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The followtng information has been gathered at the 
request of the National 8ecu.r1cy Council as part of their 
ongoing investigation into non.government afflliated 
v1gtlante groups. Much of the content.a of th1s report has 
been culled from the popular press, where the exploit.a of 
The Doom Patrol have received considerable attention over 
the yea.rs. 

There are many facts about the Patrol not available to the 
general publlc nor, for that matter, to the casual 
government investigator without highest eyes only secur1cy 
clearance. Much effort has been made to piece together the 
diverse histories of the group's members and their foes, and 
to create a reliable chronology of their effort.a. And while all 
the 1nforma.t1on contained herein has been verifled through 
independent sources whenever possible, there are 
numerous ep1sodes in the Patrol's history where 
c1rcwn.stanoes render ver1ftcat1on all but impossible. 

This first section has been broken down into a ye&l'-by
yea.r chronology in order to faoilltate an understa.nd.1ng of 
the deep ties that run through the three separate groups 
that have, since it.a 1noept1on. operated under the banner of 
The Doom Patrol. 

Pre-History 
The original Doom Patrol was the brainchild of Dr. Niles 

Caulder, considered one of the greatest scientific and medical 
minds of our time. Caulder's reputation brought him to the 
attention of General Immortus, a criminal genius with origins 
based in antiquity, and whose life had been sustained by an 
ancient and now lost source of immortality. When it was 
discovered that his immortality was waning, Immortus sought 
out Caulder's scientific expertise in the field of molecular 
biology. 

Caulder became suspicious of his mysterious patron and 
attempted to withhold his discoveries from Immortus, but the 
villain persisted to the point of implanting an explosive in 
Caulder's body to prevent further betrayal. Caulder foiled the 
explosive and temporarily released himself from Immortus' 
hold, but at the cost to him of the use of his legs and his freedom 
to live his life under normal circumstances. 

Caulder went on to attain great wealth through the creation 
and patenting of many inventions. He began offering his 
scientific expertise to first local, and then Federal legal 
authorities. His reputation in political circles and the govern
ment intelligence community grew rapidly as Caulder attempt
ed to ut ilize his knowledge and influence to battle the likes of 
Immortus, similar individuals and criminal organizations. 

It soon became obvious to Caulder that government organiza
tions were straightjacketed by rules and regulations that 
prevented them from pursuing these destructive elements as 
vigorously as their existence warranted. The idea began to form 
in Caulder's mind for a group of superpowered individuals who 
could fight crime and terrorism without the restrictions and 
inherent weaknesses of non-powered agents. This group was to 
become the Doom Patrol 

Year One 
The Doom Patrol is formed by Caulder, who establishes their 

headquarters in Midway City. He summons adventurer Cliff 
Steele, pilot Larry Trainor, and actress Rita Fa rr, each the victim 
of bizarre accidents that had changed them and given each of 
them great powers which made them outcasts from society. 

----

Caulder's reasons for forming the group arc outlined in his 
opening speech to the trio of recruits (taken from a t ranscript of 
the initial meeting maintained by the doctor): 

"You three are victims of a cruel and fantastic fate. I 
summoned y<nt here to give you the apportunity to cheat your 
Jares by offering yau the op7>0rtunity to experience fantastic 
adventures nwre incredible than any humans have ever known. 

" ... / know you have all become quitters, outcasts, but I offer 
yoo a purpose. The world is full of catastrophies to be checked, 
evil to be fought~ pecrple to be helped. They look at you and are 
remdsed. They call youj'reak8 and think that your handicaps 
are all there is to who y<nt are. 

"We can pr<nJe them wrong. We can turn their scorn to 
grudging admiration. Join tuith me, my friends. TogetJier, we 
can make a diff ere nee. " 

This newly created Doom Patrol, under the leaders hip of 
Caulder (dubbed '1'he Chier' by his proteges) faces its first 
threat as they battle General Immortus for possession of an 
alien weapon that has crashlanded on Earth. Immortus is 
apparently killed in this episode. The Doom Patrol's alliance 
remains an uneasy one as the individuals struggle to become a 
team. 

The Patrol next encounters Dr. Janus, a.k.a. Josef Kreutz, a 
former member of the Nazi Ministry of Propaganda. They next 
undertake to battle an alien invasion force fronted on Earth by a 
trio of influential American citizens who are later revealed to be 
aliens themselves. It is at this time that Caulder's identity is 
revealed to the world and his colleagues in the Doom Patrol by a 
news reporter in The Midway Graphic. 

The Doom Patrol forges their personal links as a team and 
Negative Man faces a major crisis when his negative energy form 
becomes trapped outside ofLarryTrainor's body for longer than 
his sixty second time limit. The Patrol is almost destroyed in its 
infancy as the negative energy being runs wild in Midway City 
before it is captured and returned to Trainor's body. 

Immortus returns having survived his previous encounter 
with the Doom Patrol. He captures Robotman by taking over 
control of Steele's robot body. Immortus uses his hostage to 
force the Patrol to retrieve a legendary Babylonian treasure 
trove. Immortus escapes capture after Negative Man frees 
Robotman from the villain's thrall. 

Caulder begins to have second thoughts about his choice of 
team members. He even goes so far as to persuade Rita Farr to 
resume her Hollywood career, so that she will be unable to 
accompany the Patrol on a hazardous mission against radio
active beings beneath the planet's surface. Seeing through his 
deception, Farr reaches her teammates in time to prevent their 
destruction at the hands of the subterranean creatures. 

Caulder reconciles his doubts, though he will never lose his 
protective attitude towards Elasti-Girl. The full strength of the 
Doom Patrol is needed when the self-proclaimed Brotherhood 
of Evil makes its first appearance. Consisting of The Brain, 
Madame Rouge, Monsieur Mallah, and Mr. Morden, the Brother
hood attempts to steal one of the Chiers inventions, Rog, a robot 
vehicle intended for lunar exploration. Rog is destroyed and Mr. 
Morden is imprisoned, but the three villains who will plague the 
Patrol for years to come escape. 

Madame Rouge goes under cover to lure Negative Man into a 
plot to steal the plans for a matter-expanding device. The Chief 
and Negative Man are aware of her deception on her behalf of 
the Brotherhood, but their efforts at stopping the Brotherhood's 
plans are ruined as the matter-expanding ray is used in an 
attempt to rob the Federal Reserve bank. Rouge is taken into 
custody. 
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The Chief reveals his true origin to the Doom Patrol just as a 
mysterious criminal mastermind calling himself The Baron 
captures the Doom Patrol. The Baron is revealed to be General 
lmmortus and offers to exchange his captives for Caulder's 
immortality serum, but once more the ageless villain is defeated 
and, in his escape attempt, lmmortus is again apparently slain. 

Year Two 
Dr. Sven Larsen, a former student of the Chiefs, is the Patrol's 

next foe when he transforms himself into the Animal-Vegetable
Mineral Man. He attempts to exact revenge on Caulder, who 
Larsen wrongly believes stole one of his inventions. The Animal
Vegetable·Mineral Man is subdued by that very invention, which 
freezes him in his transmuted form. 

Madame Rouge's powers are greatly enhanced by The Brain in 
order to disguise herself as Elasti·Girl and infiltrate the Patrol. 
The scheme is foiled, and Madame Rouge begins to show signs of 
the split personality which will eventually lead to her alliance 
with the Chief and the Patrol. 

Several major influences are introduced into the Doom Patrol 
in this second year as millionaire psychologist Steven Dayton 
creates a special helmet that gives him psychokinetic powers, 
which he uses as the hero known as Mento. Simultaneously, an 
exiled alien criminal called Garguax appears on Earth, intend
ing to use the planet as a testing ground for weapons he plans to 
use to conquer his homeworld. Mento, seeking to impress and 
romance Elasti·Girl, infiltrates Garguax's group and teams up 
with the Patrol to help defeat the alien menace and his android 
creations, the Plastic Men. 

Mento remains a presence in the day-to-day life of the Patrol 
as he vies for Elasti·Girl's attentions despite the objections of her 
teammates who distrust the playboy millionaire's motives. 
Mento does, however, come to the rescue of Elasti-Girl in the 
Patrol's battle with Dr. Tyme, a villain who controls the flow of 
time. 

The Brotherhood of Evil returns. Madame Rouge disguises 
herself as the biologist, Dr. Wilder, and offers Robotman the 
chance to have his human brain transplanted into a cloned 
human body. This is a ruse to allow The Brain to steal 
Robotman's body for his own use. The Brotherhood is foiled 
when the Chief remobilizes Robotman and the villains escape. 

The Patrol is next faced with the spectre of one of its earliest 
missions as Dr. Radick, the son of Dr. Janus, insinuates himself 
into the team's good graces in order to avenge his father, who 
has died in prison. 

The Chief embarks on a solo mission with the assistance of his 
•Action Chair,n a heavily armed motorized wheelchair. The Claw, 
a criminal who uses trained birds to commit robberies, destroys 
the Chiefs chair, but Caulder defeats his foe in hand-to-hand 
combat. 
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In an attempt to cure Elasti·Girl and Negative Man of their 
afflictions, the Chief inadvertently switches their powers. 
Robotman, incapacitated in the experiment, is replaced by the 
Chief in a robot suit when the Patrol is forced into battle against 
the Animal-Vegetable-Mineral Man. The effects of this bizarre 
switch are reversed after the defeat of their foe. 

The Patrol faces its greatest challenge when The Brotherhood 
of Evil, General Immortus and Garguaxjoin forces to dominate 
the world with the help of a madness-inducing ray beamed from 
their base on the moon. The extent of this menace is so great 
that Cobra, a powerful worldwide financial cartel of dubious 
rntentions, goes so far as to abduct the Patrol so that they can 
aid in defeating the deadly alliance. Though their madness ray is 
destroyed, the evil triumvirate begins transforming people into 
giant crystalline zombies to do their bidding. Elasti-Girl falls 
\iCtun to the crystal-curse. Mento is recruited to help in 
defeating the villains. At the conclusion of the mission, Mento 
requests admission into the ranks of the Patrol but is turned 
down by a single secret blackball vote, cast by Elasti-Girl, whose 
feellngs for Mento lead her to believe he would be a disruptive 
influence on the group. 

Year Three 
The Doom Patrol begins its third year with the Chief calling for 

the disbanding of the team. Unknown to his team. he LS dying of 
radiation poisoning. The Patrol is reorganized by :-.:egative Man 
and confronts the menace of Mr. 103. Defeated, they appeal to 
the Chief for help and learn of his illness. With hLS assistance, 
the Patrol defeats Mr. 103 and the villain is forced to use his 
control over the elements to cure the Chief. The Doom Patrol is 
reunited. 

Through his sources in the intelligence community, the Chief 
learns of a plot to trick the U.S. and Soviet Union into nuclear 
war. Negative Man's great speed enables him to disarm the 
threatening nuclear devices and prevent the outbreak of war. 

Despite his worth to the team, Larry Trainor begins express
ing doubts over his role as Negative Man. When the Bug Man, 
who utilizes robotic insects for his crimes, captures Elasti-Gir~ 
Trainor recognizes his responsibilities as Negauve Man and 
reconciles himself to his unique existence. 

The Doom Patrol meets Beast Boy. After young Gar Logan 
invades their Midway City headquarters to prove his abilities, 
the Patrol allows him to join them on a routine mission against 
costumed criminals. Beast Boy acquits himself well in combat, 
but his request to join the Patrol on a permanent basis is denied 
because of his age. 

Beast Boy continues to vie for membership in the Patrol and 
reveals his past to the Chief. Beast Boy's guardian, Nicholas 
Galtry, allies himself with Dr. Weir in a scheme to steal the secret 
of reverse-evolution left to the young hero by his late parents. 
The Patrol and Beast Boy defeat Weir's prehistoric menace and 
capture the evil scientist. 

GaJtry hires a hit man to kill Gar to prevent the youth from 
discovering that his guardian has been looting his inheritance. 
Learning of this, Beast Boy turns to the Patrol for help. They are 
busy facing the threat of Kranus, a supposed alien robot tyrant 
who is revealed to be The Brain. The Brotherhood's mastermind 
is defeated. Beast Boy's assassination fails to take place, leaving 
the Patrol skeptical as to Beast Boy's claims. 

Further investigation into Beast Boy's plight is put aside as the 
Challengers of the Unknown contact the Patrol for help against 
the League of Challenger -Haters, a quartet of powerful villains. 
Beast Boy and Mento join the two teams, and a member of the 
Challengers dies in the course of defeating the menace. 

The Patrol also teams up with the Flash as General Immortus, 
Garguax, and the Brotherhood of Evil return for another 
attempt at world domination. 

The Patrol, Men to, and Prof. Ormsby travel in to space to study 
a giant meteor. An accident transforms the professor into the 
Meteor Man, whose fiery powers threaten Earth. With the help of 
Beast Boy, the Patrol and Mento defeat their foe and return him 
to normal. 

Mento's romantic pursuit of Elasti-Girl finally pays off as she 
agrees to marry him. Their plans are almost ruined by Garguax 
and the Brotherhood of Evil's complex scheme, but the truth is 
discovered and the two heroes are wed at last. 

Year Four 
The Patrol accepts Beast Boy as an honorary member. Over 

her new husband's objections, Elasti-Girl continues full-time 
activity with the team. She joins them to battle Mr. 103, who has 
gained an immunity to the device used to defeat him in previous 
encounters. Elasti·Girl also learns of Galtry's embezzlement of 
Beast Boy's inheritance. 

Learning of Gar Logan's involvement with the Patrol, Galtry 
diverts some of the embezzled funds to frnance the work of Mr. 
103. Defeat seems imminent until Mento, searching for Elasti· 
Girl, intervenes and saves them. Before his escape, Mr. 103 
reveals his involvement with Galtry. 

The Brain attempts yet another attack, this time as the robot 
Ultimax. Elasti-Girl is caught by a shrinking gas that sends her 
into a microscopic universe where she is taken captive and 



sentenced to die, until Mento comes to her rescue. Mento uses 
his influence to engage Galtry and the mysterious financier, Abu 
Hallam, in a financial fight over Beast Boy's inheritance. Abu is 
revealed to be Monsieur Mallah after Mento's defeat. Madame 
Rouge continues to show signs of her split personality. The rest 
of the Brotherhood and Garguaxjoin the battle and assist in the 
capture of the Patrol. By the time Beast Boy arrives, he finds the 
Patrol, apparently killed in combat. 

The Chief is able to revive them due to a defect in the 
Brotherhood's weapons. Hoping to lure the Brotherhood and 
Garguax into a trap, the Patrol keeps the secret of its survival a 
secret. This works to their advantage as Garguax sends the giant 
killer android Mandred to kill the Chief and Beast Boy. 

The Brotherhood, seeing that the Patrol is alive, attempts to 
destroy the heroes anew. The Brotherhood's weapons contin
ually fail due to Madame Rouge's sabotage. The Brotherhood is 
routed, though Rouge's motives for her change in loyalties 
remains a mystery. 

Mento's estate has C'ontinued the investigation into Galtry's 
criminal activities during the hero's supposed death, and 
Dayton redoubles his efforts after the Patrol is revealed to be 
alive. Having applied to the courts to become Beast Boy's legal 
guardian, Mento wins his case and he Elasti-Girl adopt the boy. 

Garguax's criminal superior tracks his disciple to Earth. 
Zarox-13 forges an alliance with Garguax and the Brotherhood 
against the Patrol. Not trusting Zarox-13's true intentions for 
this alliance, The Brain approaches the Chief to propose ajoint 
effort between the Brotherhood and the Patrol to stop the alien 
criminals. 

Zarox-13 launches his plan to conquer the Earth but is met 
with resistance by the combined forces of the allied Patrol and 
Brotherhood. Zarox-13 is defeated. In the course of their 
temporary partnership, the Chieflearns Madame Rouge's origin 
and of her unstable personality. He sees the possibility of curing 
her of her evil ways. He invents a ray that he hopes will bring 
back her long-repressed good side. 

Year Five 
The Arsenal appears, but the Doom Patrol is left to defeat him 

without the help of the Chief. His attention is focused on his 
efforts to cure Madame Rouge with a device he hopes will alter 
her mental processes. However, the Brain is using a similar 
device that reinforces her evil side, and the conflicting energies 
begin having an effect on her. 

The Chief also misses the Patrol's battles with Kor, a scientist 
transformed into a rampaging Neanderthal with access to 
modern weapons, and with the Mutant Masters, a trio of 
radiation-mutated creatures seeking revenge for their afDiction. 

Madame Rouge at last breaks down under the conflicting 
influences of the Brain and the Chief and splits into two beings: 
one good, the other evil. The two Rouges engage in a battle to the 
death. Fortunately, the good Rouge is the victor and allies 
herself with the Patrol. 

Her first mission with the group is against the Mutant Masters, 
who are finally defeated by a disguised Chief who tricks them 
into turning their own powers against themselves. 

Rouge's rehabilitation and declaration of love for the Chief 
causes him to neglect his duties with the Patrol. The heroes 
leave, but return when the Black Vulture, a crook once foiled by 
the Patrol and who subsequently adopted a costumed identity, 
attempts to kill the Chief. 

The Brain and Monsieur Mallah return, seeking revenge 
against Madame Rouge for her betrayal. Videx, with his control 
over light, is sent to destroy the Patrol and bring Rouge back to 
her former comrades. Beast Boy assists in Videx's defeat. 

Robotman is taken in by the guru Yaramishi Rama Yogi and 
transformed into a pacifist. The guru captures the rest of the 
team and attempts to destroy them through psychological 
means. The only casualty of this assault is Madame Rouge, as the 
guru's interference undoes the Chiefs rehabilitative efforts and 
she returns to evil. 

The Patrol next battles the Wrecker, a deranged former 
5 
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scientist out to destroy modern technology from his base in 
Earth orbit. The rocky family life of Mento, Elasti-Girl, and Beast 
Boy begins to show signs of stabilizing, at least momentarily. 

Madame Rouge emerges from hiding, her plans made to seek 
revenge on all her former allies. After apparently destroying the 
Brotherhood of Evil, she turns her attentions on the Doom 
Patrol. Seeking to protect the public and sanctuary for them
selves, the heroes retreat to a secret island base established 
years before by the Chief for emergencies. 

With her new ally, Captain Zahl, Rouge confronts the Patrol 
and issues an ultimatum. The Patrol must either submit to death 
or she and Zahl will destroy the tiny fishing village of CodsviJJe, 
Maine. 

Certain the Patrol will opt fo r life, Rouge broadcasts their 
confrontation, seeking to humiliate the pompous heroes in the 
eyes of the world. The Patrol, however, chooses to sacrifice 
itself and before Rouge can stop him, Zahl destroys the 
island. 

The Doom Patrol is destroyed. 
Mento vows vengeance against Madame Rouge and Captain 

Zahl. 
Robotman's robot body allows him to survive the explosion 

that apparently killed his teammates. Though immobilized, his 
human brain is kept alive for the weeks his shattered body drifts 
across the Caribbean before washing ashore on J amaica. 

Suspecting this might happen, Dr. Will Magnus, a noted expert 
on robotics and correspondent of the Chief, had set out in 
search of Robotman. Magnus finds Steele and returns to the 
United States to rebuild Robotman's body from an ent irely new 
design. 

Year Six 
Lt. Col. Valentina Vostok attempts her defection from the 

U.S.S.R. aboard an experimental Soviet jetfighter. Taking a 
circuitous route over the Caribbean to avoid detection, Vostok 
experiences engine t rouble and is forced to ditch in the sea. She 
goes down with her plane and emerges with the powers of 
Negative Woman. 

Arani Caulder emigrates to the United States from India and 
files a claim on the estate of Niles Caulder, the Chief. 

Robotman, a beneficiary of the Chiefs estate, retires from the 
heroic trade and the public eye. He purchases a horse ranch in 
Southern California, shedding the name Robot man and gaining 
a reputation as a local hermit. 

Joshua Clay, under the assumed name of Jonathan Car
michael, is forced to drop out of medical school in order to 
prevent a blackmailer from revealing his past to the authorities. 
He lives on the run. 

Valentina Vostok arrives in America and attempts to discover 
the cause of her strange new powers. 

General lmmortus discovers his immortality is fading. He 
begins to delve into the Chiefs past in the hopes of discovering 
some secret that might hold a cure for his deteriorat ing 
condition. 

Arani Caulder takes up residence in the Doom Patrol's former 
Midway City headquarters. 

Year Seven 
Arani Caulder assumes the codename Celsius and begins 

gathering the members who will make up the new Doom Patrol. 
Valentina Vostok, having traced the source of her power to the 
death of Negative Man, seeks out Celsius at the Patrol head
quarters. She agrees to join Celsius, whose primary goal for the 
new team is the search for her husband. Celsius believes the 
Chief survived Madame Rouge and Captain Zahl's attack 

Utilizing military, medical and press reports accessible via 
computer, Celsius learns of J oshua Clay and tracks him down, 
offering him membership in the new group. He accepts. 

The new Doom Patrol holds its first official meeting. Present 

are Celsius, Vostok, codenamed Negative Woman, and Clay, 
called Tempest. 

Robotman returns to Midway City to close up the old 
headquarters, unaware of the new group's existence. Celsius' 
explanation is cut short by the arrival of General Immortus. The 
ancient criminal's condition is deteriorating rapidly and his 
search has uncovered the existence of Celsius, the Chiefs wife. 

Taken by surprise by lmmortus' attack, the Doom Patrol is 
captured and taken to the General's secret sanctuary on the 
moon. Under torture, Celsius reveals her origins and the secret 
of her own immortality, bestowed on her by the Chief at the t ime 
of their marriage. 

Immortus duplicates the serum before the Doom Patrol 
escapes. The serum, engineered to Celsius' specific biology, has 
only a temporary effect on lmmortus. He is last seen aging 
rapidly while his lunar base explodes around him. 

The Doom Patrol returns to Earth where American intelli
gence agent Matt Cable attempts to take Negative Woman into 
custody. The Cossack, a Soviet robot sent to abduct Negative 
Woman and return her to Russia, arrives on the scene. The 
Doom Patrol defeats the Cossack and its KGB handler and 
Negative Woman begins negotiations with the government to 
allow her to stay in America. 

Tempest and Negative Woman fall in love. 
The Doom Patrol drops out of the public eye for several 

months following the last episode. The team begins to search for 
the Chief, who Celsius believes is s till alive. Robotman doubts 
this and concentrates his efforts on locating Madame Rouge and 
Capta.in Zahl to bring them to justice for the murder of his 
teammates. 

Robotman returns to Dr. Magnus and has the scientist create 
a duplicate of his original body designed by the Chief. Robotman 
contracts with LexCorp to keep him supplied with future spare 
parts and life-support equipment. 

A year after gaining her powers, the negative radiation inside 
Negative Woman begins to endanger everyone around her. The 
radiation leakage drives her mad with pain, sending her on a 
destructive rampage throughout Metropolis. 

Superman, on the t rail of a teleporting madman called 
Ambush Bug, teams up with the rest of the Doom Patrol to stop 
the energy creature with a lead-lined container. Vostok's 
condition is s tabilized, but now she must live her life wrapped 
head-to-toe in special protect ive bandages. 

Negative Woman withdraws after the change in her condition, 
abruptly breaking off her personal ties with Tempest. 

Their search has brought the Doom Patrol into contact with 
branches of the government intelligence community and 
through those channels the group is asked to help apprehend 
Reactron. Celsius agrees to take time off from her self-appointed 
quest at Tempest's insistence when it is learned that Reactron is 
an old enemy of his from the army. 

Power Girl comes across Reactron independent ly of the Doom 
Patrol's investigation and teams with t hem to help capture the 
nuclear powered villain. 

Internal squabbles begin to have their effect on the Doom 
Patrol. The others resent Celsius' using the team as a private 
missing persons agency when they should be fighting crime. 

Negative Woman is the first to leave, going into seclusion in 
New Mexico as a special intelligence analyst for a government 
espionage unit known as the Agency. 

As Negative Woman was the only true bond holding him to the 
group, Tempest leaves shortly afterwards. 

The new Doom Patrol officially disbands. 

Year Eight 
Robotman is contacted by Beast Boy, who is now called 

Changeling and a member of the New Teen Titans. Robotman 
joins forces with the Titans to at last track down Madame Rouge 
and General Zahl and avenge the deaths of the original Doom 
Patrol. 



Tempest resumes his medical education under his "Jonathan 
Carmichael" alias and graduates. He buys into a New York 
medical practice, which he will eventually take over on his own. 

Celsius continues what the others believe to be her fruitless 
search for the Chief after relocating to the old abandoned Union 
Station in Kansas City. 

Afer discovering that Celsius has sold the old Midway City 
headquarters and disappeared, Robotman retires to his South
ern California horse ranch. He formally drops his codename and 
insists on being addressed as Cliff Steele. 

Negative Woman vows never to use her powers again after 
being appointed head of the Agency. Because of her experience 
in the field, her responsibilities include the supervision of 
costumed heroes in intelligence work, including Peacemaker 
and the Vigilante. 

Celsius begins a search for possible members of a new Doom 
Patrol. 

Year Nine 
Celsius leaves Doom Patrol headquarters for the first time in 

almost a year to travel to Jamaica where she uncovers what she 
considers irrefutable proof that the Chief is indeed still alive. 

Celsius meets with Cliff Steele in Southern California to 
present her proof and tricks him into joining her to take up the 
Chiefs trail. Steele, in turn, travels to New York to convince 
Tempest to return to the team. Tempest reluctantly joins them. 
Together the trio returns to the island where the original Doom 
Patrol was destroyed to gather further clues in the search for 
the Chief. 

Steele finds the body of Elasti-Girl, the only original member 
other than Steele to be found, confirming her death. 

When Celsius renews her efforts, Negative Woman is assigned 
to maintain surveillance on the group, reporting Celsius' move
ments to her superior. 

Kalki launches his attack, aimed at capturing Celsius as the 
prelude to his plot to destroy the Earth as part of his self
proclaimed divine mission. The Doom Patrol is captured and 
imprisoned in Kalki's Jamaican headquarters. negative Woman 
comes to investigate and is herself captured. 

Before he is destroyed, Kalki is revealed to be Celsius' father. 
Larry Trainor (Negative Man) is found, having survived the 
destruction of the Doom Patrol, though at the loss of his powers, 
which now reside in Negative Woman. 

The Doom Patrol is, unofficially at best, reunited. Rhea Jones 
arrives in Kansas City at Celsius' invitation and becomes a 
trainee of the newly reorganized Doom Patrol. She is followed by 
Wayne Hawkins, who joins because he needs a place to hide out 
after committing a murder. 

Though powerless, LarryTrainor's body still contains residual 
energy that forces him to remain bandaged and leaves him in a 
weakened state. Negative Woman fears she might be forced to 
give up the negative energy in his favor. 

A bizarre, illegal psychological experiment terrorizing an 
entire Ozark Mountain community leads Celsius to believe she 
has located the Chief. An unknown executive in the intelligence 
community is responsible for leaking the information that sets 
the Doom Patrol after the perpetrator of this experiment. The 
responsible party, however, is not the Chief but a former 
colleague of Caulder's named Dr. Goodman. 

Larry Trainor begins seeking a way to get his powers back 
from Negative Woman. 

Scott Fisher arrives in Kansas City to become the third Doom 
Patrol trainee. 

Upon their return to Kansas City, the Doom Patrol is asked by 
Harry Stein, Negative Woman's replacement as head of the 
Agency, to undertake a mission in South America. 

Hawk, a one-time member of the Teen Titans, had been 
captured running arms to the contras in Nicaragua and the 
Patrol is to rescue him before a competing group assassinates 

him or he is turned over to the Russians. 
The three Doom Patrol recruits remain in Kansas City, where 

they encounter Shrapnel. The police spot Wayne Hawkins in this 
encounter and begin to home in on him. Shrapnel runs rampant 
through the city until the Doom Patrol returns from South 
America and joins in stopping him. Shrapnel, a paid assassin, is 
able to make his hit and escape capture. 

The Plastic Men, the android henchmen of Gargaux, appear 
on Earth to steal nuclear wearheads from the American and 
Soviet military. 

LarryTrainor leaves the shelter of Doom Patrol headquarters 
and travels to Belle Reve Prison in Louisiana. He tells no one 
where he is going. 

Tempest officially gives up his medical practice to devote 
himself full-time to the Doom Patrol. He and Negative Woman 
struggle with the wreckage of their past relationship; he wants 
to rekindle their romance despite her handicap, but she 
continues to resist him. 

Metallo, a human brain inside a robot body, discovers that 
robot parts he had altered in LexCorp warehouses for his own 
use have been shipped to Cliff Steele. He invades Doom Patrol 
headquarters seeking the return of these parts. Metallo gains 
mental control over those parts already in use in Steele and 
turns Steele against his comrades. 

Hearing of the battle, Superman goes to the Doom Patrol's aid. 
Superman frees Steele from Metallo's control while Scott 
Fisher's heat powers, going inexplicably out of control, seem to 
destroy the villain, although no sign is found of his robot head 
and human brain. 

Tempest begins medical tests on Scott to determine the cause 
of his loss of control. 

The Chief is revealed to be alive, although this fact remains 
hidden from all of the Doom Patrol except Negative Woman. 
Having survived, as Celsius believes, he had gone into hiding 
before volunteering his services to the President as an intelli
gence analyst and special advisor on paranormal activities. 

Behind the scenes, Caulder was Negative Woman's superior at 
The Agency, reformed and renamed the Checkmate branch of 
Task Force X, and was the catalyst for sending the Doom Patrol 
on several vital missions, including against Dr. Goodman and 
Garguax. Negative Woman continues to report to the Chief on 
the Doom Patrol's activities. 

Garguax attacks, kidnapping Cliff Steele from his command 
ship in lunar orbit. During his years of absence, Garguax had 
returned to and destroyed his homeworld in an attempt to 
conquer it. He plans to conquer Earth with its own nuclear 
weapons and make it his new home. 

Steele's body is destroyed in combat with Garguax's champion 
but the alien keeps the now non-threatening Steele's brain alive 
to witness Earth's fall. 

Larry Trainor breaks Reactron out of Belle Reve Prison to use 
the villain's radioactive powers to help him take his negative 
energy back from Negative Woman. Reactron absorbs Negative 
Woman's energies and leaves her for dead. The overflow of 
energy implodes inside Reactron as he delivers the negative 
energy to Trainor. Trainor, however, survives and finds his 
powers have returned. 

In space, the Doom Patrol battles Garguax, who launches 
several nuclear missiles at Earth. The repowered Negative Man 
intercepts them and destroys the missiles before they reach 
Earth, but the explosions release his hold on the negative energy 
and he only barely makes it safely back to Earth before the 
energy returns to Negative Woman. 

Garguax is defeated and the Doom Patrol returns to Kansas 
City to find a cured Larry Trainor, the last vestiages of lethal 
radiation gone from his body. He elects to remain with the Doom 
Patrol. 

Wayne Hawkins, who has been growing increasingly distant 
from the others over the preceding months, escapes when the 
police arrive at Doom Patrol headquarters to arrest him for 
murder. 

This is the Doom Patrol's current year. 
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The 
Original Team 

THE CHIEF alla.s Or. Nlln Co.l/Jd.e<r 

DEX: 2 STR: 2 BoDY: 4 
INT: 15 Wni.: 7 MIND: 12 
INFI.: 8 AURA: 7 SPIRrr: 5 
INITIATIVE: 25 HEeo PoINrS: 110 

SKILLS: 
Charisma: 7, Scholar: 15, Medi
cine: 15, Military Science: 8, Detec
tive: 10, Gadgetry: 20, Scientist: 25 

EQUIPMENT: 

Wheelchair 
DEX: 0 STR: 4 Boor. 8 
INmATJVE: 0 HERo Po1NTS: 0 
CHARGm 31 
CoS'r: 261 HPs+$22K 

POWERS: 
Force Field: 10 

OMNI- GADGET (2) 

Cl.AssA: 4 
Ct.Asse: 4 
Ct.Assc: 6 
CoS'r: •HPI + $1400 
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(The Chiefs Omni-Gadgets are 
inco rporated into his wheel
chair.) 

LIMITATIONS: 
Miscellaneous: The Chief is con
fined to his wheelchair and cannot 
move without it. 

CONNECTIONS: 
Doom Patrol ( High ), Police (High), 
Sc ientific Community (High) , 
U.S. Government (High) 

MOTIVATION: Upholding the Good 
WEALTH: Affluent 
JOB: 

Specia l Advisor to the President, 
former leader of the Doom Patrol 

RACE: Human 
BORN: 

Tyler's Creek, Arkansas 
December 25, 1931 

MARITAL STATUS: Undetermined 
HEIGHT: 5' 11" 
WEIGHT: 203 lb. 
EYES: Brown 
HAIR: Red 
BACKGROUND: 

From an early age, it was clear that 
Niles Caulder was no ordinary child. The 
only son of a widowed coal miner, the 
youngster was reading high school level 
textbooks even before entering grade 
school. His father was a poor man who 
knew he could never afford the education 
his brilliant child so obviously required, so 
he allowed Niles to be sent away to an 

exclusive academy for exceptional chil
dren on a special scholarship. 

Niles, raised in a tiny Ozark Mountain 
town, found himself a stranger in a 
strange land among the special children 
of the affluent who were his classmates at 
the Wingard Academy in Midway City. 
The young man• sought refuge in his 
studies, at which he excelled. His rich and 
spoiled classmates soon acquired a grudg
ing admiration for the coal miner's son 
who defied their silence and hazings with 
style and grace. An indifferent athlete at 
the onset, the boy saw sports as a further 
entry into the society of his peers and 
applied himself to acquiring athletic 
ability with the same diligence he gave his 
studies. 

At Wingard, Niles was encouraged to 
follow his interest in the sciences. He 
graduated valedictorian of Wingard at 
thirteen years old and was accepted at 
Harvard University, where he continued 
his studies, graduating magna cum Laude 
in biology at age fifteen. He was then 
accepted by the Yale Medical School and 
passed his medical boards at nineteen. 

His professors expected Niles Caulder 
to pursue a career in medical research 
and many high hopes were pinned on his 
taking that direction, but instead he 
applied to and was accepted by the 
Massachusetts Institute of Technology as 
an undergraduate. Caulder began study
ing the new field of computers and 
robotics, receiving his doctorate in engi
neering two years later. 



Once again, Caulder defied all expect
ations and veered off into yet another 
direction and another doctorate, this one 
in bio-engineering. Following this amaz
ing educational hat trick, Caulder went 
into seclusion, devoting his scientific 
energies to a secret project that his peers 
could only guess at, supporting himself 
through the sale of several ingenious 
albeit minor, patents to industriai 
sources. 

Several years later, Caulder was con
tacted by a mysterious patron who en
gaged him to discover a biological cure to 
aging. Caulder accepted the challenge, 
but his suspicions were aroused and he 
launched an investigation into the ident
ity of his benefactor. When he discovered 
that he was the pawn of General Immor
tus, Caulder attempted to get free of his 
deal. He fled to India as a doctor with the 
Peace Corps, where he met Dr. Ashok 
Desai, a brilliant research scientis t in his 
own right. Desai was obsessed with curing 
the diseases endemic to his native land 
and went so far as to experiment on 
himself with an untested gene-altering 
serum designed to destroy disease. The 
formula resulted in driving Desai mad 
and affecting a spontaneous mutation of 
his body. Caulder, meanwhile, found the 
answer to the genetic puzzle he was 
working on, a discovery he was anxious to 
keep from Immortus. 

(There 1B some confusion regarding 
the facts of his meeting during this 
period with Ara.n1 Desai, the estranged 
da:ught.er of Gaulder's colleague. It 1a 
known that he treated her 1n the Rad 
Cross street hospital where he was 
stationed, but her clatms to have 
married the young doctor have never 
been confirmed.) 

Immortus eventually found Caulder in 
India. Caulder fled back to America, but 
lmmortus caught up with him. In order to 
insure Caulder would not stray again, 
lmmortus had a bomb surgically im
planted in the scientist's chest that only 
the ancient criminal could safely remove 
while Caulder was still alive. 

Attacking lmmortus, Caulder forced 
the old man to shoot him so that a robotic 
surgeon of Caulder's creation could re
move the explosive and then revive him. 
The robot did this, but a mistake in 
surgery cost Caulder the use of his legs. To 
cover the fact of his survival and to 
prevent lmmortus from discovering the 
secret of immortality, Caulder destroyed 
his notes and laboratory and vanished, 
going underground. 

