust ice• wa5 secretly murdered 
by th(' Conwdian in l %n for reveng(• 
and his body w~ never found . 

SILK SPECTRE I al>a.<.\all11.luj1ll .. r 

0Ex: 5 Snt 2 Boov: 2 
l\'T: 3 W11..1.: 3 Mt,'D: 2 
! Ml.: 2 AL"RA: 2 Srrnrr: 2 
I Nrfl>\Tl\'E: 1 t (15) HERO POl!'.'TS: 10 

SKILi .... 
A<'rnhatico;: 4, Char~ma. 7, Martial 
Art!>· 4, VchiclPs Ground. 2 

Co\ \l~:c·r111Ns 
Street ( low level) 

~lorn MIO\ Thrill of Ad,·rnt un• 
W~:Al.Ttl Affluent 

J oH Profe..,<;tonal I lero 

R\O. Human 

Craving excitement, Sally .Jupitcr 
ran away from home when sh<' \\ as 
fifteen and wound up on the street!'> 
of New York. She was discov('rcd by 
Lawrence !':>chexnayder, an <>x I lolly 
wood prc:;s agent who had hccn 
watching the "superhero mania~ quit l' 
clo ·cly. He reasoned that a female 
~uperhN<> gimmick would attract a 
lot ofm(•diaattention quickJ~. leading 
to lurrati\'e merchandi ing right~. 

TogNh<•r, he and Sally crcatl·d the 
identitv and cosrnm e of the Silk 
Spc<·Lrr. Then Schexnayd<'r hirl'd 
actors and professional wrcsLlcrs to 
portray the criminals whom Sally 
would "foil" before con\'cnicm ly placed 
cameras. After joining che Minutemen. 
howc"er, ~he learned to take car<' of 
herself and became an eff<•<.'ll\ <' ninw -
11ght er in her own right. 

Sally worked hard at achie\ing an 
upper cla~s social status. In the lat(' 
forties she retired as a sup<'rheroinc 
and married Schexnaydc•r, though 
Lhcir marriage broke up ov<'l' a brief 
affair she'd had with Edward ntakt• 
(th(' Comedian). Becausc she thought 

that becoming a supl' rh<'roine would 
provide Laurie wiLh Lhc moral edu 
cation that she hC'rsclf ne,·er really 
had. Sally encouraged her daughter 
to take over as the Silk Spectre. 

NITE OWL I "'"'·' H•.//L, 11 .... 

DBX: 5 Sm: 4 BooY: 
lYr; 3 Wn.L: 3 MIND: 
L"F'L: 4 AtTHi\: 3 SPIR!r: 
L\1TIA 1'J\fg: 12 ( 19) Tl1<:ko Po"l'S: 

SKILLS 
Acrohalk~. 5, Charisma 5, 
Det<'<'liv<>: 5, Cadj.t<'l I)~ 2, Martial 
Ans: 7. Tht<'f Stt•alt h fi, 
\'ehirlri. \.round I 

Co' \Efl'lo\s 

3 
2 
3 
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~'\'PD (h igh le\ Pl). Str('<'l (low lc\•el) 

M oTl\AT!Ol\ l 'pholcb till' Good 

WEAi.Ti ! < 'omfortallf<>, latC'r Afnuent 

.Jou Poli<:l' Offin•r, lat('r Writ er and 
Mcchanw 

RA<~.:. ll uman 

lnspirc>d by .. uperman" and other 
comic book heroes. Hollis ~1ason, a 
romant •<·at heart. crealC'd lhc costume 
and idemir~ of the :\itC' 0\\ I. Mason 
was onc nf the most effE'C'll\ l' of the 
Min ut C'ITil'n. His police offic<'rt raining 
and hancl to-handcomhat~killsoftcn 
proved indispensable to the group. 
Ea~y going and kindly llollis did 

whatrvN h(' could to help people. He 
wrotr the surprisingly frank Under 
the H(J()c/ , an autobiography that dis
l'll!'>M'cl Ins life and relationships with 
;'\(•\\ ) ork\ variou:; crimcfight('l'S, after 
r<.'t iring a.-. a !'>uperhero. He wcu, pleased 
an cl flat t<'rt>d thf' clay young Dan 
llri'ib1•rg approachC'd him and askNI 
to keep using the 1i1 c Owl name. A 
~ang of strt:'ct toughs that hrok<' into 
his ap<Lr1 menr killed HollL'> on I lallow<.-cn 
l'wning, l 986. 

DOLLAR BILL111r11.-H1/I Hr.r•I• 

Df:X: 4 STR: 4 Boov: 
Ii\ r: 2 WI.LL: 2 M1\n: 
IJ\PL: 3 AL'HA: 2 SPIRIT: 
INITIATIVE: 8 (12) H ERO P o111.'TS: 

ShJLl.'-
AcrohatH's: 4, Charisma. il, Martial 
Ans· n. \'l'htC'IC's Grouncl: :1 

LIMI IATlo:-.s: 

4 
2 
2 

10 

\lis<'t•lla1wous: Bound to v. him<. of F'tr~t 
. almnal Bank of:\e\\ York. 

Co' 'I.I 1 IO\'-
Fir..,t :-.ational Bank (h1i.th le\(~)) 

!\1oTI\ 'no' L'phc,lds th<' Good 

\.\'f:AJ. rJJ Affluent 

.Jon Profh.;-;10nal Hero 
H1\C L lluman 

Bill Brad~. an All American football 
playt•r from a small rural community 
in Kansa<>. became Dollar Bill the day 
h<:' answ<'red a First Nacion al Bank of 

l'W ) ork ad. The bank had decided 
to cr rarc an in -housl? sup<>rhero as a 
publicity gimmick. and Brady was 
exacLly what they were looking for. 
II<' was trained in hand-to hand com
bat and security procedur es, given 
the Dollar Bill uniform, and p laced on 
dally du 1y ac the bank. 

Not onl) did the publicity stulll 
work. allracting hundretli. of new 
cus1 orners to First 'auonal, but Brady 
a<'tuall) managed to foil a number of 
robl)('~ attempts. For added publicity 
value. Lhe bank "lent" him ro the local 
pol kt~ from time Lo time to ht:lp out in 
th<'ircases, and permittt•d him tojoin 
Lil<' MinuLemen . 

Qu i<'l and soft spoken, Brady ne\'er 
lo))t that "C'oumry boy,. C'harm and 
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i11 n<><:cnct· or his rural root:;. Sadly, he 
wa.-. shot and killed in the 1940s when 
his <'apt' became Langled in a revolving 
door \\'bile he was trying to prevent a 
hank robbery. 

DEx: 4 STR: 3 Boor: 3 
I NT: 5 W TLL: 2 MIND: 2 
lr<FL: 2 AURA: 2 SPlRl'f: 2 
il:tnAm'E: 11 (15) Hr-.:no Ponns: 10 

S1..iu.-.. 
Acrobatics: 4, Charbma: :3, Martial 
Arts. 4, Scholar: 4, \'ehitlt•:-, 'Ground: 2 

L1~11TAT10-;s: 
Serious Irrational Attrat·tion to 

Alcohol 
Co\\ En1o'I:--: 

LJn1versities (low level) 

l\10Tl\'ATlll:'>· Thrill of Adven tu re 

W~:ALTll Millionaire 

.Jc 111 :\lillionain.' 

RACE lluman 

Byron Lewis was a member of Lhe 
famous Lewis family of Connecticut. 
ll is extremely wealthy fat her in t ro
rl uced Byron to high society at a very 
young age. Finding this life style rather 
boring, however, Byron pursuerl the 
int e llPrtu a l arts. 

I le majored in philo 0phy at colJege 

and bl'rame involvl'd with t he radical 
left, adopting their bohemian lifestyle 
and altitudes with fierce idealism. 
After he gr aduated, his father died, 
leaving him in charge of the Lewis 
estate'. This wealth was a grC'atsource 
of personal guilt. In partial comp en
sation, he became Mothman-protector 
of the people. 

ln 1942, Lewis registered for the 
mllirary draft as a conscientous 
objector. During Wo rld Wa r II he 
workt>d al a Red Cross aid station. In 
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the fifties, when Joseph McCa rthy 
brought the Minutemen before the 
UnAme rican Activities Commitlce, 
Mothman's associates in co llege and 
his r efusal to fight in the war caused 
the committee to label him a commun
ist sympathizer. The result ing alienation 
and his nev;found "outcast"' status 
brought on the bitter alcoholism that 
p lagued him for Lhe rest of his life. 

SILHOUETTE 11/i~ lirA"la Za1ult 

DEX: 3 Srn: 3 Bom.': 2 
11'"'1': 3 Wn.L: 2 MrNn: 2 
INFI.: 2 ALR1\: 2 SPmrr: 2 
INITIATIVE: 8(121 HEROPOL"'fl'S: 10 

SKII.LS: 
Acrohatics: 3. Charisma: 4, Mar tia l 
Arts: 4 

L IMITATIONS: 
Dark Secret: Homosexuality 

MonVATIOK Thrill of Adventure 

W~;ALTll: Millionaire 

J oB MiJlionai re 

RACE Human 

UrsulaZandtwasa wealthy Austrian 
aristocrat. Hitler's seizure of Austria 
forced Ursula and her family, as J ews, 
to flee to the United States, where 
they quickly blended into the lifestyle 
of upper class Manhattan society. 

After her parents died in 1938, 
Ursula developed a s udden "wild" 
streak. Stories of the fu-st costumed 
adventurers' t hr illing exp loits led her 
to become one herself. Shortly after 
World War II, a news reporter managed 
to uncover the fact th at the Silhouette 
was a lesbian. To preserve the group's 
reputation (and good PR), the Minute
men expelled Zandt. She and her 
lover, s uddenly vulne rable, we re s lain 
a few weeks later by the Liquidator, 
an o ld enemy. 

CAPTAIN METROPOLIS"'"" ,., .. ,,, .. r;nr<111.-r 

DEX: 3 ~TR: 3 Bom': 2 
1N1': 2 WILL: 2 MIND: 2 
l lllFL: 2 A URA: 2 SPmrr: 2 
lN1 f IATIVE: 7 (11) Hr.Ro POINTS: 10 

~KILL.'> 
Detective: 4, Martial Arts: -!, 
Mc>dicine Firsl Aid:~. \'ehicle:-.: :3, 
Weaponry Firearm~: 3 

Utility Belt 
D&x: 0 S1n: 0 Boov: 
CHARGES: NA 
Cosr: 4 HPs + $40 

This miliLary issue leaLher belt is 
ideal for c-arrying accessories. 

