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[ntrodiction

The Wonder Woman Sourcebook isacompletereference
work on the new Wonder Woman and contains detailed
information on the fabled Amazon Princess, her history,
friends, foes, and the realms she inhabits, from Paradise
Island to Boston to Mount Olympus. The first section of
the Sourcebook (Wonder Woman) details the Character
of Wonder Woman. It includes her game statistics, back-
ground, personality, and tips on role-playing the Amazon
Princess.

The Sourcebook sections entitled History of the Gods
and The Olympian Gods chronicle the history of the
Olympian Gods who created both Wonder Woman and
the Amazons; the gods play an extremely important part
in the life of the new Wonder Woman. Included in this
section is information relating to Zeus, Ares, Artemis,
Athena, and other gods as well as notes on incorporating
the gods into a DC Heroes campaign.

The Sourcebook sections entitled The Amazons,
Themyscira, and Amazon Non-Player Characters deal
directly with the Amazons, describing the people, places,
and history of Paradise Island, including complete details
on the lsland of Healing, the Temple of Hades, and Doom's
Doorway.

The Friends and Villains sections describe Wonder
Woman's alies and foes. Compl ete statistics are provided
for friends like Steve Trevor and Julia Kapatelis and for
such enemies as the Cheetah and Eris.

The new Wonder Woman possesses an important
destiny and occupies a specia place in the DC Universe.
This reference work explainswhat makes her unique and
how aGM and his/her Players can get the most from any
Wonder Woman adventure.

Strangersin Paradise

Srangers in Paradise is a solitaire adventure which
accompanies The Wonder Woman Sourcebook. It is the
story of thefirst official delegation from "Man'sWorld" to
visit Paradise Island.

However, some of the ambassadors come from nations
whose people espouse little respect for women. This,
coupled with the fact that many Amazons
are suspicious of outsiders, creates a tense
situation; tempers flare as strange events
o(cj:(éur, the two cultures quickly falling at
odds.

Questions arise: Are the Amazons simply
not intended to mix with outsiders? Or is someone trying
to sabotage the expedition? If so, who? And most
importantly, can Wonder Woman discover who is
responsible for the strife before the situation explodes?

The conclusion to this taut and enigmatic first Wonder
Woman adventure introduces a new, striking Character
to the Wonder Woman pantheon.

The New Wonder Woman

With the advent of the Crisis On Infinite Earths, the
DC Universewas shaken to the core, its history ultimately
destroyed. From the ashes of the first world of heroes
came arevitalized and streamlined universe. DC Comics
anchor Characters, Superman and Batman, were
designed compelling new origins and often remolded into
creative variations on their traditional themes.

Now thethird member of the DC Triumvirate of Justice
hasjoined the fold. Having undergone her own powerful
transformation, Princess Diana of Themyscira (Wonder
Woman) now stands as one of the most vibrant and
exiting "new" Characters of the DC Universe.

The talent and commitment of her creators have
brought a sweeping scale and a tight continuity to the
cosmic series. Each issue builds upon an ever-richening,
unfolding saga rather than simply presenting new
episodic adventures. Consequently, the first year+ of the
book read as a single epic story: an origin in fourteen
parts.

The new Wonder Woman saga weaves an elegant
tapestry of legend drawn both from Princess Dianas
colorful history and from the Greek Mythol ogy which has
always been a part of her background. Infused with the
creative dynamism that has become the hallmark of DC
Comics, Wonder Woman is once again as exciting and
mature a Character as ever graced the DC Universe.

In her previous incarnation, Wonder Woman was an
Amazon crime-fighter who lived a secret life as Air Force
Officer Diana Prince. The "new" Wonder Woman is an
ambassador of peace from the island of the Amazons to
Man's World. She has ho secret identity and is known to dll
as Princess Diana.

Paradise Island is gill the home of the Amazons but it
no longer has technological artifacts like the Purple Ray.
The Amazons live in aworld essentially unchanged from
Greece of 1200BC. They keep ancient customs, usesimple
tools, and worship the gods of old.

The Greek gods of myth how assume an Important role
in the series, providing assistance and insight (and often
new problems) for Diana. These gods created the race of
the Amazons; the fates of Wonder Woman and thewomen
of Paradise Island are directly and inexorably linked to
the fates of the gods.



WONDER WOMAN alias Princess Diana
Dex: 20 Str: 26 Bopy: 15
o o105 Wi <12 Mimnp: 10
InFL: 12 Aura: 10 SpriT: 8
InrriaTive: 42 (65) HEero Points: 180
POWERS:

Directional Hearing: 4, Empathy:
5, Flight: 15, Hypnotism: 10,
Superspeed: 13, Swimming: 6,
Telepathy: 12, Telescopic Vidon: 3

XKILLS:

Acrobatics: 12, Animal Handling: 8,
Charisma (Persuasion): 13,
Detective: 6, Martial Artist: 23,
Medicine: 7, Military Sicence
(Tracking): 10, Scholar (Ancient
History): 4, Scholar (Linguistics,
Ancient Greek, Themysciran): 5,
Weaponry: 16

LIMITATIONS:
Naive of theworld outside Paradise
Idland, Hypnotism operable only to
place lassoed victim to sleep,
Telepathy between Gods of
Olympusonly.

CONNECTIONS.
Superman (High), Themyscira
(High), Olympus (Low), United
Nations (Low)

MOTIVATION:
Upholdingthe Good

WEALTH:

Comfortable
JOB:

Ambassador of Themyscira
RACE:

Human (Amazon)

EQUIPMENT:

Bracelets

Dex: O Str: 5 Bopy: 30
InmmiaTive: O Hero Points: O
Cuarces: N/A

Cost: 1671 HPs+$4B

POWERS:
Force Shidd: 5
Diands bracelets were created from
Zeus aegis, an impenetrable shield
from the primordial goat-goddess
Amaltheia. It was this goddess who
wet-nursed Zeus and provided the
binding energy which created M ount
Olympus.