During those years, Caulder began offer
ing his services to the government on 
scientific matters. He was called upon 
when an Air Force test pilot, Larry 
Trainor, was stricken with a strange radi
ation sickness that rendered him deadly 
to others. Caulder formulated special 
chemically treated bandages which 
allowed Trainor to walk in public again. 

Caulder volunteered his medical and 
robotic engineering skill to the case of 
Cliff Steele, a fast living adventurer whose 
body was smashed beyond hope in a 
racing accident. Only Caulder possessed 
the skills that could save Steele by trans
planting his human brain into a robot 
body of Caulder's creation. 

Caulder soon grew tired of the need to 
Jive on the run and decided to create a 
force that could help him destroy the evil 
that caused his misery. He summoned 
Larry Trainor, Cliff Steele, and Rita Farr 
to the old Midway City mansion which he 
had chosen as a base of operations and 
asked them to be that force, under his 
direction. Though they knew him only as 
"The Chier (a precaution to protect his 
identity from being accidentally re
vealed), the trio accepted his offer to 
become The Doom Patrol. 

The Chief led the Doom Patrol for five 
years before their destruction by Madame 
Rouge and Captain Zahl. Special shields 
secreted in Caulder's wheelchair saved 
him from death, although not from i.ajury, 
and he was eventually rescued by a Coast 
Guard search party seeking survivors. 
Despite their efforts, no others were 
found. A top pirority security lid was 
placed on Caulder's survival. Believing his 
good friends and companions dead, 
Caulder saw no reason to ever return to 
public Life. Even the eventual news of 
Robotman's survival did not draw him out 
of his new life as a special advisor to the 
President. 

Caulder currently maintains residence 
in Washington, D.C., where only the Pres
ident and selected members of the Na
tional Security Council are aware of his 
existence and contributions. 

ROBOTMAN ~ a 'lf&rd St«M 

Da: 6 Sn: 9 Boor. 1~ 
bn: 5 Ww.: 7 MIND: 6 
hen.: 6 Auu: ' Srlllr: ' 
INmA'nVB: 17 a.. PG8ll8: 66 

POWERS: 
Cling: 2, Regeneration: 5, Run
ning: 5, Sealed Systems: 11 , 
Thermal Vision: 5 

SKILLS: 
Charisma: 6, Ga dgetry : 4 , 
Vehicles: 5 

EQUIPMENT: 

Chest Camera 

POWERS: 
Telepathy: 13 (audio / visual 
information only) 

LIMITATIONS: 
Miscellaneous: Cling only works on 
metal surfaces. 
Miscellaneous: Regeneration will 
not work if Robotman's current 
BODY is reduced below 6 APs. In 
such a case, he must be repaired as 
though he were a Gadget. 

CoNNECTIONS: 
Doom Patrol (High), 
Teen Titans (High) 

MOTIVATION: Unwanted Power 
WEALTH: Aftluent 
Joa: Adventurer/ Race Car Driver 
RACE: Artificial Llf e 
SORN: 

Brooklyn, New York 
June 14, 1948 

MARITAL STATUS: Single 
HEIGHT: 6' 4" 
WEIGHT: 540 lbs. 
EYES: Photo-electric cells 
HAIR: None 
BACKGROUND: 

As a child growing up in the Brooklyn 
slum of Brownsville, Cliff Steele was a 
dedicated reader of the great adventure 
novels of Edgar Rice Burroughs, Jack 
London, H. Rider Haggard and others. 
While his friends played stickball in the 
grim reality of the Brooklyn streets, Cliff 
would lose himself in the fantasy world of 
epic adventures, dreaming of the day 
when he would assume the role of these 
fictional heroes. 

Cliff possessed a daredevil's spirit from 
the start and was always the first kid to 
climb, jump or burrow through any ob
stacle. He was an excellent athlete, and 
even though he tested as highly intelli
gent, Cliffs only interest in school was 
keeping his grades at a level that allowed 
him to participate on the track, football, 
baseball and basketball teams. 

The day of his graduation from Thomas 
Jefferson High School, Cliff enlisted in the 
Marines. He was accepted for training in 
the Green Berets and Officer Training 
School. With a second lieutenant's com
mission, Cliff served a tour of duty in Viet 
Nam. That experience soured him on the 
military and when his enlistment was up, 
Cliff declined to re-enlist. He decided 
instead to pursue his lifelong dreams or 
adventuring. 

Cliff began by performing several well
publicized and dangerous stunts, includ
ing walking across New York's George 
Washington Bridge atop the cable con
necting the two sides. With the attention 
and publicity he gained, Cliff was able to 
attract promoters and sponsors willing to 
back him on even more spectacular 
stunts and expeditions. He climbed moun
tains, searched for treasure on the ocean 
floor, sailed around the world alone on a 
rubber raft, trekked solo through the 
jungles of South America and Southeast 
Asia; in short, he performed all the feats 
of derring-do he had only dreamed of as a 
child. 
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Cliffs career as an adventurer was 
ended in a fiery automobiJe racing acci
dent that all but killed him. He was 
burned over literaJly his entire body and 
his internal injuries were too severe to be 
repaired. As he had gone into the crash, 
Cliff believed he would die; thus, no one 
was more astonished when he came to in 
the hospital than Cliff himself. Expecting 
to find himself iJtjured, Cliff found some
thing even more horrifying. 

He had become a robot, his brain trans
planted into what was in Cliffs eyes, a 
monstrous metal body. The shock was too 
much for him and Cliff snapped under the 
strain, going on a rampage of destruction 
in search of the man who had turned him 
into a monster. Cliff eventually recovered 
from his temporary insanity. There were 
no repercussions from his rampage, as 
Cliff discovered that an unknown party 
with considerable influence had explained 
Cliffs actions to the authorities and 
cleared him. It was severaJ years later 
that Cliff learned that the man who had 
cleared him was the same one who saved 
his life: the Chief. 

Cliff attempted to resume his adven
~uring career, but there was no market for 
a robot attempting death-defying stunts. 
When Cliff received a mysterious sum
mons from Midway City promising him 
the opportunity for adventure, he went to 
see what was being offered. 

The summoner was the Chief, and the 
offer was to become a member of The 
Doom Patrol. Cliff accepted, operating 
under the codename Robotman. 

Cliffs robot body enabled him to sur
vive the explosion that presumably 
destroyed the Doom Patrol several years 
later. He was rescued by Dr. Will Magnus, 
a robotics expert who built him a new 
body. Cliff decided against resuming his 
heroic career, and with an inheritance 
left to him by the Chief, he bought a horse 
ranch in Southern California and retired 
from the public eye to mourn his mur
dered companions. 

It was almost a year before Cliff was 
able to return to Midway City, planning to 
close up the Doom Patrol's headquarters 
and sell the property. However, instead of 
a deserted building, he found the mem
bers of a new Doom Patrol conducting 
their first meeting. Cliff rejoined the team. 

During this period, he had Dr. Magnus 
build him a new body, duplicating the 
Chiefs original design. From then on, 
LexCorp would supply Cliff with neces
sary spare parts. 

When the new team broke up, Cliff 
returned to CaJifornia and his ranch. 
Except for a short time when he teamed 
up with the New Teen Titans to track 
down Madame Rouge and GeneraJ Zahl, 
Cliff remained in seclusion at his ranch. 

A year later, Celsius came to Cliff 
claiming she had uncovered evidence 
that the Chief was still alive. In spite of his 
better judgment, Cliff agreed to accom
pany her on the search. This led him back 

into full -time active membership in the 
Doom Patrol, where he remains today. 

Optional Robotrnan Rules 
Robotman seems to have a problem 

keeping his metal body intact. This phen
omenon can be simulated as follows: 

Any time that Robotman receives ten or 
more RAPs of damage from a single blow, 
there is a chance that the attack has 
knocked off one of his limbs. Roll on the 
following table: 

&>botman Limb Loss 
Table (lDlO) 

Roll Result 
1·2 Arm knocked oft' 
3-4 Leg knocked off 
5 Head knocked off 
6-10 No effect 

For each of his arms that is knocked off, 
Robotman's STR and DEX are each 
reduced by 2 APs. If one of his legs is 
knocked off, Robotman \vill only be able to 
Run at a rate of 2 APs. If both of his legs 
are knocked off, Robotman can no longer 
move at all. If his head is knocked off, 
Robotman immediately drops uncon
scious. Whenever any of Robotman's 
limbs is removed, he must be repaired as 
though he were a Gadget in order to 
recover. 

Robotman keeps plenty of spare parts 
on hand at Doom Patrol Headquarters, as 
well as at his ranch in CaJifornia. In a 
pinch, parts can be delivered to him 
almost anywhere by LexCorp. 

NEGATIVE MAN ol148LatL.._n-o._.. 

DEX: 6 SJ'R: 3 Boov: 
INT: 6 WILL: 6 MIND: 
INn.: 3 AURA: 3 SPIRJT: 
INmATIVE: 15 llERo POINTS: 

SKILLS: 
Vehicles: 6, Weaponry: 3 

POWERS: 
Split: 1 

4 
5 
3 

55 

When Trainor uses his Split Power, he 
separates from himself a strange 
"negative energy being." While this 
creature is separated from his body, aJI 
of Trainor's Physical Attributes are 
reduced to I AP. The negative energy 
being has the following statistics: 

NEGATIVE ENERGY BEING 

DEX: 18 STR: 8 B ODY: 10 
INT: 6 W1u.: 6 MIND: 5 
/NFL: 3 AURA: 3 SPtRJr: 3 
INITIATWB: ~7 

P OWERS: 
Dispersal: 20, Fl.ight: 25, Light
ning: 15 

LIMITATIONS: 
Miscellaneous: Range of Lightning 
is Touch. 
Miscellaneous: Cannot Disperse 
through Lead. 

SPECIAL: 
The negative energy being is not 

sentient in itself, but is controlled by 
Trainor, who can mentally monitor 
everything the creature "sees" and 
"hears.~ The negative energy being is 
immune to Mental and Mystical 
attacks. All such attacks must be 
aimed at Trainor to affect the 
creature. 

If the negative energy being is ever 
separated from its host for more than 
sixty seconds (4 APs or 15 phases), 
Trainor begins to die as though subject 
to a Fatal Vulnerability. In such a case, 
he loses one AP of BODY per two phases 
until dead or reunited with the 
creature. 

CoNNECTIONS: 
Doom Patrol (High), 
U.S. Air Force (Low), 
Ferris Aircraft (Low) 

MOTIVATION: Unwanted Power 
WEALTH: Comfortable 
JOB: Test Pilot 
RACE: Human 
BORN: 

Albuquerque, New Mexico 
February 9, 1954 

MARITAL STATUS: Single 
HEIGHT: 6' 0" 
WEIGHT: 190 lbs. 
EYES: Blue 
HAIR: Blond 

BACKGROUND: 

Larry Trainor took his first airplane 
ride when he was thirteen years old and 
became hooked on aviation. A neighbor 
who owned a World War I vintage Sop
with Camel agreed to give the youngster 
flying Jes ons in exchange for chores 
around the house. Within a year, Larry 
was soloing in the Sopwith Camel and was 
ready for bigger and better planes. 

He began hanging around a locaJ air
field, becoming known to the mechanics 
and pilots. Soon, he was running errands 
and helping pilots work on their aircraft 
in exchange for lessons and flying time in 
a progression of planes. Still, that did not 
satisfy his love of flight and Larry spent 
every cent he could earn on his flying. 

As Larry was the youngest of seven 
children of lower middle-class parents 
who could ill-afford his obsession with 
flying, he found the Air Force to be the 
answer to his problem. With his parents' 
consent, he enlisted at seventeen. 

The military offered Larry the oppor
tunity to further his education, a neces
sity in order to qua.lify for pilot training. 
Until that time, he was assigned to the 
ground crew, rapidly establishing himself 
as a capable and knowledgeable mech-



anic. Several years later, the now com
missioned young lieutenant was training 
in Air Force fighters while continuing 
advanced studies in aerodynamics, in 
which he would eventually receive a 
doctorate. 

Larry completed his training at the 
head of his class and was assigned to a 
bomber wing based in Germany. His skill 
as a pilot brought Larry to the attention 
of Air Force brass who tapped him for a 
slot in their test pilot program. 

By that time a major, Larry accepted 
the challenge with vigor, test piloting a 
series of experimental aircraft. His nat
ural abilities as a pilot soon established 
him as the top man in the field. Several 
aircraft companies approached Larry 
with high paying offers to work for them 
as a civilian test pilot. Deciding that if he 
was going to risk his life, it made more 
sense to do it for a six-figure income from 
civilian firms than for his military pay, 
Larry left the Air Force when his enlist
ment was up. 

As promised, Larry was much in de
mand and continued to fly the fastest, 
most dangerous missions. He was chosen 
by Ferris Aircraft to pilot the X-19, an 
experimental jet orbiter. 

During one of the last tests forthe X-19, 
Larry was testing its handling on a ver
tical climb. According to the X-19's flight 
recorder, Larry had reached an altitude 
of 123,456 feet when a freak solar flare 
caused by sunspots reached Earth, catch
ing the plane and its pilot in a flash of an 
unknown radiation washed along in the 
solar winds. The radiation knocked out 
the jet's controls, but Larry was able to 
make a miraculous deadstick landing 
despite being stricken by the radiation. 

Larry was placed immediately into iso
lation for testing. The scientists were 
baffled by his sickness. No one could 
identify the type of negative radiation 
that permeated his body, apparently 
harmless to himself but deadly to any
body within fifty feet of him. 

It was after mont hs in isolation, with 
Larry on the edge of insanity, when some
one stepped forth with a remedy to his 
immediate problem. Years later, Larry 
learned he owed his salvation to the Chief, 
but at the time he was merely grateful for 
the specially t reated bandages that 
allowed him to rejoin society. 

The Chiefs blessing turned out to be a 
curse. Though free to walk among people 
again, the bandages that swathed him 
from head to toe like a creature from a 
horror film kept him as isolated as his 
radiation-proof cell. Larry became a her
mit, unable to find employment, Jiving in 
an abandoned shack in the Gotham City 
rail yards. 

Larry discovered the negative energy 
being residing inside him when some 
children playing on the train tracks got 
stuck before an oncoming locomotive. 
Spontaneously, Negative Man (as the en
tity was soon named) sprang from Larry's 

body and at speeds that were later 
clocked at half the speed of light, rescued 
the youngsters. Larry maintained fu ll, 
conscious control over th e negative 
energy creature. 

He had hit rock bottom, but the dis
covery of this power brought a new pur· 
pose to his life. Negative Man began to 
operate independently until he was con
tacted by the Chief and became a member 
of the Doom Patrol. He served with the 
team for the duration of its existence. 

At the instant Madame Rouge and Cap· 
tain Zahl destroyed the Patrol's island 
headquarters, Larry released Negative 
Man in an attempt to stop the viJlains. 
Larry was overcome by the blast, and 
Negative Man became trapped in a shell of 
lead melted by the heat of the explosion. 

Without the presence of the negative 
energy in his body, Larry lapsed into a 
coma. He might have died if he had not 
been found and placed on life support by 
agents of Kalki scouting the area immedi
ately after the explosion. Because of the 
residual negative energy still in his body, 
Larry became an unwitting participant in 
Kalki's plot to destroy the world. He 
remained in his coma, a prisoner, for 
almost three years. 

When Celsius' newly reformed Doom 
Pat rol became involved in s topping 
Kalki's scheme, Larry was rescued. He 
was taken back to America to recuperate 
in the team's new Kansas City head
quarters. 

Though the negative energy being now 
resided in Valentina Vostok, Larry was 
not free of the imprisoning bandages due 
to the small but still deadly amount of 
radiation that permeated his body. He 
would never be free of the bandages or his 
debilitating weakness, as long as he 
remained in his twilight state of exis
tence. Negative Woman, however, refused 
to even discuss the possibility of giving up 
the powers she believed had become 
rightfully hers. 

Larry remained depressed and with
drawn, locking himself in with the Doom 
Patrol's computers in h is search for a cure 
to his condition. He found what he be
lieved to be the answer in an old Doom 
Patrol foe: Reactron, who was imprisoned 
at the time in Belle Reve Federal Prison in 
Louisiana. Larry traveled to Louisiana, 
using his Doom Patrol connections to gain 
access to the prisoner. 

According to Larry's calculations, Reac
tron possessed the capability to absorb 
t he negat ive radiation from Negative 
Woman and return it to him. He broke 
Reactron out of the prison and they 
returned to Kansas City where Larry sent 
the villain to complete his task. Reactron 
did so and Larry Trainor became Negative 
Man once again. 

However, Negative Man's second career 
was a short one. Almost immediately he 
went to assist the Doom Patrol, which was 
battling Garguax in outer space. Negative 
Man intercepted several nuclear missiles 

sent at the planet and detonated them 
before they hit Earth's atmosphere. His 
hold on the negative energy was tenuous 
and the nuclear explosion he was caught 
in knocked the negative being from his 
body, at which point it returned to Nega
tive Woman. 

This would have been the final straw for 
Larry except fo r the fact that when the 
energy was driven from his body, it 
removed the last vestiges of radiation 
from him as weU. For the first t ime in 
years, Larry was able to remove his ban
dages, completely cured. 

Now powerless, Larry elected to remain 
with the Doom Patrol, where he still 
resides. 

ELASTI-GIRL att.asRitaFarr 

DEX: 6 STR: 4 Boov: 6 
INT: 5 W1u.: 6 MIND: 5 
INFL: 5 AURA: 3 SPIRIT: 3 
INITIATIVE: 16 HERO POINTS: 55 

POWERS: 
Growth: 4, Shrinking: 12 

SPECIAL: 
For every AP of Growth that Elasti
Girl uses, her STR is increased by 
2APs. 

SKILLS: 
Artist/ Actor: 3, Charisma: 5 

CONNECTIONS: 
Doom Patrol (High), 
Hollywood Film Industry (Low) 

MOTIVATION: Unwanted Power 
WEALTII: Affluent 
JOB: Starlet 
RACE: Human 
BORN: 

Los Angeles, California 
May 18, 1957 

MARITAL STATIJS: Married 
HEIGHT: 5' 7" 
WEIGHT: 120 lbs. 
EYES: Brown 
HAIR: Brown 

BACKGROUND: 

Like so many girls raised in California, 
Rita Farr dreamed of growing up and 
becoming a glamorous movie star. Unlike 
most of these young ladies, Rita's dream 
came true. 

The only child of a film editor father 
and make-up artist mother, Rita was the 
darling of her parents and their Holly
wood friends. She was entered in and won 
her first beauty contest when she was 
three years old, and throughout her 
adolescence she continued competing in 
local and national contests while study
ing acting, voice and dance. 

Rita was also an avid swimmer and her 
competitive nature drove her into the 
amateur arena. She landed a slot on 
America's 1972 Olympic swim team and 
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returned from Munich with a gold medal 
in the 800-meter freestyle competition, as 
well as two silver medals. She was fifteen 
years old. 

At twenty Rita won the Miss America 
Pageant in Atlantic City and that expo
sure lead to offers of work in modeling. 
Rita's stunning good looks and natural 
ability soon made her one of the top 
models in the country and she appeared 
on the cover of every leading fash ion 
magazine. Her next step was back to her 
old hometown where she began her 
career in films. 

Rita's first movie, ~ Time A/Un" Sun
set, was an immediate hit, and Rita was 
singled out for her outstanding work in a 
supporting role. Over the next several 
years, Rita made a series of films, each one 
more successful than the last. Her next to 
last role, as a tormented young housewife 
in Suburbia, won her a Best Actress 
Aca(jemy Award. 

Seeking a break from a succession of 
heavy, dramatic roles, Rita decided that 
her next film would be Gulliver Smith 
and the Three Diamonds of Doom, a 
lighthearted adventure movie filming in 
the jungles of South America. The part 
called for her to engage in numerous 
hazardous stunts, but Rita, a health and 
fitness fanatic as well as a member in 
good standing of the stunt men's union, 
felt confident she could handle them. 

The cameras began to roll, and as called 
for by the script, Rita dove into t he 
swirling waters of the river. She became 
caught in an undercurrent that swept her 
away from the film location and any 
chance of rescue by her co-workers. Rita 
fought the deadly current and, miles 
down river, finally swam free and made it 
to the bank before collapsing from 
exhaustion. 

She lay where she fell, in the middle of a 
bizarre marshland exuding strange gases 
that mingled with fumes funneled up 
through nearby geysers from the center of 
the Earth. Rita breathed these fumes for 
hours until a search party from the movie 
found her. Aside from some muscular 
aches she attributed to her struggle in the 
water, Rita seemed to suffer no ill effects 
from her exposure. 

However, when filming resumed the 
following day, Rita discovered to her 
horror that she had somehow acquired 
the power to expand to giant size or 
shrink down to the size of an insect. 
Reporters from the entertainment media 
relayed this astonishing event to the 
world before Rita's public relations 
people could cover up the story. The 
young woman who had been raised to be 
perfect in everything found herself sud
denly and seriously flawed, an object of 
curiosity and gossip different than the 
glare of publicity she had lived under as 
an actress. She felt she had become a 
freak. 

Echoing the great Greta Garbo, Rita 
Farr expressed her desire to be alone and 
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retired behind the walls of her Malibu 
estate. She resisted all attempts at inter
views and visitors. One communication 
promising her a reason to abandon her 
self-inflicted exile came from a myster
ious source in Midway City. Her interest 
piqued, she responded and traveled incog
nito to meet the man who made that 
seemingly impossible promise. 

It was the Chief, and Rita was invited to 
join his Doom Patrol as Elasti-Girl. She 
accepted, recognizing that the group 
offered her an opportunity to make some
thing of the life she had given up on many 
months earlier. 

Rita formed a special bond with the 
Chief for the duration of the Doom 
Patrol's existence. During that time she 
met and married millionaire Steve Day
ton, also known as Mento. The couple 
adopted young Garfield Logan, also 
known as Beast Boy. 

When Madame Rouge and Captain Zahl 
attacked the Doom Patrol on its secret 
island base, Rita was the only fatality. Her 
body was not recovered until three years 
later, when Cliff Steele returned to the 
island with the newly reformed Doom 
Patrol to search for clues to the Chiefs 
whereabouts. 

BEAST BOY 4lw Gor/Wd lo/Ja" 

Da: 6 Sn: 2 BoDY: 6 
INT: 4 Wu: 6 MIND: 6 
INPL: 7 Auu: ' 8Pmr: 6 
INmATM: 16 Rao Poomt 40 

POWERS: 
Shape Change: 6 

SKILLS: 
Charisma: 1 

LIMITATIONS: 
Power: May only Shape Change 
into all-green animals. 

CONNECTIONS: 
Teen Titans (Low), 
Doom Patrol (High), 
Dayton Industries (Low) 

MOTrvATION: Thrill of Adventure 
WEALTH: Affluent 
JOB: J unior High School Student 
RACE: Human 
BORN: 

Lake Mwaru, Zaire, Africa 
1967 

MARITAL STATUS: Single 
HEIGHT: 6' 3" 
WEIGHT: 126 lbs. 
EYES: Green 
HAIR: Green 
NOTE: 

These figures represent Beast Boy's 
stats during his tenure with the Doom 
Patrol. His improved abilities as a member 
of the New Teen Titans can be found in 
the Gamemaster's Manual. 

BACKGROUND: 

Garfield Logan was born in the jungles 
of Upper Lamumba, Africa, where his 
parents, medical researchers, did their 
work. While still an infant, Gar came 
down with a rare topical disease that only 
animals were able to survive. In a last 
ditch, desperate effort, Dr. Logan at
tempted an experimental medical treat
ment with an untested machine that 
altered Gar's genetic structure. 

Gar recovered from the disease, but the 
cure turned his skin and hair perma
nently green and imbued the boy with the 
ability to transform himself into any 
known animal. Years later, the Logans 
were killed in a flood though Gar tried to 
save them. Left alone in the jungle, Gar 
was eventually found and adopted by the 
chief of a local tribe. 

Gar was later returned to America, 
where he was placed under the care of his 
legal guardian, Nicholas Galtry. It was 
later learned that Galtry had been looting 
the Logan estate, secretly draining the 
boy's considerable inheritance. When his 
crooked guardian learned that Gar was 
Beast Boy, Galtry schemed with several 
different criminaJs to have the boy 
murdered. 

Gar attempted to join both the Doom 
Patrol and the Teen Titans, but neither 
team would accept the underage s hape
changer without his guardian's per
mission. Beast Boy established himself as 
a constant presence around the Doom 
Patrol, joining them on numerous mis
sions and proving his worth to the group. 

Steve Dayton, Mento, eventually proved 
GaJtry's criminal culpability in his hand
ling of Gar and the Logan estate and was 
awarded guardianship of the youngster. 
After his marriage to Rita Farr, EJasti
Girl, the Daytons legally adopted Gar. 
Beast Boy was finally an accepted mem
ber of the Doom Patrol. 

After the destruction of the Doom 
Patrol and the death of his adopted 
mother, Gar and Dayton grew apart as 
Dayton became obsessed with hunting 
down his wife's killers. Gar revealed his 
secret identity to the world and sought 
work as a television actor, eventually 
landing a role in the shortlived science 
fiction series, Space 'Irek 2022. Beast Boy 
also became a member of Teen Titans 
West, a short-lived branch of the famous 
East coast hero group. 

Nicholas Galtry re-entered Gar's life, 
this time as a costumed villain called the 
Arsenal, a name taken from an old Doom 
Patrol foe. It was at this time that Beast 
Boy changed his codename to Changeling 
and, shortly after, joined the New Teen 
Titans. He was eventually reunited with 
Cliff Steele, Robotman, who aided the 
Titans in hunting down the Doom Patrol's 
killers. 

Changeling remains active with the 
Titans in New York. 



MENTO ru«11 . ..,_ Dn11'°" 

DEX: 4 Snt: 3 Boor. 3 
INT: 7 Wru.: 5 Mnm: 3 
INfl.: 6 AURA: 4 SPwr: 3 
INJ'11Anw: 17 Hao PoJNTB: 60 

SKILLS: 
Gadgetry: 9, Scientist: 9, Scholar 
(psychology, business): 7 

EQUIPMENT: 

Ment.o Helmet (original) 
DEX: 0 Snt: 0 Boor. 5 
INT: 0 Wru.: 0 MIND: 0 
INnunw: 0 Huo PolHl'S: 0 
CllARG&IJ: 22 
Cosr: 457 HPs+$215K 

POWERS: 
Ill usion: 13, Mental Blast: 8, 
Mind Blast: 8, Telekinesis: 9 

M ent.o Helmet ( Improved) 
DEX: 0 Snt: 0 Boor. 6 
INT: 0 Ww.: 0 Mom: 0 
I NmATIVE: 0 Hao Poons: 0 
CllARGBs: 22 
Cosr: 2717 HPs+ll.438 

POWERS: 
Control: 15, Force Manipula
tion: 25, Illusion: 18, Mental 
Blast: 13, Mind Blast: 13, 
Telekinesis: 20, Telepathy: 20 

Ll~UTATIONS: 
Miscellaneous: The improved 
Mento Helmet slowly destabilizes 
the wearer's sanity. 

LIMITATIONS: 
Miscellaneous: Mento now has 
terminal cancer. 
Miscellaneous: Later in his career, 
Mento was mentally unstable ( the 
effect of prolonged use of the 
Mento Helmet). 

CONNECTIONS: 
Dayton Industries (High), 
Doom Patrol (High), 
Teen Titans (Low) 

MOTIVATION: 
Upholding the Good, 
later Psychopath 

WEALTii: Billionaire 
JOB: Scientist, Businessman 
RACE: Human 
BORN: 

Tacoma, Washington 
MARrTAL STATUS: Widower 
HEIGHT: 6' 1" 
WElGHT: 189 lbs. 
EYES: Grey 
HAIR: Brown 
BACKGROUND: 

Steven Dayton seemed to have every
thing a man could desire. He was the fifth 
richest man in the world, a man both 
feared and respected in the world of 
international finance, and a renowned 

professor of psychology. However, all his 
wealth and influence was unable to win 
him the one thing in the world he wanted 
most: the hand of Rita Farr, Elasti-Girl of 
the Doom Patrol. 

In order to meet her, Dayton dis
covered a way to artificially increase his 
brain's latent psychokinetic power with a 
helmet of his own creation, and adopted 
the secret identity of the crime-fighter 
Mento. Though Mento never officially 
joined the Doom Patro~ he was consid
ered an "honorary freak" and joined them 
on several missions. 

Dayton and EJasti-GirJ were eventually 
married, and after considerable legal 
efforts against Nicholas Galtry, guardian 
of Garfield Logan (Beast Boy), the newly
weds adopted the youngster. 

Dayton continued his research and 
improved his helmet, making it more 
powerful. In addition to increasing his 
ability to levitate objects and project 
mental blasts capable of penetrating or 
destroying their target, this one also 
enabled him to cast realistic illusions. He 
continued assisting the Doom Patrol up 
until the time Madame Rouge and Cap
tain Zahl destroyed the team. 

Dayton vowed vengeance against their 
killers and devoted several years and 
millions of dollars seeking them out. His 
quest took him away from his business 
and his adopted son, and after he had 
been missing for several months, the 
former Beast Boy (now called Change
ling) contacted his old Doom Patrol 
comrade, Robotman, to help find the 
missing Mento. 

He had been captured by the villains he 
sought and it was up to Robotman, 
Changeling, and the New Teen Titans to 
rescue him and finally bring Rouge and 
Zahl to justice. 

Dayton returned to America with 
Changeling, where they continued living 
together as father and son until pro
longed exposure to Mento's helmet began 
to have an adverse effect on Dayton's 
mind. This eventually drove Mento insane 
and he turned against his son and former 
allies. 

With the assistance of the empathic 
Titan, Raven, Mento was cured. Dayton 
repaired his relationship with Logan and 
today he concentrates on his business 
affairs. 

·--·- ·· ......... ::m:::::a:.11 ................................................. _...._ ••••• " .................. _" ....... - .......... _ _ .. ___ ......... . 

The 
New Doom Patrol 

Da: 6 Sl'I: 3 Boor. 4 
INT: 7 Ww.: 6 Mom: 6 
INfl.: 7 AURA: 6 SPwr: IS 
INrrw1vE: 20 (2&) Hao Ponml: IS5 

POWERS: 
Flame Project: 10, 
Ice Production: 10 

SKILLS: 
Charisma; 6, Martial Artist: 5, 
Scientist: 5 

LIMlTATIONS: 
Power Burnout (all Powers): If any 

number of Powers are used for more 
than four consecutive phases, Celsius 
must make an Action Check using the 
APs of the Power to be used as the 
AV / EV and 8/ 8 as the OV / RV for each 
additional phase that any given Power 
is used. Failure to obtain any positive 
RAPs means that her Powers have 
"burned out" and she may use no 
Powers during the current phase or 
the following two phases. 
For example, if Celsius uses her 

Flame Project during three consecu
tive phases, then uses Ice Production 
on the fourth phase, the Action Check 
described above must be made on the 
fifth phase if she wishes to use either of 
her Powers. The same procedure must 
be used during any subsequent phases 
that any Powers are used. 

CONNECTIONS: 
Doom Patrol (High) 

MOTIVATION: Upholding the Good 
WEALTii: Affluent 
JOB: Crirnefighter 
RACE: Human 
BORN: 

Calcutta, India 
March 11, 1943 

MARITAL STATUS: Undetermined 
HEIGHT: 5' 4" 
WEIGHT: 114 lbs. 
EYES: Blue 
HAIR: Black 
BACKGROUND: 

Arani Desai was the daughter of a 
noted Indian doctor and researcher, 
Ashok Desai. Dr. Desai was devoted to 
Arani's mother, who died in childbirth. 
Thereafter, he had little interest or time 
for his infant daughter. 

Arani's upbringing was left to a series of 
servants and nannies as Dr. Desai de
voted his life to his medical research. As 
she grew older, the child attempted to 
break through to her father, but he 
seemed to view Arani as the cause of his 
beloved wife's death and was ambivilant 
to her at best. Arani tried everything to 
reach Dr. Desai, but he was indifferent to 
her scholastic achievements as well as her 
athletic triumphs. 

By the time she was fourteen, Arani's 
cries for attention started to take a turn 
for the worse. She began running away 
from boarding school, which led to her 
expulsion. Returning to Calcutta, she 
started running with a local gang of street 
toughs and was picked up several times 

13 



by the police. Because of her father's 
reputation and influence, the authorities 
would bring her home rather than charge 
her, but these confrontations never broke 
through Desai's cold indifference. 

Arani ran away from home for the last 
time when she was seventeen, burrowing 
deep into the street world of Calcutta. She 
fel t she belonged with the ophaned and 
unwanted . 

Calcutta was and remains one of the 
worst places in the world in which to be 
poor, and Arani soon fell victim to mal
nutrition, which led to even more ser ious 
complications. After Arani refused to be 
brought to her physician father for 
treatment, her companions left her at the 
door of a Red Cross street hospital, 
manned by Peace Corps volunteers. One 
of these volunteers, Dr. Niles Caulder, 
found the girl and brought her inside. 

Arani remained in that hospital recu
perating for live weeks under Dr. Caul
der's care. She stayed on several months 
after that, helping out in the understaffed 
facility in any way she could in order to 
remain near the handsome young doctor 
who had saved her life. 

NOTE: Here Aran1 Desa.i'a story 
becomes unclear. These events are 
being repo~ as she~ they 
happened, but it ts impossible to 
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confirm the detaila of the remainder of 
her time 1n Ind.ta. at th1B time. 

Arani and Dr. Caulder fell in love. He 
revealed to her the secret of his past, 
including his reasons for coming to India 
to hide from the wrath of General Immor
tus and his discovery of the secret of 
immortality. The couple were soon mar
ried. Niles Caulder's gift to his bride was 
the immortality serum he had created. 

Shortly thereafter, Caulder learned 
that lmmortus had t racked him to India 
and was closing in on him. To throw his 
pursuer off the trail Caulder decided to 
return to America. He left Arani in the 
care of a se<:t of monks in the remote 
seclusion and security of a monastary 
high in the Tibetan Himalayas, while he 
went home to a t tempt to deal with 
General Immortus. 

While under their watchful eye, Arani 
began studying the contemplative reli
gion of the gentle monks. She learned to 
work through the anger and resentment 
she felt towards her father and to find the 
peace of the inner self. That centering of 
her spirit, however, created an even 
greater upheaval within her, allowing 
Arani to find the latent power she held 
inside. It is believed thatArani had always 
contained her powers of projecting in· 
tense heat and cold; a result perhaps, of a 
mutation caused accidentally by her 

father's early work in genetics. The addi
tion to her system of Dr. Caulder's gene
altering immortality serum most likely 
served to activate these powers. 

Arani remained at the monastary for 
several years, honing her powers and 
awaiting word from her husband. Infre
quen t travelers through the remote 
mountains brought occasional news from 
America, including in one instance. an old 
newspaper that told of the exploits of the 
Doom Patrol and its leader, the Chief. 
Arani recognized him as her husband and 
saw this as a sign that he would soon be 
coming for her. 

He never did, and the next Arani heard 
of Caulder was the news of his death at 
the hands of Madame Rouge and Captain 
Zahl. 

One month later, Arani Caulder arrived 
in Midway City. She engaged an attorney 
and filed a claim on the estate of Niles 
Caulder. She brought with her records 
that satisfied the probate court, which 
ruled in her favor. 

Taking the codename Cels ius, she 
moved into the old Doom Patrol head
quarters and began making plans to 
recreate the group so that she might 
track down her husband's killers and 
bring them to justice. Her inves tigation 
soon led her to believe that the Chief had 
somehow survived the explosion and she 
vowed not to rest until she found out 
what had happened to him. 

Using the Doom Patrol's computers, 
Celsius began to search for members of 
her planned new Doom Patrol. During 
this time, Valentina Vostok came to the 
headquarters seeking someone who 
could provide answers to her newfound 
powers and Celsius convinced her to 
become the team's first recruit. 

Military records pointed Celsius to
wards Joshua Clay and she sent Vostok, 
now dubbed Negative Woman, to invite 
him into the group. Upon his return to 
Midway City, Robotman also joined the 
team a nd the new Doom Patrol was born. 

Celsius' obsession with finding her 
husband caused internal tensions in the 
team that, combined with other factors, 
led to the group's disbanding a year later. 