Handcuffs 
0 Ex: 0 &rn: 0 Boov: 4 
CHARGES: NA 
CoST: 24 HPs + $200 

Steel handcuffs ratchet Lo fit around 
any size wrist, and open w ith a ke) 

LIMITATIONS: 
Dark Secr et: Homosexuality 

CoN>il:XllO:'>S 
NYPD (IO\\ level), St reet (low level), 
Military ( low level) 

MOTl\"ATIOt"· Seeks .JusLi(•e 

W F:ALTH Affluent 
J oa· Ex-Colonel in l lS Army 

RACE: Human 

Nelson Gardner was a somewhat 
s ickly child who ofte n found himself 
t he butt of other ch ildren's jokes. 
After graduating from college, he joined 
the United States Marine Corps, to 
prove he was a "ma n ," and served 
admi rably. Gardner too became a 
costumed adventurer after reading 
of the exploits of his predecessors. 

As Captain Metropolis, Gardn er set 
out to prove the supremacy of strategy. 
He adopted military tactics, tech
niques, and organizat ion into his war 
o n crim e and became the founder of 
th e Minutemen. He had the almost 
constant delusion that the other 
members of the group were sniC'kering 
ac him be hind his back. and he spent 
a great deal of effort t rying to win 
the ir respect. He had a long running 
homosexual affair with the Hooded 
Justice. 

Gardner remained active longerthan 
any of the other Minutemen, save th t· 
Comedian. While still active, he died 
in an auto accident in the '70s. 
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'
1 IN l'lb5, WOQl(E;D 
WITH N ITE OWL 
~l<IN61N6 ~IRE'E:T 
6AN&5 UNDER 
COl-ITROL TACKLED 
THE BIG ~f6URE 
TOGETHER.~~OU6Hr 
DOWN UNOS28 0SS 
TOGETHER. GOOD 

"UNTIL µE 
60T '!701='T I 
L.IKE l<'EST. 

SETUP 
As 1lw heme ~ are lea\'lng the 

meeting with Major Bann(•r, a police 
offk<'r approaches the Comedian 
and informs him that he hru. a phone 
call downMairs. The caller i!'i Blake's 
"hos..,," kingmaker Findlay Sctchli<'ld 
South. South ask..<; the Com<'Clian to 
nwet him in his c:andidatc"~ cam paign 
offkt• al the McDaniel Convention 
Center at :l:C)() AM that l'\ en ing. When 
1h<• C'om<'dian proceed~ to th<' 
nwel!nJ.t refer to this encounter. 

I PLAYER'S INFORMATION 

TEAM . 

Tlw cmwention center looms dark and silent; the 
delegates all have retired to their individual hotel rooms 
long ago. The offices of Sau th :s candidate are easy to find, 
a ml already occupied. A shadowy figure snaps on a 
small desk lamp, suddenly re1>ealing that he is the pou-er 
broker himseu: .\'o one a<:ronipanies him. 

"We '11e got prob Lenis, Edward. Big problerns. Ymi ever 
h('lll' of Louis Conrad? He's a senator front Kentucky, a 
Uepublie'an. 

"WPll, this Conrad somehow managed to get tapes of 
you and me discussing thR Joey Falcone problem. you 
hrrndled for me. Conrad's a big Hollier supporter. He 
says if I don't push old Phil for the V. P. spot after 'We lock 
up the nomination. he's going strnight to the police and 
the prPss with the tapes. f 'm sure Hollier hfrnself has no 
part in this. Conrad's just trying lo get his buddy into 
oJ(ice. Puuny part is, Hollier teas myfirstchoice. But not 
cu1y mor<'. A:obody tells Pi.n South what to do. 

"f 1mnt you to find and recover tl1Rse tapes, and m.ake 
sun• that Conrod nei.ier pr·esents n threat to me ar my 
candi<lat~· "gain-and for Go<l's sake, don't kill him 
unless JJ01-l have w. There are plnity of other ways of 
remmring him from the picture permanently. Use subtlety. 

·'Oh and Blake, remember that if you screw up it 'll be 
your butt in the Ji re right along uri.lh mine. Now get cnll of 
here and don't l~l anybody see ycYu." 

I GM'S INFORMATION 
Below are the facts that Comedian knows about the 

Falcone incident. You can photocopy this section and give 
it to the Comedian Player or read it verbatim. 

This situation is meant to fully challenge the abilities of 
the Comedian Player. Encou rage him or her to be creative 
when trying to find a solution to the problem posed by 

Conrad. The Comedian can determine where the senator 
is staying by calling aJI of the major hotels in Nrw York. 
looking for a Louis Conrad (which takes four hours, but 
reveals that Conrad is in fact checked into the Esquire 
Hotel located on Fifth Avenue), or by consulting the list of 
delegates and their residences that Major Banner g1V<'s to 
the heroes along with the security tour m Encounter 7. 
Any other approach is fruitless (in his paranoia, Conrad 
told no one where he was staying). AftC'r the Conll'dian 
finally manages to locate Conrad's residence and decides 
to give it a visit , proceed w Encounter C-2. 

COMEDIAN'S INFORMATION ON THE FALCONE HIT 
-Joey Falcone was a small time Ch icago mobster. Early 

in the campaign, you were putting ecret pres.sure on 
Joey and similar hoods, forcing them to div<'rt funds 
from their syndicates into South's campaign coffers. 

-After a while, Joey began refusing to pay. Normally, 
this wouldn't have called for extreme meru.ures, hut 
Palcone' minor rebellion seemed to inspire s<'vrral of 
the other hoods, and pretty soon the entire s<'am 
began to unravel. 

-After a meeting with South, you ambushed Fakon<''s 
car late on the night of April 7. Stopping the car with a 
small explosive charg.!, you shot and killed both 
Falcone and his driver, like a typical gangland hit. 

-You st:ill have the gun you used to k:iJI the pair (a !>nub 
nose .357 magnum) concealed back at your apartment. 

I TROUBLESHOOTING 
You may have to remi nd the Comedian Player thats he 

must do everything in his or her power to keep the South 
related activities a secret from the other Players. 
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I SETUP 
l 'sc thil> encounccr if any of the heroes announces an 

intention Lo inve ·t igatc the gang through his or her pollt·e 
connections. 

I PLAYER'S INFORMATION 
17u• 14th Precinct station house looks like 11wst buildings 

in N(>u• York-sool!J aml pigeon-stained, it squats in tlu 
ubiquitous refuse of the dty. 

I GM'S INFORMATION 
Regardless of which hero 1:.. using tlw police connection, 

th<' contact is Captain Arthur Brid\\.C'll of the NYPD's J ~th 
precinct. Ir the heroe~ visit Capcain Braddock and stan 
asking him questions, he directs them to Hridwell. Bridwc>ll 
has worked with the h<'ro in question in the past, and the 
inC'ident that Rori:;chach and Nite Owl were involved in 
earlier in the adventurt' occurred in hi:, precinct. 

Any gang membc>rs captured in Encounter I are in 
custody here. Bridwell offers any hero<'s who show up the> 
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opporrunity to be present during the police imerro~alion 
of the prisoner:, and to ask any que:,tions they may have. If 
none ofthl' ~ang members \\'t'rt' captured in Encounter 1, 
this option obviously docs no1 <.'Xist. 

The actual 4uestioning takc>s place in a dark police 
interroga1 ion room. All ofLlw C'apt ured gang nwml>crs arc 
pre!>en1 along with five polln' oflicers, Bridw(:.•11, and any 
Player Characters. Thts encounter provides an excellent 
opponunit~ for strong rol<• playmg. In ordN to get 
information from the prisoners. a hero must make a 
Charisma l ntcrrogation roll using the gang members' INT 
and MIND as the OV / RV ( U!>e the stats for a typical 
Brethren member found in the NPCs seclion). The gang 
members arr each entitlNl to a J 1 column shift to their 
Opposing \ 'alu<.>s due to rheir hostility toward the author
ities. They have the folio'' ing information: 

PRISONERS' INFORMATION---------. 
RAPs Information Revealed 

1 "All.s u•e'se doin · 1~ gelliu 'a Lillie sweet revenge, 
pig. We 'se been treutecf like dirt all 010· Li11es and 
1ww it's timP to do sonw dirlyin '01n-s<>l1 1rs. " 

2-4 "Soon you'll all se<>. The hardest rain is gonna 
fall an<l the darkest night is gonna come- soon, 
real soou. Aft.er we.found out that he 1t•us cou1iu' 
to town W<' knei1• il u•a.s our biy chance." 

5+ "We 'se,qonnastick tlwt pig andl1R's go11n(l bleed, 
rrnd his l>lood is gonna sonk back into the Earth 
anrl be reborn as the avenger. Lik~· momma 
alll'ays says, 'Dri1>e your cart and your pluu•oi:1!r 
ill<' bones of the dead. · ·· 

Bridwell is unable to provide the heroes with any 
further information on the gang. He responds to any such 
inquiries with: "Sorry, no can do. Everything even renwtely 
r·onnected with tlwse loonies is stl'iclly cunm1to111n and 
handled by Spedallnvestigations. 1 do Jwppen to know, 
Jwu•ever, that SlD keeps theirfiles in office 1417 of NYPD 
HQ and that there is no um' there betu:ieen 9:00 PM and 
6:00 AM, if yml know what I mecw. "Brid well supplies the 
heroes wiLh this information whether or not they were 
able to interrogate any captured gang members. 

I TROUBLESHOOTING 
If the Player · do not interrogate or do not make the 

rolls, have Hridwell hint he hru. information. ti c> is Friendly 
to Pers uasion, Neutral to Interrogation , and Hostile to 
Intimidation :.mempls. 

If the heroes t ry to use their sLreet conn ections refer to 
Encounter 5. If they wait until the n ext morning and 
proceed w the convention center to meet Banner, skip to 
Encounter 7. If the Players are at a complete los~ as to 
where to proceed after being given the assignment to help 
:,ecure the convention, you may have to drop them a few 
subtle hints to encourage them to use their connections. If 
this fails you can a lways have Banner or Braddock come 
right out and suggest the heroes 'find out what you can 
using y<Jur ou111 contacts." 



I SETUP 
Police I lcadquarters h> locar<.'d in downtown Manhattan. 

~erdless to ay it will be totally dark if the Player~ arnve 
bet ween 9:00 PM and 6:00 AM. 

I PLAYER'S INFORMATION 
Only the faint lights of interior corridors break up the 

somber silhouette city cops 1·efer to as aj1mibleofinitials: 
11/YPD HQ. Smudgy dty darkness hides the g?·imy con
dition qf the building's brick e:rtrrior, but nothing can 
hide tile graceless pro port ions. 

I GM'S INFORMATION 
Anyone ~caling the building, descending on the Owl 

Ship's rope ladder, etc., muM pass the appropriate 
Acrobatics Climbing skill roll. The building itself is twenty 
stories high (5 APs), and the office is on the seventeenth 
floor ( 4 APs). At night there is 'irtually no chance that 
su<'h a Character wiU be noticed by anyone in the building 
or on the street below. The window is locked (0\"1 R\" = 
:3 3 ) and this lock must he picked or the window broken 
(most likely bringing investigation) to allow entry. 