Lasso of Truth

Dex: 0 Str: 20 Bopy: 42
Inm: O Wi 0 Mmp: O
InmmiaTive: O Hero Points: O
Cuarces: N/A

Cost: 6920 HPs+$2.04T

POWERS:
Animal Control: 20, Control: 20
LIMITATIONS:
Animal Control worksonlytoward
off beasts, Control operable to
force lassoed victim to tell the
truth.
Diana's Lasso of Truth was forged by
the god Hephaestus from the Girdle
of Gaea. It is considered unbreakable
by man or god.

Sandals of Hermes

Dex: O Srtr: 16 Bopy: 8
INm O Wii: O Mmp: O
InrmiaTive: 0 Hero Points: O
CHarGes: N/A

Cost: 995 HPs+$235M
POWERS

Teleportation: 23
LIMITATIONS

Sandals teleport wearer between
Paradise Island and Man's World
only

Tiara

Dex: O Str: 5 Bopy: 12
InrmiaTive: O Hero Points: O
CHARGES: N/A

CosT: 224 HPs +$85K

Diana's Tiara is a razor-sharp
throwing weapon. She only uses it
when sheis certain she wants to kill
her foe.

BACKGROUND

Princess Diana is the reanimated
spirit of a human child who died in
her mother'swomb in 30,000 BC and
whose soul was intercepted by Gaea,
the Earth Goddess. Nearly thirty-two
thousand years later, five Greek gods
placed the infant soul in aclay statue
of ababy, causing the statue to spring
to life as areal child ... achild who
grew up to be Wonder Woman — an
Amazon blessed by the gods and
charged with a sacred and timeless
destiny.

Diands story begins in the early
days of the human race, when people
banded together into tribes and
struggled to live lives superior to
those of the animals. Diana's mother
was a Cro-Magnon woman who was
murdered by her husband, an angry
and frightened man who had been
exiled from his tribe for losing his
hand.

The nimble and manipulatable
digits of the human hand proved very
important to the emerging race of
Man, as tool-making and tool use
were dl that gaveweak and awkward
primitive Man an edge over thefaster,
stronger animals.

The loss of a hand meant loss of
status as a member of the tribe; an
outcast human had little chance of
surviving on his own. This primitive
man, filled with terror and sdf-
loathing, turned his anger against the
only personwho till stood by him: his
pregnant wife.

Sensing her husband's pain, the
woman tried to comfort and soothe
him but the man felt only degradation
at her touch; yet, his inner need for
her sympathy intensified his feelings
of shame and emasculation. In a
moment of blind rage, the one-
handed caveman lashed out and
savagely clubbed hiswifeto death, his
unborn daughter dying in the brutal
attack as well.



The Plan of the Gods

The Earth goddess Gaea was
saddened by this sudden, violent, and
recurrent turn in the development of
the human race. Asthe twin souls of
the murdered mother and daughter
fled their bodies, the compassionate
goddess plucked them from their
journeys and gently bore them to the
Cavern of Souls in Hades. There she
tended the errant spirits, nurturing
them and preparing them for rebirth.

Gaea continued gathering select
souls of women killed at the hands of
frightened and ignorant men and by
1200 BC she had located thousands.
At thistime, the Greek godswere at
the height of their power, a vita
factor in the continuing development
of the human race.

A select group of gods, led by
Artemis, goddess of the Hunt, wished
to create arace of women who could
teach the world the wisdom of the
gods. Artemis and four fellow
goddesses took the spirits Gaea had
gathered from the Cavern of Souls
and sent dl but one raining down
upon Earth, where they were reborn
as fully grown mortal women.

The Rise of the Amazons

These re-embodied souls were
called Amazons, the Cro-Magnon
woman who was the first spirit
intercepted by Gaea becoming their
Queen. She was reincarnated as a
strong and beautiful woman called
Hippolyte and she ruled with awise
and loving hand. Hippolyte guided
the Amazons as they taught the
human race how men and women
could live together in peace with each
other and in harmony with Gaea, the
Earth Mother.

The Amazons built a great city-
state and flourished but over many
years they dowly withdrew from
Mankind, neglecting their mission to
set an examplefor Man. At length the
women were betrayed and endaved
by Heracles and his troops. The
Amazons broke free but knew they
had failed the gods.

Thefivegoddesseswhohadcreated
the Amazons then banished them
fromtheland of Man, exiling themto
the Island of Themyscira, which was
shrouded from theview of the outside
world by athick blanket of turbulent
clouds.

As punishment, the Amazonswere
made immortal, to ever recall their
failure, and were forced to wear
bracelets which symbolized their
former bondage by Heracles. They
were further charged with acting as
guardians of Doom's Doorway, agate
which housed the underworld
horrors of Tartarus.

To their credit, the Amazons
created a veritable paradise on the
idand and lived through the centuries
untouched by age, yet many died
keeping the evil under Themyscira
from passing through Doom's Door-
way and into theworld. The course of
one such battle with the monsters
from Tartarus was altered by the
appearance of the first mortal adult
from the outside world ever to stand
on Paradise Island. The presence of
this woman, Diana Trevor, changed
the lives of Amazons, and paved the
way for the emergence of Wonder
Woman.