Celsius continued her search alone but 
soon found that she could not do the job 
by herself. She planned to start the Doom 
Patrol up yet again after traveling to the 
island where the Chief and the original 
team had supposedly died. There she 
discovered what she believed was irrefut· 
able evidence of Niles Caulder's survival, 
and rather than waste time with trainees, 
she went directly to Robotman in Cali
fornia and presented her case. Tempest 
was drawn back into the team and Nega
tive Woman rejoined them a short time 
la ter. The Doom Patrol lived again. 

New re<:ruits slowly joined the team 
while Celsius tried to keep them on the 
path of her search for the Chief. She 
currently remains as leader of the Doom 
Patrol. 



NEGATIVE WOMAN alias Valentnw V~tok 

DEX: 6 Sm: 4 BooY: 5 
INT: 7 W11..1.: 6 MIND: 5 
I NFL: 6 AURA: 5 SPIRIT: 3 
I NITIATIVE: 19 (25) H ERO POINTS: 55 

SKILL.5: ·1111l«'d 

Vehicles: 6., Weaponry: 6*, Martial 
Artist: 6*, Charisma: 5, Thief: 6*, 
Military Science: 7• , Detective: 6 

POWERS: 
Split: 1 
When Vostok uses her Split Power, 

she separates from herself a strange 
"negative energy being." While this 
creature is separated from Vostok's 
body, all of her Physical Attributes are 
reduced to 1 AP. The negative energy 
being has the following statistics: 

NEGATIVE ENERGY BEING 

DEX: 18 STR: 8 B ODY: 10 
}NT: 7 Wiu: 6 MIND: 5 
I NFL: 6 A URA: 5 SPIRrr. 3 
I NITIATIVE: 31 

POWERS: 
Dispersal: 20, Flight : 25, 
Lightning: 15 

LIMITATIONS: 
Miscellaneous: Range of Lightning 
is Touch. 
Miscellaneous: Cannot Disperse 
through Lead. 

SPECIAL: 
The negative energy being is not 

sentient in itself, but is controlled by 
Vostok, who can mentally monitor 
everything the creature "sees" and 
"hears." The negative energy being is 
immune to Mental and Mystical attacks. 
All such attacks must be aimed at 
Vostok to affect the creature. 

If the negative energy being is ever 
separated from its host for more than 
five minutes (7 APs or 75 phases), 
Vostok begins to die as though subject 
to a Fatal Vulnerability. In such a case, 
she loses one AP of BooY per tivo 
phases until dead or reunited with the 
creature. 

CONNECTIONS: 
Doom Patrol (High), 
Checkmate (High) 

MOTIVATION: Seeks Justice 
WEALTH: Comfortable 
J OB: Government Agent 
RACE: Human 
BORN: 

Moscow, Russia, U.S.S.R. 
October 23, 1954 

MARITAL STATUS: Single 
HEIGHT: 5' 5" 
WEIGHT: 115 lbs. 
EYES: Blue 
HAIR: Blond 

BACKGROUND: 
Valentina Vostok was one of two chil

dren of a well-to-do Moscow family, her 
father a member in good standing of the 
Communist Party and manager of a large 
industrial plant. As a child, Valentina was 
fascinated by the exploits of the Soviet 
space corps and dreamed of one day 
riding the mighty ships into space. 

Valentina applied herself diligently in 
school, vying for a coveted slot in a leading 
Soviet university where she could study 
astrophysics under the best teachers in 
Russia. She was accepted by the univer
sity and graduated with honors. 

She volunteered for the Soviet Air 
Force and qualified for flight training, 
after which she was selected for t raining 
in the space program. 

Valentina was chosen to be a pilot
cosmonaut for the Soyuz series of flights. 
The ambitious young captain received a 
promot ion after her fi rst flight in 
Soyuz-17 and rose to the rank of lieu
tenant colonel after her courageous 
performance piloting the disaster-ridden 
Soyuz~20. She was also awarded a Medal 
of Commendation of the Soviet people. 

However, Valentina was experiencing a 
crisis of faith in her native land. As part of 
her role in the cosmonaut corps, she 
began to travel outside of Russia, and 
slowly but surely, she began to see the 
inequities of the Soviet system. When she 
spoke of these doubts out loud, her 
friends turned away in fear and her supe
riors cautioned her to be silent. As she 
persisted, she felt the iron hand of the 
system begin to close around her. Even 
though Valentina elected to keep silent 
after that, her doubts had turned to 
convictions and she decided to leave 
Russia for the freedom of the West. 

Valentina confided her plans to her 
fiance, Colonel Lvuv, hoping he would 
come with her to America. Not only did 
Lvuv refuse, he reported her intentions to 
the KGB. Valentina only narrowly es
caped arrest in an experimental long
range jetfighter. 

Valentina's escape route took her over 
the location where the original Doom 
Patrol had been destroyed. At this point, 
she began experiencing engine troubles 
that brought the aircraft down into the 
sea. A faulty ejection seat t rapped her in 
the cockpit as it plunged into the ocean 
and crashed into the lead cocoon that 
had trapped Negative Man at the time of 
the Doom Patrol's destruction. 

The negative energy being was released 
and sought out a human host to replenish 
itself after its years without contact. It 
entered Valentina and instinctively af
fected her escape. Valentina was in com
plete control of the energy being, and 
although she could not understand what 
had happened to her, she flew to America. 

Rather than turn herself over to the 
authorities, as she had originally planned, 

Valentina kept her presence in the coun
try a secret, afraid she would be made 
into a guinea pig because of her powers. 
She eventually learned of the negative 
being's connection with the original Doom 
Patrol, and with slim hopes of learning 
anything there, she traveled to Midway 
City and the old Doom Patrol head
quarters. 

There she found Celsius and joined her, 
taking the codename Negative Woman. 
She was the first member of the new 
Doom Patrol, later to be joined by Tem
pest and Robotman. 

A year after gaining her powers, Valen
tina began to pose a radioactive threat as 
the negative energy started leaking 
through from inside her. It became neces
sary for her to be wrapped entirely in 
specially treated bandages as had her 
predecessor, Negative Man. 

Negative Woman's romance with Tem
pest, begun before she was forced into the 
bandages, began to suffer as her affliction 
caused her to withdraw into herself. The 
bandages not only kept the radiation 
inside her, they also kept Tempest out. 
Eventually, it became too emotionally 
painful for her to stay with the Doom 
Patrol, and she was the first to leave. 

Having gained important contacts 
through her work with the Doom Patrol, 
Valentina offered her services to the U.S. 
government. She began as an intelligence 
analyst and was soon assigned to monitor 
the activities of paranormal heroes in
volved in covert operations, including the 
Vigilante and Peacemaker. Her small 
operation in New Mexico was soon code
named the Agency, and expanded with 
Valentina in charge. As part of her duties, 
Valentina also kept a watchful eye on her 
former colleagues from the Doom Patrol. 

Changes in the political environment 
soon led to Valentina's removal as the 
Agency's head, but her superior had a 
new assignment prepared for her that 
involved her joining the newly reformed 
Doom Patrol and reporting on their activ
ities. Unknown to her teammates, Valen
tina was reporting to the very man Celsius 
was obsessively searching for , Niles 
Caulder, who had gone underground 
after the world believed he was dead. 

Negative Woman remains with the 
Doom Patrol. 

TEMPEST aitas Jo<!Jw4 aav 
DEX: 6 Sm: 3 Boov: 6 
INT: 6 WnJ.: 5 MIND: 5 
INFL: 4 AURA: 3 SPIRIT: 3 
INmATl\IE: 16 llERo POINT'S: 50 

POWERS: 
Bio-Energy Blast: 13, Flight: 7 

SKILLS: 
Medicine: 6, Veh ic les/ La nd: 4 , 
Weaponry: 3 
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CoNNECI'IONS: 
Doom Patrol (High) 

MOTIVATION: Unwanted Power 
WEALTH: Comfortable 
JOB: Physician 
RACE: Human 
BORN: 

The Bronx, New York City 
August 10, 1950 

MARITAL STATUS: Single 
HEIGHT: 6' l" 
WEIGHT: 203 lbs. 
EYES: Brown 
HAIR: Black 

BACKGROUND: 
Joshua Clay was raised by a church

sponsored orphanage in one of the worst 
slums in the country. He was placed in 
several foster homes over the years, but 
none of these arrangements proved to be 
permanent. As he got older, Joshua 
became more and more difficult to han
dle, making his placement in a foster 
home next to impossible. 

When he was nine, Joshua was adopted 
by Benjamin "The Spoon" Spooner, a 
notorious Harlem gangland figure. Spoon
er had adopted the boy to use as cover in 
an illegal operation, but the authorities 
captured him before the plan came to 
fruition. Despite his motives, Spooner had 
become fond of the street-smart, tough
talkingJoshua, and kept in touch with the 
youth during his long imprisonment. 

A poor street kid without even a family 
to call his own, Joshua had quickly grown 
to like the extravagant lifestyle he had 
been exposed to while in Spooner's care. 
He saw crime as the answer to his 
dilemma. At eleven, he ran away from the 
orphanage and took up permanent resi
dence in the streets with the junior 
branch of the Wild Bloods, a vicious 
Bronx street gang. 

Joshua rose rapidly through the ranks 
of the junior organization and then grad
uated to the older gang of Wild Bloods. 
Though he was far from the toughest kid 
on the steet, he soon proved one of the 
shrewdest. Joshua recognized that he 
was more intelligent than the majority of 
his peers but knew better than to flaunt 
his knowledge before this group, which 
had a deep suspicion of education. In 
defiance of this creed, Joshua began 
attending night school. 

However, the streets were a far more 
powerful influence on Joshua in those 
days, a fact his juvenile record proves. He 
was arrested numerous times on a variety 
of charges, including burglary, auto theft, 
assault and weapons possession. New 
York's overloaded criminaljustice system 
kept turning the young man back out 
onto the streets, until his first arrest as an 
adult offender a few months after his 
eighteenth birthday. 

At the same time, Joshua's number 
came up in the military draft lottery. The 
judge offered Joshua the choice of jail or 
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service in the armed forces. He chose the 
military. 

Joshua had already come to see that 
the life he had been leading held no future 
for him and decided to use the chance the 
judge had given him to begin anew. He 
applied himself in training and was 
placed in medic training with the U.S. 
Marines. For the first time in his life, 
Joshua had found something that inter
ested him and he decided to make medi
cine his life. 

In 1969, at the height of the war, 
Joshua's unit was sent to Viet Nam. The 
young medic distinguished himself in the 
field when, under heavy shelling, he res
cued four wounded marines left behind 
enemy lines. His unit quickly came to 
respect and rely upon the young corporal 
who always seemed to be at their side 
when he was needed. 

Sgt. Martin Krull was Joshua's platoon 
leader and a deep antagonism developed 
between the two men. Joshua hated the 
man's angry, abusive manner. Krull was 
equally frustrated by Joshua's defiance of 
his command and jealous of the respect 
the soldiers held for the medic. Joshua, 
however, was determined to maintain a 
clean record and avoid trouble, and so he 
never raised objections to Krull's baiting. 
He had already planned to stay in the 
Marines and pursue his education to gain 
a medical degree. 

One week before Joshua's tour of duty 
in Viet Nam was due to end, he accom
panied Krull and their squad on a routine 
search and destroy mission in a small 
village. Though no evidence was found of 
Viet Cong occupation, Krull followed 
standard procedure and burned the 
village. When the villagers protested, 
Krull opened fire on them. His soldiers, 
believing themselves under attack, also 
began shooting. 

Joshua tried to stop Krull, but the 
sergeant resisted all his attempts. Horri
fied and frightened by the slaughter he 
was witnessing, Joshua discovered the 
power he possessed for the first t ime. 
Without warning, a white hot flash of 
energy welled up inside him and erupted 
from his hands to strike Krull down. 

Scared by what had just occurred, 
Joshua fled. He could not understand it, 
and believing he had killed Krull with the 
blast, was afraid of possible repercus
sions. He was able to stow away aboard an 
outgoing supply plane, and with consid
erable ingenuity, made his way back to 
the States. He kept his strange powers a 
secret. 

A deserter and wanted man, Joshua 
had no hopes of making a life for himself 
under his own name. He wandered the 
country for a couple of years before he 
again came in contact with Beajamin 
Spooner. 

Out of prison, Spooner was still in the 
rackets and provided Joshua with con
tacts, money and false papers that 
allowed him to enter school under the 

name Jonathan Carmichael. Joshua even
tually graduated college and entered 
medical school. 

Joshua graduated medical school and 
entere{i a residency program in Seattle. 
However, a one time associate of Spoon
er's discovered Joshua's true identity and 
tried to blackmail him with this inform
ation. The blackmailer was killed before 
he could reveal Joshua's secret, but 
Joshua believed that his cover had been 
revealed. He fled to Midway City. 

Joshua gave up, resigning himself to his 
life on the run and the menial jobs he was 
forced to take. He had not used his 
terrifying powers since striking down 
Krull in Viet Nam, but life in the streets of 
Midway forced his hand in self-defense on 
several occasions. Word began to spread 
about this mysterious, reclusive figure, 
eventually reaching the ears of Celsius, 
who was then gathering members for her 
new Doom Patrol. 

Celsius tracked Joshua down and, 
through Negative Woman, offered him a 
position on the team. Having nowhere 
else to go, Joshua accepted. 

Over the next year, Joshua, known as 
Tempest, regained his self-respect and 
confidence. He was also able to investi
gate the incidents that had adversely 
affected his earlier life and discovered 
that Martin Krull had survived his attack 
and that the disappearance of Dr. Jona
than Carmichael was still an unanswered 
question in the Seattle hospital he left 
behind. During this time he also fell in love 
with Negative Woman, but their romance 
was doomed by the consequences of her 
powers. 

Internal disputes led to Negative 
Woman's leaving the Doom Patrol and 
Joshua. Since the discovery that he could 
return to his life as Dr. Carmichael, 
Joshua had been considering leaving. 
With Negative Woman gone, he saw no 
reason to remain. 

Joshua returned to Seattle and picked 
up where he left off, completing his resi
dency. A doctor visiting from New York 
was so impressed with Dr. Carmichael's 
performance that he invited Joshua to 
join his lucrative practice, with the 
promise of taking it over when the older 
man retired. When his residency was 
completed, Joshua went to New York. 

Six months after his arrival, the doctor 
died suddenly and Joshua was able to 
work out an arrangement with the doc
tor's estate to buy out the Park Avenue 
practice. Several months later, Joshua's 
old teammate from the new Doom Patrol, 
Robotman, appeared at his office to bring 
him back into the group, which was 
reforming in order to search for the Chief. 
Joshua had vowed never to return to a life 
of heroics, but events forced him to rejoin 
the group. 

Eventually, Joshua abandoned his 
medical practice altogether and returned 
full time to the Doom Patrol, where he 
remains. 



The 
New Recruits 

LODESTONE auos R.""'1.J<llU!S 

DEx: 4 Sm: 3 Boor. 4 
INT: 5 Wn.L: 4 MIND: 5 
INPL: 3 AURA: 3 SPIRIT: 3 
IHmATIVE: 12 HERO POINTS: 40 

POWERS: 
Flight: 7, Force Field: 8, Magnetic 
Cont rol: 8 

SKILLS: 
Charisma: 5 

COr-<NECflONS: 
Doom Patrol (High) 
Hill Bros. Circus (Low) 

MOTIVATION: Upholding t he Good 
WEALTH: Comfortable 
JOB: Circus Performer 
RACE: Human 
BORN: 

Fort Belvoir, Virginia 
April 29, 1964 

/ffAKe TIME. 60ZO! 
YOU OION'T JUST EJU'{ 
Tl?OJ/8/.E .. , 'fOU 60T 
YOU~ELF THE I 

OOOM PAT~/..-

MARITAL STATUS: Single 
HEIGHT: 5' 5" 
Wi::IGHT: 119 lbs. 
EYES: Green 
HAIR: Red 

BACKGROUND: 
Rhea is the daughter of Air Force 

engineer Major David Jones and Cynthia 
Robbins Jones. Major Jones' work kept 
the family moving regularly around the 
country. When Rhea was 13, the family 
was stationed in the Pacific Northwest, 
where the Major's duties would often take 
him to top secret locations, forcing him to 
leave his wife and daughter for long 
periods. 

During one of these missions, Cynthia 
Jones was killed in a car accident on her 
way to pick Rhea up from school. Rhea 
was left in the care of the family's neigh
bor and friend, General Mitchelson. 

Due to the nature of his mission, the 
Major could not be notified of his wife's 
death. Rhea overheard the general, who 
was trying to contact Jones, say that he 
was at an installation in the Arctic Circle, 
but something had happened to sever 
communications with the base. An emer
gency crew was about to leave to invest -

igate. Rhea, lonely, frightened. and scared 
for her father's safety so soon after her 
mother·s death, was determined to go to 
her father. A lifelong "Air Force brat," 
Rhea was practiced at sneaking onto the 
base and was able to stow away aboard 
the transport flying to the Arctic Circle . . 

Once there and finding out where her 
father was, she wasted no time in dashing 
inside after him. The remote installation 
was conducting. experimentS into the 
earth's magnetic field with a massive 
electro-magnetic generator. The research 
team had lost control of the generator 
and it t hreatened the planet's magnetic 
field unless it could be shut down. 
Accomplishing this was a suicide mission 
for which engineer Jones, who had helped 
construct the generator, volunteered. He 
was inside the generator building, at
tempting to manually pull the fuel rods 
from the electro-magnetic generator's 
nuclear reactor. 

The area around the generator building 
had been cleared and Rhea was able to get 
inside without anyone attempting to stop 
her. 

Rhea found her father as he was col
lapsing from the power of the electro
magnetic waves beating on him. He had 
succeeded in pulling the fuel rods and 
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preventing the nuclear generator from 
melting down, but the electro-magnetic 
energy had reached critical levels. 

The electro-magnetic generator im
ploded and the powerful field generated 
by the accident tore everything apart at 
the molecular level. The building, the 
equipment, Major Jones, and several feet 
of perma-frost beneath the installation au 
disintegrated in the cataclysm. Every
thing except for Rhea. She had been at the 
center of the electro-magnetic field, sur
rounded and protected by the very force 
that had destroyed everything else. 

Rhea was rushed back to the States to 
undergo examination. Her body had 
aborbed a seemingly impossible amount 
of electro-magnetic energy, altering and 
intensifying the magnetic field around 
her. As a result, she was able to merge her 
magnetic field with the Earth's and use 
the Earth's magnetic energy to supple
ment her own strength and agility, even 
"fly" by controlling the flow of magnetism. 
She spent a year in a government 
research facility being poked, prodded, 
tested and held under guard. Rhea hated 
the confinement, but with her parents 
dead she had nowhere else to go. This 
gilded cage had become her prison. 

When Rhea saw a television news item 
about a circus that would be appearing 
nearby, she made a decision. With her 
powers, it was relatively easy for her to 
leave the hospital and she joined the 
circus as it was packing to go. Her mag
netic powers made it just as easy to be 
hired as the circus' strong girl act. No one 
asked about her strength and she did riot 
offer to reveal her origins, but in the 
circus nobody asked questions. 

For the next nine years, Rhea traveled 
with the Hill Brothers' Circus, becoming 
part of the "family" and growing to love 
her new life as Rheena, the Amazon Girl. 
She was treated as an adult and individ
ual from the start and needed only to do 
her job to be accepted by one and all. It 
was a thrilling life for the teenager. 

During one of the circus' winter hiatus
es in Florida, Rhea received a letter from a 
woman in Kansas City offering an invi
tation to come and discuss her abilities, 
and containing airline t ickets and a check 
for $10,000. Her curiosity piqued, Rhea 
went to Kansas City and met Celsius of 
the Doom Patrol. Explaining that she was 
seeking powered individuals to form a 
new version of the team, she had found 
Rhea through reports and reviews in 
newspapers about her circus act. Rhea 
accepted, deciding to use her vacation to 
see what the Doom Patrol had to ofier. 

Rhea adopted the codename Lode
stone, although this newest version of the 
Doom Patrol seems to maintain a lax 
attitude concerning the use of such 
names. Her years in the circus had helped 
Rhea hone the use of her magnetic 
powers, and she quickly established her· 
self as one of the Doom Patrol's most 
powerful and resourceful members. 
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Rhea remains active with the Doom 
Patrol. 

Lodestone and Magnetie Control 
Lodestone's power of Magnetic Control 

is different from the standard power 
described on page 16 of Powers and Skills 
as follows: Magnetic Control allows Lode
stone to control the flow of magnetic 
fields around herself and nearby objects. 
This allows her to move and manipulate 
magnetic and partially magnetic items at 
a distance. 

In order to lift an object, Lodestone 
must make an Action Check using the 
object's weight in APs as the OV / RV. The 
RAPs of this roll equal the distance (in 
APs) that Lodestone is able to move the 
object. The OV and RV of the object are 
both increased by 2 columns if at least 
50% of the object is not iron based metal 
(for example, if Lodestone wishes to Lift a 
ton of paper with her power she must roll 
against an OV / RVof9/ 9; a ton of iron has 
an OV/ RV of6/ 6). Note that by using her 
power to lift objects off the ground and 
fling them at her enemies, Lodestone can 
make a sort of physical attack (use her 
APs of power as the AV / EV). 

Unlike the power described in Powers 
and Skills, Lodestone can use her power 
to affect living tissue within the limit· 
ations listed above. 

KARMA ciJias Wcyn<1 Hcwkiiu 

DEX: 3 Sm: 3 BoDr. 3 
INT: 4 W1u.: 5 MIND: 5 
INFL: 4 AURA: 2 SPIRrr: 2 
INITIA1TVE: 11 HF.Ro PoJNTS: 40 

POWERS: 
Reflection/ Deflection: 20 
Wayne's Power is a special variant of 

the Reflection Power. Whenever a 
sentient being makes a deliberate 
attack upon Karma, the attacker 
must make an Action Check using 
his/ her MIND as the AV / EV against an 
OV / RV of 20/ 20. If there are no posi
tive RAPs, the attack is conducted 
normally. If there are positive RAPs, 
the attack automatically strikes its 
originator. This is an Automatic 
Action for Karma, and he is allowed to 
reflect an unlimited number of 
attacks each phase. 

SKILLS: 
Thief: 3, Vehicles: 2, Weaponry: 3 

LIMITATIONS: 
Power: Reflection only works 
against willing, sentient attackers. 

CoNNECTIONS: 
Doom Patrol (High), 
Street Gangs (Low) 

MOTIVATION: Thrill of Adventure 
WEALTH: Comfortable 
JOB: Thug 

RACE: Human 
BORN: 

Berwyn, Illinois 
December 3, 1963 

MARITAL STATUS: Single 
HEIGHT: 5' 10" 
WEIGHT: 165 lbs. 
EYES: Brown 
HAIR: Black 

BACKGROUND: 

Wayne was born in Berwyn, Illinois, a 
community on the south side of Chicago. 
The fourth of six children in the family of 
city sanitation worker ~Butch" Hawkins, 
Wayne was a difficult child, always surly 
and uncooperative, prone to uncontrol
lable temper tantrums and outbursts of 
anger. His parents were hard working 
people, but they did not know how to 
control Wayne. With five other children to 
care for they were unable to take the 
necessary time to help the boy. 

He also proved a problem in school, 
picking fights, refusing to obey teachers 
and failing his courses. When he was 
seven years old, he suffered the first 
attack of what the family physician diag
nosed as epilepsy. He continued to suffer 
from these attacks, their frequency grow· 
ing as he got older. Everyone believed this 
abnormality accounted for Wayne's be
havior. Overhearing this said about him, 
the boy believed their diagnosis and it 
made him even more uncontrollable than 
ever. 

By the time he was ten years old, he was 
a "junior" member of one of the numerous 
street gangs that ran the streets. He 
quickly developed a reputation as a fierce, 
merciless fighter and a kid ready to take 
on any dare, any challenge, as though 
needing to prove himself to a world that 
believed him a freak His epileptic attacks 
continued, often taking the form of a 
fighting frenzy in which he became totally 
lost and from which no one could draw 
him out until it had passed by itself. 

During these attacks, Wayne seemed to 
be practically unstoppable. No matter 
how hard a rival gang member tried, they 
were never able to hurt this raging 
dynamo of violence. Danger always 
missed him. 

By age fifteen, Wayne was a full-fledged 
hoodlum. His father had thrown him out 
of the house and he ran wild, moving up to 
gang leader at sixteen. By then he was 
heavily into burglary and car theft and 
although the police were aware of who he 
was, they were unable to touch the young 
criminal to arrest him. They were, how
ever, able to put enough pressure on 
Wayne to drive him out of Chicago. 

He went to New York, where he believed 
he stood a chance to climb to the top of 
the criminal ladder with his incredible 
luck. New York did not prove so simple a 
city to conquer, and months after his 
arrival, Wayne was still just another one 
of the nameless thousands of youths who 



come to the city every year. He lived on the 
streets and in slum tenements, support
ing himself through burlary. 

Wayne eventually linked up with a 
Hell's Kitchen street gang and, his incred
ible luck still holding, he rose in the ranks 
to leader of the gang. By the time of his 
twenty-second birthday, Wayne's seizures 
had ceased and his "luck," a seeming 
invulnerability in fights, had become 
stronger than ever before. Wayne grew 
cocky in the face of this, and as in Chicago, 
the police were aware of his identity and 
his crimes, but it proved impossible to 
physically lay hands on him. 

While Wayne's position as leader of his 
gang gave him a certain measure of 
power, he wanted more and began to 
move on the territories of neighboring 
gangs. Once more, his unusual luck car
ried him through several of these gang 
wars, but one gang decided to fight back 
with more than knives and guns. Wayne 
returned home one eveningjust moments 
before his apartment exploded from a 
bomb planted there by the rival gang. 

Wayne escaped serious injury, but for 
the first time in his life, he had been hurt 
and it scared him. He went into hiding, 
but a narrow escape from a second bomb 
convinced him that New York was no 
longer a healthy place for him to be. 
Several weeks before the first attempt on 
his life, Wayne had received an invitation 
to go to Kansas City to discuss a business 
proposition. Wayne had ignored the letter 
at the time it arrived, but he remembered 
it then and decided to accept the invi
tation. 

En route to his meeting in Kansas, 
Wayne was involved in an episode at a 
shopping mall in which one man died and 
a police officer was shot as a result of 
trying to stop Wayne after a shoplifting 
incident. As usual, Wayne's luck allowed 
him to escape and he fled to Doom Patrol 
headquarters, the source of the invita
tion. There he met the third incarnation 
of the team and was accepted into the 
group. 

Tempest's examination revealed that 
Wayne's mind gave off brainwaves that 
were capable of disrupting the part of an 
attacker's mind controlling his balance. 
In other words, a deliberate attempt to 
harm Wayne, such as a punch or taking 
aim with a weapon, would produce a 
reflexive action in Wayne's mind that 
created a sort of subtle vertigo in the 
attacker, causing him to miss Wayne and 
turning the threat back on the attacker. 

Wayne was given the codename Karma, 
but from the start it was obvious he did 
not fit into the group. He was argumen
tative, nasty and more often than not 
missing when the action heated up. His 
first intention was to hide out with the 
Doom Patrol until it was safe to leave 
town, but despite his original plans, he 
began to find himself wanting to stay with 
this group that had accepted him. 

The decision was taken out of his hands 

when the police discovered his where
abouts and came to Doom Patrol head
quarters to arrest him on suspcion of 
murder. Wayne was forced to battle his 
way through his teammates in order to 
escape. 

Wayne Hawkins remains at large. 

BLAZE altaS Scou F'Ucher 

DEx: 4 Sm: 2 BoDY: 3 
brr: 4 WILL: 4 MIND: 5 
INn.: 3 AURA: 3 SPIRIT: 3 
INmATIVE: 11 (14) HERo Po1NTS: 35 

POWERS: 
Flame Projection: 13 

SKILLS: 
Martial Artist: 3 

EQUIPMENT: 

Damper Gloves 
DEx: 0 STR: 0 BoDY: 6 
INITIATIVE: 0 HERO PorNTS: 0 
CHARGES: 40 
O>sr: 216 HPs+$95K 

POWERS: 
Flame Immunity: 13 

LIMITATIONS: 
Blaze's body constantly emits heat 

through his hands. His damper 
gloves prevent him from acciden
tally harming anyone. Ifhe does not 
remove his gloves for an entire 
twenty-four hour period, however, 
allowing the built up heat to escape, 
he is attacked by the flame himself 
(AV/ EV of 6/ 6) every ten minutes 
thereafter until the gloves are 
removed or he is killed. 

LIMITATIONS: 
Miscellaneous: Flame Projection is 
always on, and has a range of 
Touch. 

CONNECTIONS: 
Doorn Patrol (High) 

MOTIVATION: Unwanted Power 
WEALTH: Comfortable 
JOB: Unemployed 
RACE: Human 
BORN: 

Union City, New Jersey 
June 21, 1970 

MARITAL STATUS: Single 
HEIGHT: 5' 10" 
WEIGHT: 140 lbs. 
EYES: Blue 
HAIR: Blond 
BACKGROUND: 

Scott Fischer was the only child of 
Larry and Jean Fischer. Scott's father was 
the superintendent of a Noxxon Petro
chemical refinery in New Jersey. When 
Scott was five, his father received an 
emergency call from the refinery's chem-

ical storage dump on a Saturday while he 
was watching his son. Having no one to 
leave him with, Larry Fischer took Scott 
along with him on the emergency call. 

His father left Scott safely in an office, 
but the boy soon grew bored waiting and 
wandered outside to find his father. Scott 
found his way to the dump site and 
crawled in through a break in the fence 
and began looking through the rows of 
barrels, climbing on top of them for a 
better look. 

His father saw him perched atop the 
containers of toxic waste and yelled for 
him to get out of there. Startled, the boy 
knocked over several containers, smash
ing them open and falling into the result
ing mixture. He lay in it several minutes 
until his father reached him. 

The effects of this chemical bath did not 
become apparent for over a year when he 
exhibited the power to generate extreme 
heat from his hands. At first the power 
would appear sporadically, but it was 
soon with him at all times. The doctors 
discovered that the very structure of his 
cells had changed and they now gener
ated heat at a rate several thousand times 
faster than the norm, with the excess 
heat siphoned out through his hands. 
Special gloves were created by research
ers at S.T.A.R. Laboratories that con
tained this great heat and allowed Scott 
to live a relatively normal life. 

Scott was forced to wear the gloves at 
all times lest his heat destroy anything or 
anybody he touched. Naturally this made 
life hard for the youngster and he was 
constantly being teased by the other 
children, who were unaware of the real 
reason for keeping his hands covered. 

At age thirteen, Scott became ill, which 
led to a diagnosis of a rare form of 
leukemia. It was not believed that he 
would survive the disease, but after a 
series of experimental treatments, Scott 
went into remission. By the time he was 
sixteen, there was no trace of the disease 
left. 

Scott's powers caused a breach in his 
relationship with his father, who blamed 
himself for what had happened to his only 
child. His guilt led him to withdraw from 
Scott. 

On Scott's eighteenth birthday, a 
woman came to visit the Fischer house
hold to offer Scott an opportunity to 
develop and utilize his powers. She was 
Celsius, then planning her new Doom 
Patrol. Larry Fischer accepted the offer 
and, several months later, the boy was 
summoned to Kansas City. 

Scott, codenamed Blaze, was accepted 
as a trainee for the new team. or all the 
members of the Doom Patrol, he was the 
youngest and least experienced and the 
others tended to keep him safely behind 
the lines, out of danger. Scott resented the 
treatment and worked hard to prove to 
them that he did not need to be babied. 

Scott remains on active duty with the 
Doom Patrol. 
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The Doom Patrol is headquartered 1n K.a.ns&s City's Union 
Statton, an a.bandoned relic of the country's great ~e of 
ra.1l.road transportation The old tra.1n depot and term1nal 
building bad stood 1n great d1srepaJ.:r for a. number of yea.rs 
before Celsius ca.me to an agreement with the city to take 
over the site. 

In exchange for a. considerable expenditure toward the 
reha.bllita.tton of the butlcllng, a. mult1-m1lllon dollar bond 
towa.rds poss1ble damages, and a.n agreement to aid the 
city's authorities upon request, Union Station became the 
new headquarters of the Doom Patrol An estimated ten 
mllllon dolls.rs went into refurb1.sh1.ng the station and 
1nSta.ll1ng the complex maze of equipment necessary for 
their operations. 

The entire builcllng bas been fitted with sensors and auto
mated security devices that are controlled from a central 
location 1nside the Statton 

Security Systems 
DEX: Var Sm: Var BoDY: Var 
INT: 10 W1u.: 10 Moo>: 2 
INITIATIVE: Var llERo PolNTS: 0 
CHARGES: 80 
CoS'r: Var HPs + SVar 
POWERS: 

Recall: 25, Omni-Arm: 10, Danger 
Sense: 10, IR Vision: 10, Super 
Ventriloquism: 10, Bio-Energy 
Blast: 8, Force Field: 10 

SKILLS: 
Military Science/ Tracking: 10, 
Thief/ Security Systems: 10, Detec
tive/ Identification Systems: 10 

LIMITATIONS: 
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Danger Sense and Super Ventrilo
quism are limited to alert ing Doom 
Patrol personnel to unauthorized 
attempts at entering the head
quarters. 

--- - - -- - - - -- -
-- - ----- - - ---- ------- ----- - ---- - - - - -- -- -- ==== - - -- - -- - -- - -- - -- - - -- - -- - -- -- - - -

Force Field is cnly activated at the 
entrances when unauthorized 
persons attempt to enter the 
station. 

- -- -- -- -

Members of the Doom Patrol can enter the premises through 
any of three entrances, after the security sensors have 
identified them visually, by infra-red, voice pattern, and 
fingerprint comparison. In the cases of Robotman and Blaze, 
special digitized sensors implanted in the former's robot hand 
and the latter's gloves replace fingerprints. 

The entrances are located at the front of the Station, at the 
rear, and at a third, which is camouflagued and leads directly 
into the sub-cellar hanger area. Attempted entry without 
authorization results in the triggering of the security systems. 
All other points of access to the Station, including the old rail 
tunnels, have been sealed. 

Union Station is informally divided into four areas: head
quarters, living quarters, storage, and large areas which 
remain closed off and unused. 

Ground level 
The headquarters section of the Station is divided between 

the first floor and the sub-basements of the building. The main 
floor contains the entry hall, Doom Patrol conference room, 
gymnasium, kitchen, and dining facilities. The remainder of the 
area on this level has been converted into a storage area. 

Sub-level One 
The first level below ground contains the headquarters' 

secure area. Located on this level are their communications 
and scientific facilities. 

The Doom Patrol's communications systems are among the 
most sophisticated in the world, housed in the Monitor Room. 
They are linked, via sateUite relays and landbased lines, to 
virtually every corner of the world. Many of the additions made 
to the equipment were built according to designs created by 
Niles Caulder when he was leader of the group. They allow the 
Doom Patrol to receive and decode most shielded or otherwise 
secured transmissions, giving them access to radio and communi
cations traffic of most of the world's military or intelligence 
organizations. 



Communication System 
Du: 0 Snt: 0 Boor. 5 
INT: 5 Wru.: 5 MIND: 1 
INmA'IWE: 5 llERo Poorrs: 0 
CHARGES: 40 
Carr: 1555 HPs+Sl.168 

POWERS: 
Recall: 10, Telepathy: 25, Super 
Ventriloquism: 20, Super Hear
ing: 10 , Comp r ehend Lan
guages: 8 

SKILLS: 
Detective/ Police Procedure/ Clue 
Analysis: 5, MilitaryScience/ ECM/ 
Tracking: 8, Spy/ Coding: 8, Thief/ 
Security Systems: 6 

LIMITATIONS: 
All Powers are restricted to 
accumulating and processing broad
cast audio/ visual transmissions. 

Similarly, Caulder also created a means to bypass the security 
measures of most computer systems, including those of the 
military and government agencies. 

The computers can also be programmed to monitor the 
world's major news gathering organizations and sound an alert 
when key names and locations are used, affording them a 
constant watch for developing trouble. 

Next to the Monitor Room is the Training Theater, a sophis
ticated, high-tech training facility. The Theater can be pro
grammed from the adjacent Control Booth to suit the powers 
and abilities of the individual team members and present them 
with a series of automated hazards and opponents to test or 
exercise their skills. Sensors in the automated devices score 
these training sessions. 