FORM 1 0098-a 
Rl lht l1111 I 1< 

Anyorw ~neaking up to tlw office muse pas., thr<.'<' 
Thief Swalth skill rolls to avoid the police ~uarch on the• 
way up. If the hero b detet·ted. ten guards gin.• cha~<·. II 
the Charactcr.s <lisgube themseh·e.s as polite officers 
·ubstitute the Artist Actor .skill for Thief Stealth allow. 
(Note that a CharaC't<'r n<'cd not hm·e the appropnaH• 
skill to attempt either course ofaction- use the APs oftlw 
skill's link attribute as the AV E\'. and add 2 column shifts 
to the right on 1 hr Opposing Value for an unskillNI hNo. 
SN• Pmcers and kills, page':~. for more details. ) The outer 
door of l hC' offices is locked ( O\' RV of 4 4 ). 

OnC'r in th<.' oflirr the hrro must make an INT roll 
again.st OV R\' of 4. 4 to detNmine how Jong it take~ him 
or lwr tu find the file concerning the Brethren. Unless tlw 
Player recei\'CS three or more' RAPs on this roll the' hero 
hears a roving police guard approach the office door just 
before s he finds the file. S lie can then eitlwr hide (UM' 

the guard's INT and WILL of ~ 2 vs. the Character's 
Thief1Stealth skill to ~ee if the guard nocin•s ) or tr) to 
knock the guard unconscious. If the herc».s Stealth roll 
succeeds, the guard moves on. If the hero auacks the 
guard and docs not knock him or her uncon~cious in the 
first round, ten other guards come to inwstigare. 

Once the threat of the police gua rd is gone the hero 
automatically find~ the ft.le. Show the Player lhc facsimile 
or the police report that follow~. The hero must then 
sneak out using the same procedure described abO\e. 

Rrp .e r I UR'' 4:.! t • 

•m• I •IR \I ~· ' I' , 

ONGOING INVESTIGATIONS/ MANHATTAN S.I.D. 
SUBJECT: The Brethren 

CROSS REFERENCES: gang activities, kidnapping, homicide, cults, vice 

DATE 

3/14/ 

M.O./unique circumstances BADGE # 

Caucasian male found murdered just off Houston Street. Victim was approximately 45 ars of age. 
Victim is still unidentified Victim was apparently stabbed once in the chest, and died several days before 
the body was discovered.. The victim's blood had all been drained from his body. 

rhc 'tcllm wa ')Ct1ed at 9: 11 PM on I 7. I hi~ report ''a~ added w the Brethren f1k on I 

Elderly ca.uca.sian female found strangled in an alley just off Roehman Avenue. Victim · 
Mrs Marianne Eliot. Victim was strangled approx:irna.tely thirty minutes before th 
discovered ( 10:00 PM). A note was pinned to the victim's body reading "The Cut Worm 
Plow." This report added to the Brethren file on 3/ 16/86. 

Unident1.fied decapitated victim found near Wicker Park. All of the victim's blood had been 

2b. 

entifiedas 
body was 
rgives the 

the body by the time it was discovered Victim also suffered eleven stab wounds of various s s. Clues on 
the site indicate that the victim had been kidnapped at 10: 14 PM on 5/ 15. This report was ded to the 
Brethren file 5/ 16. 

PRELIM Xl\R) CONCI U~IO\!S: 

It '>CCm that allot the gang':. victims disappeared from an area in the -.!um\ !..ncmn a' ··~e" London" bee a tachcd map) 
between 9 00 and 11 :00 PM . 
Th ts chcc: l> out" tth 01 her reportlt which indicate that the nu rnbe1 of Ult!) au lti- 1n t hi-. area bet ween the~c hour!) i!) pr port ionatcl} 
quite high On Lhe average there are between two and three as!:iault!) at this time and placecac:h evening. Many or1h 'e seem w ht: 
Brethren r ~lated. 
Killing~ a1 pear to have no mot ive. though one theory holdlt that the; arc de,crly di..,gui1;ed moo hih. etc. 
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0 BEGIN TOMORROW' 
CONVENTION SET TFICIALS PREDICT 
TO~ GOP o: IN AT I 0 N v p s N 0 him~clL H111l1cr\ dclC):?<HC' 

d ,11c in New York. Id be crucial 10 the pohw.:al 
\ltmlratWll !o>c,ern~:h~~;al~lC Go111g into ihe convcnuon. co~nucvcnngol thccm1\Cnl10ll. 
Rcp11bh..:11n> [rom.11 ~n Man· the lronuunner 11ppears. \Cl be ~~hil:hc,cr cand1da1c he "de' 
n;1uon began ,1rrl\ mit b. n the current Vice Pre~1?enl. . h w11l l1ll\C a tk1:1'''~ edge 
I \hi' morn1nit 10 cgi ' b 'I d cx,...ncncc wl\ 
\e1\\.\0 · h GOP -..11uonal v. ho~<'."~' 1 l) an · ..- o\cr 1hc oth~r 
geannguplon c e '"' recommend him. though he l ll GOP oltic1ah arc ptc· 
('n1\\en11trn; ~ht;1c~k~)imc1 dC1C'no1haveenoughdclega1c' dtcu•;l!j'econd bal11H nomh1n 
1omorrov. a 10 '"n 1hc nominauon on th.: aiiun -1 he \ 'ICC l'rc,uJem a' 
i:cn1cr llf'i\ ballot Running a clo~c oCll \Cl annoum:cd "'hom he 

1he1:on,cn11on W3\ or~l1n· ;,ccond j, Senator Ken Shade .. ould ,elcc1a!>arunning111;1tc. 
II •. ,J1 l"t \ttam1 Beach. r a_ · h •·i a•or Ph1hp " I h rt\ 

• ~ u lrom llhnol!> wit ,.., , but mam mem\'M:r' o t t: P·' 
bul rcpe.11ed race mmng Ill Holhcrol SanAn1omobnngmg •re looJ..~n" l<1rward ''' Holhcr 
the arej. and numerou~ 1hrt:31' .. "' .... 

I ~ed up thi: rear. on the uckct m "o"t:m"'"r 
re\Xl\l!d b\ \.1lam1 rt' tcccau Though he: has hule chance (< <>nt11111fd /llJl!I' ]J 

Republican ,,11tc1al~ to mo\e o1 , ... 111n1ng the nommauon RRO R Part O ne of a four the ~onH:nimn w ihe a he male 

NUMBERS 0 F GANG TE P~~t sp:a~i~!cr:~::·,~ alter. and 

HOMELESS RISE In th1~ ~pec1al <.em:' "-C v.1 :h\ 11 h.ite\ 1he rc,1denb ol 
hi lll\l!lliga111-e repnrter exam111c \he gjn1! und what 1h1\ ctt\ \ ou ,,,11 abo read 

(II\ ollic11.11\ announced Ben R1d11rr. makes ti uck O'er 1hc nc~t mv O"-~ accounh of ihe gang 
C\tcrda\ ,1l1ernoon ih:it the Police oflic1abe umatc ihat four da"' )·Ou v.111 read 1111er- I have bc:c:n conducung \ht~ 

)number 'ot homele\~ v.all. tng the member'> of1be~1rccl gan~, \ltws ".tlh a former Brethren . ·e uoa11on for the pa't 
C ets 1s h B thren h II 1cll vou to' ~ "' ihc 'cw '\ 1uk llY ~1rc · J..no"' n a\ "T c re member. w o "' · ~c:,cral month' 

ex~c1cd Hl incrca~c more than are re~ponsible for ru. ~an)' as 

111, \\1thm 1hc next vear. ck, en death!.. six J..1dn3p· 
Rl'in~ housing cos1s wc1e plOg). and mnetcen assault~ 

i:ucd ti' lhc ma111 tac1ort'Olltnl>· over 1hc pas• year 
uunt1tu1hc 1ncn:<t~1:. 

ft,__ __ ..;;.;;SE;;..;;..T....;;_UP __ ____. I GM'S INFORMATION 
If llH.' Players al tempt rouse their street connections LO 

in\'eWgate th<' Arrthrcn. thei r conract is a middle-aged 
snitch named "Willy" who liv('s in a sleazy nop house. 

I PLAYER'S INFORMATION 
LOWER .ti.A.. \'HA TT AN: The ,.Iii lliug wind scatters refuse 

and d<'bri,'i nv..~r.lflt'lwre. Trash an1mrnlates around the 
Jou ndat ions of the buildings" nd trash blows through the 
streets. Up ahead is ''The Sleep >"y," where Willy, a 
street.o;mart junkie, i;orn<'fi m<'S trades secret.sf or doll a r s. 

The building i.s graJJ:!Jrtl!J u·a ll.i;, metallic gray u'indcw 
Jhnnes, cuul a l<trge gra.IJ d{x>r. Th~ structure has been 
stained from 107> to bottom with .QraJJiti, thu u,gh the only 
truly nuticf1able slogan is spray painted in large red 
leUcn;andread,o;: THEROARJNGOFL!ONS, THEHOWLJNG 
OF WOLVES, THE RAGING OF THE STORMY SEA, AND 
TIIE DESTRVCTJVE SWORD, ARE PORTI ONS OF 
E'TERNITY TOO OREA T FOR THE EYE OF MAN. 
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Wi lly is surprised, since the heroes rarely call upon him 
anymore, and Rorschach. in particular. finds it re prehen
sible co linanc(' his corruptio n. If asked about the Breth ren 
hb face contort!> in horro r. He refuses to talk about the 
gang in any way and l>ays on ly: "Those are bad dude.s. and 
I mean bad. I don 'l know anything, and if I did you 
couldn't pay me e>wugh bread to >Ntke me talk. J ([on 't 
wc1111w <>nd up one of them sacrij'i.ce victims, you knou•?" 

If the heroes reCl'ivc 5 or more RAPs on an Interrogation 
effort, WiJly spills what little he knows: namely, that the 
Brethren is more than a street gang, it's some sort of 
re ligion. and many of the murders and kidnappings the 
group commits a rc some sort of weird religious ritual. 

As the heroes are leaving "The Sleep-r-y" they come 
acros~ a torn page from today's Neu-' York Gazette (one of 
lh<> city's many rooming news papers) blowing in Lhe 
street. The feature article (see belo w), written by investi
gative r epo rte r Ben Ric hter, is on the Brethre n. If the 
heroes decide to drop by the Gazette offices LO talk Lo 
Richter proceed w Encounter 6. 



( SETUP 
In f!very cry of every Man 
In every Infants cry qf fear, 
In every voice: in every ban, 
The mindforg 'd manacles I hear. 

Approximately 2 miles away from '"The Sleep-r-y," 
reporter Ben Richter has an offic<' in t:he city room of the 
Ne1.1..1 York Gazelle. The heroes wiU have no problem getting 
up to see him anytime of day or night. 