The Appearance of DianaTrevor

In the 1940s, Ares had taken
particular delight in a massive global
war that raged in Man'sWorld. At the
end of the war, afemale pilot in the
Women's Auxiliary Ferrying (WAF)
Squadron, made her final mission
flying a Sabre jet across the ocean.
That pilot was DianaTrevor, awoman
who lived by Amazonideals, although
she did not know it.

Diana Trevor's jet passed over the
Idand of Themyscira, where tech-
nology ceasestofunction. Her plane's
controls seized up, the craft plummet-
ting into the ocean. The god Poseidon
and his Nereids rescued Diana Trevor
and cast her onto Paradise Island in
the very midst of a horrible battle
between the Amazons and Cottus,
one of the vile hundred-handed
children of Uranus and Gaea which
had been relegated to the world of
Tartarus. A woman of courageous
mettle, Diana Trevor ran to aid the
Amazonswithout hesitation. She died
while saving many livesin the process.

The Amazons built a memoria to
Dianain the Temple of Hades, where
they placed the mysterious automatic
pistol she used to save so many
Amazon lives. They designed a
warrior's coat of arms based on the
American flag and WAF insignia
patches found on Trevor's jacket,
vowing to honor her memory and

swearing to rigorously train until one
of them was worthy of wearing her
mantle.

The Birth of Princess Diana

Over the centuries, the power and
influence of the Gods had waned to a
shadow of its former glory. But the
gods, ever wise, still had aplan to aid
both Amazon and mortal aike. The
five godly midwives who created the
Amazonswerejoined by Hermes, the
messenger god, to create the final
Amazon. These gods travelled to the
Cavern of Souls and took the last
spirit from the Womb of Gaea.

This soul was the spirit of
Hippolyte's unborn child, who died
with Hippolyte's previous incarnation
as a Cro-Magnon woman. The gods
instructed Hippolyte to create achild
from the sacred clay of Paradise
Island, whichislinked to the power of
Gaea. Hippolyte did so and opened
herself to the power of the Midwives
of Olympus.

The gods blessed the spirit, each
god in turn imbuing it with a specia
gift. Demeter gave the spirit the ever-
renewing power and strength of the
earth; Aphrodite, beauty and loving
compassion; Athena gave wisdom;
Artemis, a keen eye and empathy
with animas, and Hedtia gave the
spirit sisterhood with the Fires of
Truth, that people would aways trust
and speak truthfully to the new child.

The full power of Hedtids gift would
manifest later, when the gods granted
the fully-grown Wonder Woman her
Lasso of Truth. Hermes' own gift to
the spirit was that of superhuman
speed and the incomparable gift of
flight.

The gods channeled the spirit from
the realm of the gods to the realm of
humans, where it passed through
Hippolyte and filled the clay image
with life. The child of clay trans-
formed into areal child, to be named
Diana, after the revered DianaTrevor.

Diana developed under the doting
eyes of a thousand mothers, al of
whom were enchanted by the child
and lavished her with affection. As
Diana grew to womanhood, she
excelled in al endeavors. She was a
scholar, an athlete, and a skilled
warrior. Above dl ds, she had a
natural wisdom and a harmony with
dl life.






Julia Kapatelis

Diana knew only one other child
duringher ownchildhood. Fromtime
to time, the gods would rescue
drowningfemalechildrenfromMan's
World and wash them up onto
Paradiselsland. The Amazonswould
raise and nurture the girls, instilling
in them Amazon ideds of love and
strength. When, asyoung adults, the
girls are returned to their homes in
Man'sWorld, they areforcedtoforget
the Amazons but aways remember
their lessons.

Onesuchchild, JuliaDeneiros, was
brought to Paradise Island while
Dianawas very young. The two girls
liked each other immensely but after
they parted, neither girl thought she
would see the other again. Julia
eventually married following her
return to Man's World and became
Julia Kapatelis, now one of Dianas
dearest friends and closest advisors,
having reunited with Diana during
the Amazon's first visit to Man's
World.

TheTournament

Diana lived an idyllic life on
Themyscira, never knowing strife
other than mock combat. Dianas
mother, Queen Hippolyte, was over-
protective of her young daughter and
never let the growing Diana stand
guard over Doom's Doorway, as
Amazon custom would dictate.

The serenity of Paradise |sland was
shattered one day when Menalippe,
the oracle of the Amazons, reported
that Ares, the god of War had gone
mad and was acquiring a horrible
power that could destroy the entire
world. TheAmazonswereto choosea
champion to confront this evil.

Hippolyte forbade Diana to take
part inthe contest but Dianaentered
the tournament in secret and easly
bested the opposition. Diana was
named most worthy of al the
Amazons and was awarded a very
specia pair of dlver bracelets.

Diana's final contest prior to
approval as Ares opponent was the
Trial of Flashing Thunder. Theyoung
Princess was taken to the Temple of
Hades, where Diana Trevor's service
automatic rested since the pilot's
death. The gun was fired at Diana at
point blank range and she was
required to react quickly enough to

deflect the bullets with her Slver
bracelets. She faced the challenge
bravely and survived it, although to
this day she remains horrified by the
deadly power of such weapons.

The Gifts

For triumphing over al the
challenges, Princess Diana was
named the champion of Themyscira
and given the mantle of DianaTrevor.
The Amazonshad designed acostume
from what they believed the banner
of Diana Trevor, the American Flag.
Thecostumewasred, white, and blue,
with white stars on a blue field and
white stripes on red boots.

A stylized gold WAF sign was
emblazoned on the breast, designed
to look like an American eagle with
outspread wings. To reflect Dianas
Amazon heritage, the Amazonsadded
a stylized golden girdle, and for a
crowningtouch, gave Dianaagolden
tiara, patterned after the Girdle of
Gaea and adorned with a star.