Training Equipme nt 
Du: Var Sn: Var Boor. Var 
INr. 0 Ww.: 0 Mnm: 0 
INrnATl\IE: 0 Hao Ponm: 0 
ClwlGa: Variable 
Carr: Variable 

POWERS: 
Equipment used for training Doom 

Patrol members is always being added 
to and updated. Some Powers that 
have been incorporated into the sys
tems in the past include: 
Projectile Weapons (non-lethal): 6, 

Claws: 6, Omni-Arm: 10, Gravity In
crease (hydrolic weights): 9, Flame 
Project: 5, Sonic Beam: 5, Fog: 8, Heat 
Vision: 5, Acrobatics: 10 

LIMITATIONS: 
Variable 

Also on this level is the Medical Facility, containing a fully 
equipped medical laboratory, a small operating theater for 
emergency medical treatment and a three-bed hospital ward. 
The med-lab also serves double duty as a forensics lab. 

The remainder of this level remains sealed off and unused. 

Sub-Level Two 
The entirety of the second underground level is given over to 

the Doom Patrol's motor pool and aircraft hangar. 
The vehicles are mainly for local transportation, and while 

most have been modified to include protective armored plating 
and powerful engine!l, they are intended to be inconspicuous in 

the streets of the city. The fleet includes two vans, three 
motorcycles, an eighteen-foot truck, two jeeps, and three cars of 
var ious makes. 

The Doom Patrol maintains a variety of aircraft for long 
distance missions. These include a Rockwell T-39 Sabreliner, a 
Beech Super King Air VC-12A and a Hughes OH-6A Cayuse 
helicopter. Their main aircraft is a specially engineered LexAir 
AirHopper VF-119, adapted for vertical takeoffs and landings 
and capable of a top speed of Mach Two. 

Lex.Air Airhoooer VF-119 
DEX: 0 Sn: 9 Boor. 10 
INmATM: 0 Hao Pouns: 0 
Qwlom 56 
Carr: 1066 HPs+t375K 

POWERS: 
Flight: 11, Radar Sense: 12, Tele
pathy: 12 

SKILLS: 
Military Science/ Tracking: 6 

LIMITATIONS: 
Radar Sense, Telepathy, and Track
ing represent the aircraft's com
munications and flight informa 
tion systems. The Airhopper main
tains contact with t he commun
ications systems at the station (see 
previous) at all t imes. 

A tunnel from the subterranean hangar opens into the old 
train yards behind the station. A sling device, much like those 
used to launch planes from the decks of aircraft carriers, make 
take-offs possible without an extended runway. The train yards 
have been cleared to provide a safe area for smaJl-aircraft 
landings. 

Aircraft Launcher 
DEX: 0 9nt 15 Boor. 8 
INI': 6 Wru.: 0 Moor. 0 
INITIA'nVE: 6 Hao PoJNTS: 0 
OIARoBs: 40 
Carr: 648 HPs+U70K 

POWERS: 
Illusion: 4 

SKILLS: 
Acrobatics:l5 

LIMITATIONS: 
Illusion can on ly be used to camo

flage the launcher to appear to be 
part of the deserted railyards. 
Acrobatics is only used to launch 

and recover aircraft. 
Routine maintenance of the aircraft and vehicles is done on 

the premises. 

Second Level 
The econd floor of Union tat ion serves as living quarters for 

the members of the Doom Patrol. Each member has his/ her own 
private quarters and bath. The common areas include a library, 
a steamroom, a jacuzzi, and a living room equipped with a 
stereo, a home entertainment center and a large screen 
television. 

Third Level 
Except for the computers that monitor and control the 

Station's defensive systems (kept separate from the other 
equipment for security purposes), the top floor of the building 
remains closed off and unused. 
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The Brotherhood of Evil 

THE BRAIN alias Urt/nwtL'fl 

Dt:x: 2 STR: 8 BooY: 7 
h.1: 13 Wrw 11 MIND: 17 
11'FL: 6 At'RA: 5 S PIRIT: 7 
I 1'1TIA TIVE: 21 HERO Po1:-.'TS: 55 

POWERS: 
Mental Blast: 7, Iron Will: 8 

SKILLS: 
Charisma: 6, Scientist: 7, 
Scholar: 6 

LJMlTATIONS: 
Miscellaneous: The Brain must be 
kept in his mechanical housing 
and constantly fed nutrients in 
order to survive. 

CONNECTIONS: 
Brotherhood of Evil (High), 
French Underworld (High) 

MOTIVATION: Power Lust 
WEALTH: Affluent 
JOB: Criminal Mastermind 
RACE: Mechanical Humanoid 

BACKGROUND: 
Little is known about the origins of this 

mysterious, disembodied human brain, 
kept alive in a tank of special nutrient 
fluids. In researching this bizarre criminal 
mastermind, a myriad of myths and talcs 
concerning his background were un· 
earthed. These range from' his being the 
brain of Adolph Hitler preserved by Dr. 
Josef Mengele after the fall of Berlin, to 
supernatural origins with roots (depend· 
ing on the source of the story), in Atlantis, 
ancient Gaul, the American Plains In
dians or a coven of witches in Winston· 
Salem, among others. None of these 
stories can be verified. 

What is known about the Brain is that 
he began his criminal career in Paris in 
the early l 970's. He appeared suddenly on 
the underworld scene and within a year 
had established himself as the undis
puted ruler of the largest crime syndicate 
in French history. 

The Brain established the headquar
ters for his Brotherhood of Evil beneath 
an exclusive Paris girls' school. A sur· 
prisingly large part of his folJowing con
sisted of members of French nobility. As 
his organization grew he added several 
lieutenants to help him oversee his vast 
criminal empire, Monsieur Mallah and 
Madame Rouge (see individual entries). 

The Brain led the Brotherhood ofE.'vil in 
no less than a dozen major attacks 
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against the Doom Patrol, who stood in the 
way of the expansion of his criminal 
empire to the United States. Eventually, 
the Brain's obsession with the destruction 
of the Doom Patrol and its Chiefled to the 
neglect and disintegration of the vast 
French criminal organization. Hence
forth, the Brotherhood of Evil came to 
refer only to his small core of villains. 

The Brotherhood often took on allies 
against the Doom Patrol, including Gen
eral Immortus and Garguax. However, 
one bizarre turn of events led to the 
Brotherhood and Garguax forming an 
alliance with the Doom Patrol in order to 
defeat the alien would-be world con· 
queror, Zarox-13. Afterward, hostilities 
resumed. 

Eventually, the Brotherhood was de
stroyed when Madame Rouge, having 
been cured of her evil tendencies and 
then returned to crime, sought out the 
Brain and Monsieur Mallah and appar
ently killed them. With her new ally, 
Captain Zahl, she then turned her mur
derous rage on the Doom Patrol and 
succeeded in seeing to their destruction 
as well. 

The Brain and Mallah survived Rouge's 
assassination attempt, however, and 
returned to reform the Brotherhood with 
new members. The New Brotherhood of 
Evil went on to become longtime oppon
ents of the New Teen Titans. 

------

MONSIEUR MALI.AH 

DEx: 7 STR: 8 Boor. 7 
11\T. 8 W1u.: 9 MIND: 8 
l l\'FL: 4 AURA: 3 SPIRIT: 4 
I NITIATIVE: 19 HERO POINTS: 85 

SKILLS: 
Acrobatics/ Climbing: 10, Schol
ar: 5, Weaponry/ Firearms: 4 

EQUIPMENT: 

.45 Automatic Pistol 
DEx: 0 STR: 0 Boor. 1 
I Nm ATIVE: 0 HERO POINTS: 0 
CHA.Ra~ 6/ 11 
Cos-r: 37 HPs + $250 

POWERS: 
Projectile Weapons: 4 

Submachine Gun 
DEX: 0 STR: 0 Boov: 2 
I NITIATIVE: 0 HERO POINTS: 0 
CHARGES: 20 
COST: 44 HPs + S800 

POWERS: 
Projectile Weapons: 6 

CONNECTIONS: 
Brotherhood of Evil (High) 



MOTIVATION: Devotion to the Brain 
WEALTH: Comfortable 
JOB: Bodyguard of the Brain 
RACE: Gorilla 
BACKGROUND: 

Another being with a legend
enshrouded past, Monsier MaJlah is a 
goriUa given the intelligence of a human 
genius by a surgical procedure performed 
by the Brain. 

Originally, Mallah acted as muscle for 
the Brain while the latter formed the 
criminal empire that was to become the 
Brotherhood of Evil. As time went on, 
Mallah's intelligence increased, even
tua.Uy reaching its current level. By then 
the mere threat of encountering the mon
strous "Mr. Gorilla" served to keep the 
French criminal element in line, and the 
Brain saw he was wasting his brilliant 
simian henchmen on the street. Mallah 
became the Brain's chief lieutenant. 

Monsieur Mallah stayed faithfully at 
the Brain's side throughout the following 
years, for the altered gorilla was sla~ishly 
loyal to the being who had allowed him to 
rise along the evolutionary ladder. 

Along with his master, MaUah survived 
an attempt by their former comrade, 
Madame Rouge, to destroy them and 
returned from the ashes of defeat to help 
form the New Brotherhood of Evil. 

MADAME ROUGE allML<twNDeMi!U 
DEX: 7 8TR: 5 BoDY: 5 
INT: 8 Wn.t.: 7 MIND: 7 
INPL: 6 AuRA: 5 8PDuT: 7 
INITIATIVE: 21 (28) ffERo POINTS: 95 

POWERS: 
Illusion: 12, Stretching: 4 

SKILLS: 
Artist/ Actor: 8, Charisma: 7, Mar
tial Artist: 7, Scient ist: 4, Spy: 8, 
Thief: 6 

LIMITATIONS: 
Power: Illusion can only be used to 
alter her own appearance. 

CONNECTIONS: 
Brotherhood of Evil (High) 

MOTIVATION: Power Lust 
WEALTH: Affluent 
Joa: Would-be Conqueror 
RACE: Human 

BACKGROUND: 
As a stage actress, Laura De Mille was 

famous for her ability to assume virtually 
any persona through her skilled use of 
make-up. A brain injury resulting from a 
near fatal car accident caused her to 
develop a split personality that ended her 
career on stage. 

The Brain offered her a cure through 
surgery performed at his direction by his 
lieutenant Monsieur Mallah. The oper
ation cur~d De Mille of one personality 
disorder, but it deliberately created 

another, causing the woman to become 
totally evil. 

Her mastery of disguise soon earned 
Laura De Mille a position of power in the 
Brotherhood of Evil, where she acquired 
the name that was to become infamous, 
Madame Rouge. 

The Brain later developed a treatment 
which gave her true powers of disguise. 
This process gave her elastic powers that 
allowed her to remold her features like 
modeling clay, as well as the ability to 
stretch her body to great lengths. 

Madame Rouge eventually began to 
exhibit signs of her old personality dis
order, only this t ime she started acting 
out her nobler instincts. On several occa
sions she acted covertly against the 
Brotherhood to foil schemes that would 
have destroyed the Doom Patrol. She 
began to realize that she was falling in 
love with the Chief. 

Eventually, the Chief was able to devise 
a means ofreversing the Brain's influence 
over her. Madame Rouge was apparently 
cured of her evil tendencies after a battle 
between the two parts of her personality. 
She opted to remain with the Chief and 
the Doom Patrol. 

The Brain was unsuccessful in his 
attempts to bring Rouge back into the fold 
of the Brotherhood. Where he failed, 
however, the evil guru Yaramishi Rama 
Yogi succeeded. While attempting to 
control the Doom Patrol through psycho
logical means, Yaramishi undid the 
Chiefs rehabilitative efforts. Now resent
ful of both the Chief for his attempts at 
subverting what she once again believed 
was the preferred way of life, and the 
Brotherhood of Evil for its attempts to kill 
her after her defection, she went into 
hiding to plot the destruction of both 
groups. 

Madame Rouge allied herself with Cap
tain Zahl to accomplish her vengeance. 
She first attacked the Brotherhood, and 
from all appearances, destroyed her 
former allies. She then forced the Doom 
Patrol to retreat to its secret island base 
that she and Zahl destroyed, apparently 
killing the Doom Patrol. . . 

Rouge and Zahl continued their alb
ance years after the supposed deatlh of 
the Doom Patrol, until Robotman and the 
New Teen Titans, including Beast Boy 
(now known as Changeling), tracked 
them down and the two villains were 
made to pay for their crimes. Madame 
Rouge died at the hands of Changeling in 
this encounter. 

MR. MORDEN 
DEX: 4 Sm: 4 Boor. 4 
INT: 6 W1u.: 4 MIND: 3 
INPL: 3 AuRA: 2 SPIRIT: 3 
INinATIVE: 13 ffERo POINTS: 15 

SKILLS: 
Charisma: 3, Gadgetry: 5, Spy: 4, 
Thief: 6, Weaponry: 5 

EQUIPMENT: 

ROG Robot 
DEX: 8 Sm: 18 Boov: 17 
INITIATIVE: 8 HERO POINTS: 0 
CHARG~ 32 
Cosr: 962 HPs+$1 l .75M 

POWERS: 
Growth: 4, Sealed Systems: 10, 
Claws: 5 

CONNECTIONS: 
Brotherhood of Evil (Low), 
French Underworld (High) 

MOTIVATION: Mercenary 
WEALTH: Affluent 
JOB: International Thief 
RACE: Human 
BACKGROUND: 

Mr. Morden appeared only once with 
the original Brotherhood of Evil, during 
its first encounter with the Doom 
Patrol. 

Morden was born and raised in France, 
but at an early age he took to the road and 
traveled the world to gain criminal experi
ence and fortune. Morden achieved a 
certain amount of international fame as a 
daring, resourceful thief and criminal 
mastermind. When he returned to France 
years later, it was with the intention of 
joining the inner circle of the only crim
inal organization he saw as worthy of his 
talents: the Brotherhood of Evil. 

As an initiation into the hierarchy of 
the French underworld, Mr. Morden was 
to steal Rog, a giant robot created by the 
Chief for use as a lunar exploration 
vehicle. Morden was successful in his 
assignment, but his actions brought the 
Doom Patrol after himself and t he 
Brotherhood. In the battle between the 
conflicting teams, Rog was destroyed and 
the Brotherhood of Evil escaped. 

Fearing the Brain's wrath for bringing 
the Doom Patrol down on them, Mr. 
Morden fled France, and at last report, 
remains in hiding from the Brain and 
Mallah somewhere in South America. 

Other Adversaries 

ANIMAL-VEGETABLE-MINERAL MAN 

DEX: 8 
Im: 8 
INFL: 4 
INITIATIVE: 

POWERS: 

Sm: 10 Boov: 8 
Wn.1.: 8 Mn.-o: 6 
AURA: 2 SPIRIT: 3 

20 HERO POINTS: 65 

Self Link ( Plant Growth) : 20, 
Growth: 4, Molecular Chame
leon: 17, Shape Change: 20 
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NOTE: The A-V-M Man does not 
need to touch a substance to use 
his Molecular Chameleon Power 
to duplicate it 

SKILLS: 
Gadgetry: 8, Scientist: 12 

Ll~UTATIONS: 
Miscellaneous: When Larsen is not 
in his transformed state as the 
A-V-M Man, all of his Physical Attri
butes (DEX, Sm, and BODY) are 
reduced to 2 APs each. 

Co~!l:ECT1o~s: 
Scientific Community (Low) 

MOTIVATION: Psychopath 
WEALTH: Affluent 
JOB: Scientist 
RACE: Human 
BACKGROUND: 

Dr. Sven Larsen was a noted Swedish 
research scientist before one of his own 
experiments transformed him into the 
Animal-Vegetable-Mineral Man, a being 
capable of assuming virtually any animal, 
ve etable, or mineral form at will. 

Larsen, a one-time student and protege 
of Niles Caulder (later the Chief of the 
original Doom Patrol), seemed to have 
succ umbed to this horrible fate in a 
laboratory accident. The transformation 
apparently affected the scientist's mind 
as well as his body, sending him on a 
destructive rampage and throwing him 
into battle against the first Doom Patrol. 

The Chief, however, soon realized that 
the Animal-Vegetable-Mineral Man's 
attack on the group was deliberate. Years 
before, when the Chief and Larsen were 
teacher and student, the Swedish scien
t ist wrongly believed that Caulder had 
stolen an invention that Larsen felt was 
rightfully his. He had vowed vengeance 
for this act of scientific piracy, and the 
creation of the Animal-Vegetable-Mineral 

Man was to be the instrument of his 
revenge by destroying the Doom Patrol 
and thereby robbing the Chief of his 
greatest accomplishment. 

The very device that Larsen felt had 
been stolen from him turned out to be the 
only means capable of stopping him in his 
transmuted state. By freezing his mole
cular structure while he was in a state of 
transformation, the machine enabled the 
Doom Patrol to capture Larsen and 
return him to his natural animal-only 
State. 

Larsen returned once again as the 
Animal-Vegetable-Mineral Man several 
months later, after a daring escape from 
prison. He again subjected himself to the 
treatment that had created the A-V-M 
Man and went once more after the Chief 
and his Doom Patrol. 

On this return engagement, the Animal
Vegetable-Mineral Man almost gained the 
victory he desired over the man he per
ceived as his nemesis. The Doom Patrol 
was then_ undergoing a serious crisis, but 
once again the disputed scientific inven
tion that had led to Larsen's creation of 
his monstrous alter ego rendered the 
villain helpless. The Chief then reversed 
Larsen's t ransfor mation and he was 
handed over to the authorities. 

Sven Larsen is currently serving a 
twenty-year sentence in the Midway State 
maximum security prison. 

NICHOLAS GALTRY 
DEX: 2 Snt: 2 Boor. 2 
INT: 5 WUJ.: 4 MIND: 4 
INFL: 4 AURA: 3 SPIRIT: 2 
INmATIVE: 11 Hao Ponrrs: 20 

SKILLS: 
Detective/ Law 3, Scientist: 3, 
Scholar (business): 3 

EQUIPMENT: 

Arsenal Battlesuit (second) 
DEX: 4 Sn: 9 BoDY: 13 
INmA11VE: 4 ffERo Po1NTS: 0 
~ 50 
C.osr: 620 HPs + $380K 

POWERS: 
Bio-Energy Blast: 8, Digging: 6, 
Omni-Arm: 5, Skin Armor : 4, 
Flight: 6, Fog: 5, Poison Touch: 5, 
Projectile Weapons: 5 

SKILLS: 
Weaponry: 6 

LIMITATIONS: 
Power: Omni-Arm can only be used 
as grappling cables or a net. 
Power: Fog and Poison Touch are 
always used together (poison gas). 
The APs of Fog are the AV, Poison 
Touch the EV. 

CONNECTIONS: 
Underworld (Low) 

MOTIVATION: Mercenary 

WEALTH: Affluent 
JOB: Crooked Attorney 
RACE: Human 
BACKGROUND: 

Though not originally a powered villain, 
Nicholas Galtrywas nonetheless respons
ible for much misery in the lives of the 
Doom Patrol 

After the death of Garfield Logan's 
parents in the jungles of Africa, Galtry, as 
attorney for the Logan estate, was made 
the boy's legal guardian. Galtryembezzled 
funds from the boy's inheritance during 
the years Gar was Jost in the jungle, and 
he had grown accustomed to this wealth. 
When Gar was found and returned to 
America, Galtry plotted to kill young 
Logan and make the family fortune his 
own. 

Gar began operating with the Doom 
Patrol as Beast Boy, and his p light came 
to the attention of his teammates. Galtry 
secured the services of several villains 
over the years to assist him in destroying 
Beast Boy and the Doom Patro~ but none 
of these attempts was successful. 

Eventually, millionaire Steven Dayton 
~also known as the hero Mento), became 
interested in Gar's troubles and took 
Galtry to court in order to win guardian
ship of the boy away from Galtry. The 
court found in Dayton's favor and Galtry's 
crimes were revealed. 

Years later, Nicholas Galtry returned, 
having adopted the identity of the second 
Arsenal, the first having been one of the 
numerous villains-for-hire he had sent up 
against the Doom Patrol. As the Arsenal 
Galtry resumed his battle with Beast Boy 
(now known as Changeling, a member of 
the New Teen Titans). Changeling 
defeated Galtry's Arsenal guise, and his 
former guardian remains imprisoned at 
this time. 

GARGUAX 
DEX: 2 SrR: 3 Boov: 5 
INT: 13 Wru.: 7 MIND: 8 
Im.: 6 AURA: 5 SPIRIT: 5 
INmATIVE: 21 ffERo Po1NTS: 80 

SKILLS: 
Charisma: 6, Gadgetry: 25, Scien
tist: 25, Vehicles/ Spacecraft: 1 O 

EQUIPMENT: 

Blue Plastic Me n 
DEX: 6 SrR: 12 Boov: 7 
INITIATIVE: 6 ffERo PolNTS: 0 
CllARoEs: 30 
Cios'r: 252 HPs + $23K 

Red Plastic Men 
DEX: 6 STR: 7 Boor. 7 
INmATIVE: 6 ffERo Pooos: 0 
CllARG~: 30 
C.osr: 289 HPs + $30K 



PO\VERS: 
Flame Project: l 0 

LIMITATIONS: 
Power: Flame Project has a Range 
of Touch only. 

Grey Plastic Men 
DEx: 7 STR: 7 BoDY: 7 
INmATJVE: 7 HERo Po1t-rrS: 0 
CHARGES: 30 
CosT: 217 HPs + $2300 

POWERS: 
Stretching: 2 

CONNECTIONS: 
Brotherhood of Evil (Low), 
General Immortus (Low), 
Zarox-13 (High) 

MOTIVATION: Power Lust 
WEALTii: Millionaire 
JOB: Would-be Conqueror 
RACE: Strange Humanoid 
BACKGROUND: 

Nothing has been learned ofGarguax's 
alien origins, including the name or loca
tion of his homeworld. He first came to 
Earth after havinst been banished or 

having escaped from his homeworld due 
to his criminal activities. 

Earth was to be the testing ground for 
the advanced weapons he planned to use 
to conquer his homeworld, but the Doom 
Patrol became involved in his scheme and 
succeeded in halting the tests. 

Garguax next appeared in an alliance 
with the Brotherhood of Evil and General 
lmmortus. He used his allies in an 
attempt to dominate the world with a 
madness inducing ray projected at the 
Earth from his base on the moon. Once 
again the Doom Patrol intervened, and 
Garguax was forced into retreat after his 
plans were wrecked. 

The Garguax/ Brotherhood alliance 
returned on several other occasions, but 
in each case they met with defeat. 

Garguax used several android agents 
to do his bidding, as his obesity prevented 
him for partaking in physical activity. 
Most prominent among these agents have 
been Warrior, the Mandred, and the Plas· 
tic Men. The latter are created in three 
specialized types, each possessing either 
phenomenal strength, elasticity or heat 
powers. 

Zarox-13, Garguax's superior from his 
homeworld, arrived on Earth and allied 
himself with Garguax, General and the 
Brotherhood against the Doom Patrol. 
The Brotherhood, however, was mistrust
ful of the alien criminal mastermind's 
intentions and joined forces with the 
Doom Patrol in order to foil Zarox-13 and 
Garguax's planned destruction of the 
planet. 

Following the defeat, Garguax escaped 
and fled the Terran solar system. lie spent 
several years wandering across the 
galaxy, seeking a new force to aid in the 
destruction of the much hated Doom 
Patrol and the conquest of Earth. Gar
guax conquered a small asteriod colony 
in a far-flung corner of the universe and 
used the enslaved alien miners and their 
resources to create the beginnings of•a 
new war fleet. At the same time as his 
power increased, so did his weight, until it 
became almost impossible for him to even 
walk without support. 

Garguax eventually returned to fulfil 
his vow of revenge against this compara
tively primitive world which had repeat· 
edly humiliated him.liis Plastic Men were 
dispatched to Earth to steal a number of 
American and Soviet nuclear missiles to 
use as weapons in his planned conquest. 
The New Doom Patrol was alerted to 
Garguax's intentions and intervened, 
destroying his mothership and his plans 
of conquest. 

Garguax's current whereabouts re· 
main unknown. 

GENERAL IMMORTUS a11aaUn-"-" 
DEX: 3 STR: 3 BooY: 3 
b"7: 9 W1u.: 9 M1r-.'D: 9 
INTI..: 8 AtlRA: 8 SPIRIT: 6 
l llilTIATl\'E: • 20 H ERO POINTS: 110 

POWERS: 
Invulnerability: 7 

SKILLS: 
Gadgetry: 7, Scholar (history): 6, 
Scientist: 7, Thief: 4, Vehicles: 5, 
Weaponry: 5 

LI~HTATIONS: 
Catastrophic Irrational Attraction 
to regaining his immortality. 

CONNECTIONS: 
Brotherhood of Evil (Low), 
Underworld (High) 

MOTIVATION: Psychopath 
WEALTH: Millionaire 
JOB: General 
RACE: Human 

BACKGROUND: 
Another Doom Patrol foe whose origins 

are shrouded in mystery and legend is the 
ancient villain, General lmmortus. I mmor 
tus has the distinction of being the man 
responsible for Niles Caulder's creation of 
the Doom Patrol. 

According to legend, an unknown man 
came across a naturally occurring chem 
ical compound eons ago, which endowed 
him with incredible longevity bordering 
on immortality. He claimed to have ridden 
with Alexander the Great, Genghis Kahn, 
and Napolean (among other historic con
querers). Over the ages, this man gained 
great wealth and power, and eventually 
growing bored with life and the business 
of earning money, he turned to evil. In the 
centuries that followed, he ruled and lost 
any number of criminal empires around 
the world. 

Immortus, as he had come to call him
self, soon found himself reduced to a mere 
two centuries supply of his immortality 
compound. This began a long campaign to 
reproduce the precious formula, with 
fortunes being spent to buy the services of 
the greatest chemists and scientific 
minds of that time. None, however, was 
successful. 

With time running out, lmmortus 
learned of a brilliant young scientist 
making tremendous strides in the field of 
biology. Concealing his true identity, 
Immortus contacted Dr. Niles Caulder 
and set him on the search for immortality. 

Caulder soon grew curious about the 
identity of his mysteriouus benefactor, 
and upon learning it was Immortu , he 
sought to break off their association. 
Despite his best efforts, Immortus was 
unable to force Caulder to bend to his will 
and eventually had to kill the young 
scientist in order to stop the biologist's 
plot against him. Caulder survived and 
went into hiding. It was several years until 
Immortus again located him. 

By this time, Caulder had formed the 
Doom Patrol to combat evil of lmmortus' 
scale. The ancient General and the Doom 
Patrol clashed on numerous occasions, 
both through lmmortus' own organiza
tion and in alliance with the Brotherhood 
of Evil and Garguax, but these conflicts 
always ended in the General's defeat. 
Despite apparently dying at the end of 
several of these engagements, lmmortus 
always returned again. 

Still seeking a renewal of his immor
tality, lmmortus later came after Celsius 
of the new Doom Patrol. He had learned 
that she had been treated with Niles 
Caulder 's immortality serum and 
attempted to duplicate it from samples 
taken from her body. The duplicate for
mula had only a temporary restorative 
effect on Immortus, and while his lunar 
base crumpled around him as a result of 
the new Doom Patrol's efforts, he began to 
age at a greatly accelerated rate. It is 
unknown whether or not Immortus man· 
aged to survive once again. 
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DR. SEBASTIAN GOODMAN 

DEX: 2 STR: 2 Boov: 3 
}JloT: 6 W1u.: 5 MIND: 3 
lsn: 3 AURA: 2 SPIRIT: 2 
INITIATIVE: 11 HERO P OINTS: 26 

SKILLS: 
Scientist: 7, Gadgetry: 5, Scholar 
(psychology): 6, Medicine: 6 

CONNECTIONS: 
U.S. Government (Low), 
Underworld (Low) 

MOTIVATION: Psychopath 
WEALTH: Affluent 
J OB: Psychiatrist, College Professor 
RACE: Human 

BACKGROUND: 

Sebastian Goodman was an eminent 
professor of psychology at the University 
of California, as well as the head of a top 
secret government funded think tank 
that dealt with matters of psychological 
warfare. 

Goodman and Niles Caulder were cor
respondents and Caulder often appeared 
as a guest speaker at Goodman's think 
tank. The two men had a warm but casual 
relationship. 

Some time ago, Goodman's wife and 
children died during a battle between 
Green Lantern and his foe Major Disaster. 
This tragedy threw Goodman into a deep 
depression from which he seemed unable 
to climb out. He slowly gave up his duties 
at the University and resigned from the 
think tank. Six months later, he left Cali
fornia. 

The death of his family left Goodman 
with a deep and abiding hatred of 
powered heroes. He became obsessed on 
the subject while still in California, and 
during the t ime he was underground, he 
started to formulate his revenge on all 
heroes. Goodman had once reviewed a 
top secret paper written by Caulder 
concerning the public's acceptance of 
heroes in society. In his paper, Caulder 
had outlined a theoretical experiment 
involving the sublimation of the ordinary 
population by a small group of powered 
individuals. 

Goodman implemented Caulder's ex
periment in the small, remote Ozark 
Mountain town of Highland Hollows. He 
utilized a group of artificially powered 
villains, selected from the ranks of his 
psychiatric patients to terrorize the 
populace. He planned to use the doctored 
results of this experiment to prove his 
case to the world that costumed heroes 
should be outlawed. 

A government intelligence agent got 
word of Goodman's work to the outside 
world, and the Doom Patrol was alerted 
to what was happening in Highland 
Hollows. Although the group did not 
know who was behind the plot, when 
Celsius heard the nature of the menace, 
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she believed that the perpetrator was the 
creator of the experiment, Niles Caulder. 
The Doom Patrol traveled to the Ozarks, 
where they encountered Goodman's vil
lains and destroyed his scheme. 

Or. Goodman died in the final en
counter, killed by one of his own former 
patients. 

KALKI a1io.s Dr. Ashok Des4i 

DEX: 7 
INT: 12 
INFL: 9 
INITIATIVE: 

POWERS: 

STR: 4 Boov: 5 
W1u.: 10 MIND: 12 
AURA: 9 SPIRIT: 8 

28 HERO PorNTS: 86 

Dimens ional Travel: 20 
SKILLS: 

Charisma: 7, Gadgetry: 10, Medi
cine: 8, Occultist: 4, Scholar (bio
logy): 9, Scientist: 15 

EQUIPMENT: 

Containment Suit 
DEX: 0 STR: 0 Boov: 9 
INITIATIVE: 0 HERO POINTS: 0 
CHARGES: 40 
Cosr: 247 HPs+$34K 

POWERS: 
Bio-Energy Blast: 9, Claws: 6, 
Magnetic Control: 10 

LIMITATIONS: 
If Kalki's Containment Suit is 
destroyed, he is automatically sent 
to the "demon d imension." 

OMNI-GADGET (2) 
CI.ASSA:. 7 
CLASSB: 7 
CLASSC: 7 
CHARGES: 15 
CoST:*Hrs +$2100 

NOTE: Kalki's Omni-Gadgets are 
built into his Containment Suit. 

Flight Chair 

DEX: 0 Sm: 7 Boov: 9 
I NITIATIVE: 0 HERO POINTS: 0 
CHARG~: 35 
CosT: 367 HPs + $36K 

POWERS: 
Bio-Energy Blast: 11, Flight: 9 

LIMITATIONS: 
Power: Dimensional Travel is limited 
to sending its target to the "demon 
d imension." 

CONNECTIONS: 
Medical Community (Low), 
Religious fanatics (High) 

MOTIVATION: Psychopath 
WEALTH: Affluent 
J OB: Would-be God of Death 
RACE: Human 

BACKGROUND: 
Born in India, Ashok Desai was a 

brilliant Oxford-educated biochemist in 
Calcutta. By the time he graduated from 
Oxford with his doctorate, Desai had 
gained fame in the field of molecular 
biology. After several years of further 
study in England, Desai returned home to 
India. He was appalled by the disease he 
saw in his native land and decided to 
apply his knowledge to eradicating all 
disease. Only once during the next decade 
was he lured from his work, by a young 
woman he loved deeply. But he returned 
to his work with a vengeance after his 
young wife died in childbirth. He blamed 
the child, Arani, for his wife's death and 
left his daughter in the care of servants. 

Several years later, a young American 
doctor, in .ndia with the Peace Corps, Dr. 
Niles Caulder, came to work with Desai. 
With Caulder's efforts aimed at discover
ing the genetic cause of death, they 
complemented one another's work and a 
friendship began to develop. After several 
weeks of collaboration, Desai believed he 
had found the answers he sought. 

Unwilling to risk another life testing hjs 
formula, Ashok Desai used himself as a 
guinea pig. The serum he had created 
altered his genetic structure, transform
ing his body in an instant mutation in 
ways that even Caulder's genius could not 
explain. Desai was t ransformed into a 
living gateway to a dimension inhabited 
by evil creatures seeking escape into our 
plane of existence. Caulder fashioned a 
containment suit that held the other
dimensional demons at bay. The effects of 
the serum continued altering Oesai's 
body, twisting it and ultimately affecting 
the scientist's mind as well. 



Desai began with a handful of faithful 
servants who helped him disappear from 
view and who believed, as Desai did, that 
he was the incarnation on Earth of the 
Hindu god Kalki, who the teachings say 
would appear at the end of time to bring 
destruction to Earth. These few grew into 
hundreds as tales of his power over other
worldly demons spread. 

With that growth came power and 
wealth with which he would attempt to 
fulfill the ancient Hindu teachings. He 
created a satellite that would blanket the 
planet with deadly energies to end life as 
was foretold. The Doom Patrol was drawn 
into the plot when Kalki sought out its 
leader, his daughter (now known as 
Celsius), to witness his triumph. In the 
final battle, Kalki apparently fell victim to 
his own power when his inner demons 
drew him through the warp in his own 
body. 

Kalki's final fate is unknown. 

MR. 104 alwJoltn Dubro\111v 

DEx: 6 Sn: 3 Boor. 5 
INT: 6 Wau.: 4 MINI>: 4 
lrm.: 3 AURA: 3 SPtm: 3 
INITIATIVE: 15 Hao POINTS: 50 

POWERS: 
Molecular Chameleon: 10, Trans
mutation: 15 
NOTE: Mr. 104 does not need to 
touch a substance to use Molecular 
Chameleon to duplicate it. 

SKILLS: 
Scientist: 6, Scholar ( molecular 
engineering): 6 

CoNNECTIONS: 
Task Force X (Low) 

MOTIVATION: Mercenary 
WEALTH: Affluent 
J OB: Engineer 
RACE: Human 
BACKGROUND: 

John Dubrovny knew that people 
thought of him as just an average guy, 
plodding along and doing just enough to 
get by. He became determined to show 
them that he was well above average. 
While his colleagues relaxed at home, he 
worked nights on a project of his own, 
based on the belief from ancient alchemy 
that elements could be trans muted, as in 
turning lead into gold. 

In the course of his experiments, Dub
rovny was exposed to the rays from the 
transmutation device he had created and 
found himself transformed into an amal
gamation of the very elements he sought 
to manipulate. Much to his astonishment 
Dubrovny found he could become any 
one, or a combination of several, of the 
103 known clements at will, complete 
with all their properties. Adopting the 
number of elements then known as his 
name, Mr. I 03 embarked on a life of crime. 

Mr. 103's criminal activities soon 
brought him to the attention of the Doom 
Patrol and the scientific genius of the 
Chief. The so-called Atomic Criminal gave 
the Patrol a difficult fight until the Chief 
discovered a way to neutralize Dubrov
ny's power and Mr. 103 was captured. 

Mr. 103 eventually developed an 
immunity to the Chiefs weapon and 
escaped, going into hiding to do further 
research into his powers and condition. 
This research was underwritten by Nich
olas Galtry (see individual entry), legal 
guardian of Doom Patrol member Gar
field Logan (a.k.a. Beast Boy). Once again, 
the Doom Patrol defeated Mr. 103, and 
this time the villain was dissipated into 
thin air and presumed dead. 

John Dubrovny survived, however, drift
ing aimlessly through the atmosphere as 
a collection of loose atoms until he 
encountered a powerful upper atmos
pheric electrical storm that reformed 
him. Now calling himself Mr. 104 (having 
added an additional -element to his reper
toire since his return), he sought out Cliff 
Steele and Gar Logan to exact his 
revenge. Mr. 104 almost succeeded in 
defeating his foes until Changeling's 
rudimentary knowledge of chemistry 
brought about yet another defeat. 

Mr. 104 was taken into custody and 
placed in the special holding facility for 
powered criminals in Belle Reve Federal 
Prison in Louisiana to serve his sentence. 
He was eventually released to assist the 
government-backed espionage team, the 
Suicide Squad, for a mission in South 
America 

Mr. 104 died during the course of that 
mission. 