' PLAYER'S INFORMATION 
The New York Gazette qtfices nre located ina skyscraper 

in downtown Manfwttan. The lobby attendant rnatter-of
fa<.·tly indi.<.:ates the elevator; Ben Richter's office is on the 
f aurt.eenth floor. 

GM'S INFORMATION 
Mr. Richter must be Persuaded or Intimidated to reveal 

any information on either the Brethren o r his sou rces for 
the article ( for either CharL<>ma subskill, the OV / RV is 
INFL/ SPIRlT; see page 30 of Pou·ers and Skills for 
details ). Richter receives a bonus of2 column shifts to the 
right to his Opposing Value in such attempts because, as a 
journalist, he is especially hesitant to reveal the identity of 
his source(s). If the heroes happen to mention that 
gaining the information could be a matter of life and 
death , however, these 2 column shifts do not apply. 

If any of lhe Players receive 3 or more RAPs on an 
Intimidation or Persuasion roll, Richter breaks down and 
reveals everything: he has been paying off local street 
youths lo keep tabs on lhe Brethren since last January. 
His big break in Lhe case came when he managed to hook 
up with a young man named .. Iggy" ten days ago. Iggy is a 
former member or the Brethren that left the group about 

I SETUP 
The heroes travel to the convention center to meet 

Banner at I 0:00 AM on the morning of Day 2. Banner is 
waiting for the Players when they arrive. 

( PLAYER'S INFORMATION 
Banner is wa'iti ng at the McDaniel Center al 10:00 AM 

sharp. His grim greeting is not softened by 'its conven
tionality or his smile. ''Huin is everyone this morning?" 

The inevitable prot£slers have beg11,n t.o accumulate 
cmtside the convention center. Most of them are hippie,s 
carrying anti-this and anti-that signs. All the milit,a:nts 

Lwo months ago because he could no longer stomach its 
violent policies. He has sold valuable information con
cern ing the Brethren and its activities to Rich ter (though 
he is not confident or concerned enough to go to the 
police). From Iggy, Ben has learned that the leader of the 
Brethren is a young woman named ·'Mother," and that the 
gang maintains a large stronghold called ·1Gehenna." Iggy 
has not told Richter exactly were Gehenna is located. 

Richter plays the heroes this tape of his last conversation 
with Iggy, which took pla('e approximately two hours 
earlier. 

RICHTER'S TAPE INFORMATION --------. 
R: Whal is so impart,a,nt, lgg,IJ? 
1:. omething'sgoin'dmt•n, nwn. 
R: What? 
I: (pause) I don 'l k.now. I don't know if none of the 

soldiers really know either. There's a drop tmnorrow 
midnight, at Mex's. 

R: What's a drop? 
I: Thal 's lww Mother communicates 'll•ith the outer 

fringes of the ga,ng. Not all of the soldiers live in 
Gehenna, y ' know. Sonie of 'f>m live rm the fringes. 
Mother has runners drop off little written 'messages 
in places. This spy stuff makes 'em seem important 
and m 'sterious, y' kno,w? 

I TROUBLESHOOTING 
Everyone aul.omaticalJy knows that the "Mex's" that 

Iggy refers to on the tape is Me.-r's lndy City, a somewhat 
seedy Manhattan rock club. The drop is set to take place 
on the nlgh t of Day 2. If the Players don't reach this 
encounter on Day l, alter the text of Lhe tape accordingly. 
(i.e., There is a drop going down TONIGHT). 

Richter is unable to reveal lggy's current whereabouts. 
The informant only comes forward and contacts Riehter 
when he feels like talking. 

are probably wait·in.g for the Dem,ocrats and Chicago. 
The convention cente1· itself looks totally out of place in 

its S'!.lrroundings. It is a large art-deco structure done in 
varying shades of red,--somebody 's idea of who l the 
future 'would look like. Inside, the delegates shuffle 
around like insects in a hive. Enmtgh red-white-a nd-bhte 
b'IJ:nting S'Walhs the place to keep the Statue of Liberty in 
skirtsfor centuiies. 

I GM'S INFORMATION 
Banner takes the heroes on a tour of the facilities. Photo

copy the convention cen ter map before heginning play. 
During the tour, Banner introduces the heroes lO t he 
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lluec hopefub, Lhe \ 'ice PresidC'nt. Mayor Hollier, and 
Senator Shade. The race is M> Light each of the candidates 
will ~pend mo L, if nol all, of tlw ad,·enwre at the 
conwnrion hall rallying his supporters. 

Aft<'r concluding the tour, Ban ncr places Lt. Eddleson 
under th<' heroes' dirert command. Eddleson has the 
t'\·cnry-fivc man security corps organized into fifteen 

!ivt'-man teams. Ask the Players lo mark where they 
would like each of the serurily teams stationed (the 
photocopied map will come in handy here). Make it clear 
chat no LC'ams under live men arC' permit Led. HavC' them 
also rcc·ord any special securil~ instruct ions ( including 
when.' and when any of the heroes themselves will take a 
direct pan in the secur ity arrangements). These notes are 
importanr later in the ad,·cnturc. The security cops carry 
.45 caliber automatic pisLols. 

Pistol, .45 a utomatic 
DEX: 0 STR: 0 BODY: 
CHARGt:S: 7 
COlSr: 37 HPs+$250 

l 

Proje<·tile Weapons APs 
arc EV only; user's STR 
or Weaponry skill is 
A\'. Normal range is 4 
APs (sec Player's 

Pm\i:tts Manual page 24 for 
ProJN lllt' Wt•apon~: .t cl Nails on ranges). 

Before l he heroes lea,·e the area Ganner gives them a 
spN'ial two mile ( 1 J AP ) range walkie-talkie that allows 
immediate contact with Lt. l::ddlcson. Make sure you 

I McDANIEL CONVENTION CENTER I 

know which one of the heroes has 1t at all cimes. Banner 
also includes a list of com·cntion delegates. when' thC'y are 
staying, and the convention schedule below. 

Finally, after all security teams have been assigned, 
Banner informs the heroes thar Senator Shade has 
decided to make a last minute campaign speech tomorrow 
morning al 10:00 AM in CC'ntral Park. One or more of the 
heroes should be there to help. 

CONVENTION SCHEDULE 
-The convention lasts for ix days, from June 12 LoJune 

17. ( 'ote that the convention starts adventure day 2.) 
-The first day is spent opening the com·ention and 

discussing the pn·sidcnt ial nomination. 
-The nominaUon debate continues into June 13 (adven

ture Day 3 ). The nominee (the V.P., unless killed ) is 
revealed on June 14 (adventure Day4 ) and names his 
runn ing mate shortly thcrC'after. 

-June 15- l 7th are spent debating the platform. 

Mosl delegates arrive al the convention at 8:00 AM 
e\·cry morning and return to their hotels at JI :00 PM. 
The candidates' campaign offices stay open until 12:00. 
On June 13th, however, the delegates are all present 
(and the campaign offices open) until 2:00 AM debating 
I he nomination. 
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I SETUP 
Th<' Comedian d<.'cides to pay a little \·isit to the 

Senator's room, looking for rvidN1C"t' of the rape's. 

I PLAYER'S INFORMATION 
Tiu' Esc1uire is one qf" th,, cit.11 's old<':;l cu1<l m<>sl 

reputable h<>t.els. ft boasts th irl.IJ stvri<'s with more tho n 
nin<.'lw ndredguesl rooms, th n'c' n •stourant.i;;, o shopping 
arcade, and 0 1U! ql the best sl<~[/"s 011 the Ea.i;;t Cow.;t. 

( If the Comedian goes up 1.0 the noor): Conrarl's 
fiftRenth.f1oor suit.(J /ws tuv w1 ~fonned_quard.c.;out..sid"? the 
door. talking q1lietly togetlwr. 

I GM'S INFORMATION 
Because he fears South. Conrad has hired a group or 

four bodyguards (all ~tats: :3, armed with .4 5 automal ks). 

Pistol, .45 automatic 

DEX: 0 STR: 0 Booy: 
CHARtz~: 7 
Co~'T: 37 HPs+$250 

Prqjcct ilc WeaponsAPs 
are E\' only, U!>cr·~ STR 
or Weaponry skill is 
A\'. Normal range is 4 
AP s ( s Pe f' I ayer 's 

PowEr<:i Man tut/ pag<' 24 for 
Projt•cule Weaponi.. J details on ranges). 

1\vo of t he guards arc always on duty outside his suite 
door. and two follow him e\'erywhere lw goes. To e>nwr the 
suite, Lhc ComPdian must either bypass or neutralize 
the guards, or enter through the outside window. 

I ) If the Comedian tries to temporarily lure the guards 
away from the door (by rrcating a diversion, convincing 
them that Conrad sent for them , etc.). make a 
Charisma skill roll using th<' guards' 11\T MIND as 
OV RV. ote that such a roll must suffer the multi
attack penalty vs. two opponC'nts ("' ! , + I ) since there 
are two guards to fool. Th(• RAPs arc the timl' in APs 
that the guards remain away from Lhc door. 

2) If the Comedian tries to disguise himself a.-, a hotel 
employee to gel past the guards, make an INFL roll vs 
an OV/ RV of 3, 3 (the guard's IN'f 1MIND). Such a roll 
su ffers a +2 column shift p(•nalty to t h<' Opposing \"alue 
since the Comedian does nut have the Actor :.ubskill. 
Positive' RA.Ps indicate success. 

3) If th<' Comedian t r ies w climb through the window, 
make an Acrobat ics Climbing skill roll vs an OV 'RV of 
3 1 3 Lo reach the windO\.\", wh ich is locked ( OV ' RV: 2 2). 
The lock must be picked or the window broken (certainly 
bringing investigation) Lo allow entry. 

4) If t he Comedian tries to bribe th<' bodyguards, they 
forget anything he wants them to for $2.500 each. 
This br ibery cost~ Blake 10 Hero Points in all because 
his Wealth b. Affluent ( Pl<1y<.>r:'> Manual, page :~2). 

5) I f th<' Comedian tries Lo neutralize the guards, he 
takes them by surpri.c:;e unless one earns RAPs on an INT 
roll with an OV R\" of6/ 6 (Comedian's Mil ital") Science 
skill level ). Only one guard rolls. Play our any combat. 