To completethe awesometask they
set for her, the gods gave Dianathe
Lasso of Truth, forged by the god
Hephaestus from the Girdle of Gaea.
Hestiablessed the Lasso and endowed
it with the power to make al persons
speak the truth and see the truth
when they are deceiving themselves.
This powerful tool works both in
accordance with the Amazon way of
peaceful solutions in opposition to
war and in accordance with the will
of Gaea: that dl her children live in
peace and mutual respect.

As Dianaprepared to face Ares, the
War god attacked Paradise Island. In
astroke of cruel irony, he selected the
son of Diana Trevor to be the pawn
who would bomb Themyscira from
existence, the technologica might of
Man'sWorld destroying the gods own
creations.

Stephen Trevor had become an Air
Force pilot like his mother and Ares
found Trevor sufficiently skilled to
pilot a jet through the Bermuda
Triangle and pierce the cloud cover
over Paradise Idland. Diana narrowly
averted thebombingwhile aso saving
Seve Trevor's life. Trevor was the
first man Diana ever saw.

With the ad of Hermes, Diana
thwarted Ares mad plan and actually
triumphed over the god himself. By
using her Lasso of Truth, Diana

opened the eyes of the god of War to
thefolly of hisplan. Godsand men are
inextricably linked, Areslearned, and
if al humans were killed, the gods
would perish as well, as no humans
would remain to providethe godsthe
honor and reverance they require to
survive. Ares ended his assault and
Dianawas recalled to Paradise Island.

The Challenge of the Gods

After Dianas triumph over Ares,
Zeus took a specid interest in the
Amazons. Encouraged by a Man-
hunter in the guise of the god Pan,
Zeus attempted to seduce Diana
When sherejected hisadvances, Zeus
demanded that Diana undergo a
series of trials to prove her worth.

In fulfilling this challenge, Diana
was madetoventurethrough Doom's
Doorway into Tartarus and defeat
the monsters present. She did this,
releasing the imprisoned demi-god
Heracles as well.

Dianas mother, Queen Hippolyte,
followed Diana into the depths of
Tartarus and the two fought along-
sdeoneanother. With Dianaspatient
understanding, Hippolytewas ableto
come to terms with Heracles, who
had so severely wronged her and the
other Amazons through their
enslavement, and forgave him for his
cruel treatment of her. Hippolyte's
forgiveness opened Heracles heart
and the two soon fell in love.

While in Tartarus, Diana met the
spirit of her namesake, Diana Trevor,
and learned of her own special
heritage. Diana discovered sheis not
just an Amazon but that she is dso
forever linked to the outside world
through Diana Trevor.

By erradicating the monsters
beneath Themyscira, Diana atoned
for the Amazons retrogressions; the
gods thus released them of their
banishment from the outside world.
Heracles stood on the surface of
Paradise Idand, symbolically ending
the centuries of separation.

The Amazons were uncertain how
to relate to Man's World, so they
chose Diana as their ambassador.
Queen Hippolyte, who had resolved
to protect Dianafrom the danger's of
the outside world, soon came to
understand Dianas unique destiny
and alowed her daughter to go with
her blessing.



Worldly Friends

During the time she battled Ares,
Dianamet peoplewho would become
her dearest friends in the world of
mortals. She met Julia Kapatelis, her
young female friend who washed
ashore on Paradise Island as a child.
The two developed a strong bond of
friendship and Julia guides and
advises Dianathrough astrange and
sometimes confusing world. Dianais
also close to ulids teenage daughter,
Vanessa, who, with awestruck
idolatry, regards Diana as an older
sder.

Diana dso developed her friend-
ship with Steve Trevor, the Air Force
pilot she first met during the Ares
Affair and whose mother was Diana's
namesake.

METHODS

Wonder Womanisaunique Character
in the world of heroes and cannot be
played like any other super-powered
crime-fighter. The most essential
aspect of her motivations is that she
is driven by alove of peace, not by a
desireto combat villains. Rather than
being spurredto action by acriss, she
is in action constantly, sriving to
bring peace to the troubled hearts of
nations, groups, and individuals.

Princess Diana is a woman on a
mission of vital importance to
humans, Amazons, and gods. Her
driving belief isthat peoplecan livein
peaceful, harmonious existence. She
does not believe war is inevitable or
unavoidable and she demonstrates
her peaceful beliefswith every action.
Diana never attacks unprovoked and
will never fight when a peaceful
solution can be found.

Princess Dianafights only as alast
resort and even then only in sdf-
defense or for the protection of
innocents. She would never seek
confrontation and treats &l but the
most wicked of foeswith adisarming
respect.

When she is forced to fight, Diana
takes very real precautions — when
confronted by anunknownopponent,
her first strike will aways be made
with an open hand. In this manner,
Dianais assured that she will not kill
or undulyinjureher enemy. (Ingame
terms, this aspect of Wonder Woman's
Character can be simulated by having
her first attack on a Character be
modifiedas"PullingY our Punch.")

8

Diana is most emphatically not a
crime-fighter. Crime is unknown on
Themyscira and while on Man's
World, Dianasees no reason to spend
her time stopping thieves and
rounding up criminals. Shewould no
sooner use her powers to track down
bank robbers or counterfeiters as she
would usethem to collect thetrash of
the world. Her purpose in Man's
World is very different: she will
intervene when people are in danger
but she never goes out of her way to
find wrong-doers to fight and punish.