REACl'RON olln.t $gl. ,\lardn K"'1l 

DEX: 7 Sn: 6 BoDY: 15 
brr: 5 Ww.: 4 MIND: 4 
Irm.: 3 AuRA: 2 SPutrr: 2 
(NJTIA11VE: 15 ffERo PolN'1'8: 65 

POWERS: 
Starbolt: 20, Energy Absorb
tion: 10 

SKILLS: 
Military Science: 3, Weaponry: 3, 
Vehicles: 3 

LIMITATIONS: 
Power: Energy Absorbtion only 
works on nuclear radiation and 
similar energy types. 

CoNNECTIONS: 
U.S. Army (Low) 

MOTIVATION: Seeks Revenge 
WEALTH: Struggling 
JOB: Soldier 
RACE: Human 
BACKGROUND: 

Martin Krull was a career soldier, 
having enlisted in the Marines at the 
outbreak of the Korean War. After the 

war, Krull's unit was assigned to observe 
hydrogen bomb tests at Eniwetok Atoll in 
the Pacific. Krull was one of hundreds of 
American military personnel placed with
in miles of the exploding devices, a 
common practice during the tests of the 
day. 

Krull later served as a boot camp drill 
instructor. He requested active duty in 
Viet Nam in 1966 and served three tours 
of duty there. During his final tour, 
Corporal Joshua Clay served in his squad 
as field medic. Krull resented Clay's popu
larity with the men and grew to hate the 
young medic. Krull seemed to take 
pleasure in making Clay's life miserable. 
Clay, however, never rose to his superior's 
baiting. 

On a search and destroy mission in the 
jungle, Krull instigated a massacre of a 
village of innocent peasants. The stress 
and horror of this situation awakened a 
latent power inside Clay, which he used to 
strike Krull down. Clay believed his power 
had killed Krull and fled. 

Krull, however, survived the attack but 
he was not unchanged. Clay's power blast 
had unleashed a power of his own: the 
result of his repeated exposure to the 
various nuclear devices a decade and a 
half earlier. 

Krull gained the ability to contain and 
control all manner ofradiated energy, his 
entire body serving as a walking nuclear 
reactor. In order to maintain the stability 
of his body's energy level, government 
authorities provided him with control 
rods and a special outfit to contain any 
hazardous radiation. 

After over a decade in government 
custody, where he underwent continuous 
study and observation, Krull escaped and 
struck out on his own, using the code
name Reactron. By this time, the new 
Doom Patrol had formed and a chance 
sighting of a newspaper photograph of 
Tempest revealed the face of his old foe, 
Joshua Clay. 

Reactron set out to find Tempest and 
kill him. The Doom Patrol became involved 
in the battle, as did the heroine called 
Power Girl, who assisted in the defeat of 
Reactron. He was taken into custody and 
sentenced to Belle Reve Federal Prison in 
Louisiana. 

Later, Larry Trainor broke Reactron 
out of prison to help the former Negative 
Man regain his negative energy powers 
from Negative Woman. Reactron accom
plished the mission, but the negative 
energy was too much for him to contain 
and the overflow of radiation caused him 
to implode. His body eventually reformed 
and he was recaptured before regaining 
consciousness. 

Reactron was returned to Belle Reve, 
where he remains today. 
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SHRAPNEL Ol&4$ Morlc Woll/4-

DEX: 7 Srn: 8 Boov: 12 
b.T: 6 W1u.: 4 MIND: 4 
hn: 4 AL'RA: 3 SPIRIT: 3 
Ism.um;: 17 HERO Pol~TS: 50 

POWERS: 
Self Link/ Bomb: 12, Self Link/ 
Projectile Weapons: 8 

KILLS: 
Thief: 3, Military Science/ Demoli
tion: 3, Scholar: 2 

CONNECTIONS: 
Underwor ld (Low) 

Mcrr1vAT10 : 
Mercenary/ Seeks Revenge 

WEALTH: Struggling 
J OB: Assassin 
RACE: Strange Humanoid 
BACKGROUND: 

Mark was the only son of widower 
Walter Williamson, the midwestern 
regional director of research and devel
opment for Amalgamated Services Inc. 
Walter's duties kept him too busy to 
devote much time to Mark. 

Mark was a straight A student, captain 
of his football team and president of his 
class. The young man worshipped his 
father and even seemed to understand 
the elder Williamson's devotion to his 
work in exclusion to Mark. 

One Saturday in 1979, during Mark's 
enior year at Northwestern University, 

he went to nearby Chicago to pay a 
surpri e visit on his father. He found 
Walter at the laboratories of Amalga
mated Services, where Williamson was in 
conference with his s uperiors on a matter 
both top secret and illegal. 

Amalgamated acted as legitimate cover 
for the organizat ion's true, c riminal 
intentions. When Mark was discovered 
and it was learned that he had overheard 
the details of their conspiracy, William-
on·s superiors realized they had no 

choice but to either kill Mark or otherwise 
prevent him from revealing their secret. 

Williamson voiced no objections to 
the e plans despite Mark's pleas for help. 
\fark was taken away and transported to 
an Amalgamated Services facility in 
Colorado. Rather than killing him out 
ridlt. the scientists decided to use t he boy 
a.:. a human guinea pig for their exper
unents in genetic engineering. Much to 
thell' urprise, Mark survived the t rans
formation they put him through and he 
~merged as the mutated being known as 

rapnel. This transformation took sev
..n.J painful years. 

lark had become a being entirely com
phed of hundreds of separate pieces of 

"ln metal, each piece acting like the 
mcfo.'ldual cells of a biological body. The 
rondomerauon of all these razor sharp 

created the whole of Shrapnel 
rapnel was able to release the scales 

's.:n:uiarl~. in groups, or by exploding his 

whole body. The scales new as fast as 
bullets and Shrapnel was able to maintain 
control of their night. After they hit their 
target, Shrapnel was able to recall all the 
pieces and reform himself. The unique 
and unknown bio-metallic structure of 
his body fed off elements in the blood of 
his victims. 

Mark survived his ordeal by focusing his 
agony and rage on his father. He dreamed 
of the day he would be free of this tor
ment, return to face his father and make 
him pay for his betrayal. Shrapnel even
LUally escaped Amalgamated's custody, 
kilJing most of the men responsible for his 
transformation in the process. 

Shrapnel went to California where he 
established himself as an ass&Min for 
hire. His first assignment came from 
Amalgamated Services itself wh n, un
aware of the true identity of the man t l\,ey 
had hired, he was sent to Kansas City to 
kiJI a company employee who jeopardized 
one of t heir current criminal operations. 
Shrapnel's target was Walter Williams<>p. 

Shrapnel's a rrival in Kansas City was 
anything but unnoticed, his presence, 
terrorizing the city and setting the police 
on a massive manhunt. The Doom Patrol 
was called in by the authorities to help 
capture Shrapnel, who was responsible 
for the deaths of several police officers. 
Despite t hese obstacles, Shrapnel was 
able to fulfill his contract and kill his 
father. 

He escaped from the Doom Patrol after 
seriously iajuring Celsius in combat. 
Shrapnel remains at large, his where
abouts unknown. 

DEX: 3 STR: 4 BoDY: 5 
INT: 7 W1u.: 5 MINI>: 6 
Im.: 4 A URA: 3 8PnuT: 3 
INmA'MVE: 14 ( 19) HEio Ponm: 65 

SKILLS: 
Martial Artist: 5, Spy: 6, Thief: 6, 
Military Science: 7, Veh icles: 7, 
Ch ar is ma / Inte rrogation: 5 , 
Weaponry: 7 

EQUIPMENT: 

Luger 
DEX: O STR: 0 Boov: 1 
INmATIVE: 0 HERo PolNJ'S: 0 
CHARGES: 11 
Carr: 31 HPs + S80 

POWERS: 
Projectile Weapons: 3 

LIMITATIONS: 
Miscellaneous: General Zahl is 
forced to wear a neck brace due to 
an injury he sustained in a battle 
with the Chief years ago. 

CO NECTIONS: 
South American Nazis (High) 
Madame Rouge (High) 

MOTIVATION: Power Lust 
WEALTH: Affluent 
J OB: Nazi 
RACE: Human 
BACKGROUND: 

As commander of a Nazi U-boat during 
WorJd War II, Ca~tain Zahl proved him
self a old bl ed ruthless killer, 
achieving t e highest nu ber of kills of 
any commander in the Gennan>-Oeet. 

Zahl escaped capture by the Allies after 
the fall of the Third Reich and Oed to 
Argentina. There he estabHahed him8elf' 
as a mercenary and was soon h out 
his services to the highest bidder in armed 
conflicts around the world. Zahl first me 
Niles Ca der during the course of one 
such operat n, and in the conflict that 
followed, the German mercenary was 
defeated. lajuries he sustained in the 
battle caused him to be confined to a 
special supportive metal neck and back 
brace. 

Zahl's injuries forced hiQl into retire
ment for many years. When ne id finally 
return, he stayed clear of Niles Caulder 
and his Doom Patrol until he was sought 
out by Madame Rouge as an ally to be)p 
destroy Zahl's old foe. 

Zahl joined with Rouge and the two 
were able to force the Doom Patrol to its 
remote island base, where the heroes 
~e t rapped and finally destroyed. 

Rouge and Zahl, who had now assigned 
mself the rank of General, continued 

tneir criminal partnership and were still 
together years later when Robotman and 
the New Teen Titans came searching for 
t he"\ 

General Zahl died in that final encoun
ter w~n bullets he shot at Robotman 
were deflect d back upon himself. 



---- -- -- -- - - - -- --- -- --- -- -- -- - -
CLAWS 

LlNK: DEX 
TYPE: Standard 

RANGE: Touch 
BASE COST: 15 

---

CLAWS allows Characters to make attacks with edged or 
sharpened weapons, whether natural defense (teeth, tusks, 
spines, etc.) or manufactured blades. The APs of the Power are 
treated as STR for cutting materials. 

DIMENSION TRAVEL 
LINK: AURA 
TYPE: Standard 

RANGE: Normal 
BASE COST: 65 

DIMENSION TRAVEL enables a Character to t ravel between the 
various dimensions. In the DC Universe, these are separate 
planes of being that parallel one another but do not connect. A 
Character with this Power can manipulate the dimensional 
portals in one of three ways: 

Banishment: Dimension Travel can strand a target in a 
dimension of the attacker's choice. After the attacker chooses 
the dimension to which s/ he is attempting to send the target, 
make an Action Check using the APs of Dimension Travel as the 
A V/EVand the target's I NFL/ SPIRIT as the ov / RV. If the RAPs are 
greater than or equal to both the target's SPIRIT and the Travel 
Value of the dimension (see following), the banishment is suc
cessful. The banished Character cannot return on his or her own 
initiative, unless s/ he has the Power of Dimension Travel as well, 
ands/ he rolls successfully against an OV / RV equal to the RAPs 
of the banishing roll. 

A banished Character or object cannot have a weight or 
volume greater than the APs of the banisher's power. Assume 
that the INFL and SPIRIT of any inanimate object (with no 
Mystical Attributes) are equal to zero. 

Summoning: Dimension Travel can pull a Character or object 
from another plane onto the user's own. If the target is unwilling, 
the OV / RV of any such attempt is equal to the target's 
INFL/ SPIRIT. The RAPs of the roll must equal or exceed both the 
target's SPIRIT and the Travel Value of the dimension from which 
the target comes. If the target is willing or inanimate (with no 
Mystical Attributes), the OV / RV is simply the Travel Value of the 
dimension, and positive RAPs indicate success. 

A banished item or Character may not be summoned onto the 
plane from which it was banished unless the summoner can 
make a successful Action Check (i.e. receive positive RAPs) 
using his/ her Dimension Travel APs as the AV / RV and the RAPs 
of the banishing roll as the OV / RV. 

Traveling Dimensions: Make an Action Check with an AV / EV 
equal to the Character's APs of Dimension Travel, and an OV / RV 
equal to the Travel Value of the target dimension. One or more 
RAPs indicate success. The traveler may bring willing com
panions along, but they must be within 0 APs of distance and 
their total combined weight in APs cannot exceed the APs of 
Dimension Travel. 

Each dimension described following has its own Travel Value 
reflecting the difficulty of gaining entrance. Note that there are 
an almost unlimited number of dimensions in the DC Universe, 
and GMs are encouraged to fill in planes of their design. 

Earth Dimension includes not only the planet Earth, but all of 
the other planets, solar systems, and galaxies as well. Most of the 
DC heroes are found in this dimension. Travel Value: 2 

-- --- -- -- -- - -- ----
The Land of the Homo Magi lies on a plane just slightly 

removed from Earth and is the home of the ancestors of 
Zatanna. Travel Value: 4 

Earth-C is a dimension whose inhabitants resemble "funny
animal" cartoon characters. It is the home of Captain Carrot 
and his Amazing Zoo Crew. Travel Value: 6 

Gem.world is a magical world under the protection of the 
princess Amethyst, a Lord of Order in human guise. It is also the 
birthplace of the evil wizard, Mordru. Travel Value: 8 

Limbo is, for the most part, a huge empty space. It is totally 
devoid of any kinds of native life. Limbo is best known for being a 
good place to banish people you don't like. Travel Value: 8 

TheDomainofthelhrdsofOrderis a vast plane of white light. 
The Lords of Order live here (hence the name), and usually 
severely punish any trespassers. Travel Value: 16 

The Demon Prison Dimension is a pocket dimension within 
which the Lords of Order imprisoned most of the ancient 
demons. It is a very foul, horrible realm filled with fire, 
brimstone, and boiling lava. From time to time, the demons 
travel from here to other dimensions, but the magic of the Lords 
of Order prevents them from entering the Earth dimension. This 
makes them particularly hostile towards any Earth people who 
invade their realm. Travel Value: 16 

GLOW 
LINK: STR 
TYPE: Automatic 

RANGE: Normal 
BASE COST: 10 

GLOW allows a Character to produce a steady source of 
illumination. The APs of the Power are the brightness of the 
glow. For every AP of distance from the light source, brightness 
decreases 2 APs; if Glow is 5, a Character standing 3 APs (80 
feet) away would not be able to perceive the light and would be 
in darkness. Zero APs is about the same illumination as a ten 
watt lightbulb. The following table gives some rough approx
imations of brightness for certain APs of Glow. 

APs equivalent brightness 
n t!@tt 
living room lamp 

_....,noo ..... lam 
street light 
t eatre roJector 
noon sunlliht 
lightning 

p..;;__....;n:;.;..u=c=l.;:;.cear bomb 

PROJECTILE WEAPONS 
LINK: STR 
TYPE: Standard 

RANGE: Normal 
BASE COST: 15 

PROJECTILE WEAPONS allows a Character to fire projectiles at an 
object. It is most often used as a Gadget Power. For example, a 
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submachine gun has 6 APs of Projectile Weapons enabling it to 
fire bullets; but a Character based on a porcupine could use 
Projectile Weapons to throw his/ her quills. The APs of the Power 
are the EV. A Character may substitute his/ her DEX for the AV. 
Projectile Weapons is not used for the AV of an Action Check: any 
weapon without a DEX has an AV of 0. 

Most Projectile Weapons have a range, as s tated in the 
Player 's Manual. Unless otherwise determined, find the range 
ofa weapon bysubtracting3 from the APs of the Power for short 
range, and adding l to the APs of the Power for long range. 
Medium range is in between the two figures. 

Weapons are always used at full power and may not be 
reduced in STR. Because of this restriction, a Character or 
Gadget using the Projectile Weapons Power is entering Killing 
Combat unless the Character declares a Trick Shot. 

REFLECTION/DEFLECTION 
LINK: WILL 
TYPE: Automatic 

RANGE: Self 
BASE COST: 15 

REFLECTION/ DEFLECTION allows a Character to redirect an 
attack aimed at him/ her. Use of the Power involves both 
movement and power, and therefore immobilizes the user once 
s/ he is in position. 

First, the Character makes a movement action to adjust 
his/ her body for the best angle of deflection. Second, the 
Character can normally deflect up to two attacks. 

DEFLECTION is the automatic component of the Power. How
ever, the user may choose to redirect the incoming attack to a 
new target. 

REFLECTION, the redirecting of the energy, is a two-part 
Standard Attack. The AV / EV of the reflection attempt is the APs 
of the Power, and the OV/ RV is the APs of the incoming attack. 
Any positive RAPs indicate a successful deflection. To determine 
if the deflected energy hits the target to which it was reflected, 
use the RAPs generated by the deflection (up to equal the 
original APs of the attack) as the new AV / EV for the reflecting 
Character's attack. The OV/ RV of the reflection's target is 
determined as usual. RAPs of damage from the reflection are 
taken from the attribute appropriate to the original attack: For 
instance, if a Mind Blast was reflected, the damage would be 
subtracted from the target's MIND. 

Hero Points may be spent by both sides to affect the outcome 
of a reflected attack, and multi-attacks may be made with the 
appropriate penalties. 

SELF LINK 
LI K: Variable 
TYPE: Automatic 

RANGE: Self 
BASE COST: 25 

SEL.F LINK is not a specific Power, but rather the ability to vary 
the standard effect of a Power. Self Link allows a Character to 
assume an actual form related to the Power that is linked to the 
Self Link. 

The Base Cost for the original Power and Self Link to that 
Power must be paid as one combined price upon initial 
purchase. APs must be purchased separately for each but not 
necessarily at the same time. 

Powers that can be Self Linked are as follows (GMs may allow 
others at their own discretion): 

PHYSICAL: Acid, Bomb, Darkness, Flame Being, Flash, Fog, Icing 
and Starbolt. 

MEl\'TAL: Air Animation, Earth Animation, Flame Animation, 
Ice Animation, Warp and Water Animation. 

MYSTICAL: Lightning, Plant Growth and Transmutation. 
A Character who takes Self Link/ Transmutation will be able 

to alter the elemental composition of his body at will, while a 
Character with Self Link/ Warp is a living space warp. The APs of 
Self Link indicate the speed a Character can travel in his/ her 
base Power form, the APs of times/ he can stay so transformed, 
and the APs of effect for attacks with a Range of Touch. 

Example: A Character wishes to be a living bolt of electricity. 
S/ he pays the Base Cost of I 0 for Lightning and 25 for Self Link. 
S/ he then pays for 5 APs of Lightning and 7 APs of Self Link. S/ he 
can now touch a person to do 7 APs of electrical damage, or 
attack at a range of 5 APs. In his/ her lightning form s/ he can 
travel 7 APs per phase and can stay transformed for up to 7 APs 
of time. 

When invoking the Self Link, the Character also acquires 
whatever weaknesses are inherent in the form: -4 Column Shifts 
against opposed elemental forces (i.e. water/ice versus fire, or 
fire/ air versus earth). Wind attacks act in a similar manner 
against Self Linked Fog Characters, while Self Linked Flash 
Characters could be automatically deflected by mirrors and 
opaque energy fields. The GM should feel free to judge any 
additional results as appropriate. 

A Character gets no extra Hero Points for Limitations or 
Vulnerabilities that s/ he would normally be susceptible to in a 
particular Self Linked form; s/ he has to take the good with the 
bad. The GM should also put what s/ he feels are reasonable 
upper limits on the APs of certain types of Self Link. 

Powers that are Linked to Attributes may not also be Self 
Linked. 
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-- ---- --- - - -- - - -- ---- --- -- --- -- -- -- -- - -- - -- -- -- -- - -- - - -= -==-- - -
Deep Space, 100 Millennia Ago 

Two intergalactic empire~ arc locked in a fierce 
struggle for universal domination. \ ·ast starfleets 
comprised of mor<' than one billion n•ssels. the product 
of resources strip-mined from more than a hundred 
thousand worlds, slam dance acros~ the spacelanes 
and careen their way throu~h the stars and planetoids 
that compose the battlefield of space. Voices of count
less innocents merge into a single penetrating scream 
beneath tlw might of ~un batteries as powerful as 
millions of neutron bombs. nudear warheads, and 
nerve gas canisters all tightly bundled together. The 
excuses for the <'Onflirt have bc>c>n forgotten for gener
ations. Compa.'>sion having been identified as a trait of 
··non-vi<:tors" and eliminated from the collective psyche 
of the two warring t•mp1rcs long ago by their computer 
"generals," the chances of a peaceful settlement arc 
almost non-<•xistcnt 

PLANET EARTH, THE PRESENT DAY 

------= -=== -= -==-
After forty thou and yc>ars of conflict. a peck of a 

star syst<'m m the Western Spiral Arm oft he Milky Way 
Galaxy suddenly comes to the attention of the 
combatants and acquires an odd strategic s ignificance. 
In order to insure that its enemy is unable to exploit 
th<' vast oceans and rich natural deposits found on the 
system's third planet, one of the warring powers 
constructs a sec ret unmanned missile platform 
b<>ncath the crust of the planet's moon. The missile 
platform is programmed to automatically launch its 
payload, effectively gutting the entire planet, should 
any large space vessel come within a certain radius of 
the third planet or its neighbors. A f cw years later, the 
coursc> of the war bends away from the hapless star 
system just as suddenly as it came, with the trap 
lurking below the moon's surface still unsprung. 

--



Mr. Hawkins is unaware that Jack Hess also leads 
another life, a secret life. In addition to hosting the 
nation's most popular public affairs talk show, Hess 
heads an international black market arms cartel 
known as The Conclave, which sees to it that some of 
the world's less scrupulous organizations and dime-a
dozen dictators are well suppUed with munitions and 
supplies. Hess realizes a healthy profit from his 
dealings with The Conclave, but he isn't really in it for 
the money. No, Jack's in it for the fun. He sees the world 
as a giant canvas and himself as a struggling artist. His 
medium is devastation. His sense of great a rtistic 
achievement comes from the largest wars he can ignite, 
the most insufferable cataclysms he can usher in, and 
the bloodiest revolutions he can supply. 

Moment by Moment, his PBS talk show, is one of 
Hess' most important tools as an arms dealer. He uses 
the program to stir up political concern and public 
outrage. Its amazing popularity has given him a great 
deal of clout in certain political circles, and has won 
him a position ofrespect in the hearts of the American 
public. A well-timed expose or hard-hitting interview 
has led to more than one hefty sale for The Conclave. 
For instance, Hess recently ran a series of special 
reports on the state of Quraci terror ism that so 
outraged his sizable audience that the President was 
forced to step up his campaign against Qurac and 
Congress was urged to provide additional anti
terrorist funding. All of this resulted in a retaliatory 
campaign of terror by Qurac and its allies, which led to 
increased sales for The Conclave, and a new Ferrari 
Berlinetta Boxer for Jack (his fourth ). 

It just so happens that the Quracis were forced to 
default on some of the payments owed The Conclave 
after this particular sale (for once the American anti
terrorist campaign hurt). Normally, such a turn of 
events would be disastrous. The Conclave has powerful 
geopolitical influence and is owed enough favors by 
high ranking government officials worldwide to make 
things very difficult for t he tiny Middle Eastern nation. 
In this case, however, the Quracis were able to come up 
with an acceptable alternative. In exchange for the 
balance due on their account, they offered The 
Conclave a strange object which had entered the 
Earth's atmosphere and landed in the Quraci desert. 
The object, believed by the American and Soviet 
tracking stations that picked it up just before it 
entered Earth's atmosphere to be some sort of alien 
space probe, was Ukely to hold secrets of enormous 
interest to The Conclave, so Hess eagerly accepted the 
Quracis' offer. 

Hess did not regret his decision. The scientists he put 
to work analyzing the object discovered a great deal. 
They learned that the object was launched from the 
moon and made use of technology fantastically 
advanced over any found on Earth. The scientists also 
concluded that the object was some sort of targeting 
probe which was meant to land at a target site 
(allegedly somewhere on Earth) and send out a signal 
that would allow a very large weapon to home in on the 
probe, guiding the weapon right to its target. Appar
ently, the weapon which was to follow the probe 
malfunctioned and was not launched. The probe was 
determined to be several hundred thousand years old, 
and also seemed to have problems functioning. 

-- --=--

- - · -=----=-

All of this excited Hess. The evidence indicated that 
the probe must have been launched from some sort of 
secret alien base hidden on the moon for eons. Jack 
decided t hat the weapon which was to follow the probe 
was likely to be on the moon as well, still hidden,since 
the alien technology used to construct the probe was so 
fantastic, the weapon was bound to be equally fan
tastic. With such a weapon Hess could level nations, 
maybe even destroy the world itself! Hess decided he 
had to have such a weapon, at all costs. 

The probe is a remnant of the secret base built on the 
moon during the intergalactic war many millennia ago. 
Over hundreds of thousands of years, the systems on 
the base slowly deteriorated, and the tracking system 
designed to activate the launch mechanism and the 
launching circuitry itself were extensively damaged. A 
recen t malfunction activated the targeting system, 
rocketing the probe earthbound into the Quraci desert. 

Player Characters 
This adventure is specifically designed to allow 

Players to play the roles of the newly re-formed Doom 
Patrol: Celsius, Tempest, Robotman, Negative Woman, 
Lodestone, and Blaze. If there are fewer than six 
Players available, the GM should eliminate Blaze and 
Lodestone from the list of available Player Characters 
( in that order). In no case should the adventure be 
attempted by fewer than four heroes. All of the game 
statistics for the heroes of the Doom Patrol can be 
found in the accompanying.DoomPatrolSourcebook.In 
order to make the adventure compatible with other 
hero groups, GMs are advised that four to six heroes 
generated using 1000-2000 Hero Points will work best. 
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- - - ---- ----- - - -- - - ---- -- - --==== -=== --- -- -- -- - -- - - - - -- - - - - -
ADVENTURE TIMETABLE 
DAY 1 (THURSDAY, MAY 19) 

12:00 Noon Conclave Assassins attack (En-
count.er 1 ). 

1 :00-3:00 PM Doom Patrol should confront 
Candioni at ball game (Encount.er 
2), then proceed to Candioni's 
mansion (Encount.er 3). 

9:00 PM Watkins arrives at drop point 
(Encount.er 4); the heroes should 
either confront or follow him 
(Encount.er 5, Encount.er 6). 

10:00 PM- Watkins' ambush (Encount.er7), or 
12:00 midnight Watkins shows heroes where The 

Conclave's regional base is located 
(Encount.er 8). 

12:00 midnight Most likely time that heroes will 
arrive at Conclave base (Enconnt.er 
9). 

DAY 2 (FRIDAY, MAY 20) 

10:00 AM "Lucky" Louie Candioni is killed, 
heroes may investigate the scene of 
the crime (Encount.er 10). 

Moonshot concerns Jack Hess' attempt to get his 
hands on the ancient alien weapon hidden on the 
moon. In order to do so, he is planning to steal one of 
two new commercial space shuttles which have been 
put into operation recently in Kansas City by the 
Sunderland Corporation, a huge international con
glomerate. With the shuttle, Hess and his men will 
proceed to the moon, where they will attempt to find 
and penetrate the alien base hidden on the moon's 
dark side, enabling them to salvage the alien weapon. 

What Hess does not realize is that The Conclave has 
recently attracted the attention of certain high
ranking officials in the U.S. Intelligence Committee, 
among them Niles Caulder ( a.k.a. the Chief). Caulder is 
convinced that The Conclave is up to something big, 
and has devised a plan to crush the organization with a 
minimum of government involvement. He recently 
ordered government agents to intercept a Conclave 
arms shipment and plant evidence on the scene 
implicating the heroes collectively known as the Doom 
Patrol. This evidence will lead The Conclave's officials 
to believe that the the Doom Patrol was responsible for 
the hijacking, resulting in an all-out Conclave assault 
on the Doom Patrol. Because of his past association 
with the group's members, Caulder has a great deal of 
confidence in the Doom Patrol and is reasonably 
certain that once attacked, its members will do every
thing in their power to discover the source of their 
assailants' power and crush it once and for all. Hess will 
be in quite a hurry to eliminate the Doom Patrol. He will 
not want conflict with the group to interfere with his 
plans to steal the shuttle and travel to the moon. 
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11 :00-3:00 PM 

6:00 PM 

9:00 PM 

11:00 PM 

DAY 3 

5:00-6:00 AM 

7:00 AM 

(All times on 
guidelines.) 

Heroes may track down Arsenal 
battlesuit (Enconnt.er 11 ), and visit 
The Conclave's base (Encount.er 9) 
if they have not already done so. 
Hess and VonLaub arrive in Kansas 
City 
Conclave raids Sunderland and 
steals space shuttle two hours 
ahead of schedule after learning of 
the Doom Patrol's visit to its local 
base (Encount.er 12). 
Time that the information found in 
The Conclave's base computer 
listed for the assault on the Sunder
land air base (Encount.er 13). 
(SATURDAY, MAY 21) 

Conclave and heroes should arrive 
on moon, and begin penetration of 
the alien base (Encount.er 14). 
Hess fires the alien weapon and 
destroys the Earth if not stopped 
(Encount.er 15). 

the above chart are only rough 

Encount.er One opens with a group of Conclave 
assassins attacking the Doom Patrol in the heroes' 
Kansas City Headquarters. If the Doorn Patrol 
members defeat their attackers, they can check out the 
assassins' backgrounds, and discover that each of the 
thugs is a former associate of"Lucky" Louie Candioni, a 
local mobster. Running a check on Candioni should 
lead the heroes to the conclusion that the mobster may 
be found attending the Kansas City Rails baseball game 
that afternoon. 

In Encount.erTwo the heroes can proceed to the ball 
game, where they can confront Candioni, who will 
admit that someone hired him to send his boys to "pull 
a number" on the Doom Patrol. Candioni will break 
down and offer the heroes a Conclave phone number 
which he has written down back at his townhouse. 

Encounter Three takes place at Candioni's town
house, where the mobster's men have set up an ambush 
for the heroes ("Lucky'' Louie has an emergency beeper 
which he activated when he was confronted by the 
Doom Patrol at the baseball game). If the heroes take 
care of the ambushers, Louie will give them the 
telephone number of his contact in The Conclave who 
took out the contract on the Doorn Patrol. 

In Encounter Four the heroes can use their special 
equipment to trace the phone number provided by 
Candioni to an empty flat with an answering machine 
set up to receive phone calls. In the apartment is a 
phone log containing various messages and instruc
tions being relayed to The Conclave. If the heroes set up 
surveillance around the apartment, a man will even-



tually come to pick up the messages. The man is 
Michael Watkins, a minor Conclave flunky. The Doom 
Patrol can either confront Watkins ( leading them to 
Encounter Five) or follow him to see where he takes the 
information he picked up ( leading them to Encounter 
Six). 

If the heroes confront Watkins (Encounter Five), 
they may be able to force him to tell what little he 
knows of The Conclave's leadership. Watkins will then 
attempt to make a deal with the heroes: his cooper
ation in their efforts against The Conclave in exchange 
for his freedom. The heroes must then decide whether 
or not to take Watkins up on his offer ( leading them-to 
either Encounter Seven or Encounter Eight). 

If the heroes followed Watkins (Encounter Six) he 
will lead them back to his loft, where they will discover 
a minor clue. Watkins will begin feeding the inform
ation he picked up at the drop point to The Conclave's 
regional headquarters via a computer link-up. The 
Doom Patrol can then confront him in Encounter Five, 
or try to trace down his computer link, leading to The 
Conclave's safe house (Encounter Nine). 

If the Doom Patrol did not agree to his deal, Watkins 
will send the team into an ambush in Encounter Seven, 
where the heroes will find a clue leading them to The 
Conclave's regional base of operations (Encounter 
Nine). If they miss the clue, play goes to Encounter Ten. 

If the Doom Patrol agrees to Watkins' request , he will 
show the heroes where The Conclave's local base of 
operations is located in Encounter Eight, and show 
the team how they might circumvent some of its 
security measures. 

In Encounter Nine the heroes may inflltrate the 
local Conclave base, where they can discover a great 

flObJCHRBt 

deal of clues. They can learn of the alien target probe, 
and details of an operation to take place at Sunder
land. They also have a chance to deduce t hat Jack Hess 
is The Conclave's leader. 

Shortly after the heroes encounter him, "Lucky" 
Louie Candioni is killed by Conclave operatives for 
cooper ating with the Doom Patrol. In Encounter Ten, 
the heroes can visit the scene of Candioni's death and 
learn that Candioni was killed by someone who has 
reactivated the battlesuit of Arsenal, one of the Doom 
Patrol's old enemies. 

In Encounte r Eleven the heroes can attempt to find 
out what happened to the old Arsenal battlesuit, 
learning that t he suit was originally seized by the CIA, 
and later given to The Conclave in exchange for some 
weapons that the black market organization provided 
to certain CIA-backed r evolu tionaries. In this 
encounter the heroes are also given another oppor
tunity to learn the location of The Conclave's local base 
of operations (leading them to Encounter Nine). 

In Encounters Twelve and Thirteen the heroes 
proceed to the Sunderland Corporat ion's regional 
headquarters and confront The Conclave's assault 
force, which has stepped up its timetable in response to 
the Doom Patrol's efforts. Regardless of the heroes' 
actions it is likely that Hess and some of his followers 
will successfully steal the space shuttle and head for 
the moon, forcing the heroes to do likewise. 

In Encounter Fourteen, the heroes must make their 
way to the moon and through the mysterious alien 
missile base, and in Encounter Fifteen they face a final 
confrontation with Hess, who is determined to fire the 
alien superweapon and devastate the Earth. 

............................................ : .................................................................................................................................................................................................. . 

~ncounte1 lead~ to ~ncounter (~) 
One ................................................................................. .. Two, Ten 
Two ...... .... ... ...... .......... ...... . ... ..... ........ ....................... ..... Three, Ten 
Three .......................................... ...................................... Four, Ten 
Four ..... .... ..... ........ ... .... ...... ....... ... ............. ......... ....... . Five, Six, Ten 
Five ............... .... .. ........ .. ....... ... .... ....... .............. ............ Seven, Eight 
Six ................ ... ................. .. ...... ..... ... ....... ... ..... ..... .... Five, Nine, Ten 
Seven ........................ ............ ........... ............ ....... ....... ....... Nine, Ten 
Eight ............... ...... ..... ... ...... ... ............... .... ............ ........... ... ..... Nine 
Nine ............................ ..................................... Ten, Twelve, Thirteen 
Ten ..................... .......... ...... .. .... ...... .... .... .... Eleven, Twelve, Thirteen 
Eleven ........................................ .... ................. ... ..... Twelve, Thirteen 
Twelve ........... ........... ... ....... ... ..... .......... ..... ........ Fourteen, Endgame 
Thirteen .............. .............................................................. Fourteen 
Fourteen .............. ....... ....... . ...... .... ... ......... ......... .. ........ ... .... . Fifteen 
Fifteen .............................................................................. Endgame 
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Listed following are all of the 
necessary decriptions for the Non
Player Characters that figure 
prominently in Moonshot. Assume 
anyone the heroes encounter who 
is not specifically described in the 
text is a normal human, with all 
Attributes rated at 2 APs. For the 
sake of convenience, a ll of the 
important information concerning 
the adventure that the major Non
Player Characters can provide is 
presented in the respective en
counter(s) in which they are likely 
to be Interrogated. 

JACK HESS 
DEX: 5 
INT: 8 
I NFL: 7 
I NITIATIVE: 

SKILLS: 

STR: 3 BODY: 4 
W1LL: 8 MIND: 6 
AURA: 7 SPIRIT: 4 

20 HERO POINTS: 75 

Artist: 4, Charisma: 8, 
Gadgetry: 4, Military Science: 6, 
Scholar (politics): 6, Scientist: 4, 
Spy: 6, Thief: 4, Vehicles: 4, 
Weaponry: 4 

EQUIPMENT: 

Rocket Pistol 
DEX: 7 STR: 0 BoDY: 6 
INITIATIVE: 7 HERO POINTS: 0 
CHARGES:22 
CosT: 144 HPs+S23K 

POWERS: 
Bio-Energy Blast: 10 

LIMITATIONS: 
Hess' Rocket Pistol only fires 
six shots before it must be 
reloaded. Reloading requires 
4 phases. 