I CONRAD'S SUITEI 
..--~---..---~~~~ 

BRIEFCASE 

I 
I 
0 

PLANNER IN DRAWER 

CLOSET 

§D 
BAR 

Oner inside the hotel room, the Comt•dian h~ co 
o\'ercome the srcond set of bodyguard~ and Conrad 
himselfift hey are prC'sent(betweC'n t hl' hours of midnight 
and 8:00 AM everyC'v<.'ning). lt lakes Lwo pha.':>es tOSC'arch 
each area of the su ite. There ar<.> two items of interest (f<'cl 
free to 1mpro\'i e Conrad's morE' mundane bt'longings ). In 
the bedroom closet !>tands an empty briefcase. If he 
receive::. onr or more HAPs on an INT roll\''> 2 l, however . 
t he Comedian notices t hat t lw case fem ures a false 
hot tom ancl <:ontams the following note; 

I'm leapiuy this bc>hind in thP e11e11t c~( my sudden 
di.sapp<>a rm1ce. Jn a.file ma rk<'d 'TANGO· in the HolNRr 
campaign office at the MrD<wiel Conveutio11 Cen ter are 
four cw·;srtlP tapes that i111plirflle Findlay South in a 
murde~·. One can also assume that Mr. Sou th is involved 
in m~J ow11 disappeorcmcr. 

-Senutnr !nu.is Conrod 

Also, m [he middle drawer of che writing desk is 
Conrad's planning book which has only one appomLm<'nt 
listed: June 14 Midnight, me<'l u• ·rony Rossignoli. The 
Comedian rerogniz('S Tony Hossignoli as lhe former r i\'al 
of Joey Fakone. Th<' Senator is paying the mobster the 
la<>t $50,000 he owe Hossignoli for the evidence. 

I TROUBLESHOOTING 
After uncovering these clu(;'~ the Comedian probably 

':>neaks into the Holl i<'r office at the c<Jn\'ention center 
(Encounter C-3) in search of the tapes and begins planning 
Sou th 's revenge (Encounter C-4 ). 

I f the Comedian l<'avcs any t•\idence thaL he was in che 
<;uite (i.e. Player forgets to mention that Blake is putting 
everything back exactly as ht• left it, t ricks the guards 
away from the door i11 a suspicious manner, etc.) Conrad 
panics. The Senator asks the heroes for increased protec
tion for himself a1ld the Hollier campaign office. 

If the Comedian enters the su ite while Conrad himself is 
present, Blake must ciLher come up with some ingenious 
plan to prC'venl t he SC'nator from ~eeing him, or somehow 
keep Conrad from l<'aking the Comedian' clandestine 
operar ion-; ( probably by killing him). 
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I NEW LONDON I 

• GEHENNA 

Aftl'r acquiring t hl' police files in Encounter 4, o r 
talking LO Richter in Encowlter 6, the Players may decide 
w patrol the "N<'w London" area in hopes of coming 
anos~ some' random gang activity and information . 

RORSCHACH'S JOURNAL, JUNE I'ltlt, 1968.: Waiting 
is the hardest task. If the Brethren stick to their pattern 
they will bf' here toriigh l 

I PLAYER'S INFORMATION 
Sharp silence c·uts throuyh the dark night. In the a/.leys 

the rots a rt' s<'10-rying to catch up with the piles of refllse 
bt>ing scatterPd b,1/ the col(/ wind. 

I GM'S INFORMATION 
\utin' the map b marked with four equal areas. Divide 

the e\cning mto half hour shifts (i.e. 7-7:30, 7:30-8, ... 
12 I 2::W. etc.), and a-;k the Player lO indicate which 
he roe'> are pacrolhng each of the areas during the various 
'>hifh Then• arc two possible encoun ters: 

I ) AREA.) bet1fen1 9 .. 30 and 10:00 PM: four thugs are 
holding up a liquor store on Yanc:.· Street. 

THUG (4) 

DEX: 2 STR: 2 Boov: 
1:-.T: 2 Wru.: 2 MIND: 

h'Fl.: 2 AllR.:\: 2 Sr1R1r: 
INITlATl\'E: 6 HJ.:Ro Pm,·rs: 

S11.11.1.-. 
Thief: ~. \ 'l'l11clc:. Land: 2, 
Weaponry Firearms: 2 

E1J1 IJ'\ttsr 
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2 
2 
2 
0 

Sawed-off Shotgun ,,, .. , 1h11·11 

DEX: 6 STR: 0 BODY: l 
CHARGES: 20 
CosT: 103 llPs -t $1300 

Pov.t:~ 
Projl'l'lLlc Weapon~. 5 

RA,liE.S 

short medium long 
O·l 23 <1 

p istol, .38 revolver (ullur thmp/ 

D~~x: 0 STR: 0 Boov: l 
CHARGES: 6 
Cos"!': 16 HPs + $80 

POWER.S 
ProjertLle Weapons. 3 

A shotgun is an a rea 
effect weapon; it sprays 
pellets over a wide area 
Sawing the barrel off 
makes the area covered 
wider, and so makes a 
target easier to hit (so 
DEX is AV). APs of 
Projectile Weapons arc 
EV. LTser enters Killin~ 
Combat. 

APs of Project ile 
Weapons are EV, user's 
DEX or Weaponry skjll 
is AV. Medium range 
is 3 APs (see Player:<; 
Manual page 24 for 
details on ranges). 

An old man (all attributes: 2) is the only employee in lhc 
store. Scared and jumpy, he has a .38 caliber pistol of his 
own under the counter and is Liable co panic and fire the 
gun if he's su rprised. After lhc thugs are defeated it is 
perfectly c lear they have no connectio n with the Brethren. 

2)AREA I between 10:30and ll:OOPM: four members 
of the Brechr<'n a re attacking a newspaper vendor. Two or 
the gang me mbers carry .38 pistols, and two carry mace!> 
constructed out of baseball bats and nails. 

Baseball Bat Mace 

DP .. '<: 0 STR: 4 Bour: 2 
CliARGf:<>: NA 
Co~rr: 32 HPs+$300 

The mace doe bash 
ing damage in Touch 
range. L'ser's DEX or 
Weaponry skill is AV, 
weapon's 5'TR is EV. 

The Brethren members are trying to kidnap the old man 
for use in a later ritual killing. After t he heroes show up, 
the gang nwmbers let the old man go and attack them. 
Befo re he escapes, the old man drops the stack of 
newspapers he was holding and they scatter through the 
streets on the wind. 

The gang membcrl> wear the Brethren insignia and 
are nb\'iously members of the group. If chey search any 
captives after the struggle, the heroes will find a not<> 
reading, DROP: MIDNIGHT AT MEX - LO\'E, MOTHER. 
As in Encounte r 6, the heroes know "Mex's" refers to 

MeJ"..;; Indy City, a seedy rock club in the ViJJage. 
THE OWLSHIP: Using the special sun ·eillance gear 

aboard the Owlsh ip, Nite Owl can attempt to monitor the 
whole of 1'.cw London by himself. Normally Archimedes· 
radar and sonar would allow him to detect both of th<' 
above evC'nts a utomatically, but there are high concen 
trat ions of ground clutter and people in the slums. Nit<.' 
Owl must make a Radar o r Pass ive Sonar action check 
against OV / RV of 717 to detect each of the above events. 
Once a.n event Ls detected, Nite Owl can arrive on the 
scene, or direct others to the area almost instancanrously. 

I TROUBLESHOOTING 
No matter what they try, the Players are unable to 

st umhl<' across the location of Gehenna in this encounter. 



I SETUP 
This enc·ounter takes p lacr at midnight on Day 2. The 

night club is located in Gn•<•nwich \ 'i llage jusl off or 
Bleeck<.•r StrcN. 

RORSCHACH'S JOURNAL. J UNE 12th, 1968.: Tonight 
we carry the battle to the enemy's own ground- afilthy 
den of corruption deep in tile land of shadows. 

We know that the information is to change hands 
around 12:00 midnight. I am afraid we must bear our 
surroundings until then. 

This place must be the very pit of evil. Here even the 
light is sinis ter. 

I PLAYER'S INFORMATION 
MEX'. /.VDl' CJ7T - Flashing lights, ne-011, and a 

psyclw<ielic llandpainterl sign: TONI GH T THE 
VELOUR OVERGROUND. 

Outside, a small crutcd (half toughs, half hippies) 
/('a its to entt>1-. Occasioually a rlrn11k is chucked out tllR 
door in to tll" slrePt. 

I GM'S INFORMATION 
l lpon rnwring the club, the heroc are immediately 

a:,~aulLcd "''ith loud acid-rock musk. The colored lights 
in the club. cued to rhe music, flash brightly with the 
beat, obscuring \•isibility. Anyone entering Mex's in full 
::.uperhero regalia is bound to cause a panic. 

The dub bjam packed with people, and moving about is 
difficult. Anyone taking a quick look around, however, 
glimpses a young tough wearing the Brethren insignia 
siLting alone' at a table far back from Lhe stage. AL exactly 
12:00 the band launches into a new song, and the man is 
joined by a young man that comes out of the crowd. The 
two then exchange information capsules and go their 
separmc ways. 

If lhc heroes try to m<we m before the in formation 
exchange, each and every one of them must pass a 
Thief Stealth action chel'k against OV/ RV of 6 6 to gel 
over lo the table without altracting either man's attention. 
If the gang members spot anyone approaching their table, 
they bolt toward the rear exit. Pursuing the fleeing gang 
members is difficult because o f t he lights and crowd. To 
simulate' the pursuit, ALL movement rates are slowed to 
ten fc<'l (0 APs) per phase due to the press of bodies. The 
flashing lights alternate conditions in the club between 
dimly lit and completely dark each phase. At the beginning 
of each light phase the heroes must roU an INT action 
check against OV. RV of 5 5 to sec i f they can locate the 
fleeing gang members after coming out of 1.he darkness. 
Fights int he club are quite common, but if the brawl lasts 
more than two phases, two big bouncers (with the same 
stats as typical Brethren members) come over to eject 
evcryonC' involved. 

I f the gang members manage to make it out to t he alley, 
and they belic,·e that they have eluded pursuit , one 
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retreats to the Houston Stret'l safchouse (SN' E n<'ounter 
10, below), the other rel urns t0 Gehenna wi1h 1hC' 
message, but on ly after going several more mile:; oul of his 
or her way (t.hc scen ic route). 

If the heroes manage to capture and search tlw gang 
members they find a small packe[ of heroin and an 
information cap ·ule on each. The firsc reads: IIOllSTON 
STREET - EVERYTHING SET AS PLANNED. LO\'E, 
MOTHER, and the second reads: \VE WILL BE THERE, 
BUT TRY TO END MORE AMMO. LOVE. llOL'STO ' 
STREET. One of the thugs carries a dri\'er';, license that 
lists his home add rest, as 21 OJ Houston. 

I TROUBLESHOOTING 
I f the heroes try to assault or arrest either of Lhr 

Brethren members before the two make contact you may 
have to remind t.hcm that they might nor get aU of the 
informalion they want unless they wail for the actual 
exchange to occur. 