As her creed, Diana stands for
peace in the world and she will do
whatever is necessary to achieve her
dream. TheAmazon Princesswill face
disappointment, ridicule, and slander
to make her message of peace and
love heard. She has spoken before
many influential groups, from heads
of state to the UN General Assembly,
and will continue making her message
heard in the world.

N )

ROLE-PLAYING R

A Player should keep in mind Diana's
goaswhen playing her. Sheisacaring
and trusting woman and should be
played with a compassion and a
reverence toward al peoples and
creatures. She loves deeply and is not
ashamed to express her care and
compassion, occasionally to the
embarrassment of the more socidly-
reserved objects of her affection.

Diana is truly a stranger in a
strange land. She grew up on thevery
secluded, pre-technological paradise
of Themyscira, where her day-to-day
companions were immortal, adult
Amazons. Man's World is an aien
environment to her, filled with
complexities and dangers of which
she never dreamed. She had only
heard of the outside world through
the tales of the Amazons, who were
primarily unfamiliar with the post-
1200BCworld.

Diana had never met aman before
she saw Steve Trevor and is dill
unsure of herself when dealing with
men. Although shelearnsrapidly and
adapts quickly to new situations,
Diana is not comfortable with
technology.

Diands primary characteristics are
honesty and innocence. She should
be played with rich sense of wonder
but never as anaive simpleton. Sheis
trusting but far from stupid. While
much of Man's World is new to her,
sheisclever andlearnsquickly. Itwill
be challenging to play a Character as
honest and trusting as Wonder
Woman but it should aso be
rewarding when done correctly.

Olympian Faith

By the standards of Man's World,
Wonder Woman is a pagan. She
worships the gods of ancient Greece.
She does not honor them in an
abstract manner but prays to them
and worships them as living gods.
Unlike most people, Diana has
tangible evidence that her gods are
real and she constantly strives to be
worthy of the gods trust in her.

Diands faith in pagan gods is
disturbing and even threatening to
some fearful people in Man's World
but, trueto her Amazonideals, Diana
greets intolerance with acceptance.
Her religion is an important part of
her life and she regularly praysto the
godsfor guidance and council.

Killing Combat

Contradictory as it may seem,
Diana is first and foremost an
unparralleled pacifist warrior. Unlike
most heroes, Diana does not possess
acode against killing. She comesfrom
a culture which reveres life but one
which does not preclude killing when
necessary. If an innocent person is
threatened by creatures of true evil
and no alternative seems apparent,
Diana will skillfully and efficiently
destroy her foe.

Because killing is often the way of
Amazon warriors, the Standard
Awards Guidelines for DC Heroes
are uniquely applied to Wonder
Woman. Provided her foe is an evil
entity (like Deimos or Cottus) who
has presented a definitive threat to
the lives of innocents, Diana is not
penalized Standard Awardswhen she
kills.



The Olympian Gods play a central role in the life and
history of Wonder Woman. The gods created the Amazons
and Princess Diana, who honor the gods and do their
bidding. Diana saved the gods from extinction when they
werepowerlessduringthe Ares Affair and now they feel a
mutual respect for her. She is a"favorite child" of many
gods and has a specia friendship with Hermes, the
messenger god. Diana often spends time visiting the gods
or praying to them; her destiny is closely bound to theirs.

The Birth of the Titans

Before the age of the gods, there was the dark, infinite
space called Chaos. While unformed, Chaos contained the
potential for dl things. Chaos then stirred and brought
forth the prima gods Gaea, goddess of the Earth, and
Erebus, god of Darkness. These were followed by the gods
Night (Nyx) and Day (Hemera). In the beginning of a
cosmic tradition, Erebus dethroned and dew Chaos. The
god of Darkness then took hisfather's place asruler of the
infinite cosmos.

Gaea was an abundant goddess and gave birth to al
things. She first gave birth to Uranus, who was the sky.
Uranus sent Gaea gentle rains that brought forth sess,
mountains, and dl forms of vegetation. From the union of
Gaea and her son Uranus came the twelve Titans in
matched pairs, male and female: |apetus and Themis, the
Titans of Justice; Crius and Mnemosyne, the Titans of
Memory; Coeus and Phoebe, the Titans of the Moon;
Hyperion and Thia, the Titans of the Sun; Oceanus and
Tethys, the Titans of the Seg; and finally Cronus and Rhea,
the Titans of the Earth.

Gaea ds0 gave birth to a misshapen brood of monsters
such as the one-eyed cyclopses and the hundred-handed
Hecatonchires (like Cottus, the frightful entity hidden
behind Doom's Doorway). Uranus hated these ugly
children and banished them to the pit of Tartarus, deepin
the bowels of Earth. So great was Gaegls compassion for
al her children that she gave Cronus a magic sickle
capable of wounding Uranus provided her son free his
captive siblings.

Cronus attacked and dismembered hisfather; Uranus
blood rained down on Earth and hisflesh fell into the sees.
When the drops of Uranus' blood fell on Earth, they

became the Furies and the giants. Hisflesh foamed in the
seasand formed Aphrodite, goddess of Love. The usurped
Uranus left Earth to the Titans but prophesied that
Cronus' own children would in turn rise against him and
dethrone him.

The Coming of the Gods

Cronus broke his oath to his mother Gaea and did not
release his brothers from Tartarus. Instead he created a
paradise on Earthfor hiswife, Rhea, and hisfellow Titans.
During this Golden Age, Rhea bore her husband sx
children, the first five of whom (Hestia, Demeter, Hera,
Hades, and Poseidon) the suspicious Cronus swallowed to
prevent hisfather Uranus' oraclefromcomingtrue. Rhea,
aghast at the mistreatment of her children, consulted
with Gaeawho advised Rheato hide her next child from
Cronus, ingead giving her husband a stone to swallow.
Rhea did this and her sixth son, Zeus, was spared.