Bullet Proof Vest 
DEX: 0 STR: 0 BoDY: 6 
INITJATIVE: 0 H ERO POINTS: 0 
CHARGES: 35 
CosT: 48 HPs + $600 

POWERS: 
Skin Armor: 6 

LIMlTATIONS: 
Catastroph ic Irrational 
Attraction to destruction 

CONNECTIONS: 
Broadcast Industry ( High ), 
Most world governments (High), 
Terrorist organizations (High), 
The Conclave (High) 

MOTfVATION: Nihilist 
WEALTH: Billionaire 
JOB: Talk show host/ Arms dealer 
RACE: Human 

Background 
Jack Hess is a completely self

rnade man, corning from a lower 
middle class family of third gener
ation Slavic immigrants. In his 
youth, Jack worked at a variety of 
odd jobs to put himself through 
Harvard, from which he graduated 
Magna Cum Laude, receiving his 
Master's Degree in Political 
Science. After he graduated from 
Harvard, Hess went to work as a 
reporter for the Washington Post. 
After only three years with the 
newspaper, Hess began a daily 
column of political commentary 
which was so well received that it 
was soon syndicated to over one 
hundred newspapers nationwide. 
Hess' column led to his PBS talk 
show, Moment by Moment, which 
met with unparalleled success, its 
nightly audience estimated to be 
over twenty million viewers. 

While growing up, Hess suffered 
a number of personal catas
trophes. His father accidentally 
killed Hess' mother during a domes
tic squabble while Jack was still 
in high school, and Hess' two best 
friends at Harvard committed 
suicide. 

Hess secretly began running 
guns to Latin America while 
attending Harvard, where he was 
brought into the business by a 
friend who was the son of an 
important military contractor. 
After Hess and his partner had 
made a small fortune off illegal 
arms sales, Hess killed his partner 
and went into business for himself. 
While working as a reporter for 
the Post, Hess secretly laid down 
the basic foundations of the organi
zation that was later to become 
known as The Conclave, a group 

dedicated to spreading black 
market arms sales that is currently 
comprised of several hundred 
agents scattered worldwide. Hess' 
personal fortune is estimated to 
be over one billion dollars, and 
the total contents ofThe Conclave's 
coffers may add up to as much as 
ten times that amount. 

Psychology and Role-Playing 
Ever since the tragedies which 

struck him during his youth, Hess 
has never been the same. He now 
has a dangerous fascination with 
destruction, looking upon devasta
tion as the u ltimate artistic 
medium. Jack revels in the chaos 
he is able to wreak as a powerful 
international arms broker, and his 
unholy "artistic ambitions" seem 
to rise with each of his escapades. 
Since learning of the mysterious 
alien weapon hidden on the moon, 
Hess no longer shoots for anything 
short of the destruction of the 
planet Earth itself. He places abso
lutely no value on any human life, 
even his own. 

Interestingly, Hess is able to 
hide his destructive tendencies when
ever it suits his purposes. Many 
people who have made his acquain
tance describe Jack Hess as a very 
personable, charming individual; 
and he is certainly not without a 
certain charismatic air, which he 
often exploits to his advantage. 
Jack is outgoing, confident and 
colorful. When role-playing Hess, 
try to bring out his charms, unex
pectedly lett ing his cold-blooded 
sadism slip through every once in 
a while. Hess is not above sacrificing 
his own life to achieve his goals, but 
would only make such a sacrifice 
if his own death were to be part of 
some massive cataclysm. 

Hess in the Adventure 
Hess lives in New York City, 

where he writes his syndicated 
newspaper column, tapes his PBS 
talk show, and meets with his 
Conclave advisors. He will not 
arrive in Kansas City until late in 
the adventure and will not play a 
direct role in the proceedings 
until at least Encounter Twelve. Of 



course, Hess' underlings do not 
suspect t hat he is a iming t o de
stroy the planet, although a few 
suspect that their leader is inter
ested in more than just money, and 
may be going somewhat insane. 

"Lucky" LOUIE CANDIONI 

DEX: 3 STR: 3 B ODY: 3 
l NT: 2 W ILL: 2 MtND: 2 
INFL: 2 AURA: 2 SPIRIT: 2 
I NITIATIVE: 7 ( 11) H ERO P OINTS: 10 

SKILLS: 
Martial Artist/ Att. Advantage: 4, 
Weaponry: 4, Vehicles: 4 

EQUIPMENT: 

.45 Pistol 
DEx: 0 STR: 0 BoDY: 1 
I NITIATIVE: 0 HERO P OI m;: 0 
CHARGl::S: 6/ 11 
CoST: 37 HPs+$250 

POWERS: 
Projectile Weapons: 4 

E mergency Signal Beeper 
DEX: 0 STR: 0 B ODY: 1 
INITIATIVE: 0 H ERO P OINTS: 0 
CHARGES: 11 
CoST: 238 HPs + $70K 

POWERS: 
Super Ventriloquism: 13 

CONNECTIONS: 
Organized Crime (Low) 

MOTIVATION: Mercenary 
WEALTH: Millionaire 
J OB: Mobster 
RACE: Human 

Background 
"Lucky" Louie is th e black sheep 

of the internationally known Can
d ioni crim e family. When his 
father, criminal kingpin Vincenzo 
Candioni, divided his criminal 
empire amongst his six sons, Louie 
was placed in charge of the some
what less-than-respectable Kansas 
City operation. The exact circum
stances under which he acquired 
his family's displeasure remains 
unknown to Louie to this day. 

"Lucky" Louie currently runs 
gambling, numbers, protection, 
and arson-for-profit r ackets in 
Kansas City, as well as overseeing a 
number of legitimate businesses. 
The Candioni organization is one 
of Kansas City's largest synd ica tes, 
and the local police h ave been 

trying to pin something on Louie 
for years. Their crimina l power in 
the area led Hess' Con clave to 
contract the Candioni family to 
eliminate the Doom Patrol after 
The Con clave's offic ials were 
fooled in to believing t hat t h e 
heroes had intercepted one of 
their arms s hipments. 

Psychology and Role-Playing 
"Lucky" Lo uie is a gruff a nd 

unsympathetic man, used to giving 
orders rat her than taking them. 
Organized c rime is all he has 
known his ent ire life, and power is 
the only thing that he respects. 
Louie likes to feel confident in the 
strength of his mob power, but 
when confronted by superior force 
he is quick to back down in order 
to save his own hide. 

Among the members of the mob 
hierarchy, Louie has a partially 
undeserved reputation as a hope
less bungler, which often causes 
his enemies to underestimate his 
abilities. One must keep in mind 
that Louie is an extremely experi
enced operator and is unlikely to 
be taken by surprise in any sit
uation. His main faults lie in his 
overconfidence and rather s imple 
strategies. 

When role-playing Louie, be loud 
and obnoxious. While interacting 
with oth e rs, constantly try to 
assert his superiority, but be quick 
to back down whenever s uperior 
power is demonstrated. 

MICHAEL WATKINS 
DEX: 3 STR: 2 BoDY: 3 
I NT: 3 WILL: 2 MIND: 2 
INFL: 2 AURA: 2 SPIRIT: 2 
I NITIATIVE: 8 ( 11) HERO POINTS: 10 

SKILLS: 
Martial Artist: 3, Spy: 4, Thief: 4, 
Weaponry: 3, Vehicles: 3 

EQUIPMENT: 

.45 Pistol 
DEX: O STR: 0 BoDY: 1 
INITIATfVE: 0 HERO POINTS: 0 
CHARGES: 6/ 11 
Cosr: 37 HPs + $250 

POWERS: 
Projectile Weapons: 4 

CONNECTIONS: 
The Conclave (Low), 
Organized Crime (Low) 

MOTIVATION: Mercenary 
WEALTH: Affluent 
JOB: Gun Runner 
RACE: Human 
Background 

Mike Wat kins was discovered by 
Conclave officials while working 
for a cheap syndicate on t he West 
Coast and r ecruited into t h e 
organization. He currently serves 
as a "drop man." It is his r espon
sibility to receive messages and 
relay them to The Conclave's hier
archy, thereby distan cing t h e 
leaders from t he group's activities 
and providing t hem with a safety 
cushion should anything go wrong. 
After The Conclave laid down 
p lans to steal one of the Sunder
land space shutt les and began its 
o p eration against the Doom 
Patrol, Watkins was moved into 
the Kansas City area. 

Psychology and Role-Playing 
Mike Wat kins' major character 

flaw is greed. It was greed t hat 
initially d rew him into a life of 
c rime, and it was greed t hat 
enabled The Conclave's leaders to 
seduce him into their organization. 
Except when confronted with the 
potential for monetary or material 
gain, Watkins is extremely level
headed, and can be quite clever. 

Late ly, Watkins has become 
more and more disillusioned with 
The Conclave's leadership. He has 
begun to s uspect that someone 

'\ "near t he top of t he organization 
interested in m or e than just 
making a healthy profit (although 
Mike does not personally know 
that Jack Hess runs The Conclave). 
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DOCTOR VICTOR VONLAUB 
DEx: 1 STR: 2 Boov: 2 
J:.rr: 6 WILL: 3 MINO: 3 
INFL: 2 AURA: 2 SPIRIT: 2 
I NITIATIVE: 9 HERO POIN'l'S: 10 

SKILLS: 
Gadgetry: 9, Scientist: 10 , 
Weaponry: 3 

EQUIPMENf: 

P08 Luger 
DEX: 0 STR: 0 Boov: 1 
ll"ITIATJVE: 0 HERO P OINTS: 0 
CHARGES: 11 
CoST: 31 HPs + $80 

POWERS: 
Projectile Weapons: 3 

CONNECTIONS: 
The Conclave (High), Scientific 
Community (Low) 

MOTIVATION: Psychopath 
WEALTH: Affluent 
JOB: Mad Scientist 
RACE: Human 

Background 
Doctor Victor VonLaub worked 

as a rocket sc ientist in Nazi 
Germany. After the war, he was 
taken captive by the Soviet Union, 
but later defected to the West. 
VonLaub soon discovered, how
ever, that the NATO powers' re
search policies did not suit his 
sadistic temperament, and soon 
began taking on work for various 
criminal organizations in his spare 
time. After participating in many 
such "extra-curricular" activities, 
Von Laub was offered a permanent 
position by The Conclave, and soon 
became Jack Hess' personal scien
tific advisor (the doctor is one of 
only a handful of Conclave opera
tives who knows that Hess heads 
the organization). 

It was VonLaub who spear
headed the research that The 
Conclave conducted on the target 
probe that the organization 
acquired from the Quracis. Like 
Hess, he is intrigued by the idea of a 
superpowerful alien weapon being 
located on the moon, and will do 
everything in his power to recover 
it. 

Psychology and Role-Playing 
Doctor VonLaub is a brilliant 

scientist. Formidable natural 
talents combined with a single-

minded dedication to his work 
make him a very accomplished 
intellect. Unfortunately, VonLaub 
has always been deeply afflicted by 
a sadism which stems from his 
perception that society has never 
properly appreciated his talents, a 
tendency which Hess encourages 
to its fullest extent. VonLaub is 
also very sensitive to any remarks 
upon his frail physical condition. 

In manner, VonLaub is cold and 
silent. He has no special loyalty to 
Hess or The Conclave, but he will 
do everything he can for the organi
zation as long as it is paying the 
bills for his rather expensive 
research and providing him with 
interesting problems towards 
which he might apply his genius 
(The Conclave regularly conducts 
its own weapons research and 
development). 

Doctor VonLaub and his pet 
project, the Arsenal, begin the 
adventure in New York City. They 
will not enter play directly until 
Encounter Twelve, when they 
show up accompanying Hess. 

THE ARSENAL 1irulrotd 

DEX: 8 STR: 10 Boov: 15 
I NT: 4 Wru.: 5 M1xo: 5 
l r-;mATIVE: 12 HERO Po1vrs: 35 
CHARGE.<;: 35 
CoST: 1328 HPs +$1.16M 

POWERS: 
Bio-Energy Blast: 10, Digging: 8, 
Extended Hearing: 9, Flight: 8, 
Growth: 3, Lightning: 8, Mind 
Blast : 5, Omni-Arm: 7, 
Skin Armor: 5, Telescopic 
Vision: 8, Thermal Vision: 8 

SKILLS: 
Military Science/ Tracking: 7, 
Thief/ Stealth: 7, Weaponry: 8 

LIMITATIO S: 

Miscellaneous: Growth is 
always on and is already 
reflected in t he listed statistics. 

Miscellaneous: The Arsenal can 
only use its Lightning Power to 
electrify its body. 

Miscellaneous: Faulty Circuitry 
(see following) 

CO NECTIONS: 
The Conclave (High) 

MOTIVATION: Programmed 
WEALTH: n/ a 
JOB: Enforcer 
RACE: Artificial Life 



Background 
The original Arsenal was a battle

s u it built by Nicholas Galtry, 
Garfield Logan's unscru pulous 
guardian, in order to destroy the 
Doom Patrol. At first, the Arsenal 
battlesuit was manned by a midget, 
but later Galtry himself used the 
suit against the Changeling (then 
known as Beast Boy). After 
Changeling defeated the Arsenal, 
the battlesuit was seized by the 
CIA, who later turned it over to 
The Conclave in exchange for 
some weaponry that the criminal 
organization provided to certain 
CIA-backed revolutionaries. 

Co n clave sc ientist Victor 
VonLaub has completely restruc
t ured the original batt lesuit, 
expanding its powers and capa
bilities. Von Laub has also installed 
artificial intelligence circuitry in 
the battlesuit, allowing it to 
operate on its own without a 
human controller. The Arsenal 

android now serves as The Con
clave's private powerhouse. It is 
often assigned missions that are 
determined to be too difficult for 
human operatives. The Arsenal 
has also become VonLaub's pet 
project. The doctor adds improve
ments to its design whenever he is 
able, and is extremely sensitive to 
any criticism of the android. The 
Arsenal is everything t hat the 
doctor has never been, but has 
a lways wished to be-strong, 
powerful, and graceful. 

Arsenal's Design Flaw 
Unknown to Doctor VonLaub, 

there is a flaw in his redesign of the 
Arsenal. All of the android's 
defense mechanisms a re wired 
through a single circuit which is 
incapable of taking the kind of 
stress to which it is bound to be 
subjected. Simulate this as follows: 
fo r every Physical Attack that 
strikes the Arsenal but does not do 
damage (no positive RAPs), check 

off a number of boxes on the 
Arsenal Circuit Flaw Chart equal 
to t he EV of the a t tack. This 
represents the increasing strain on 
the malfunctioning circuit. After 
all of the boxes have been crossed 
off, the strain on the circuit 
becomes too much , and the 
android explodes as though it had 
the Bomb Power rated at 12 APs. 

The explosion automatically 
destroys the Arsenal and affects 
all other targets within the explo
sion's 12 AP Range. As the boxes 
are c r ossed off, some of the 
Arsenal's capabilities become 
d iminished as explained in the 
following chart. This will be 
noticed by Hess and VonLaub if 
present, and probably by t he 
heroes as well. If given the oppor
tunity, the doctor will attempt to 
repair the android (automatically 
unsuccessfu l, as the fl aw is 
inherent to the android's new 
design). 

................................ -......................................................................................... _ ........... _ ................................................. -.......................................... ._ ...... .. 

-=== .:: -- -==--= ===--- - -- - -
=-= ~-==-= = ::: = - = = --- - = =--=- = - - --------- - ------

Arsenal Circuit Flaw Chart 
( • Each tirne a box marked with an 
asterisk is checked off reduce the 
Arsenal's DEX, STR, and Bio-Energy 
Blast by 2 APs-remember to 
check offboJ:es only if the attack 
did not do damage.) 

=-==--= ':: - -=-= --- -
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-- ---==-==--- --- -- --
--=== 

Jack Hess laid the foundations 
of the organization that would 
become known as The Conclave 
shortly after graduating fro m 
Harvard. Originally, The Conclave 
was a small time gun-running oper
ation, but Hess' brilliant leader
ship has allowed the cartel to 
develop into one of the world's 
foremost criminal syndicates. The 
Conclave now has branches in 
more than a dozen countries, and 
deals arms to hundreds of revolu
tionary, terrorist, counter-revolu
tionary, and insurgent groups. 
Hess acquires most of his arms 
through theft, black market pur
chases, and deals with various 
world governments. Recently, The 
Conclave has begun conducting its 
own weapons research and arms 
manufacturing. • 

Hess still oversees the entire 
operation himself, although he 
delegates much of his authority to 

10 

------- -- -- -- ------- - -- -== ===-== -- ---

his ten handpicked advisors. These 
ten are among the very few people 
alive who know that Hess actually 
heads The Conclave's hierarchy. 
Scattered across the U.S. and the 
rest of the world are a number of 
Conclave safe houses similar to the 
one described in Encounter Nine. 

In order to preserve the organ
izat ion's security, there is rarely 
any direct co mmuni catio n 
between The Conclave's leadership 
and the various safe houses. 
Instead, messages to and from the 
station heads are encoded into 
Hess' dialogue on his PBS television 
show, Moment b y Moment 
(European station heads watch 
the program via satellite). Only the 
station heads are aware of Hess' 
position within The Conclave and 
the true importance of his 
program. Messages from one 
station house to another are often 
encoded, sent to Hess, and worked 
into the program. 

----===== ----
Following are the statistics for 

the typical Conclave operatives 
with whom the heroes will meet in 
Encounter Nine and elsewhere. 

CONCLAVE SOWIBRS 
DEX: 4 Sm: 3 Boov: 4 
INT: 2 WILL: 3 MIND: 3 
INFL: 2 A URA: 2 SPIRIT: 2 
INITIATIVE: 8 (12) H ERO P OI/'tl'S: 5 

SKILLS: 
Martial Artist : 4, Mili ta ry 
Science: 4, Ve hi cles: 4 , 
Weaponry: 4 

EQUIPMEl'<"T: 
The Conclave's personal arsenal 
is phenomenal. Operatives are 
usually armed with a stunning 
a rray of weaponry (see the 
a ppropriate Encou n ter 
descriptions). 

CONCLAVE BUREAUCRATS 
DEX: 2 STR: 2 Boov: 2 
brr: 3 W11..1..: 3 MIKO: 3 
I NFL: 2 A URA: 3 SPIRIT: 2 
INITIATIVE: 7 HERO Po1~"fS: 5 

SKILLS: 
Cha ri s ma: 3, Sc h o lar 
(Business, World Affairs): 4 

EQUIPMENT: 

Handgun 
DEx: 0 STR: 0 Boov: 1 
CHARGES: 6/ 11 
Cosr: 31 HPs + $80 

POWERS: 
Projectile Weapons: 3 

CONCLAVE SCIENTISTS 

DEX: 2 STR: 2 Boov: 2 
INT: 4 WILL: 2 ~fo.;o: 2 
I NFL: 2 A t;RA: 2 SPIRIT: 2 
l NITIATIYE: 8 HERO POl:-.'TS: 5 

SKI LU;: 
Gadgetry: 5. Scientist: 5 



- - - - -=------ --- ---- -_--- ===-.::.. ---= -= - ==::. ====-- -- -- =- -- - --- ----- ------- - - - ---- - - --- -----= - -- --- - -
The Sunderland Corporation 

The Sunderland Corporation is 
a vast industrial conglomerate 
with branches and subdivisions 
worldwide. Sunderland is involved 
in, among other things, chemical 
manufacture, freight t ransport, 
electronics, textiles, aerospace 
research, transportation, military 
resear c h , and international 
finance. Recently, the Sunderland 
Corporation constructed a fleet of 
commercial space shuttles, which 
will operate out of the corpora
tion's private airbase located 
outside of Kansas City. Jack Hess 
plans to steal one of these shuttles 
in order to recover the ancient 
alien weapon hidden on the dark 
side of the moon. Statistics on 
Sunderland's shuttles and their 
experimental space suits are as 
follows: 

Commercial Space Shuttle 
DE.x: 0 Snt 9 Boov: 8 
lNT: 15 W11..1.: 0 MtND: 0 
INmATIVE: 15 HERO Po1~-rs: O 
CHARGES: 55 
Cosr: 24 73 HPs + $2.64B 

POWERS: 
Flight: 14,SealedSystems: 21, 
Omni-Arm: 2, Glow: 9 , 

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

Radar Sense: 18, Gliding: 9, 
Super Ventriloqu ism•: 27 

LIMITATIONS: 
Miscellaneous: Flight only 
operates outside of the grav
itational field of a planet. The 
s huttle must be launched 
into space by a booster rocket 
to escape a planet's gravity. 
Miscellaneous: Gliding only 
works when the shuttle is 
reentering the atmosphere 
from outer space. Gliding is 
used only to control landing, 
and cannot be used to take 
off. 

*These Powers represent the 
shuttle's long-range sensor and 
communications gear. 

EV A Space Suit 
DEX: 0 STR: 0 Boov: 4 
I....,mATIVE: 0 HERO Pot~-rs: 0 
CHARGES: 20 
Cosr: 417 HPs+S200K 

POWERS: 
Sealed Systems: 12, Flight: 7, 
Glow: 4, Super Ventrilo
quism•: 13 

LIMfTATIONS: 
Miscellaneous: Flight can 
only be used in zero- or low-

-- --== - =----

gravity situations, such as in 
outer space or on the moon 

Miscellaneous: Physical 
Powe rs t hat are projec ted 
from a Ch aracte r 's body 
(such as a Starbolt or Light
ning) cannot be used while 
wearing an EVA Space Suit. 
*Each suit has a built-in radio 
that allows the wearer to com
municate with other people in 
suits and with the shuttle. 

Although the Sunderland Corp
oration is not actively opposing the 
heroes in this adventure, its Board 
of Directors is somewhat less than 
scrupulous. In the past, the Corp
oration captured the Swamp 
Thing and freed the alien criminal 
Jason Woodrue (a.k.a. the Floronic 
Man) to study the creature. It was 
recently revealed that Sunderland 
is engaged in a private war with 
Morgan Edge, the owner of the 
Galaxy Communications Network, 
and that the Sunderland Board of 
Directors dispatched a mad 
terrorist to bomb Edge's Metrop
olis base of operations. 

GMs interested in using the 
Sunderland Corporation in 
further adventures are advised to 
refer to the appropriate DC 
comics. 

---------==== -===- -=--=- -- - = ===-=== -- -- - - - - - -
= -- - =-- --------= -== =--=-= -- -= = -- .=--

-==. =- == = ==- =.. --== -=- --- =- = =--=_"-- -:: -== - -
At a number of points during this adventure, the 

Doom Patrol members have the opportunicy to use 
their computer system to tap into other computers in 
order to gain valuable information, a process that is 
commonly called "hacking." Here are some guidelines 
for s imulating such computer hacking: 

Computers in the DC Universe are assumed to have 
some sort of protective password CO<i£, used to keep 
unauthorized users from accessing the data stored in 
the mac hine. The passwords are given difficulty 
Ratings from 2 (a simple password needed to use a 
home computer) to 20 (an extremely complex pass
word necessary to operate the world's most sophis
ticated computers). 

The password's Rating is also the number of digits in 
the password code. For example, a password with a 

===~ ~ - - == 
-==----=-==-- --=- ---

Rating of 8 would have an eight-digit code (such as 
"76132458"). A password code uses only digits from 1 
through the number of the password's Rating, with 
each numeral being used only once. For example, a 
password with a Rating of 3 has three digits. The code, 
therefore, must be "123," "132," "213," "231," "3 12," or 
"321," since only the digits 1 through 3 may be used in 
the code, and each number may be used only once. For 
passwords with a Rating of 10 or higher, begin using 
letters as numerals, as shown on the following chart: 

Breaking A Password Code 
In order to access a computer, a Character must 

know the password. This is never a problem for an 
authorized user (Batman obviously knows the pass
word to the Batcornputer, as do Robin, Nightwing, and 
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Computer Code Chart 
Password Digits 
Rating Usable 
2 12 
3 123 
4 1234 
5 12346 
6 123456 
7 1234567 
8 12346678 
9 123466789 
10 1234667890 
11 1234667890A 
12 1234667890AB 
13 1234667890ABC 
14 1234667890ABCD 
15 1234667890ABCDE 
16 1234667890ABCDEF 
17 l 234567890ABCDEFG 
18 1234667890ABCDEFGH 
19 1234667890ABCDEFGHI 
20 1234667890ABCDEFGHIJ 

(example) 

(21) 
(812) 
(2314) 
(53421) 
(36125-4) 
(4352617) 
(13624875) 
(458372196) 
(0149367582) 
(385Al092647) 
(975M6120B38) 
(71428CA039B65) 
(A3091248B5D7C6) 
(CA36912DE4057B8) 
(2FA10B6958C3DEt7) 
(G03175AC2D68E4F9B) 
(1A283C4D51'YJ78E96HO) 
(37AOG69Dl4Fl25B8CEH) 
(08CIA9JGB l 7-4D925FHE6) 

probably Alfred ). Skilled computer hackers, however, 
are able to deduce the passwords for computers they 
are not authorized to use, allowing them access to t he 
data within them. This is accomplished as follows: the 
hacker makes an Action Check using his or her INT (or 
APs of Science Skill, at the hacking Player's option) as 
the AV / EV and the password's Rating as t he OV / RV. If 
the roll fails (no positive RAPs ) , t he hacker is unable to 
break the code and cannot access the computer. 

A Character may make only one Action Check per 
hacking attempt ( if the roll fails, s/ he may not keep 
rolling until a successful Check is made). If the roll 
succeeds, t he GM reveals one digit of the code to the 
Player for each RAP received on the roll ( 1 RAP = one 
digit revealed, 5 RAPs = five digits revealed, etc.). The 
GM determines within how many attempts the Player 
must guess the code in order to successfully access ttie 
computer's information. The Player t hen begins to 
make guesses at t he password code. Each guess takes 
one phase (4 seconds of game t ime), and after each 
guess t he GM informs t he Player how many of the code 
numbers s/ he guessed correctly (but does not inform 
the Player which numbers are correct) . When the 
hacker finally guesses the proper password code, s/ he 
has gained access to the computer. The number of 
guesses that it takes the Player to decipher the pass
word code is a measure of how easily s/ he is able to 
overcome the computer's security (the fewer guesses it 
t akes to break the code, the easier it is for the 
Character to break into t he computer), and may (GM's 
opt ion) determine exactly what actions the Character 
can perform using the computer, or what data s/ he 
can recover. 

If two or more Characters work together to try and 
crack a computer's password code, it is t reated as a 
Team Attack (see page 22 of the Player's Manual), 
with the following variations: no more than three 
Characters may attempt to hack into a computer 
s imultaneously, a nd only one Character 's RAPs, 
(usually the highest scored), are used to determine 
how much of the code the GM reveals to the Players 
(that person is considered to have "made the break
through" wit h the assistance of the others). 

NOTE: In no case do RAPs from multiple Characters 
have a cumulative effect in a team hacking attempt. 
Only one Character's RAPs are actually applied. The 
Players whose Characters are participating in team 

12 hacking may consult together on their password code 

guesses after the GM has revealed the appropriate part 
of the code. 

EXAMPLE ONE: Batman (INTof 12) is trying to tap 
into the computer system at the Gotham National Bank 
in order to determine how much m(JYU!IJ one of its 
patrons has on deposit. The GM decides that this 
inf<mnation would. bef airly well protected, so he gives 
the bank computer a Rating of 9, assigns it the code 
"738465912, "and rules that Batman must guess the 
code in four tries ()r less in order to find the infor
mation he is lookingf ()r. The GM tells the Player the the 
computer's Rating, and Batman makes an Action 
Check using his INT as the AV/EV (12/ 12) against the 
computer's Rating as the OV/ RV (9/ 9). Rolling an 11, 
Batman receives 6 RAPs. The GM then informs tJw 
Batman Player that the first six digits of the password 
are "738465 " and challenges him to guess the 
remaining three in four tries. 

For his first guess, Batman chooses "738465192" 
and the GM informs him that he guessed one of the 
numbers correctly. On his second try, Batman chooses 
"738465129"-no numbers correct. Next, Batman 
correctly chooses "738465912," giving him access to 
the information he desires. If Batman had failed his 
Action Check roll, he would have been totally unable to 
break the code; and if it had taken him more than the 
four GM-determined guesses to figure out the 
remaining digits, he would have been able to break 
into the bank computer, but he would. not have found 
the inf <mnation he sought. 

EXAMPLE 1WO: Lex Lutlwris trying to tap into the 
computer at the Gotham National Bank in order to 
tranef er funds from same of its patrons ' accounts into 
his own. As above, thebankcomputerhas.aratingof9 
and a password code of "738465912." The GM deter
mines, lwwever, that transferring funds between 
accounts would be very diificult, and rules that Luthor 
must break the code in one guess or fewer in order to do 
so. Lutlwr makes an Action Check using his Science 
Skill as the AV/EV (25/ 25) against the computer's 
OV/ RVof 9/ 9. He rolls an 11 and receives 20 RAPs, so 
the GM reveals all nine digits of the code to Lex, 
meaning the Player does not have to guess at all. 
Luthor quickly pumps a few million dollars into his 
account and goes about his nefarious business. 

EXAMPLE THREE: Cyborg and Nightwing are 
trying to break into Slade Wilson 's personal computer 
in an attempt to uncover evidence of his activities as 
the Terminator. Cyborg andNightwing Team Hack the 
computer, each using his Scientist Skill (rated at 9 and 
7 APs, respectively) against the computer's Rating of 8 
(password code "27361845 "). The GM decides that they 
must break the code within two guesses to find 
whatever secrets the computer lwlds. Both heroes 
receive a -1 Column Shift bonus to their Acti.on Check 
rolls due to the Team Attack. Cyb()rg rolls an 11 and 
receives 6 RAPs, Nightwing rolls a 9 and gets 2 RAPs. 
The Players decide to use Cyborg 's RAPs as their score 
in receiving password code digits jr()m the GM, wlw 
gives them the firs t six numbers, "273618. " The two 
Players put their heads together an d guess 
"27361845," which is correct. They may now locate 
whatever data Wilson has stored in the computer's 
memory. Notice that they do not combine their RAPs 
and learn all eight digits automatically. The team 
hacking only prwid.es them with a Column Shift 
advantage on their Acti.on Check rolls. 
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Encounter One: 

Kansas City, Here We Come 

I Setup 

The adventure opens with the heroes in the Control 
Room of Doom Patrol Headquarters, located in an 
abandoned rail station in Kansas City, Missouri. As the 
Encounter begins, the heroes are just finishing off a few 
minor adjustments on their overhead viewer, a massive 
viewscreen which allows them to efficiently receive and 
display video information. It is 12 noon, Thursday, May 
19 (Day One of the adventure). 

I Player Information 
Outside, the skyline forms a vas.tjawbone. The build

ings, like t,eeth,Jorever shred the daytime sky. It is only 
seconds before all of the clocks in the city will strike out 
twelve times in unison. Seas of prop le make their way 
in and out of the bleak buildings, walk on the bleak 
streets, and stare back at their own bleak faces. The 
least of the horrors is the deajening roar: a symphony 
of car horns, muttering crowds, and angry cries. The 
worst of the horrors is the realization that this is only 
Kansas City. 

Things have been quiet for some time now. There is 
no reason to be spending so much time in the head
quarters; but no one really has anywhere else to go. The 
old rail station at least has the attraction of always 
housing some diversion capable of occupying themind 
for a while. For instance, the new overhead viewer 
which has just been adjusted could use afew tests. 

GM NOTE: When the Characters start working on 
the viewer, show the Players TV Screen Facsimile #1, 
then continue: 

As Jack Hess: "Well Senator Shade, I don 't buy that, 
and I don't think my viewers will buy it either. Do you 
mean to say that Congress wants to dispose of seventy
five percent of our chemical warjare stockpiles, while 
the Soviet Union already has a three to one advantage 
in chemical and biological weapons? I am not saying 
that we should necessarily rely on chemical warfare as 
part of our defense initiative; but just having the stuff 
around doesn't mean you have to use it, does it? I am 
perplexed. .. 

The screen goes black and another channel comes up. 
GM NOTE: Display Screen #2, and continue: 

As Sportscaster: "Well Jim, you know theRails have 
been having problems all season. Last week they 
couldn 't hit or run to save their lives, and in yester
day's game they blew a couple of key scoring oppor
tunities. Fortunately, this aft,ernoon they return home 
to Rails Stadium o/f.£r a six-day road trip to face the 
Chicago White Sharks, who are an abysmal 10 and 24 
for the season. '• 

The outside channel receiver seems to be working 
well, but what about the internal systems indicators? 

GM NOTE: When the heroes switch over to internal 
systems, display Screen #3 (on page 14) and make alarm-like 
whooping noises. 

I GM Information 
The intruder alert that the heroes will have picked 

up on the overhead viewer is real. The intruders are 
assassins from the Candioni mob, who were contracted 
to "rub out" the Doom Patrol by The Conclave, after 
Hess was led to believe that the Doom Patrol had 
intercepted a Conclave arms shipment (see the Intro
duction). The assassins (eight present) have been 
provided with some special Conclave equipment, and 
have the following statistics: 
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MOB ASSASSINS 
DEx: 3 STR: 3 Boov: 3 
INT: 2 W ILL: 2 MIND: 2 
INFL: 2 A URA: 2 SPIRIT: 2 
I NlTIATIVE: 7 (1 1) H ERO PolNTS: 15 

SKILLS: 
Martial Artist: 4, Thief: 3, Vehi
cles: 3, Weaponry: 4 

EQUIPMENT: 
Each of the assassins wears an 
experim ental Soviet KN-7 
Battlesuit and carries an XFN 
Fal II Energy Rifle. The KN-7s 
were given to The Conclave by 
the Soviet government in return 
for "favors." The suits are based 
on technology that Soviet scien
tists were able to decipher from 
stu d yin g the Ro cket Red 
Brigade battlesuits developed 
.by the Green Lantern, Kilowog. 

KN-7 Battlesuit 
DEX: 6 STR: 7 Boov: 6 
I NITIATIVE: 6 H ERO P OINTS: 0 
CHARGES: 30 
Cosr: 222 HPs + $2600 

P OWERS: 
Energy Absorbtion: 3 , 
Jumping: 4 

XFN Fal II Energy Rifle 
DEX: 6 STR: 0 Boov: 6 
I NITIATIVE: 6 H ERO P OINTS: 0 
CHARGES: 12 
CoST: 154 HPs+$1800 

POWERS: 
Bio-Energy Blast: 6 

The team of assassins was also 
provided with a special stealth 
device, allowing them to overcome 
the headquarters' security system. 
14 

Stealth Box 
DEx: 0 STR: 0 Boov: 1 
I NITIATIVE: 0 HERO P OINTS: 0 
CHARGES: 12 
CoST: 259 HPs + $ l 25K 

P OWERS: 
Invisibility: 12 

SKILLS: 
Thief (Security Systems): 12 

LIMlTATIONS: 
Miscellaneous: Invisibility 
only affects burglar alarms 
and other security systems. 
Unknown to Robotman and the other heroes, the 

blips on the security screen do not represent the actual 
locations of the intruders. The assassins used their 
stealth box to enter the headquarters undetected, and 
proceeded to the area where the security system is 
housed, where they set up the false intruder blips. The 
assassins are actually hiding on the eastern side of the 
rail station. Only the blip on the right side of the screen 
represents the true locations of the assassins. The 
assassins are hoping that t he heroes will split up in 
order to invesitgate all the threatening blips. This way, 
they can ambush and eliminate any heroes coming to 
investigate the easternmost blip before facing the rest 
of the group. 

Any heroes moving toward the easternmost blip 
must make Action Checks using their INTs as the 
AV / EV against the assassins' INT of 2/ 2 as the OV / RV. 
Anyone who fails this Action Check is Surprised by the 
assassins' ambush. It will take any heroes who went to 
investigate the other blips two phases to reach the 
ambush site, should one of their comrades alert them 
during the ensuing battle. At no point during the bat tle 
will the assassins declare Killing Combat. Instead, they 
hope to knock all of the heroes unconscious so that 
they may take the bodies elsewhere and dispose of the 
heroes permanently. 

Should the heroes defeat the assailants, they can 
Interrogate them as usual. The OV / RVs of all such 
Interrogation effor ts receive a+ 1 Column Shift because 
each of Candioni's assassins is extremely well paid and 
loyal. The information that can be gained through 
Interrogation is as follows: 

Interrogation Results 
RAPs Information Gained 
1-2 "Yeah, yeah, okay. We was hired to rub out 

youse guys, so what? What 're ya gonna do? 
Kill us?" 