Arch ie's sun·eiJlance equipment cannot pcnNral<.' 10 

the inside of the club, nor are Nite Owl's infrared goggll•s 
be of any help inside (the flashing lights obscurt' ,·ision 
enough to force Nite Owl to suffer the same penalties a:; 
the Characters who cannot sec in the dark). 
No m atter what t.IH,• Players do they cannot trail th<' 
fleeing gang member back to Gehenna. Ir Llwy try. the 
gang member is intercepted by the police. 
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I SETUP 
I/ow Ou' clti nuwy 5Wc'<!)Wrs cr.11 
Every l>lacku ing Church appal/.i;, 
And the hapless Soldiers sigh 
Runs in blood rlmcn Pa larf' 1m II.-;. 

When th<.• Players im cstigat e the address on the drh·er\ 
hcensC', they find a single-story hous<' 

RORSCHACH 'S JOURNAL. Two hours later.: Our 
bra very in the I air of the iceak ha.~ pa id handsomely. At 
last, we have an address. 

Lights on. Someone is homP. This could be fun. 

I PLAYER'S INFORMATION 
2 JOJ Hou,-;ton is the sort of build i ll!J that people see in 

night ma res. 11ie slwtters au cl sh i 1151/csfallfrom thP walls, 
the door Jw ngs by a si 11gle II i nye, a"'' imwcts and 1•errnin 
cnucl ettery1cllere. 

I GM'S INFORMATION 
If tlw heroes are careful <.>nou~h. thC'y may be able lO 

take the two male and threl' fpmalC' Brethren inside l>y 
surprise (Use gang member' l:\T •L'> A\'. and hero·s INT as 
OV. If the ~PC makes tlw succe~s numlwr on che Acr10n 
Tahl(.', th<' attack is dl'lct·u•d one phase before 1t 
happcn~-sr<' page 2!) of tht• Playn-'.~ .itmuwl). 

I SETUP 
The Comedian knows the campaign offices arc empty 

between midnight and eight AM, except for the evening of 
the June 14th (Day3), when they arc open until 2:00 AM. 

I GM'S INFORMATION 
To enter the Hollier office, the Comedian must overcome 

the secu ri ty measures spcllNI out by himself and the 
other PlayC'rs. You should have a complerc record of 
where all the S(.'Curity guard~ are stationed and any 
special security arrangements from Encounter 7. 

The Comedian has se\'cral options: 

1) He can order any security guards outside the Hollier 
office to report elsewhere- make a Charisma skill roll 
vs. the guards' INT / MIND or else they report his 
unusual behavior to the other heroes. 

2) He can bribe all guards stationed with in view of the 
Hollier offi<.'e for $2.000 (4 Hero Points) per guard. 
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Tlw gang members try to grab their weapons. On one of 
the two beds in Lh<' room It<' two .45 caliber automatic 
pil:ltols (see Encounter7). A submachine gun rc~ts on the 
round table, and Muck into the wall by kitchenette arc 
1 hrcc long knives. 

Submachine Gun 
DE:.x: 5 STR: 0 BouY: l 
CHARGES: 4 
CosT: 83 HPs + $5500 

Pu11ui-. 
Projcctilc Weapons: !) 

Kitchen Knife 
Dex: 0 STR: 0 Bm>Y: l 
CHARGES: NA 
Co!>-r: 31 HPs + S80 

Projectile Weapons APs 
are E\. only; DEX sim 
ulates thl' ability of 
an area at tack weapon 
to hiL a target. Attacks 
area equal to power's 
APs in eaC'h phase. 

APs of Claws arc STR 
(EV) for cu Lt ing mater
ials. u~er's DEX or 
Weaponry skill is AV. 
Range is Tou<.'h for 

Po11 rn:-- stabbing, user's STR 
CLa\\'s: :i for throwing. 

The gang members light unriJ all of the heroes are 
defeated or they themselves are capmred. 

On the wall betweC'n the two beds is a photograph of the 
Vice President, with the word "PIG" scrawled over it in 
large red letters. Under the bed is a sealed crate containing 
four more submachine guns, and a box containing four 
New York National Guard uniforms. 

The scrap of paper that the gang member~ were 
apparenlly looking over rt•ads. Jl'DGEMENT DAY .Jl'NE 
1:3th, 1968. SECl.JRJTY WJLL BE TIGHT. BLT WE WILL 
SEE THAT THE PIG'S BLOOD RUNS DO\\.'); THE WALLS. 

3) He can create a diversion or attempt to sneak by che 
guards. Sec Encounter C-2 for guidelines. and make a 
Stealth roll, using the guards' ll\TT and WlLL as AV EV, 
and Comedian's DEX as OV / RV. Since Blake does not have 
the Stealth subskill, he gets a 2 column shift-Lo the
right penalty, a..<> well as any modifications for cover (see 
~stealth" in Pawers cind Skit~). 

Th<' Hollier office is locked (OV/ RV = 3/ 3). Once inside, 
the Comedian can lmd (and drstroy) the Lape.s. 

I TROUBLESHOOTING 
When open, the campaign offices spon between ten and 

forry delegates, making it almost impossible to steal Lapcs. 
Jf the other heroes arc paLrolling the area outside t.h e 

Hollier office, it is up to the Comedian to deal with the 
situation or convinc<' his fellow Playcr(s) lO leave the 
area. Keep the guidlincs given above in mind when 
handling any suC'h action. 



SETUP 
When lhe Players arrive at Central Park they find wdl 

over one thousand spectato rs have arrived to see Shade 
speak 

RORSCHACH'S JOURNAL. June 13, 1968.: In his 
early press release, Shade says that he will be echoing 
his campaign themes of motherhood and unity-two 
smokescreens that conceal his true political face. More 
than deception, less than truth. 

Of course, what can one expect. Shade is not a real 
American. Not like father, or Senator Goldwater. 

I PLAYER'S INFORMATION 
SHADE'S SPEECH: " / read this morning that my 

apponent is making plans for the race against the 
Democrats. Well perhaps someone sluruld remind the Vice 
Presiden_t that he Mes not have the reqilisitR nU1nber of 
delegates t.o ·win the nomination on the first ballot. This 
campaign isfarfrom over! 

"They said that Ken Shade was connected with lhnnob. 
Tluit was proven false. 

"They said that Ken Shade did not know the issues 
en<mgh t.o formu.la.te real plans of action. Well Mr. V.P. 
I've p~·esented my plans to the publU;. Where are ymtrs? 

SETUP 
At some point, the Comedian will come up with some 

sort of plan for removing Conrad as a th reat to South's 
candidate once an<l for all. 

I GM'S INFORMATION 
'l\.vo golden opportu nities have been presented: 

The meeting wilh Ton.!J Rossignoli: The Comedian will 
destroy the Senator's career if he can get proof that links 
Conrad with the mobster Rossignoli by: 
a) breaking into Conrad's room once again and taping the 

pair's conversation at t he big meeting. (See Encounter 
C-2 for handling t he break-in- the Comedian has no 
problem getting a bugging device). 

b) renting a room with a view of Conrad's suite and 
talcing photographs of the Senator with Rossignoli. 

c) tipping off the police or RepubUcan officials that the 
meeting is going down. The group in question will drop by 
Conrad's su ile and catch him and Rossignoli red -handed. 

Theframe-up: If the Comedian plants the gun he used 
to kill Joey Falcone in the Senator's su ite and tips off the 
police, he pins the murder on Con rad himself. Refer to 

I 

"'The most amazing thing they su id was that Ke1t Shade 
didn 'l want lo run for Pn•si<lent. That I 1ms am.ere pawn 
-ajigu:rPf/ecul. fl ~ms not my decision to seek this office, 
lad'ies and gentlemen. It INlS Yifll rs. If I am u pa w11, I am 
a pawn qf the pPople. l lw£n- ymn· mandafr' o nd I do not 
shirk my responsibility. 

'"/do not off(:7· quickfixes. I do promise uou t1('() tirings. 
"First, as Presid.e?H I 11'ill cloe1wrything in my pmcer to 

unitf' the ~remplary hMves cif this nation, u:ltellu...,· 
differe11t states, races, creeds, or sexes. 

'"Second, J cau promise you llwt no matter hou• dire the 
straits nor how dark the honr I idll ah1•ays 11 1atch ovi>r 
you and protect you as a mother proteds her youny. " 

('-----'G=M_.;;.' S...;..;..IN-'-FO_R_M_A T_IO_N _ __. 
The heroes can order the convention security corps to 

the park ro protect Shade (sec Encounter 7 ). Anyone 
ordered to Central Park is naturally una\·ailablt- ar the 
convention cemer for the next two hours. The Playe rs 
should sweat out any dt·cision to lower scnir ity in either 
area. Though there are anti-Shade demonstrators in the 
park, thei.r protests remain peaceful. 

During Shade's speech, the Players notice one of the 
members or the Senator's entourage looks remarkably 
familiar to Nite Owl, Rorschach, and the Comedian, 
though none of the three arc able to place the face. 

Encounter C-2 if the Comedian tries to break imo the 
Senator's suite LO plant the weapon (note that if Con rad 
asked for tightened scurity Blake also has to overcome 
any security measures put in place by the Players). 

umerous items to "plant" exist: narcotics. stolen goods, 
"swlen'' campaign info, etc. 

A th ird possibility-one t he Comedian is likely to use 
only in desperation- is to murder Conrad and dispose of 
the body. The heroes will be called in to investigate 
Conrad's disappearance, so after Blake disposes of the 
body, have his Player make an INT roll against an OV/ RV 
of 0/ 0. This roll determines how well the Comedian 
managed lo remove evidence that can implicate him. One 
of the investigating heroes (Players' choice) makes a 
Detective roll vs OV / RV equal to the n umber of RAPs the 
Comedian received. If the hero earns five or more RAPs on 
this second rolls/ he finds some bit of evidence against the 
Comedian. Role play any confrontation. 

I TROUBLESHOOTING 
Creative Players may t ry any number of things in this 

encounter. \Vhenj udging the action apply simple common 
sense and use the guidelines presented above. 
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I CONVENTION CENTER BATILE I 

I SETUP 

CONVENTION CENTER 

0 0 

00 
0 0 

0 

The Players s hould know by now that the plot involves 
the Vice President, and takes place at 9:00 PM on June 13. 
They may want to adjust their secu rity arrangements at 
the convention center accordingly. lf asked, South will 
refuse to leave the convention hall fo r any reason ( he fee ls 
quite comfortable because his hired bodyguard, the 
Comedian, is present). 