When Zeus grew to manhood, he conspired with Metis,
daughter of Oceanus and Tethys, and goddess of Insight.
Metis gave Zeus apotion which caused Cronustovomit up
the swallowed gods. Zeus then led the gods in a battle
against the Titans and, following a raging battle,
imprisoned them deep within Tartarus. Zeus had the
goddess Hecate transform Cronus into atwisted, gnarled
tree in Limbo.

Thegreat gods war unleashed tremendous amounts of
cosmic energy throughout the universe. This rich energy
touched and transformed the inhabitants of many
planets, giving rise to countless races of New Gods. So
much power had been lost in the war with the Titans that
Zeus had Hecate cagt an enchantment over Olympus that
seadled them off from al contact with their unwitting
progeny, an act which gave the Olympianstimeto rebuild
and regain power log in the war. As young pantheons
emerged, unsuspecting of their ancestry, they thought of
the Olympians as merely another race of New Gods, like
themselves.



Protected from the races of gods he accidentally
created, Zeus divided up the three realms of the world
with his two brothers by casting lots. Zeus drew the
heavens, Poseidon, the seas, and Hades, the netherworld,
domain of the dead. M ount Olympus was formed as the
domain of al gods save Hades, who does not leave hisown
realm for the company of the other gods on Mount
OIympus or the Earth.

T
¥

The Creation of the Amazons

The Gods flourished for millennia, growing and
prosperingjust asthe emerging race of humans grew and
prospered on Earth. The gods gave birth to their own
children, adventured, loved, fought, and generally lived
full, passionate lives. They were not perfect beings; often
their flaws and passions interfered with and hurt the
evolving human race. But these gods truly cared for
Mankind and they guided and nurtured the devel opment
of Man far more than they hampered it.

One of the greatest gifts the gods gave the flourishing
human racewasthe Amazons. In 1200 BC, Artemisand a
council of compassionate Olympians created a race of
wise and powerful women who would guide and instruct
theworld in theways of the gods. The Amazonswere given
twin girdles of Gaea, to symbolize that the women
possessed the trust of the gods. Ultimately, however, the
Amazons falled in their task and were exiled from the
world of Man to the Island of Themyscira, where they
served as guardians of Doom's Doorway, a gateway into
Tartarus.

The Decline of the Gods

As the centuries passed, Mankind continued to grow
and learn. Soon, like a maturing child, Mankind outgrew
its reliance on Olympian Gods, devising new systems of
learning which no longer included worship of the
demanding and often mercurial Greek gods. As Man's
belief in the sods waned, the power of the gods faded as
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well, although some gods retained a semblance of power
through indirect worship, as Man's constant warfare
allowed Ares to keep a measure of his former power.

Despite being forsaken by Man, the gods till kept an
interest in the world and watched Man with care. The
gods dill intervened in the lives of mortals but this
intervention was dways in subtle, indirect ways. Their
very existence threatened, the gods acted directly on the
matter by creating the Amazons to redirect Man toward
the path of deital worship. The tribune of goddesses who
created the Amazons joined with the god Hermes to
create the final member of the Amazon race. Through
Hippolyte, they created Princess Diana, who would be
known on Earth as Wonder Woman.

During the decline of the gods, the Olympians' ranks
were infiltrated by an android Manhunter, a race of
beingsintent on controlling al levels of life on Earth and
thwarting dl plans of their enemies, the Guardians of the
Universe. Determined to infiltrate Olympian society,
M anhunters secretly killed the god Pan and replaced him

with an android double (a M anhunter who would
! eventually cause the Challenge of the Gods).
Y et, beforethat calamitousevent occurred,
the Gods would face a menace from
within their own ranks.

The Madness of Ares

As the persistence of the gods faded, one god's anger
inflamed. Although the godswere no longer worshipped
by humanity at large, they are dways directly tied to the
ways of Man. As nuclear neurosis gripped the world and
forever atered theface of war, sotoo wasAres, the god of
War, atered.

The existence of the ultimate tool of destruction and
conguest proved too tempting for the War god to resist.
Ares, irresistibly drawn to nuclear power, was corrupted
absolutely when he attained it. He soon became obsessed
with the uncontrollable urge to erupt the world's nuclear
arsenal and obliterate the life of Gaea

The gods, mere shadows of their former sdves, were
virtually powerless to stop Ares. That task fell to the
Amazons. The godsforged alasso from the girdle of Gaea
to accomplish the nigh-impossible mission and presented
it to the champion of the Amazons:. Princess Diana.

Diana succeeded where the gods could only have failed
and bested Ares by linking him with the mother of dl,
Gaea, forcing himto seethetruth hehidfrom himsdlf. Ina
moment of great anguish, Ares realized that to unleash
nuclear death on Man would eradicate the entire race,
leaving the gods totally aone. Without even indirect
worship from Man, the gods would fade into absolute
nothingness.

The Challenge of the Gods

Heady with the success of his spiritual granddaughter
and driven by an aien Manhunter in the guise of the god
Pan, Zeus turned his notorious amorous attention on
Princess Diana. The naive but perceptive Diana refused
Zeus, arousing his anger.



Stinging with rejection, Zeus demanded that Diana
prove her loyalty to the gods by submitting herself to the
terrors of Tartarus and destroying al its legion monsters.
In addition, he commanded the other gods to give her
tasks aswdll.