3-4 "We work fer "Lucky" Louie Candioni. Some 
outside operators contracted Louie to wipe ya 
out. If ya happen to find Louie, pay him back 
one fer me. He said that dis job 'WOUld be no 
sweat. Louie 's a chubby redhead with a scar on 
his cheek, ya can't miss him. " 

5+ "We don't know where ya can find Louie, he 
lreeps hisself holed up pretty good these days. 
Everytimewe wants ta talk ta him we gotta meet 
at the baseball game. Louie is a big Rails fan, 
never misses a game. He's got seats right behind 
the thoid base line. " 



If all of the assassins are unconscious or otherwise 
unable to talk, the heroes have another option-they 
can use their computer system to infiltrate the Kansas 
City Police Department's computer and scan through 
the "mug shot" files and try to identify their assailants. 
The police computer has a Rating of 5 and the code is 
"25431" (see "Computer Hacking," earlier in this 
booklet). The heroes must guess the code in four tries 
or less in order to gain access to the information they 
are looking for. If their efforts are successful, the 
heroes will discover the names of each of the attackers, 
the fact that they are all associates of "Lucky" Louie 
Candion~ and that each of the assassins has been jailed 
in the past on charges ranging from battery to armed 
robbery. After the heroes learn that Candioni is 
involved in the case (either through Interrogation or 
breaking into the computer), they can pull "Lucky" 
Louie's own file. This file contains a photograph of 
Candioni, and reveals that he is one of the most 
powerful organized crime bosses in Kansas City and 
has been suspected of a number of crimes over the 
years (although nothing has ever been pinned on him). 
A notation mentions that Louie owns Season Tickets 
for the Kansas City Rails' home games. His address is 
listed as "Unknown." 

Having seen that the Rails have a home game this 
afternoon and learning of "Lucky" Louie's fascination 
with baseball, the heroes should eventually proceed to 
the ball park in search of the mobster. When they do so, 
proceed to Encounter Two: Take Me Out to the Ball 
Game. 

I Troubleshooting 
If the heroes don't take the hint and run the tests on 

the viewer, the Intruder Alert will sound after five 
minutes or so of game time. 

What if the heroes lose? First of all, just before the 
last hero falls unconscious, s/ he can get a good look at 
two of the assassins (the helmets come off of their 
battlesuits, their faceplates fly open, or whatever 
seems appropriate to the GM at the time). Next, as the 
assassins are carrying the heroes' unconscious bodies 
out of the headquarters to a van parked outside, a 
group of little old ladies passing by can notice the 
unusual activity and scream, causing the thugs to drop 
their victims and flee. After recovering, the heroes can 
tap into the police computer as previously outlined 
and identify the two attackers their comrade saw, 
which should lead them to Encounter Two: Take Me 
Out to the Ball Game. 

If the heroes are having problems accessing the 
police computer, the GM can intervene and allow a 
friendly police officer (one of those that will 
undoubt~dly come to pick up the unconscious thugs) 
to tell them everything they want to know (Le., all the 
information in the police computer). 

Any lines of investigation other than tracking 
Candioni to the baseball game will be utterly fruitless. If 
the Doom Patrol does not proceed to the stadium 
before the game ends, the heroes will be stymied until 
they hear news of Candioni's death the following 
morning (go to Encounter Ten: Louie Ain'tSo Lucky). 

Encounter Two: 
Take Me Out to the Ball Game 

I Setup 

After confronting the assassins in Encounter One, 
the heroes should have learned that the thugs were all 
wor king for "Lucky" Louie Candioni, and that Candioni 
was sure to be attending this afternoon's Kansas City 
Rails game. 

After they arrive at the stadium it will take the 
heroes about thirty minutes of searching through the 
stands before they come across Candioni and his men. 

I Player Information 
Rail.s SUulium is a mammoth ouutoor sportsf acility, 

capabl.e of seating 40, 625 fans in its three decks and 
huge bleacher section. Only about half of the seats are 
occupied today, but the crowd is making twice the 
usual amount of noise to make up for the JXXYr 
attendance. 

As stadium announcer: "Two outs in the S<!Venth and 
KC is doum 3 to 2. The Rails have men on first and 
third, and earning to the plate is third baseman 
George Brunt!" The crawd roars its enthusiam. 

Candioni is sitting in the lower box seats just behind 
third base with two other men who appear to be his 
goons. Candioni 's attention seems split between 
watching the game and a small battery-O']>erated 
television resting on his lap. 

GM NOTE: If the Characters approach Louie in the 
ball park, display Screen #4 and read: 

As Newscaster: "Officials at the Sunderland Corpo
ration's Kansas City Headquarters held a press con
ference this morning to introdu.ce the public to the first 
of Sunderland 'sforthcamingjl.eet of cammercial space 
shuttles. On display were the Sunderland Space Crojt 
Conrad and the SSC L<Ypez, shuttl.e orbiters abl.e to 
operate in space for up to two months at a time and to 
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carry payloads of up U> six tons. The shuttles, capable 
of trips U> and from the moon, are also completely 
ouifitted with lunar exploration gear. " 

I GM Information 
Unless the heroes take some sort of measures to 

disguise themselves, they will draw wild stares from the 
fans in the stadium crowd, half of whom will shout 
obscenities at them for blocking the view while the 
other half flees. In any case, no amount of uproar will 
tip off Candioni, who will be so interested in the ball 
game that he will not even notice any additional noise 
caused by the Characters' approach. 

If the heroes converge on Candioni while he is still in 
the ball park, the mobster and his thugs will not notice 
the heroes until they are right next to him. At that 
moment, Candioni's face will show a shocked 
expression, and his two thugs will reach for their guns. 
It is up to the heroes to deal with the thugs before any 
shots are fired to insure that no one will be harmed by a 
stray bullet. The thugs have the following statistics: 

CANDIONl'S THUGS 
DEX: 3 STR: 3 Boov: 
INT: 2 WILL: 2 MTh'D: 
INFL: 2 A URA: 2 SPIRIT: 

INITlATIVE: 7 HERo Po1:-.TS: 

SKILLS: 
Weaponry: 3, Vehicles: 3 

EQUIPMENT: 

.45 Pistol 
DEx: 0 STR: 0 Boov: 1 
INITIATIVE: 0 HERO POINTS: 0 
CHARGES: 6/ 11 
CoST: 37 HPs+$250 

POWERS:· 
Projectile Weapons: 4 

CONNECTIONS: 

3 
2 
2 
5 

Kansas City Organized Crime 
(Low) 

MOTIVATION: Mercenary 
WEALTH: Comfortable 
JOB: Goons 
RACE: Human 

The Doom Patrol should be able to deal with the 
thugs without too much fuss, and as long as no shots 
are fired no one in the crowd will even notice any 
squabble between the heroes and Candioni's goons 
(the game is particularly exciting at the moment). The 
three seats immediately behind Candioni and his men 
are all empty. If the heroes so choose, they can confront 
Candioni in the ball park and Interrogate him there, or 
they can try to force him to leave the park and 
Interrogate him outside. 

If any shots are fired, they are bound to hit people in 
the crowd, which will start a riot. Reduce the com
batants' AV / EVs on all Physical Attacks by one Column 
Shift due to interference from the crowd swarming to 
escape. If the heroes quickly defeat the thugs, the 
crowd should calm down and slowly return to normal 
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(the stadium's First Aid station will be able to take care 
of any bystanders' gunshot wounds). As things calm 
down, several security guards will ask the heroes to 
take Louie into custody and deliver him to the police, 
which will give the Doom Patrol an opportunity to 
Interrogate Louie outside the ball park on the way to 
the police s tation. The information that can be gained 
through Interrogat ion is as follows: 
Interrogation Results 
RAPs lriformation Gained 
1-2 "Okay, okay. Yeah, somebody put out a 

contract on you guys. It was a gang known as 
The Conclave. I can't lead you U> any of their 
boys, I swear. AU I have is a phone number 
back at my U>wnhouse. '' 

3+ "The only two things I can tell you about The 
Conclave are that they are very rich, and they 
are very crazy. They gave us all sorts of special 
weapons that were supposed to take out 
you guys." 

If the heroes ask (or force) him, Louie will agree to 
take them back to his town house and give them the 
phone number for The Conclave's representative. 
While the Characters are Interrogating him, Louie will 
have his hands in his pockets, where he keeps his 
emergency signal beeper. If the group asks to accom
pany Louie back to his town house to get the phone 
number, Candioni will trigger his beeper, alerting the 
goons at the town house that something is wrong. In 
this case, the heroes will be met with an ambush at 
Candioni's estate. None of the Characters will notice 
Louie trigger the beeper unless they specifically state 
that they are watching his hands, or keeping a close eye 
on him. If Louie is searched and the beeper is found 
before there is any talk of the group accompanying him 
back to the town house, he will not have time to send 
out the signal. When play proceeds to the town house, 
go to Encounter Three: Later, Just Outside Town ... 

I Troubleshooting 
It is possible that the heroes will not confront Louie 

at the ball park at all, electing to wait for him to leave so 
they can follow him back to his residence. If this 
happens, Louie and his thugs will pile into a large 
Mercedes as soon as the game is over and drive back to 
Candioni's town house on the outskirts of Kansas City. 
If the Doorn Patrol is following Candioni's car, give 
Louie an Action Check using his INT (2) as the AV / EV 
against an OV / RV equal to the Thief/Stealth or Military 
Science score of one of the Doorn Patrol members 
(their choice). If this roll is successful, Louie will spot 
the tail and engage his emergency beeper, alerting his 
men at the town house to set up an ambush for the 
heroes when they arrive. In any case, Louis will head 
straight back to the town house without delay. 

If in custody, the Characters may turn Louie in to the 
police, or leave him somewhere without allowing him 
to return to the town house, electing to go back to the 
estate and search for the telephone number 
themselves. In this instance, Louie will, if given the 
chance, activate his emergency signal, causing his 
goons back at the estate to set up their ambush. 

If the heroes do not go to the town house at all, their 
investigations will turn up nothing until they hear of 
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Candioni's murder the next morning, in which case 
play proceeds to Encounter Ten: Louie Ain'tSo Lucky. 

Encounter Three: 
Later, Just Outside Town 

I Setup 

After meeting with "Lucky" Louie Candioni at the 
baseball game, the heroes should at some point 
proceed to his town house in order to pick up the 
telephone number of the representative of The 
Conclave who took out the cont ract on the Doom 
Patrol. Depending upon the course of events in 
Encounter Two, Candioni may or may not be accom
panying the heroes to the town house. He also may or 
may not have had an opportunity to use his emergency 
signal beeper to warn his men at the house that the 
heroes were coming, giving them ample time to 
organize an ambush. Instructions for handling each of 
the various possibilities are provided in GM 
Information. 

I Player Information 
Louie~ toum house sits on to'p of a I.ow, rolling hill 

just outside the Kansas City limits. The house is a large 
two-stnry structure, in the provincial style. Two large 
trees stand on a small knoll just in front of the main 
entrance, and a J..ong driveway curves sharply infront 
of the main house and enters the connected garage. 

The town house appears to be very heavily secured. 
There are bars on all the windows, and a heavy metal 
gate stands in front of the main entrance. 

I GM Information 
If Louie is not accompanying the heroes to the house, 

the Characters will have to break in somehow. As noted 
in the above description, there are bars across all the 
windows, and heavy iron gates reinforce both 
entrances to the main house. The bars and gates both 
have a B ODY of 7, although anyone who can pick the 
lock (OV/ RV of 5/ 5) can easily bypass the gates. The 
normal doors that lie behind the gates each have a 
BODY of 4 and locks with an OV / RV of 3/ 3. 

If Louie is able to tip off his men at the house before 
the heroes arrive, the thugs will be lying in ambush for 
the Doom Patrol. The gang will set up its ambush in 
"Lucky" Louie's office. There are six gangsters in all 
(they have the same statistics as Louie's goons in 
Encounter Two and are armed with the same XFN-Fal 
II energy rifles used by the assassins in Encounter 
One): 

HOUSEHOLD THUGS 
DEX: 3 STR: 3 Boov: 
INT: 2 Wu.L: 2 Mr ND: 

INFL: 2 AURA: 2 SPIRIT: 
lNITIATfVE: 7 HERO POINTS: 

SKILLS: 
Weaponry: 3, Vehicles: 3 

EQUIPMENT: 

XFN-Fal II Energy Rifle 
DEX: 6 STR: 0 Boov: 6 
INITIATIVE: 6 HERO POINTS: 0 
CHARGES: 12 
Cosr: 154 HPs+$1800 

3 
2 
2 
5 
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POWERS: 
Bio-Energy Blast: 6 

CONNECTIOJliS: 
Kansas City Organized Crime 
·cLow) 

MOTIVATION: Mercenary 
WEAL TH: Comfortable 
JOB: Goons 
RACE: Human 

The thugs will all be hiding behind furniture in the 
office, and will open fire on the heroes t he instant they 
open either of the doors leading into the room. Each 
Player must pass an Action Check using his/ her INT as 
the AV/ EV against an OV/ RV of 2/ 2 ors/ he will be 
taken by Surprise by the ambushers. If Louie is with t he 
heroes, he will lead them r ight up to his office (and the 
awaiting ambushers if he had time to alert his men- in 
this case, he will hit the floor the minute t he ambush 
starts and try to remove himself from the battle area). 

The telephone number that the heroes are looking 
for is located in an unhidden safe (BODY of 8, OV / RV of 
616 on Lockpick attempts) located in Caldioni's office. 
The number is written on a scrap of paper reading 
"Conclave 555-9879." There is nothing else in the safe. If 
Louie accompanied the heroes to the town house and 
his men were not able to set up their ambush, he will 
willingly take the number out of t he safe and turn it 
over to the Doom Patrol. If the ambush did occur and 
the heroes are victorious, Louie ( if he is still conscious) 
will accept defeat and retrieve the phone number. 

If the thugs did not set up the ambush, t hey will be 
scattered around the house as indicated on the map. If 
the heroes have come to the town house alone, t hey 
must search for the phone number and decide whether 
to attack the thugs or to attempt to bypass t hem. It will 
take the heroes about thirty minutes to search the 
entire house (OV/ RVofsearch: 4/ 4). 

Once the Doom Pat rol has the phone number it is a 
simple process to find the address where t he telephone 
is located. The computer system at t he group's head
quar ters can give t hem this information in minutes (no 
rolls or codebreaking are necessary). The phone 
number leads to a small flat on Kansas City's east side. 

When the heroes go to the flat, play proceeds to 
Encounter Four: The Drop Point. If the heroes are 
uanable to get the phone number or try to investigate 
in other ways, they will get nowhere until Louie is killed 
and they hear of his death the next morning, in which 
case play proceeds to Encounter Ten: Louie Ain't So 
Lucky. 

I Encounter Four: The Drop Point 

I Setup 

Use this encounter after the heroes have retrieved 
t he phone number of The Conclave's mob representa
tive from "Lucky" Louie's town house, and t raced the 
number to the empty flat on the east side of Kansas 
City using the com pute r e quipment at t h eir 
headquarters. 
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I Player Information 
There is no problem locating the address corres

ponding to the plume number found in Candioni 's 
sqfe. The building is a run down two-flat buried deep 
within theKansas City slums. On the street outside the 
building, children are spray painting slogans on the 
walls of the local shops, oblivious to or unimpressed by 
the presence of costumed heroes. This is definitely a low 
rent district. 

GM NOTE: Read to t he Players when they make 
their way up to the flat: 

Inside is a typical one room stu dio apartment, but 
nobody lives here. The room is almost completely 
devoid offurniture. Thereisasingle table, and a color 
television set. On the table is a phone, an answering 
machine, and a small black book. The television is 
switched on. 

GM NOTE: Disp lay Screen #5 and read: 

As Jack Hess: "Good evening, and welcome to 
Moment by Moment; I 'm Jack Hess. On tonight's 
program we take a look at the sitution in Afghanistan, 
the forgotten war zone - a stupefyingly appalling 
situation. Joining me in the studio is Professor 
Wallace Deever, an expert on Soviet affairs from 
Metropolis University. 

"Let 's start with the big questions, Professor: How 
many men do the Soviets currently have committed to 
Afghanistan, and what sort of losses are they 
experiencing?" 

I GM Information 
The heroes will know from the information they 

received from their computers exactly which of the 
two flats is the one they want. Other than the items 
mentioned previously, the apartment is completely 
deserted. 

If the Characters examine the black book, t hey will 
find writing on only one page It reads: 



S/!3 
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There is one message currently recorded on the 
answering machine. It is "BEEP (click) ... This is 
number 770 at 2:42 PM. Our boys need sixteen more 
stingers. (click)" 

There are no other clues to be found in the 
apartment. The heroes should conclude that this is a 
message drop area, and deduce the fact that sooner 
or later, someone will arrive to collect the messages. 
If they wish, they can set up some sort of surveillance 
and wait for someone to enter the apartment (either by 
watching from a nearby building, somewhere out on 
the street, or by waiting in the apartment itself). One 
hour after the heroes set up their surveillance a single 
man (Michael Watkins) will enter the apartment to 
collect the messages. 

If the heroes try to investigate anyone or anything 
mentioned in the messages found in the flat, they will 
waste two hours and turn up nothing. 

If the Doorn Patrol confronts Watkins at the apart
men t, proceed to Encounter Five: Confronting 
Watkins. If the heroes allow Watkins to collect the 
messages and leave, hoping to follow him, go to 
Encounter Six: Watkins' Loft. If the heroes do not wait 
at all, they will turn up no other leads, and should 
either return to the flat later, with play proceeding to 
either Encounter Five or Six, or remain stymied until 
news of Candioni's death reaches them, with play 
p roceeding to Encounter Ten: Louie Ain't So Lucky. 

Encounter Five: 
Confronting Watkins 

I Setup 

Use this encounter if the heroes decide to confront 
Watkins immediately after he arrives at the flat to 
collect the day's messages. 

I Player Information 
About one hour later, a tall man with dark hair 

arrives at the flat. He is wearing a l.ong trench coat, 
expensive slacks, shoes, and gold ctifjlinks. He seems 
quite surprised, but quickly collects himself. 

"So, "he says calmly, " 'Lucky' Louie's boys screwed 
up?" 

I GM Information 
The man is Michael Watkins, who has come to collect 

the day's messages, so that he can take them back to his 
loft and transfer them to The Conclave's local safe 
house via computer link-up. If the heroes Interrogate 
Watkins, they will receive the information summarized 
in t he following chart. Any Interrogation efforts are at 
a -1 Column Shift on the OV/ RV, since Watkins has 
recently been growing more and more disillusioned 
with The Conclave's leadership. 

Interrogation Results 
RAPs 

1 - 2 

3 - 4 

5 + 

Information Gained 
"My superi<Yrs wanted you guys rubbed out 
because of some damage you had done us in 
the past. I don't really know much more. 
There is supposed to be some kind of big 
operation going down in this area soon. 
Maybe it has something to do with that. I can't 
tell you anything else. " 
"The Conclave concerns itself chUefly with 
arms sales. We sell to terrorists, revolution-
aries, you name it. The business is rather 
lucrative. " 
"I don 't know who is on top of the organ
ization. Whoever it is he's going crazy. I think 
that The Conclave's leadership has more on 
its mind than making a quick buck. " 

No matter how much information the heroes get out 
of him, Watkfas will offer the Doom Patrol the following 
deal: "You know, I Ive wanted out of this operation for 
my own reasons for some time now. I'll tell you what. If 
you let me walk, I'll show you where The Conclave's 
local base of operations is located and the rest is up to 
you. That way the boys further up the line will think 
that you guys took me out and won't come looking for 
me. What do you say?" 

If the heroes accept Watkins' deal, proceed to 
Encounter Eight: Let's Make A Deal! If they do not 
accept, proceed to Encounter Seven: No Deal! 

I Troubleshooting 
No matter how hard the heroes press him, Watkins 

will not reveal the location of The Conclave's safe house 
unless they agree to meet the conditons of his deal. 
(proceed to Encounter Seven: No Deal! or Encounter 
Eight: Let's Make A Deal! ). 

Encounter Six: Watkins' Loft 

I Setup 

Proceed to this encounter if the heroes chose to 
follow Watkins to see where he was taking the 
messages instead of confronting him back at the 
apartment. 

I Player Information 
The man heads back to a cozy-looking loft in 

downtown Kansas City, notfar framDoomPatrol head-
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quarters. The streets outside the loft seem vacant and 
subdued. 

GM NOTE: Read to the Players after they enter 
Watkins' loft: 

The loft is much larger than one would have 
expected. Thefurnishings are very contemporary, and 
the paintings and lithographs that decorate the walls 
prove that whoever lives here has excellent taste infine 
arts. The only f ea tu re that seems out of place is an 
overly large personal computer system, which is 
switched on. 

I GM Information 
If the heroes enter the loft immediately after 

Watkins, they will find him busily typing the afternoon's 
messages in to the computer. Watkins' computer 
system is linked directly to the computers at the local 
Conclave safe house. If the Players choose to, the group 
can now confront and Interrogate him. In this case, go 
to Encounter Five: Confronting Watkins (Watkins will 
again give the group any information they can gain 
through Interrogation, and offer them the deal out
lined on page 19). 

If the heroes wait a while before entering Watkins' 
loft in order to see what will happen, Watkins will leave 
about an hour after arriving, and go to a nearby health 
club, where he will spend the next four hours working 
out. If the heroes enter the loft while it is deserted, they 
will find a small black book similar to the one described 
in Encounter Four resting on the table next to the 
computer (which is still switched on). The only thing 
written in this book is the note: "5/13 - Get the 
information on Sunderland. " 

If the heroes try to use Watkins' computer, they must 
first figure out his password code. The system is an 
extremely sophisticated personal computer, s imilar to 
those used by government officials. It has a Rating of 6 
and a password code of ~356421" (see "Computer 
Hacking," on page 11 of this booklet). If the heroes are 
able to successfully access the computer, they will 
learn the following: 
Computer Information 
# of Password 
Guesses Information Learned 

4 or more 
3 

2 

1 or fewer 

No information learned. 
The computer is connected to another, 
much larger, computer system located 
fourteen miles due west, well outside of 
the Kansas City limits. 
All the information listed above, and 
the fact that the computer is often used 
for one way data transfer, with the data 
passing from this computer into the 
larger system. 
All information given previously, and 
that the last time the computer was 
used was just a short time ago. 

In any case, the Characters will be unable to gain 
access to the data tr an sf erred to the larger system. The 
larger computer system is located at The Conclave's 
local safe house. Watkins uses his computer to pass the 
messages he picks up from the drop point into The 
Conclave's computer system, where they are received 
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and acted upon by the station head. If the heroes broke 
the computer password in three or fewer guesses, they 
can deduce the exact location of The Conclave's local 
safe house. If the heroes proceed to the safe house, go 
to Encounter Nine: At the Safe House. If they confront 
Watkins at the loft, refer to Encounter Five: 
Confronting Watkins. 

I Troubleshooting 
If the heroes confront Watkins at the loft, they may 

try to force him into revealing exactly what he uses the 
computer system for, or where the local Conclave base 
is located. In the former case, Watkins will refuse to tell 
the heroes anything, but will not attempt to stop them 
if they try to access the computer themselves as 
previously described. In the latter case, see Encounter 
Five for the deal Watkins will offer the heroes. 

I Encounter Seven: No Deal! 

I Setup 
Use this encounter after the heroes have confronted 

Michael Watkins in either Encounter Five or 
Encounter Six and have refused to accept the 
conditions of his deal. 

I Player Information 
A frustrated look comes over Watkins ' face a.s he 

tries desperately to strike up a deal. 

GM NOTE: Read the following as Watkins: 
"C 'mon, au I 'rn a.sking is that you let me walk away 

and pretend like you never saw me! Otherwise, I'm not 
saying a word. You might never get to The Conclave 
without me, you know; and I'm not afraid to take a 
rap. My bosses got ways of fixing things like that. I 
guess I'll just have to wait for another chance to get 
out." 

I GM Information 
If the heroes decide to take Watkins to the police, so 

be it. True to his word, The Conclave's lawyers will have 
him out of jail in forty-eight hours. 

If the Doom Patrol makes any other efforts to 
Interrogate or Intimidate Watkins further in an 
attempt to force him to reveal the location of the local 
Conclave base, he will feign breaking down and come 
forward with the following: "All right, all right. The 
sate house I report to is hidden dou'?l in the sewers. 
Right here. " Watkins produces a map of the Kansas 
City sewer system with an "X"marking the spot of the 
safe house. Show the Players the fake map found on 
page 21. 

Of course, the supposed safe house in the sewer is a 
trap that The Conclave's authorities set up long ago for 
just such a situation. The real base is located just 
outside Kansas City. 

Read the following to the Players as the heroes 
approach the point marked on Watkins· map: The 
sewers are dark, slimy, and smelly. yet it seems that 



Watkins was not lying. At the exact spot indicared on 
his map there is a loose panel on the wall which slides 
out of the way to reveal a dark chamber. How 
apprapriat,e that this tunnel of filth should lead to The 
Conclave. 

As soon as any Character steps into the chamber, 
s/ he will hear a loud thud, produced by a heavy panel 
which slides out of the ceiling, closing off the entrance 
to the chamber. Immediately after the panel slides 
down, a box in the center of the chamber will hum into 
life and light up, revealing itself to be a time-bomb. The 
timer will show that the bomb will explode in eight 
seconds (2 phases), and there are no other exits from 
the chamber. All of the walls (including the sliding 
panel) have been reinforced to a BODY of20. Before the 
bomb explodes, the trapped Characters must either 
defuse the bomb, break out of the reinforced chamber, 
or rely on any of their teammates who did not enter the 
chamber to find a way to free them from the outside. 

There are four wires (red, yellow, black, and green) 
leading from the bomb's detonator to the pack of 
explosives. Disconnecting one of the wires (the black 
one) will defuse the bomb, while disconnecting any of 
the others will instantly detonate it. Anyone who is 
defusing the bomb is allowed to make a Gadgetry or 
Science Skill against an OV / RV of 4/ 4. Depending on 
how successful this roll is, the heroes can learn the 
following: 

Bomb Defusal Information 
RAPs Information Gained 
1 - 2 Pulling the red wire will detonate the bomb. 
3 - 4 Pulling the red or green wire will detonate 

the bomb. 
5 + Pulling the red, green, or yellow wire will 

detonate the bomb. 

The heroes have one other option while defusing the 
bomb: Negative Woman ( if present) can pass through 
the bomb with her energy self in an attempt to short 
out the detonator. To do so, she must make an Action 
Check us ing her APs of Lightning as the AV / EV against 
an OV / RV of 18/ 18. If this roll fails to yield any positive 
RAPs, the bomb will instantly detonate. 

The bomb, if it explodes, has the Bomb Power rated 
at 12 APs. The damage done by the bomb is Killing 
Damage. Be sure to warn the Players before they decide 
how many Hero Points they want to spend. The Area of 
the bomb's effect will be contained by the reinforced 
walls of th~ chamber. If the heroes manage to free 
themselves from the chamber before the bomb 
detonates, they must still get clear of any openings they 

have made in the chamber, or be caught in the 
explosion. · 

If the bomb does not explode, there is an important 
clue that the heroes can find in the trap chamber. The 
bomb, detonator, and security systems in the chamber 
are all remotely operated by the computer system 
located at The Conclave's safe house. Sensors in the 
sewer pick up the presence of any intruders, and 
transmits a microwave signal back to the computer 
which evaluates the situation and responds with 
another microwave signal which may or may not 
spring the trap and begin the countdown on the 
explosives. It just so happens that Negative Woman's 
energy self is particular ly sensitive to t hese microwave 
broadcasts. If the bomb does not detonate, she will 
sense the microwave broadcasts and can easily use the 
energy being to trace the source of these transmissions 
and discover the location of The Conclave's safe house 
fourteen miles west of Kansas City. If the bomb 
explodes, however , the transmissions will cease, 
leaving her with nothing to track down. If the heroes 
proceed to the safe house, skip to Encounter Nine: At 
the Safe House. If the heroes have still not located The 
Conclave's base, proceed with Encounter Ten: Louie 
Ain't So Lucky. 

I Troubleshooting 
If the heroes try to force Watkins to accompany them 

when they head into the sewers, he will respond by 
saying, "/can't go there with you! I 'm only supposed to 
report in at certain times. If anyone from the base 
catches sight of me they 'll know something is wrong!" 

If the Doom Patrol somehow gets ahold of Watkins 
after surviving the bomb trap (by visiting the police 
station if they dropped him off there earlier), he will be 
surprised to see them, but will refuse to give them any 
further information, no matter how they try to 
persuade him. 

Encounter Eight: 
Let's Make A Deal! 

I Setup 

Use t his encounter after the heroes have confronted 
Watkins in either Encounter Five or Encounter Six, 
and have accepted the conditions of his deal. 

I Player Information 
A relieved look comes over Watkins 'jaceandhenow 

seems eager to pravide injormation. 

As Watkins: "First, I'll level with you guys. Whoever 
heads up The Conclave is going crazy. Whatever it is, 
I'm sure this big O']>eration going down in KC soon is 
motivat,ed by a lot more than money. I 'm getting scared 
and I want out fast. 

"The Conclave safe house is locared in an old 
abandoned warehouse about fourteen miles west of the 
city. You can't miss it. Be careful, 'though. The whole 
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plaoe is crawling with the best automated defenses that 
money can buy. Unless you 're wearing a ring like 
mine, you'll trip off every alarm and trap in the place. 
Now, I 'd like you guys to come back with me and trash 
my place so The Conclave's bigwigs will think you got 
me; then I am out of here. '' 

I GM Information 
After the heroes have smashed up his loft, Watkins 

will give them his r ing and tell them that it might come 
in handy. If the heroes refuse to bust up his loft, 
Watkins will stress the fact that The Conclave will not 
believe that the Doom Patrol has gotten to him unless 
they do some damage. If they still refuse, Watkins will 
change his mind about giving the heroes accurate 
information and try to send them into the bomb t rap 
(described in Encounter Seven: No Deal!). Watkins' 
ring contains a miniature transmitter which sends out 
a signal instructing The Conclave's computer not to 
trip any of the security systems t riggered by its wearer 
(see the safe house descript ion in Encounter Nine: At 
the Safe House). When the heroes are ready to 
proceed to the safe house, go to Encounter Nine. 

I Troubleshooting 
Other than its location, and the information about 

the security system previously detailed, Watkins will 
not give the heroes any further details about The 
Conclave's stronghold. He is not really interested in the 
issue of what the heroes will do there, just that his own 
tracks are adequately covered. If the Characters 
double-cross Watkins and turn him in to the police 
after he has given them the information they want, it 
won't be very sporting of them, but they will be able to 
proceed to the safe house (Encounter Nine: At the 
Safe House). 

Encounter Nine: 
At the Safe House 

I Setup 

Refer to this encounter when the heroes get around 
to visiting The Conclave's Kansas City safe house. The 
Doom Patrol should have learned the location of the 
safe house by either tracing down Michael Watkins' 
computer line (Encounter Six), making a deal with 
Watkins (Encounter Eight ), tracking down the source 
of the microwaves being broadcast to the sewer trap 
(Encounter Seven), or finding its locat ion in the CIA 
computer files (Encounter Eleven). 

I Player Information 
Locat.ed almost fourteen miles due west of Kansas 

City is an old run-down warehouse located on the 
outskir ts of a small fores t preserve, obviously The 
Conclave's safe house. 

The warehouse is a large one-story structure with 
pref abricat.ed steel walls, and a flat roof that rests 
twenty feet off the ground. The only visible doors are 
locat.ed on the structure's west side, while a series of 
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small single-panel windaws rings the three remaining 
sides about three-quart.ers of the way up the wall There 
is no sign of any activity on the grounds. 

I GM Information 

Base Description -Warehouse Level 
In order to enter the warehouse, the heroes must 

either break through one of the walls (BODYof8), climb 
up to the windows (OV/ RV of 4/ 4 for Climbing 
attempts), or pick one of the locks that secure the 
western doors (OV / RV of 4/ 4 ). If they make any noise 
while entering, three of the four guards stationed on 
the ground level (see map) will come to investigate. The 
guards have stat istics of typical Conclave soldiers, and 
are armed with submachine guns: 

Submachine Gun 
Dtx: 0 STR: 0 Boov: 1 
INITIATIVE: 0 H ERO POINTS: 0 
CHARGES: 6/ 11 
CosT: 37 HPs + $250 

POWERS: 
Projectile Weapons: 4 
Inside the structure, on the warehouse level, is a 

huge pile of empty crates (approximately ten feet 
high), and three vans, which the safe house occupants 
use to travel to and from the city. In a room locatedjust 
off the main warehouse floor is an elevator leading 
down to the underground level. To gain access to the 
elevator, the heroes must first defeat the four gua rds 
stationed on the top level. Each of the guards wears 
one of the special rings which nullify the base's security 
systems. 

Safe House Security 
Scattered throughout the safe house are a number of 

special security systems, which are all controlled and 
activated by the safe house's computer system. The 
various security devices are triggered by anyone 
moving within ten feet of their location. The regular 
inhabitants of the base and authorized visitors are 
issued the special rings that stop the computer from 
triggering any of the security measures activated by the 
wearer. If the Doom Patrol made a deal with Michael 
Watkins earlier in the adventure, they will probably 
know the rings' purpose. The heroes can t ake the rings 
from the guards on the upper level and put them on 
before going any further. None of the rings is big enough 
to fit on Robotman's oversized fingers, but if the Player 
states that Robotman is carrying a ring with him, it will 
suffice to keep the security systems at bay. Every 
Character must carry a ring in order to safeguard 
against the security system. The exact effects of the 
various security devices shown on the map are 
described following: 

Alarm: There is one alarm sensor located in the 
elevator and ten others scattered throughout the 
lower level. If the heroes move within ten feet of one of 
the alarm sensors and do not possess rings, a high
pitched whine will suddenly fill the complex, causing 
all five guards stationed in the barracks to come and 
investigate in two phases. 

Gas Trap: When one of these devices is activated, 
plexiwass walls (BODY of 15) suddenly slide down out 
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of the ceiling in the positions marked with dotted lines 
on the map, isolating the intruders. One phase after the 
walls come down, the isolated piece of corridor 
containing the intruders is flooded with a deadly nerve 
gas: 

Nerve Gas 
DEX: 0 STR: 0 BODY: 0 
I NITIATIVE: 0 HERO POINTS: 0 
CHARGES: 20 
Co~: 169 HPs + $3600 

POWERS: 
Fog: 9, Poison Touch: 9 

All attacks by the nerve gas are treated as Killing 
Combat. When a Gas Trap is set off, the alarm 
described in the previous paragraph is also activated. 

Base Descriptions - Lower Level 
Lab: This is a small multipurpose laboratory 

containing the usual types of scientific equipment 
(glassware, bunsen burners, instruments, etc.). The 
room will be empty when the heroes enter. Resting on a 
lab bench is three kilograms of cocaine, which one of 
The Conclave's clients provided in exchange for 
munitions. On a table is a package addressed to Cliff 
Steele (Robotman). Lying on the table next to the 
package is a note reading: "MARV - I want yau to 
make sure the Doom Patrol is finally taken care of, but 
this time be subtle. We don't want to ;'eopardize the 
upcoming Kansas City operation. " The note is not 
signed. The package is actually a bomb that the local 
Conclave operatives were going to send to the Doom 
Patrol hoping to eliminate them. If the group opens it, 
the package explodes with a Bomb Power rated at 10 
APs. 

Radio Room: This room features sophisticated audio 
and video communications gear. Lying on a table in the 
room is what appears to be a list of code words. The list 
reads: 

Tag Words for 4/30 - 5/22 

APPALLING increase by 10% 
BOISTEROUS = increase by 5% 
CHA ITEL = decrease by 10% 
DRIVEN decrease by 5% 
FANTASTIC = halt deal 
JILTING = cash sales only 
PERPLEXED = calm all activities 
STILTIFYING = cut losses 
STUPEFYING delay delivery 

On the list, the words APPALUNG, PERPLEXED, 
and STUPEFYING are all circled. Handwritten at the 
bottom of the list is: "Kansas City - May 15-21. " 

The list shows code words that Jack Hess incor
porates into Moment By Moment in order to send 
messages to his station heads. The handwritten note 
indicates that all coded words broadcast between 
May 15 and May 21 apply to activities being undertaken 
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by the Kansas City station house. If the Players are 
sharp, they will recall that the circled words all 
appeared in Moment By Moment broadcasts that they 
have seen earlier in the adventure (Encounters One 
and Four), and deduce that Jack Hess is somehow 
connected with The Conclave. 

Storage: Stockpiled in this room are hundreds of 
rifles, machine guns, rocket launchers, and other 
weapons. Also kept in the room is a huge supply of 
ammunition and explosives. If the crates of ammo and 
explosives are struck by any Physical Attack with an 
EV of 6 or higher during a battle in the complex, they 
will explode as though they had the Bomb Power rated 
at 12 APs. 