I PLAYER'S INFORMATION 
At exactly 9:00 PM all of the lights in the con'Vfmtion 

cenw· and the surrounding area S'l.lddenly snap off 
A couple of minu.tes latRr Lt. Eddleson crackles in over 

the wa lkiNa lkie, ''I've just been on thR lwrn with central 
dispaU:h. We 're talking cmnplete blackout, Apparently 
time-bombs wenl off in the rnain rxnuer relay stations. 
Looks like trouble. I've already got all of the candidates 
locked inside their canipaign rooms. ·· 

I GM'S INFORMATION 
Wait a while. Let the heroes stew in paranoia and make 

sure their :;ecurity arrangemems are in order. 
Anyone vemur ing outside or up to the roof to look at 

the situation sees a huge mob assembled, smash ing 
windows and looting storefronts. It. is as if the mob was 
already massed and waiting for the darkness. On the 
street, about two blocks away from the convention center. 
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FIVE- MAN BRETHREN GROUP :: 0 

5 PHASES LATER. FALSE NATIONAL GUARD 
TROUPS ENTER HERE 

a bus with five frightened passengers is being overturned. 
There are fifteen thugs, armed with baseball bats, working 
on tipping the bus. 

Baseball Bat 
DEX: 0 STR: 4 B ODY: 2 
CHARGES: NA 
Cosr: 42 HPs + $300 

About two minutes after the lights go out. po Lice sirens 
will be heard wailing from all directions. 

The rules for combaL in darkness (page 25 of the 
Player's Mamwl) give a 2 column shift to the right 
penalty once the target is within 5 APs, or the range of 
normal sight in darkness. Naturally, Nite Owl's infrared 
goggles a llow him to attack without suffering the column 
shift penalty. 

I TROUBLESHOOTING 
If the heroes believe that they have the situation well 

enough in hand, they may send ite Owl up in the 
Owlship, or other heroes into the streets to work on the 
rioting. Feel free to improvise rhe appropriate encounters. 
The rioters all have the stats of a typical thief, as in 
Encounter 8, and a re armed with a wide variety of 
weapons. Any Interrogation effort that receives two or 
more RAPs reveals that the looters are gang members 
informed of the blackour in advance. 

After giving the Players a chance lo react to the crisis, 
proceed to Encounter 13. 



I SETUP 
About lirtecn minutes after the power goes out, a wave of 

gang mcmbPrs wearing the Brethren insignia surges Out or 
1 hr riotm){ <'rowel and atlacks the convention center. 

I PLAYER'S INFORMATION 
M1:JVemeut. Movement ow u.f tlu> darkness. E11ent11n/ly it 

mmes cluse (>"/11J1tgh .fin· <i<'l<1 ils lo ap1wrll": <t 1m ,.,. 1!( 
81·eth ren 1rwr11 lwrs rush I he <"£>"/1 lf'r in s nw If groups. 

I GM'S INFORMATION 
Each gang member b armC'd with a .:38 caliber pistol 

( ee Encounter 8). The Hn•t hrrn has grouped its forces 
into fifteen five-man tram~. 75 attacker~ in all. Thrrr of 
thrse groups assault the" est ern side of the complex and 
trv the outrr door in the Mamtenance storage area, five of 
the groups cirrlt- around to the rear to-.vard the doors 
leading to the lighting C'Ont rol areas, and a full ·even 
groups auack the center':s main entrance. You ~hould 
have full records ofwherr the Players have stationed the 
rnrious liw man security teams from Encounter 7. 

Battle Guidelines 
- Fort he ~akC' of simplidt). members of a H'am movr and 

acl wgelher for the duration of thl' battle. 
- Roll on ly one I nitiatiw score for all the guard5, and 

one for all the gang members. Have any heroes i1wolved 
in the fray roll their own sC'parate initiatives. 

- Treat each of the five man teams on each sidt' as a 
separate unil. The GM decides \Vhich characters or 
securit} teams the gang teams attack, and the Players 
determine which gang teams the securicy teams anack. 

-If one team is firing on another team it. is treated as a 
special son of multi-team attack. Use the firing team's 
DEX or Weaponry ~con.• as the A\' and the EV of the 
team·~ \\ eapon as the.· EV of the attack. Use the 
defending team's DEX as the OV and BODY as the RV. 
There is a ncL bonus of +l column ( left) to the 
defender's OV and -1 column (right) to the defender's 
RV (do not use the regular multi or team-attack 
bonuses). Nore that in almost every case. a successful 
attack neutralizes every member of the target group, 
greatly simplifying record keeping. 

- If a gang team is firing on an individual character treat 
it as a normal five-man team attack. 

- Any heroes attacking the invading gang members must 
multi-attack an entire team (including the Owbhip). 

-Any heroes in the baltle may spend their own hero 
points to increase th<' AV. EV or ov, RV of the guards at 
any time (though not ais Last Ditch Defense)- th is 
simulate~ lheir leadership capabilit ies. A hero can 
never more than double these ,·alues with Hero Points. 

Archimedes: 
- I fs/ he so desires. Nitr Owl can target lhc ship's llame

throwers on an individual liYe-man group. Ifs/ he does 
so. howe\ <>r.s he mu-.1 immediately enter Killing Combat. 

- The Flash power can be u5ed to 1 arget a single fivE'-man 
group~ but only one group al a time. 

- IfNite Owl aclivaLes the Sonk Screecht'rs 1 lwy aut onrnt 
ically attack everyone ( friend or fo<• ) ""llhin;; AP!-. of 
the ship. By making a Gadg(•t ry ac:cion < lwek again'>t 
O\' R\" of 6 (). however, .., lw ean nwdif) (with a on<• 
phase dt•lay) t lw equipm(•fll tu 1ar~w1 1ndi\idual fiw 
man groups('> lw must n111l1 i attack lhl' 1•ntire group). 

- Tlw Water Cannon may lw ll"<'d to f>hy~ ically multi 
auac:k a ~inglt• fiw-man group \\ith an AV !.::\' of7 7. 

F'h·e phases aftrr the atta<'k lttans, the Player Character 
with the walkie-talkie hears this from Lt. Eddleson
"F'if1een National Guard troops approach in~ in a truck on 
the eastern side. They've afready radioed in. Thry want to 
enter through the east door and emerge on th<' northern 
and western nan ks to bolster our force~." These Lroops are 
actually members of the BrNhren in disguise. Aftrr 
finding the National Guard uniforms in Encounter 10 the 
heroes should be suspicious. If the false National GuarcL'.lmc•n 
are questioned or detained in any way befor<' entering th<' 
complex. they open fire and join their brothers on thr 
outside. if they enrer the complex unmole'>tcd, they make 
their way to the V.P.'s campaign office and kill him. 

One of the National Guardsmen is the man thC' heroes 
noticed in Ken Shade's entourage earlier in l he day. Aftrr 
seeing him a second time, the heroes rememt>er-he'~ Don 
"'Big Daddy~ Feroli, a minor enforcer in Big Figure's 
organized crime syndicate. This should tip off the Players 
that Shade is involved in the plot. 

I TROUBLESHOOTING 
It is essential that the battlr outside the romplex lasl 

the five phases until the National Gau rd troops show up. 
If the security forces start to win too early you can eithrr 
have more Brethren troops show up with better weapon'>, 
or assume that a Brethren leader omt'whcre in th<• 
crowd has fifty or sixty Hero Points to spend. Mother 
staved back at Gehenna. 

fr the heroes somehow miss the clues in Encounter 10, 
or do not warn the ecurity forces to expect trouble 
around 9:00 PM, the security troops are unprepared for 
the size of the battle. Have a Player Character roll Id l 0, 
using a guard's INT asAVand a Brethren member's INT a.., 
OV, for surprise- if the Player does not achieve tht' 
success number on the Action Table, the guards have no 
initiative or actions for the first combat phase the 
Brethren army attacks, and the teams recc1V<' a 2 column 
shift to the left penalty on the ir OVs for this phase. 

If the heroes miss Don Fero Ii , Lt. Eddleson points him 
out as the possible leader of the assault. Feroli is one of 
Moloch's men sent to lead the final assault on the V.P 

The riot scene is one of the big, climactic event.s in the 
advencure. Try to have fun with it and play it for all it IS 

worth. I f you and your Players are fans of tactical 
wargames, feel free Io increase the size of rach of thl~ 
opposing forces and play the bal lie out using whatever 
rules you feel are appropriate. 
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LEVEL 1 LEVEL 2 

~ 

LEVEL 4 LEVEL 5 

ONESOUARE =TENFEET 

l...__ __ SE_T_UP __ ___, 
Aft(•r discovering ''Big Daddy" Feroli in the riot ouLSide, 

the Players should guess that Shade is involved in the ploL. 
When they proceed to his campaign office they nnd Shade 
(busy cr:,ing), along with Moloch, his bodyguards Sin and 
Tcmptat ion, and rour Lhug~ (same staLS as typical Brethren 
members). The thugs are armed with .45 caliber pistols 
and knives (sec Encounters 1 and 7). 

l PLAYER'S INFORMATION 
MOLOCH: "So, 1 s<>R yau have uncovered my latest 

scheme. Very adm'irable. This round of our litlle garne 
cerla'inly h(lS to go to 11ou. B?ll, you know that one qf my 
nwst prcu:ticed moves is avoiding the authorities, and 
between my lawyers and my m-ganiz(ifion I am sure we 
will have a chance to play again rather soon. 

"Yes, I'm the one using tlU:' Brethren to kill the V.P. I'm 
al.so the one who ma de sure thrtt the syndicates a,nd gangs 
of lhi.s city were ready Lo stage their little party after the. 
Brethren turned out the lights. I thought il uxmld be a 
most effective diversion. 

"YO'u must admit. though, we almost won. I almost 
pulled off the <,"rime of the century-the president of the 
United States in my ]XX:kel. (By the 'll'ay, Ken is one of my 
boys. Yem wuld say that he more or less 'sold hi,:) sool 'for 
gambling money he owed my m·gcinizat·icm wa.11 back.) 
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' LEVEL 3 

l STAIRS 

RATS 

TRAP 

PRISONERS 

GAS 

jGEHENNAj 

"! still don't see exactly how the VP. managed to do so 
welt in the primaries. I 1.oas certain Ken U'Ollld have no 
problerns winning on his own. 

"Well, what are you 1.(.'Ciitingfor? Oh ye-s, the endgarne! 
Well! wouldn't want to spoil your fun. Sfri! Temptation!" 

I GM'S INFORMATION 
Moloch and his henchmen entered the office earlier in 

the guise of Shade's special advisors. They have been in 
the office with Shade throughout the battle outside. 

Moloch and his men rush the heroes after his speech. 
Shade does not participate in the battle, but. the villains 
fight until unconscious or \ictorious. If victorious, the 
villains simply make Lheir escape ( in this case, i;he 
adventure is over). 

If Moloch is knocked unconscious and searched Lhe 
Players find this note in his breast pocket: As they .c:~y in 
the comics, 'Curses. foiled aga-in '-Well. yau won juir 
and square. I believe this is ari adequate rf"lvard: 2312 
Dh.ri..sion Ave. The address on lhc card is the location of 
Gehenna, the Brethren stronghold located deep within 
the New London slums. 