Diana triumphed in al her chalenges, cleansing the
depths of Tartarus by removing the demons of Pandora's
Box and channelling them into the realm of Ares. She dso
succeeded in freeing Heracles, whom Zeus had punished
by forcing him to support theweight of Themysciraon his
shoulders while Harpies tore at his eyes.

Dianas kindness in saving and forgiving Heracles
touched the heart of Zeus; indeed, al Olympus was
transformed by her example. The gods released the
Amazons from their millennia-old penance and granted
them the right to chart their own destiny. Heracles was
allowed to return to Olympus and al seemed well, saveto
Hermes, who mourned the death of his son, Pan.

TheComingof Darkseid

Thejoy following the Challenge of the Gods was short-
lived, however. The tyrant Darkseid of Apokolips located
the secret Olympian dimension and lusted after the realm
of the gods. Darkseid knew that if he could endave the
Olympian gods and harness their power, he would have a
far stronger and more stable base of operations from
which to launch his attacks on the multiverse.

Thegodssensed Darkseid'splansandvacated Olympus
prior to the invasion. Darkseid arrived and conquered
Olympuswithout afight. Only Hermeswas present during
the invasion and the messenger god summoned Wonder
Woman to rescue him. Dianashowed Darkseid thefolly of
conquering agodly realm that was nothing more than an
empty shell and the tyrant left in anger. In afit of pique,
thefrustrated Darkseid attempted to destroy Olympus as
he left but the eternal city, beyond Darkseid's power to
destroy, endured.

Darkseid's plan failed because he believed himself
superior to the Olympian gods. In his arrogance and
pride, he deluded himself into thinking the Olympian gods
weremere off-shoots of hisown race of New Gods, whenin
truth, they far pre-dated the creation of New Genesisand
Apokalips.

The Future of the Gods

Darkseid's invasion failed to endave the gods but it
succeeded in driving the Olympians further from the
realm of Man. The divine exodus came at an especidly
critical time for the Amazons, who had just won the
freedom to chart their own destiny. After three thousand
years of virtual isolation under the watchful eye of the
gods, the Amazons were suddenly alowed to act as they
pleased, without guidance from the gods. Whether this
timing was an unlucky accident or part of alarger wisdom
and plan remains to be seen.

Asfor the gods, they presently occupy themselves with
creating their new Olympus and have severed relations
with their worshippers as they play out their roles in the
cosmic drama.

Destiny and the Gods

For all the power of the gods, they, too, are mere players
in avast, cosmic drama. Gaea, the mother of al Titans,
gods, and men, ordains their destinies. Attempting to
thwart the way of nature is to seek turmoil and pain. The
more accurately gods or mortals are ableto fulfill the path
Gaea has divined, the more fruitful and content their
lives.

The gods, being highly enchanted beings, are far more
entwined in this cycle of fate. Mankind is blessed with a
greater range of free choice, a concept which makes
humans unpredictable and very specia. The gods, for al
their power, are davesto their fate. Mankind, however, is
much less powerful and, as such, much more free. In a
sense, gods are daves to their power; they know far too
much about the workings of the Cosmos.

rPlaying the Gods

The Olympian gods are not intended for use as true
Non-Player Characters. With a few notable exceptions,
they are not given actual statistics and are not
intended to be involved in standard hero/villain
conflicts. Because they avoid direct contact with
Mankind (even the Amazons), the gods should not be
used as sparring partners in any campaign.

However, the Olympian gods are a fundamental
cornerstone of Wonder Woman'’s universe and they will
always hold a prominent place in the Wonder Woman
mythos. Following are some guidelines to incorporating
the Gods of Olympus into a campaign scenario:

1.) Use godly intervention sparingly. In Wonder
Woman’s life, the gods are forces of vague and
mysterious guidance, inspiration, and limited
assistance.

2.) Gods should intervene more as elemental forces
than as Non-Player Characters. The gods will often
appear to Diana at seemingly random, even
inopportune, moments, occasionally wreaking more
havoc than providing immediate assistance. While
they are gods of immense power, they are also
creatures of imperfection.

' 8.) Diana cannot summon the gods or receive divine
assistance at will. The gods answer Diana’s
communions at their own volition and often not at
all.

4.) Primarily, the gods do not become tnvolved in the
ways of Man. 1t was for this purpose that they
created the Amazons and, more recently, Wonder
Woman: to aid and guide Mankind on its tumultous
human adventure.

Olympian Gods Line of Succession

Chaos was the primal god, formless and dark, until it
devolved into four children: Gaea, Erebus, Nyx, and
Hemera. Chaos, dethroned by his son, Erebus, does not
influence the world of Man. Erebus was, in turn,
dethroned by his children the Titans, led by Cronus, who
was then dethroned by his own youngest son, Zeus.
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Aeolus is a demi-god entrusted by the gods with
control of all thewinds of Earth. The son of Poseidon and
themortal woman Arne, Aeolusisofteninthecompany of
hisfather, blowingover the oceans. Aeolusis seldom seen
in Olympus, preferring to inhabit the mountains and seas
of Earth.

Aphrodite, the goddess of Love, is a beautiful,
graceful goddess with long, flowing, blonde hair who
usually wears short, pink robes and golden jewelry. Born
of the sea-foam that rose up around the Titan Cronus
dismembered parts, Aphrodite isthe mother of Eros, god
of Love. During her tragic marriage to Ares, Aphrodite
gave birth to Deimos, Phobos, and Harmonia.

Aphrodite is the most beautiful of al deities and rules
the hearts of both men and gods. She is graceful,
impulsive, and light-hearted and was one of the midwives
who created the Amazons and Princess Diana, bestowing
on them the bounteous gift of unreserved love.