Kitchen/ Mess: The kitchen/ mess hall area serves 
all of the inhabitants of the complex. 

Rec Room: This room features two long couches, a 
television set, several chairs, a card table, and a billiard 
table. 

Test Facility: This area is a shooting range and 
weapons testing center. There are two XFN Fal II 
energy rifles lying in this room: 

XFN Fal II Enern Rifle 
DEX: 6 &m: 0 Boov: 6 
I NITIATIVE: 6 ffERo POINTS: 0 
CHARGES: 12 
CoST: 154 HPs + $1800 

POWERS: 
Bio-Energy Blast: 6 
Barracks: This room serves as quarters for the 

station's guards. At any given time, there are at least 
eight guards staying at the station house ( three of 
whom are always on duty on the warehouse level). 
Unless they have tripped one of the security devices, 
the heroes will find all five remaining guards present in 
this room when they enter. The guards have the 
statistics of typical Conclave soldiers, and are armed 
with XFN Fal II energy rifles (see previous paragraph). 
If the Characters enter this room without having 
triggered any of the base's security devices, they will 
have a chance of taking the guards by surprise. Have 
one guard make a roll using his INT (2) as the AV / EV 
and one of the hero's INT (lowest of those present) as 
the OV / RV. If this roll does not earn any positive RAPs, 
the guards are Surprised and cannot act in the first 
Combat phase, plus they receive a 2 Column Shift 
penalty to their RVs. 

Guest Rooms: These are comfortable quarters used 
to house visiting Conclave agents or clients. Each room 
contains a single twin sized bed, a small dresser and 
mirror, and private toilet facilities. 

Station Chief's Quarters: This is the room occupied 
by The Conclave's Kansas City station chief, Marvin 
Braddock. Braddock will be present when the heroes 
enter (he stays in this room whether or not the group 
triggers an alarm). He has statistics equivalent to those 
of a typical Conclave bureaucrat. He will not bother to 
try and attack the heroes when they enter. 

If the heroes Interrogate Br addock, they can 
discover the following information: 



RAPs ln,[onnation Gained 

1 - 2 "The sate house is used as a st.orage area, to 
relay messages, to send representatives to meet 
with clients, and serves as a way station for 
our agents." 

3 - 4 "Our leader is due in KC sometime tomorrow 
to oversee some massive operatian. I don't 
know all the details, but it ~ going to inoolve 
our top agents. '' 

5 + "The operatian has something to do with the 
Sunderland Corporatian, but I don't know 
exactly what. We operate on a strict need-to
know basis around here. " 

If specifically asked, Braddock will give the Doom 
Patrol the password code for The Conclave's computer 
if they receive any positive RAPs on an Interrogation 
effort. If the heroes ask him why they were targeted for 
assassination, he will reply, "You really shouldn't have 
intercepted that weapons shipment of ours in the Mid 
East - the management has been really upset with 
your little group ever since. " (NOTE: No one in the 
Doom Pat rol knows of any such attack. If they deny 
involvement out loud, Braddock will only act mystified.) 
Braddock also knows that J ack Hess is the leader of 
The Conclave, but will not reveal such under any 
circumstances. 

Computer Room: This room contains a terminal that 
connects to The Conclave's computer databanks. The 
computer has a Rat ing of 6 with a password code of 
"534261." If the heroes can tap into the computer (or if 
they force Braddock to give them the password) they 
receive access to the following file: 
COMPUTER FILE XLM7548139 
SUBJECT: Alien Object 
REMARKS: In exchange for the balance due 

on its account, the government of Qurac 
offered a strange object which was 
recovered in the Quraci desert. The 
object was obviously of alien 
construction and seemed to have 
recently entered the Earth 's atmosphere 
from outer space. Its entry was tracked 
by both U.S. and Soviet air defense 
systems, but both lost the object shortly 
before impact. The object was accepted 
from the Quaraci government as 
payment on 2/7. 

ENTRIES: 
218 The object is most certainly of extra

terrestrial origin. -VVL 

311 After reviewing all of the available space 
tracking data and plotting its trajectory 
backwards from the object's point of 
impact, our team has become convinced 
that the object was originally launched 
from a point on the dark side of the 
moon (approx. coordinates: 45 degrees, 
24 minutes by 37 degrees, 14 minutes). 
-VVL 

3/4 The object makes use of a 
matter/antimatter flux power source. 
Such technology is far beyond human 
limits. The efficiency of such a power 
system is most incredible. -VVL. 

3/ 13 The object is many thousands of years 
old. Exact age still indeterminate. -VVL 

412 We have at last determined the object's 
purpose. It appears to be some kind of 
targeting probe. It is meant to impact in 
a given target area, then send out a 
signal allowing some sort of weapon to 
home in on it. This would yield 
tremendous targeting accuracy. It is our 
theory that some kind of automatic 
signal triggered the launching of the 
probe, which itself was supposed to 
have sent out a signal to launch the 
weapon to follow. Apparently, the 
weapon malfunctioned. 

The hypothesis of the team is that 
some highly advanced alien culture 
constructed an automated military base 
on the moon, targeting it on the Earth, 
many millenia ago. The weapon itself is 
very probably still on the moon. Said 
weapon is undoubtedly devastatingly 
powerful, since the matter/antimatter 
flux technology evident in the probe 
could easily be adapted to make an 
explosive several hundred times more 
powerful than Earth 's largest nuclear 
warhead. The alien base must be well 
hidden, as it has never been detected by 
conventional Earth lunar surveys. -VVL 

4120 Operation at Sunderland's KC base to 
commence at 11 :00 PM on May 20. 
Operatives to arrive early afternoon. I 
am personally taking charge of this 
one. -JCH 

I Troubleshooting 
If it seems the heroes are going to miss the clues 

located in The Conclave's computer system, the GM 
may wish to steer the Players a bit. Finding these clues 
is a must for completing the adventure. 

Once the heroes are finished at the safe house, play 
should proceed either to EncouterTen: Louie Ain't So 
Lucky if it has not yet been played, to Encounter 
Twelve: Justin the Nick ofTime if the heroes go to the 
Sunderland Corporation air base before 9:00 PM, or to 
Encounter Thirteen: Too Late! if they go to Sunder
land after 9:00 PM. 

Encounter Ten: 
Louie Ain't So Lucky 

I Setup 

This encounter takes place at any convenient time 
after 10:00 AM on Day Two of the adventure (May 20). 
The heroes may have reached this point as a result of 
running into dead ends in Encounters One, Three, 
Four, Six, or Seven. Otherwise, run this encounter 
immediately after they leave the safe house in 
Encounter Nine. Wherever the heroes are at this point, 
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they will come across a television tuned to the 
broadcast outlined following: 

I Player Information 
As thR questfor dues ccmtinues, a nearby t,elevi,sion 

set s uddenly changes from its regular programming to 
a special bulletin that demands immediat,e attention. 

GM NOTE: Display Screen #6 

AsTV Anchorman: "Weinrerruptthisprogramfora 
special report. Kansas City police discovered the dead 
body of 'Lucky' Louie Candioni in a suburban town 
house this morning, shortly after 10:00 AM. Candioni, 
reput,edly one of the 'godfathers ' of Kansas City 
organized crime, was the apparent victim of a mob
related murder. Police have informed us that his 
assailant used enormously saphisticated weaponry. 
'Lucky ' Louie was apparently living in the town house 
where his body was found. We now return you to our 
regularly scheduled program. " 

@~J.nformat_i_o_n __ _ 
Candioni was killed by The Conclave. It took very 

little time for Hess to discover that the mobster had 
given the Doom Patrol some useful information earlier 
in the adventure, and ordered Louie murdered in 
revenge. In the remote chance that the Characters 
never encountered Louie, Hess had him killed simply 
because of the failure of his assassins to dispose of the 
Doom Patrol. If the heroes took Louie to the police 
earlier in the adventure, he was freed on bail and in hLs 
home when The Conclave struck. 

If the heroes are curious, they can visit Louie's town 
house to search for clues. When they arrive, t hey will 
find that the Kansas City Police Department has 
completely scaled off the scene of the crime; but an 
extremely large hole has been blown through one of the 
outer town house walls and is visible from outside the 
police cordon. Robotman can instantly recognize the 
hole's blast pattern as identical to those produced by 
the energy cannon featured in the old Arsenal battle
suit ( read the Players all of the relevant information 
from Arsenal's background entry if they are not 
familiar with it) . If the Players ask what other 
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information Robotman knows about the battlesuit, the 
GM can tell the Robotman Player that Steele does not 
know exactly what happened to the Arsenal battlesuit 
after the Doom Patrol last encountered it, but he 
believes it was seized by the CIA for study. 

The only way that the heroes can act upon 
Robotman's information is to go back to their head· 
quarters and use their computer terminal to try to 
break into the CIA computer system and find the 
Arsenal data file. From this file, they may be able to find 
out exactly what happened to the Arsenal battlesuit. If 
and when they decide to do so, proceed to Encounter 
Eleven: What Does the CIA Have To Do With All 
This?!. 

I Troubleshooting 
The only way that the heroes can follow up on the 

CIA lead is to break into the computer system. Visiting 
a local CIA office and Interrogating any of its 
employees or any similar scheme will be completely 
fruitless. 

If the Doom Patrol has already visited the safe house 
(Encounter Nine) and elects not to pursue the Arsenal 
clue any further, proceed to Encounter Twelve: Just 
in the Nick of Time if they go to the Sunderland air 
base before 9:00 PM, or Encounter Thirteen: Too Late! 
if they visit Sunderland after 9:00 PM. If the heroes 
have not been to the safe house yet, the GM should try 
to steer the Players towards investigating the CIA 
computer files and proceed to Encounter Eleven. 

Encounter Eleven: 
What Does the CIA Have 

To Do With All This?! 

Use this encounter if the heroes attempt to break 
into the CIA computer system to track down the old 
Arsenal battlesuit after they visit the scene of 
Candioni's death in Encounter Ten. 

U§lyer lnf~rmation ________ ] 
Based on the cluefaund at Candioni 's tnwnlwuse, it 

seems obvious that the next step should be to try and 
access the Central Intelligence Agency Computer 
Network. Perhaps it will lwld some answers to the 
mystery of The Conclave. 

I GM Information 
The CIA computer has a Rating of 7. Its password 

code is "5714623" and to access the file on the Arsenal 
battlesuit the heroes must break the code in three or 
fewer guesses. The file reads as follows: 

DATA FILE 6-1243-25114XXC/2 
SUBJECT: Arsenal Battlesuit 
REMARKS: The Arsenal Battlesuit is a highly 

efficient combat weapon built by Nicholas 
Ga/try and first encountered by the hero team 
code-named the Doom Patrol. The battlesuit 
was seized by agency operatives after its 
second defeat by the Doom Patrol. 



ENTRIES: 
1. Lack of funding has prevented any serious 
research into the suit's operation. It was 
transferred to a storage facility in Bethesda 
on 1113. -MM 
2. Battlesuit given to The Conclave in partial 
compensation tor munitions delivered to the 
Nicaraguan Contras on 3/ 16. The suit was 
specifically requested by Conclave 
representatives, and delivered to a warehouse 
in a suburb west of Kansas City. -CP 

From the information in the file, the heroes can 
proceed to The Conclave's safe house located under the 
warehouse (Encounter Nine ) if they have not already 
done so. In any case, they should now be aware that 
The Conclave has access to the extremely formidable 
Arsenal weaponry. 

I Troubleshooting 
There are no other files in the CIA computer that 

could be of any use to the heroes in this adventure. If 
the Characters are unable to break into the CIA 
computer and have alreadyvisited The Conclave's safe 
house, it is not critical that they find the informat ion on 
the Arsenal battlesuit. If the heroes rush to The 
Conclave's safe house, play proceeds to Encount.er 
Nine: At the Safe House. If the heroes have already 
been to The Conclave base, play should proceed either 
to Encounter Twelve: Just In the Nick of Time if the 
heroes visit Sunderland before 9:00 PM, or Encount.er 
Thirt.een: Too Late! if they travel to the air base after 
9:00 PM. 

Encounter Twelve: 
Just In the Nick of Time 

I Setup 
After the heroes have visited The Conclave's safe 

house, they will almost certainly decide to head to the 
Sunderland. Corporation's Kansas City air base in 
order to investigate whatever clues they have 
uncovered. By this point, they may have even guessed 
the entire plot. Remember that the computer printout 
indicated that The Conclave's Sunderland operation 
was scheduled to begin at 11 :00 PM. After he discovers 
that the heroes visited the Kansas City station house 
(there is no way the Characters can prevent The 
Conclave from learning of their visit), Hess accelerates 
the timetable for the operation by two hours to better 
guarantee the mission's safety. Before they head to 
Sunderland, the Player Characters must choose what 
time they wish to arrive. If they decide to go at 9:00 PM 
or earlier (in order to scout out the area or make 
preparations of their own), run this encounter. 
Otherwise, run Encount.er Thirt.een: Too Late!. 

The group will have no problem finding Sunderland's 
Kansas City base of operations; its location is a matter 
of public record. 

I Player Information 
In a shallow depression set within a small forest, lies 

the Sunderland Corporation 's Kansas City head-

quarters. The first thing that catches the eye when 
approaching the comp/,ex are the two U>Wering space 
shuttle launch pads that lie in a launch area just east 
of the main complex. On the grounds are four 
buildings (two large, two small}, and a huge parking 
lot. The entire compound is surrounded by a twelve 
foot high chainlink fence that, judging from its low 
humming sound, seems to be electrified. There is only 
one gate, located on the south side of the base. 

Before anyone can ap'[Jroach any nearer to the 
comp/,ex, there is a sharp noise which seems to ho.ve 
come from the north side of the compound. Something 
is definately wrong here. A few seconds later, armed 
assault troops begin pouring out of the forest north of 
the shuttle launch area. These have got to be Conclave 
troops, but according to The Conclave :S computer the 
operation was n0t supposed to begin for another two 
hours! There must be at least thirty soldiers attacking 
the shuttle area. Almost immediately qfter the assault 
begins there is a loud pop, and a cloud of gas wafts over 
the western portion of the oomp/,ex. The guards coming 
in contact with the gas are dropping like.flies. It looks 
deadly! 

I GM Information 

The Conclave Assault 
The assault force consists of thirty troops with 

statistics equal to those of typical Conclave soldiers, 
armed with XFN Fal II energy rifles and body armor: 

XFN Fal II Energy Ritle 
DEX: 6 STR: 0 BODY: 6 
INITIATIVE: 6 HERO POINTS: 0 
CHARGES: 12 
Cosr: 154 HPs+$1800 

POWERS: 
Bio-Energy Blast: 6 

Body Armor 
DEX: 0 STR: 0 BODY: 2 
INITIATIVE: 0 HERO P01:-.-rs: 0 
CHARGES: 12 
CoST: 31 HPs+$100 

POWERS: 
Skin Armor: 3 
Hess, Doctor VonLaub, and the Arsenal are also 

particpating in the attack. The assault will proceed 
according to the following general pattern: 

• Just before attacking, Hess' troops launch a gas 
cannister, spreading deadly nerve gas over the western 
portion of the complex to take out all of the Sunder
land security forces stationed there. The gas does 
Killing Damage to anyone it affects: 

Nerve Gas 
DEX: 0 STR: 0 BODY: 0 
INITIATIVE: 0 HERO PoDITS: 0 
CHARGE.5: 20 
Cosr: 169 HPs + $3600 

POWERS: 
Fog: 9, Poison Touch: 9 
The gas makes one attack on each Character in the 

western portion of the complex per phase. All of The 
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Conclave's forces wear gas masks, making them 
immune to the nerve gas. Immediately after the battle 
begins, it will become obvious to the heroes that the gas 
is deadly. The heroes will also notice that the Sunder
land guards located on the western edge of the base are 
having problems escaping the gas' effect. Any guards 
depicted on the map that have not been rescued from 
the complex by one of the Doom Patrol by the end of 
the fifth phase will automatically die. 

• On the second phase of combat, Hess has two 
Apache attack helicopters arriving to provide air 
support. The Apaches have the following attributes: 

Apache Attack Choppers 
DEX: 6 STR: 9 Boov: 9 
INITIATIVE: 6 HERO Pourrs: 0 
CHARGES: 26 
Cosr: 368 HPs + $7600 

POWERS: 
Flight: 7, Projectile Weapons: 7 

When the Apaches attack ground targets, use the 
helicopter's DEX as the AV and the APs of Projectile 
Weapons as the EV. The Apaches each have a crew of 
three; all crew members have attributes equal to those 
of a typical Conclave sold ier 

• Hess, VonLaub, and five of the t roops will immed
iately head for one of the shuttles and get on board. All 
of them will be aboard the shuttle by the end of the 
third phase of combat. 

• Ten of the troops will head toward the Launch 
Control building and fight their way inside. Once inside, 
they will start a countdown to launch the shuttle Hess, 
VonLaub, and the soldiers boarded (they were given 
detailed instruct ions on how to do so earlier). The 
troops will enter the Launch Control building on the 
third phase of combat. The shuttle will launch on the 
sixth phase of combat. 
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• Ten of the troops and the Arsenal will stay outside 
in the eastern alcove of the complex and protect the 
entire operation. On the fifth phase of combat, the 
Arsenal will slip away and board the shuttle occupied 
by Hess, VonLaub and the five Conclave troopers. The 
heroes should be too busy rescuing Sunderland guards 
from the nerve gas to prevent the android's escape. 

• The remaining five troops will take care of any 
stragglers in the western portion of the complex. 

• Three phases after Hess' shuttle launches, all 
surviving troops will make their way towards heli
copters hidden in the woods and attempt to escape, 
covered by the Apaches. 

The Sunderland guards shown on the map will be 
completely ineffective in providing any resistance 
against The Conclave. They will not attack the heroes, 
but will be reeling so much from the gas attack that 
they will be unable to provide assistance. For purposes 
of the battle the GM may ignore them. 

Following Hess 
After the space shuttle takes off, it will be obvious to 

the heroes that the only way they are going to catch 
Hess is to take the other shuttle and pursue him. Unless 
one of the heroes has deliberately damaged it, the 
second shuttle will be miraculously unharmed by the 
battle. To get away in it, the heroes must make their 
way into the Launch Control building and initiate the 
second shuttle's countdown. Before they can enter the 
building, however, they must overcome the ten troops 
t hat Hess left stationed outside. By this time all of the 
Sunderland guards will be dead or taken care of, so 
there is no one else to stop the heroes from helping 
themselves to the shuttle. Once inside, Robotman or 
Negative Woman can initiate the launch automatically 
(no rolls or computer hacking necessary). The heroes 
then have two phases to climb aboard the shuttle, after 
which it will launch. Anyone with a Vehicles Skill of 4 
APs or better can fly the shuttle. Statistics for the 
shuttles (they are identical) are given in the section on 
the Sunderland Corporation earlier in this booklet. 
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I Troubleshooting 
This encounter is not meant to be the climactic 

confrontation between the heroes and The Conclave 
but if the heroes somehow do manage to prevent th~ 
shuttle from takingoffand capture Hess and VonLaub, 
the adventure is over and the Doom Patrol is 
victorious. Proceed to the Endgame section for 
awarding Hero Points. Otherwise, p lay proceeds with 
Encounter Fourteen: See You On the Dark Side of the 
Moon. 

Encounter Thirteen: Too Late! 

I Setup 

Use this encounter if the heroes arrived at 
Sunderland later than 9:00 PM. 

I Player Information 
Up ahead is the Sunderland Corporation's Kansas 

City headquarters, /,Qcat,ed in a shallow depression set 
within a small forest. 

It seems as tlwugh a disaster has struck! There are 
dead bodies strewn everywhere, and National Guard 
troops have secured the entire complex. One of 
Sunderland's new commercial space shuttles is 
missing from its launching platform! The Conclave 
must have been here already and taken the shuttle. 

I GM Information 
The heroes should soon realize that their only 

available option is to steal the remaining Sunderland 
shuttle and use it to follow Hess and his men. 
Miraculously, the shuttle was not damaged during The 
Conclave's assault. Unfortunately, since the attack the 
Sunderland Corporation's main headquarters in 
Vrrginia has had time to call in the National Guard to 
temporarily secure the compound until the sitution 
can be assessed, making the heroes' task more difficult. 
For simplicity's sake, assume that there are two 
National Guard soldiers stationed at each point on the 
map where one of the Sunderland Corporation guards 
was stationed. The National Guard troops have the 
following statistics: 

NATIONAL GUARDSMEN 

DEX: 2 STR: 3 B ODY: 2 
b.-r: 2 WILL: 2 Mrrn: 2 
hn: 2 A URA: 2 SPIRIT: 2 
11'lTIATIVE: 6 HERO P OL'iTS: 10 

SKILLS: 
Medicine/ First Aid: 2, Vehicles/ 
Land: 2, Weaponry: 2 

EQUIPMENT: 

Assault Rifle 
DEX: 0 STR: 0 BODY: 1 
bm1ATIVE: 0 HERO POINTS: 0 
CHARGES: 6/ 11 
Cosr: 43 HPs + $300 

POWERS: 
Projectile Weapons: 5 

CONNECTIONS: 
National Guard (Low) 

MOTfVATION: 
Patriotism 

WEALTH: 
Comfortable 

Joa: 
Soldier 

RACE: 
Human 
To steal the shuttle, the heroes must follow the 

procedure outlined in the previous encounter (enter 
the Launch Control building to set the countdown, and 
then make their way to the shuttle itselfin two phases). 
To do so, however, they must either fight their way 
wherever they want to go, or make their way past the 
National Guardsmen by using the Stealth Skill 
( remember to assess the -2 Column Shift penalty to 
any Character who does not have the Thief/ Stealth 
Skill). 

I Troubleshooting 
The heroes may attempt to talk to the National 

Guard troops, and convince them of their urgent need 
for the shuttle. In this case. have one of the Characters 
make a Charisma/ Persuasion roll against an OV/ RVof 
515. The National Guardsmen should be treated as 
hostile towards anything suspicious or out of the 
ordinary (including the heroes). If the hero receives 
five or more RAPs on this roll, the National Guardsmen 
will allow the heroes to take the shuttle. Otherwise, the 
troops attack under the mistaken belief that the heroes 
were involved in the assault on the air base. 

Encounter Fourteen: See YOU On 
The Dark Side of the Moon 

I Setup 
Use this encounter after the heroes have obtained 

the remaining Sunderland Corporation space shut tle, 
and have given chase to Hess and his men. 

The heroes will have no problem tracking Hess' 
progress in the shuttle, but cannot catch him en route. 
They can follow his flight path easily. 

I Player Information 
The shuttle's equipment has no problem tracking 

The Conclave's shuttle through the icy depths of space. 
As expected, the shuttle is heading for the dark side of 
the moon, where The Conclave's computers indicat.ed 
that the alien base was likely to be locat.ed. 

As the shuttle enters into orbit, the base entrance 
bewmes visible: a single spot of light on a field of 
obsidian black. The Conclave's operatives have 
already arrived and uncovered the entrance. 
Apparently The Conclave's scientists guessed 
correctly. 

I GM Information 
In order to get down to the surface of the moon once 

they reach the base, the heroes must place their shuttle 
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in orbit and use the self-propelled vacuum suits found 
aboard the craft (statistics for these are found in the 
Sunderland Corporation section earlier in this 
booklet). Once on the moon, they can easily enter the 
alien base (all they need do is go through a simple 
automatic airlock). Hess will be too preoccupied with 
penetrating the base and activating the alien weapon 
to try and stop the heroes at this point. Inside the base 
the atmosphere is normal, so the heroes can remove 
their space suits. 

NOTE: Read to the Players once they have entered 
the alien moon base: 

The base interims seem to have been sculpt.eel from 
some sort of strange black rock. Pipes, wires, and 
cables of every descripti.on completely cover the base 
walls, and there is a strange glow throughout the 
corridors even though there is no obvious light source. 

Moving in the Alien Base 
The layout of the alien base is so complex, that it 

resembles a maze. The heroes must make their way 
through this maze in order to find the superweapon, 
and catch Hess and his associates. There are a series of 
3D maze panels included with the encounter map on 
page 30 to help you recreate this scene. 

Take a look at the map of the alien base. Each of the 
shaded squares of the grid represents a section of the 
maze corridors. The heroes must travel through these 
corridors until they reach the weapon control room at 
the center of the base. In effect, the corridors link the 
boxes together, indicating all possible paths through 
that box. As the heroes cross from one box to the next, 
find the letter on the map that marks the path they are 
using to enter the box, and display the 3D panel with 
that letter in the upper left hand corner to the Players. 
For example, as the heroes enter the first box, display 
panel "A." After they turn right and enter the second 
box, display panel "C." If the heroes were to opt to turn 
left you would display panel "G," if they go straight it 
would be panel "F," and if they were to turn around, 
panel "B." 

Count the number of moves it takes the heroes to 
make it to the center control area. If at any time the 
heroes choose a path that leads to a dead end, as 
indicated on the map, count it as a move and ask the 
Players to pick a new route. When the group finally 
reaches the control room at the center of the maze, 
proceed to Encounter Fifteen: The End??. 

I Troubleshooting 
It is possible that the heroes will begin to feel like they 

ar e totally lost. If it seems as though they are 
wandering hopelessly in circles, the GM may wish to 
start nudging them in the right direction. Hess will have 
the alien weapon activated in Encounter Fifteen if the 
heroes take more than fifteen moves to reach the 
center, so the Characters could possibly home in on the 
noise of the device warming up, spot the villains' 
footprints in the dust on the floor, or some other clue 
could appear at GM discretion. In any case, the heroes 
should be able to eventually find their way to the 
center. 

Encounter Fifteen: The End?? 

I Setup 

Proceed to this encounter immediately after 
Encounter Fourteen. 

I Player Information 
GM NOTE: Read the sections in bold type only if the 

heroes did not make it to the center of the maze in 
fifteen moves or less: 

After twisting and turning their way through the 
strange alien base, the corridors finally tenninat,e 
in a large black chamber. St,anding in the center of the 
room is a huge device that is obviously a missile. Also 
present in the room is Jack Hess, the famous talk slww 
host! With Hess are an old man who seems to be a 
scientist of some sort, and what a wears to be a highly 
modified form of the old Arsenal battlesuit. Lying on 
the.floor are five dead Conclave soldiers. The weapon 
is humming. Hess and his associates seem to have 
somehow activated it! 

As Hess: "Ah, at last we meetface to face. Allow me 
to introduce myself. I am Jack Hess-perhaps you've 
seen my program? I am also head of The Conclave, the 
world's largest and most prolific black market arms 
supplier, dealers of destructi.on worldwide! This is 
Doctor VonLaub my scientific assistant, and I believe 
you are familiar with the Arsenal baulesuit, but 
perhaps you are not so familiar with some of its recent 
modificatications. Ha ha ha ha!'' 

''You are about to witness my ultimate triumph! 
You see, I do not deal in arms for profit. No, my 
interests run much deeper than that. I am thrilled by 
the sheer devastation that my efforts cause. I am an 
artist, and havoc is my medium. And now, I am 
going to create the ultimate work of art-the 
destruction of the Earth itself; the ultimate 
expression and summation of mankind and all its 
desires! The only human survivors shall be you, the 
good doctor, and myself. I was forced to eliminate 
my other followers here, because they did not 
exactly agree with my wishes. Do not fear for your 
own sajety-the doctor assures me that we can live 
here, in this base, for the rest of our lives. 

"/knew I should have taken care of your liUle group 
much sooner. Ever since you intercept.eel that impor
tant shipment of ours in the Middle East, I knew you 
might endanger this liUle undertaking. (GM NOTE: 
None of the Doom Patrol members has any knowledge 
of such an attack. If they express their disbelief or deny 
ever intercepting any shipment, Hess will continue):" 
But the evidence was clear! We found proof that both 
Robotman and Tempest were involved in the attack on 
the convoy; and - aM, I see what is going on. I am 
afraid, my friends, that both you and I have been set 
up. The evidence of your involvement in the disap
pearance of our shipment seems to have been arti
ficially planred- by one of my enemies, no doubt, as 
part of an fd[ort to goad me into <Xmflict with you. Well, 
I am sorry that you had to be dragged into all of this 
unnecessarily, but i t is too lat,e to worry about it now. " 
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"The weapon you see behind me is fully primed 
and ready to be fired at the Earth! The doctor has 
repaired all of its malfunctions, and its trajectory is 
already laid in. We have determined that the missile 
has f our times the power required to shatter the 
planet upon impact, and only I know the code which 
can halt the countdown! Ha ha ha ha!" 

(LONG PAUSE) 
"The more I think about the situation, however, the 

more I begin to formulate an even better plan. I have 
just thought of an even more perfectly ironic work of 
havoc that I could wreak here. Thus, I am wilUng to 
make you a deal: is it not true that the original Doom 
Patrol allowed themselves to be killed rather than 
permit one of their adversaries to eliminate a town 
full of innocents? I will offer you the same deal on a 
global scale! If you will stand there defenseless and 
allow the Arsenal to slay each and every one of you, 
I will disarm the missile. Isn't it beautiful, History 
repeating itself like this? Oh, the irony! I love it! Yes, 
you must consent! This would be my masterpiece, 
even greater than the destruction of the Earth itse(/7 
Well, what is your resp onse?" 

GM NOTE: If the heroes arrived in the weapon 
control room in less than fifteen moves, continue with 
the following: 

Hess turns to the inert batUesuit and orders i t to 
destroy the heroes! The Arsenal springs to life and the 
three villains attack! 

I GM Information 
First of all, if the heroes made it to the center of the 

base in fifteen moves or less, Hess will not have had 
enough t ime to activate the weapon. In this case, he, 
VonLaub, and the Arsenal android will all attack right 
after Hess finishes delivering his speech. 

If, however, the heroes took more than fifteen moves 
to reach the center of the base, they must decide 
whether or not to accept Hess' deal. If they do accept 
and allow the Arsenal to destroy each and every one of 
them, Hess will keep his word and not destroy the 
Earth. In this case, the heroes (like the old Doom Patrol 
before them) have just made a brave sacrifice, giving 
their lives to protect the innocent. 

If the heroes refuse, they can take on Hess and his 
accomplices, and then try to break the code that will 
diffuse the missile. Treat the missile as though it were a 
computer with a Rating of 7 and a password code of 
"5367214." The heroes will have nine total phases to 
deactivate the missile, and they can make one guess at 
the code each phase (remember to subtract t he 
number of phases it takes them to eliminate Hess and 
his cronies from the nine they have available). Under 
no circumstances will Hess reveal the code to the 
heroes. 

I Troubleshooting 
One of the ploys that the heroes may try is to attempt 

to convince Or. VonLaub that Hess is mad, and that he 
should help them defeat Hess in order to save the 
human race. As stated in his Character Background, 
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however, the doctor is no friend of humanity and is at 
least as insane as Hess. He also wants to see the bomb 
set off, and even if the heroes agree to Hess' deal, the 
doctor will attempt to fire the missile anyway, against 
Hess' will (in this case, Hess will attempt to kill VonLaub 
before the missile is actually fired, since doing so would 
spoil his "work of art"). 

If the heroes completely fail to defuse the missile and 
the GM does not want to bring the campaign to a rather 
sudden conclusion, the missile could have a last minute 
malfunction. It is hundreds of thousands of years old, 
after a ll. In t his case, however, the GM should not grant 
the Players the Hero Point awards for defusing the 
missle, Severity, or Area of Consequence. 

I ENDGAME 

Once the missle is defused and Hess and his under
lings are defeated, it will be no problem for the heroes 
to put the alien base and its weapons out of com
mission permanently. They can then takeThe Conclave 
villains back to Eart h in the shuttles. With Hess' 
capture, the power structure of The Conclave will fall 
apart, effectively destroying the organization. If the 
Gamemaster wishes to use The Conclave further in 
his / her campaign, however, remember that Hess is an 
ex tremely pop ular public figure, a nd t hat The 
Conclave employs many hotshot lawyers who will 
probably be able to exonerate him. The final fate of The 
Conclave is up to the GM. 

If the missile was fired and Earth destroyed, the 
heroes should either get used to the idea ofliving on the 
moon for the rest of their lives, or begin searching for a 
new planet to call home. 

Hero Points fo r this adventure should be awarded as 
fo llows: 

I Standard Award 

Opposit ion 
Equal . . ... . .... .. ... . .......... . ........... . . 20 

Critical Points: 
Discovering Conclave safe house 

(seldom fails) ............................ . ... 2 

Discovering Sunderland operation 
(seldom/ails) .............. . ....... . ......... 2 

Defusing missle 
(even odds) . ... . ..... . ..................... . .. 3 

Area of Consequence 
World'UJide . .. . .. . . . ................. . ...... . . 15 

Severity 
Fatal ............................... . ...... . . 15 

Tot.al Standard Award . .... . .................. 57 
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HOW TO USE THIS BOOK 
This book is divided into four sections: GM's Introduc

tion, Characters, Encounters, and Game Results. In any of 
these sections, it.alicized text is read to the Players. 

GM's Introduction 
The GM's (Gamemaster's) Introduction provides the 

Gamemaster with the background needed to run t he 
adventure. 

Characters 
This section contains information concerning both 

Player and Non-Player Characters involved in the adven
ture. Occasionally, only modifications to previously pub
lished Character information and Hero Points may be 
listed; see the fu U description in the Gamemaster's Manual 
for the rest of that Character's statistics. 

Encounters 
The DC Heroes Role-Playing system is based on encoun

ters. That is, Player Characters go from situation to situa
tion instead of location to location. Each encounter is 
broken up into at least three sections: Setup, Player Infor
mation, and GM Information. When necessary, there are 
also Troubleshooting sections, Rules sections, and/ or Side
bars to help the GM run the adventure. 

Encounters indicate which descriptions and maps are 
pertinent to each s ituation. Brief descriptions, including 
game statistics and incidental character locations, are 
often included with maps. 

Game Results 
Usually called Endgame or Aftermath, 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 t hat the GM 
can design further scenarios, if desired. 

A Note on the Module Dimculty Rating System 
Each module published by Mayfair includes an estimate 

of the Hero Points req\lired to create Characters powerful 
enough to complete the adventure. This estimate is given 
on the front cover in the form: For 5-7 Characters 
Generated Using 1000-2000 Hero Points. 

To decide whether Characters are powerful enough to 
complete an adventure, add up the Hero Points needed to 
generate the Attributes, Powers, and Skills of each Char
acter. Also include Hero Points expended in the creation 
of special gadgets and equipment the Character pos
sesses. Heroes using the Batman Option or with Linked 

Powers or Skills are tallied according to a lower Hero 
Point cost as detailed in the Player's Manual. Linked Pow
ers and Skills a re figured collectively for such Characters, 
not as if the Powers and Skills were generated separately. 
Finally, saved or unspent Hero Points are added to deter
mine the tot.al Hero Point rating of each Character. 

If t.he group's average Character rating falls within the 
suggested bracket, the module is likely to be sufficiently 
challenging. 

Brackets Typical Groups or CharacteJ'S 

260-500 .................. Beginning Level Characters 

501-1000 ....................... The New Teen Titans 
without Raven and Kid Flash 

1001-2000 . . . . . . . . . . . . . . . . . . . . . . The New Teen Titans 
with Raven and Kid Flash 

2001-4000 ............................ Justice League 
without Superman 

4001-8000 ................... ... ...... Justice League 
with Superman 

8001-16000 .......................... Wonder Woman 

16001+ ........ ... ........... ..... ........ Superman 

ABBREVIATIONS 
AP(s) ............................. Attribute Point(s) 
AURA ........................ .. .... Aura (Attribute) 
AV ....... .......... .................... Acting Value 
BODY ........................ .... .. Body (Attribute) 
CS .................................. Column Shift(s) 
DEX ........................... Dexterity (Attribute) 
EV . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Effect Value 
GM ..•...••......••...............•.... Gamemaster 
HP(s) ................................. Hero Point(s) 
INFL ......................... . . Influence (Attribute) 
INT ... . ........ . ............. Intelligence (Attribute) 
MIND ........................ . ..... Mind (Attribute) 
NA ................................... Not Applicable 
NPC(s) ...................... Non-Player Character(s) 
OV .................................. Opposing Value 
PC(s) ........... . .. .......... .. . Player Character(s) 
RAP(s) ............. . ........ Result Attribute Poin t(s) 
RV .............................. . .. Resistance Value 
SPIRIT ................. .. .. ... ..... Spirit (Attribute) 
STR ........... . ................ . Strength (Attribute) 
WILL ....................... .. Willpower (Attribute) 
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