I TROUBLESHOOTING 
If the Players fail to find the card, Lt. Eddlcson brings it 

to their attention as he takes the prisoners away. 



I SETUP 
The heroe proceed to 1lw mysterious address, where 

they distover the Brl•thren's Gehenna stronghold. In thb 
enC'ounter they haw an op port unity to put an end to the 
gang once and for all. 

Not all or the Brethren memb<'rs were involved in the 
auack on the MtDanil'I Convention Center (Encounter 
14 ). Se,·cral, in<:luding Mother, !:>lilyed behind so the 
fortress is still well guarded. 

I PLAYER'S INFORMATION 
ThP b?1 ilcling (If the address Molcx:h 's ca rel gave cippears 

t-0 have bern seuc>rt.>ly damaged in a recent fire. The 
windows are all broklm out and boarded over. leci-viny 
small cracks. Ught pusses through the crevices on the 
fall rth a ml fijlh stories qf t Ju> st rue tu re. 

The outsid<• <?{the building is n clumping ground for 
etlPr!J type of trash n nd r~fuse imoginable. 

I GM'S INFORMATION 
When the heroes approach the !:>tructure they find the 

main entranC'e unlocked and partially open. Upon entering 
the building. theysN' a huge sign painted in red letters on 
the wall opposilt' the door reading "GEHENNA." Waiting 
on the finil level LO gre<>t any intruders are four Brethren 
member~ armNI with .45 ('alib<'r automatic pistols (see 
Encounter 7). These gang-members are noL surprised by 
any invading herot'S, and engage in a furiou fil'efight on 
this level u nLil reinforcements arrive. The lower level of 
the .st ructurr is rather dark because of the boarded 
window!:>, so ewryone but Nit£· Owl suffers a +l column 
shift (left) to the OV or any action check they make. 

Two pha.':ics after the struggle begins, five more gang 
members nood down the stairs from the upper levels. 
Four of them arc armed ..... ith .45 automatics, and one is 
armed with a sawed-off shotgun (see EncoWlter8). After 
defeating them. the Player can proceed onward and 
upward. The various len•ls and obstacles are described 
below. 

LEVEL 1WO is even darker than the ground floor (+2 
column shift:; 10 OV). The first things that the heroes 
notice here are the trash and filth lying all over the floor. 
Painted on the north wall they can ju t make out the 
words, EXPECT POISON FROM THE ST ANDING WATER. 
As the heroes movr about a lmle they notice that the very 
Ooor itself seems to slowly creep about. InvesLigation 
ren•aJs that sl'veral hundred rats have completely overrun 
the level. For months the Brethren members have almost 
completely avoided this area. If the heroes move more 
than I AP ( 25') total. the rats will attack as a pack. Use the 
staLisLics below for LIH' <'ntin• pack of rats. If the heroes 
defeat the pa('k (i.t'. cause damage equal to its BODY) the 
rat.-, disperse and alJow saf<.• passage onward. 

RAT PACK 

DEX: 6 
hr. l 
hF'L: 0 
I~ ITlA rin;: 

P1"' EH.' 
\law:. :~ 

SKILL. ... 

SrR: 
W1u.: 
A l-R.\: 

7 (1 1) 

Attack Advanlagc· 4 

3 Bom·: 6 
1 ML,D: 2 
0 SP£RlT: 0 

HF;RO Porm-s: 0 

Th •rr arc no Brethren mcml>ers on the second kvel. 
LEVEL THREE, like the level below, is especially dark. 

Thrl'e Bret hrcn mc•mbers armed with .45 calibl'r automatic 
pisLols remain on thb lt•,·cl w ambush any i1\\'ading 
heroes. Also on the level is a locked room (OV, HV "' 4 4) 
that holds five kidnap vkrims ( l wo male', lhree females). 
Ar 1 he point indic·at<.•d on thr map, the Brethren has set 
up a swinging spike trap for any invaders. The first hero to 
cross the trap symbol on thf' map must makl' an INT 
action rh<>ck against O\' HV or 5 5 in order ro spot the 
trap before ~etting it off. Th<' trap has an A\' E\' of 7 6, 
and does Killing C'ombal. 

LEVEL FOUR is !:>Ome,..,hat brighter chan th<' le\els 
below it (no penalties to 0\'} due to rwo fires lit in stonr 
firepits in the rent<.'r of the room. Cpon entry. the len.'I 
appe;m, empty. One phase afLer the Players enter Lhe 
area. however. lh<>y hear a loud c.hud on the other side of 
the room. Mo1het: (on Level Five above) has just droppC'Ci 
an open ga~ canni ' ter down the stairs. The gas (whith 
eompletely fill:-; the level in one phase) is an experimental 
army gas grenade which che Brethren boughr on the black 
market. It releases a hallu<:inogcnir compound, designed 
Lo break the morale of enemy forces. The gas has the 
Illusion power raLE.1d at 4 APs and the Fog power raLCd at 
I 0 APs. AJter the gas has filled the level, each of Lhe heroes 
begins to hallucinate wildly. The halJucinations manifest 
thems<.'lves as a hostile• crowd of diseased. rotted humans. 
The illusionary crowd at.tacks the hE'roes (assume that all 
of Lhe crowd's stats arc rqual lo 4) until d isbclievcd, using 
the target's I T and Wl LL for AV 1EV, and the APs of 
Illusion as the OV RV (SC<' ~Illusion" in Pawers crndSkilL~ 
for detail::;). Any damag<' is taken by the target's .\11 ·o. 
There arc no Brethren members on this level. 

LEVEL FNE b where Mother waits for the heroes; she 
makes a last stand alone. V.'hen defeated, just before 
falling unconscious or being captured, Mother say::., "Yvu 
have won nothing. Joys lcw_qh not.' Sorrou·s weep not.'( he 
begins to sob) Oh mama, all/ evc>r want.ed u•ffs a home.'" 

I FINAL PLAYER'S INFORMATION 
RORSCHACH'S JOURNAL. June 13, 1968. It is over. 

Through the fibers of my face I breathe a sigh of relief. 
Moloch was wrong. What we do is more thanjust a 

game. Someone has to do iL Someone has to collect the 
trash. 
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l.___ __ SE_T _UP __ _____. 
This encounter takes place the day after the battle in 

the Brethren stronghold. After visiting the local police 
station to meet with Banner and answer questions, the 
heroes have au gathered in front of a television set. On the 
screen is the Vice President, who has just been given the 
Republican nomination. 

I PLAYER'S INFORMATION 
V.P.: "Friends. fellow Republicans, and fellow 

Americans: 
"I heartily accept this, your -nwndate, and do hereby 

pledge to seek the office of President using everyres<Y1.1r ce 
at my conmiand. Yuur faith in me and my Policies has 
mad<nneproud and! am certain that! shall notfail you,. 

"fl is niy belief that Arnerica is entering a crucial 
juncture in its history. It will take a strong leader to 
negotiatR the twists and turns thnt lie ahead. I believe I 
am that man. As President, 1 will strlvetousher'ir1 anew 
age of prosperity and restore the nwrality, significance, 
and honor of ow· nation and its principles. " 

17ie Vice President drones on, ·in this and probably 
many other houselwlds thrcrughout the country; h<Ylv 

THE STANDARD AWARD 
Opposition- Equal. .... . ....................... 20 
Arca of Consequence- Nationwide .............. . 5 
Severity-Temporary Nonfatal .... . .......... .... 5 

STANDARD AWARD ........... . .......... . 30 

The heroes !>hould only be given the "saving innocent 
bystanders" award (one additional Standard Award for 
each Player who participated in the rescues) if they were 
able to save the bus passengers in E ncounter 12 and the 
newspaper vendor in Encounter 9. 

The Comedian Player should receive the "subplot'' 
award (one additional Standard Award) ifs/ he completed 
South's assignment sucessfully; that is, if s/ he found the 
tapes Conrad had hidden , and somehow put Conrad out 
or commission, without the other heroes finding out. 

Some guidelines for giving the "role playing" awards 
include these poin ts: 

- Did the Rorschach Player read t he journal entries? 
-Did the Nite Owl Player express his guilt at the 

poverty around him'? 
-Was r,he Si lk Spectre appro pr ia te ly re luctant to 

engagE> in villain bashing? 
-Did Ozymandias and the Comedian stay a t odds with 

each other's personalities and methods? 

Remember that the Watchmen are not a smoot hly 
functioning team, and that petty squabbles and grand
standing are in character with this group. Look over the 
Character bios again for other points you might consider. 
R<>mcmber, you do not have to give the full 30 points of the 
Standard Award if your Players only had flashes of 
Character! 
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many lw:ve the energy lo get up ancl change the channel? 
H<Yl.u many are la:ughing? 

Bu.t most thro' the midnight streets I lle<ir 
How the y<Yl.ith/uf. Harlot:., Curse 
Blasts the new born infant 's tear 
And blights with p lagues the Marriage hearse. 

-William Blake, "'London" 

' GM'S INFORMATION 
Conseq uences: It takes the NYPD and the New York 

National Guard approximately seven hours to break up 
the city-wide rioting. In the riots. eleven die and over 
fourteen million dollars in damage is done. 

For his parl in the whole affair, Ken Shade is sentenced 
to thirty-five years in p rison. Three years later he writes a 
best-selling book, Sell Your Soul, explaining his role. 

True to his word, Moloch beats t he rap and is back on 
the outside plotting his revenge in about three months. 

With the destruction of Gehenna, the Brethren organiz· 
ation shatters and ceases to be. Mother is given a thirty 
year prison term. 

CONVERTING NEW GADGETS TO OLD RULES 
The gadgets in this book are stated according to the 

new Gadgetry rules in the Hardware Handbook. 
Perhaps you are more comfortable with the old 
Gadgetry rules. 

Leave all a ttribute, power , or skilJ scores as they 
appear in the new statistics. Convert Charges to 
Uses and Durations by using the following procedure: 

1. Count the number o f attributes, powers, and skills 
t he gadget must use constanUy to fulfill its purpose. 

2. Divide the total number of Charges by this number. 
'D1e result is the gadget's Duration. 

3. Count the number of attributes, powers, and s kills 
t he gadget does not use constantly to fulfill its 
purpose. This is the number of the gadget's Uses. 

Adjust these numbers as you feel is appropriate. 
Because of the differences in the underlying philo-

sophies of the old Gadgetry rules and the new, 
especially in the areas of attribute use and energy 
supply, it is in1possible to develop an exact conversion 
method. These procedures will yield close approxi
mations of the same gadget in the two systems. 

The following abbreviations are used for cash costs in 
lhe new gadget boxes: 

K =thousand ($38K means $38,000.) 

M = million ($2.574M means $2,574,000.) 

B =billion ($1.039B means $1,039,000,000.) 

T = trillion ($85T means $85,000,000,000,000.) 

Q = quadrillion ($6.5Q means $6,500.000,000,000,000.) 
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