Apollo, adso known as Phoebus Apallo, is the bright
shininggod of Light, Poetry, and Music. Heispatron of art,
science, and philosophy on Earth and the is the sworn
enemy of barbarism. Likehistwin sister Artemis, Apollois
an expert with abow but in his peaceful ways prefers to
carry adlightly different stringed implement: thelyre. The
son of Zeus and Leto, Apollo is a fair-haired god who
wears a short white tunic.

Apollo is a force of reason and clear thought who
seldom acts rashly or emotionally. He is the epitome of
thoughtful, studied self-control, and pragmatism. Even
the gods often mistake Apollo's calm rationality for cold,
aloof detachment while he is redly a warm empathetic
god. Although he had no hand in the creation of the
Amazons, Apollo serves as the Amazon's connection to
the gods by acting as their oracle.

Ares isthegod of War, asullen, brooding figurewho is
never seen out of hisornate black battle armor. The son of
Zeus and Hera, Ares in turn fathered Phobos, Deimos,
Eris, and Harmonia by Aphrodite.

Aresexatsinbutchery, violence, and war for war's sake
(as opposed to defensivewar, which is Athena's domain.)
He is a bitter and angry god, eager to conquer the
emerging race of Man and force Mankind'sworship from
its petty people. During the age when the gods were feared
and worshipped by men, Ares plotted to subjugate man
and overthrow Zeus. Heleft the nurturing environment of

Olympus for the cold, barren Areopagus, where he could
befreeof sufferingthe compassion of the other gods. Ares
opposed the creation of the Amazons out of fear that they
would be avoice of peace and sanity on Earth.

When the influence of the other gods on Earth
decreased and the cosmic exodus occurred, Ares
remained to receive worship indirectly from Man's wars,
thusretaining ameasure of his power in mortal realms. In
the late 20th century, Ares gained sufficient control over
the American and Soviet military commands to escalate
the opposing nations toward nuclear holocaust.

Gaeds champion, Princess Diana defeated Ares by
opening hiseyesto thereality of hisactions, providinghim
with a brief glimpse of dl life's interconnectedness. His
sanity returned, Aresforever abandoned hisplanto crush
Mankind. He now resides in the Areopagus with his
daughter, Harmonia, where he dill designs wars but none
of the apocalyptic scale he once did.

Artemis is the goddess of the Hunt and the first
member of the Trinity of the Moon, with Demeter the
mother, Hecate the hag, and Artemis the maiden. An
expert with the bow, Artemis carries a golden bow and
arrows and wears ared tunic cut short for unencumbered
movement. Artemiswas born to Zeus and L eto, daughter
of the Titans, and is the twin sister of Apollo.

Artemis is a strong-willed feisty woman and is a
compassionate, caring goddess, although she is aso
capable of swift and fierce action to protect what she
loves. Artemis acted as the spiritual head of the five
goddesses who created the Amazons and is the central
figurein the Amazons devel opment.

Athena isthegoddess of Wisdom and Defensive War. A
tall, statuesque woman with dark hair and blue robes, this
goddess carries a sacred owl on her shoulder as asymbol
of wisdom. Her father was Zeus, from whose brow she
sprung fully grown and fully armed. (Some say Athena's
mother was Metis, goddess of Insight, whom Zeus had
swalowed to gain her wise council.)

Athena is the wisest of the gods and she represents
clarity of thought. Shehasguided Man'ssocia and ethical
development, as well as endowing the Amazons with
wisdom. The patron of peaceful solutions, Athena will
neverthelessfight for righteous causeswhen all peaceful
options have been exhausted. Sheisinvincible in battle,
even in combat against Ares.

Athenaisone of themidwiveswho created the Amazons
and she granted a measure of her wisdom as agift to the
young Princess Diana.

Boreas, son ofthegoddess Eos, isthegod of theNorth
Wind and has abillowing white beard and hair.

Charon isthe ghostly ferryman who carries the souls
of the dead across the river Styx to their final resting
placein the Underworld. Heisachilling figure, cladin a
palewhite shroud and mummy-likewrappings. The son of
Erebus, primal god of darkness, Charon's features are
hidden by a hood which casts a dark shadow across his
face.
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C aro is a co d, mysterlou god who seldom speaks
but conducts his morbid taskswith achilling enthusiasm.

Deimos was a severe, bitter god who wore a greek
warrior's uniform endowed with a mantle of serpents. A
cold, calculating god, one who prefered behind-the-
scenes manipulation to direct confrontation, in battle, he
would choose to Intimidate his opponents through the
use of the serpents of his helmet and beard. Deimos
usually relied on the psychological power of the
frightening attack form to demoralize his opponents.

Born the son of Ares and Aphrodite, Deimos assumed
the role of the god of Terror in his father's legions,
terrifying soldiers on battlefiel dswith hisbrother, Phobos.
When Ares declared war on Mankind, Deimos was his
choice for manipulating key military leaders of the Soviet
and American armies. Deimos controlled the minds of
these nations' leaders, causing them to bring the planet to
the brink of World War Three. Deimos was ultimately
killed by Wonder Woman in an act of self-defense by the
Amazon.

For complete statistical information on Deimos,
referencetheVillainssection of this Sourcebook.

Demeter is the goddess of Farming and Agriculture
who functions as the mother (the second member) in the
Trinity of the Moon, along with Artemis (the maiden) and
Hecate (the hag). She is a dately, reserved woman who
wears green robes which symbolize her connection with
al growing, verdant life. The second daughter of the
Titans Cronus and Rhea, Demeter is the mother of
Persephone.

A nurturing, prospering goddess, Demeter provided
food for the emerging race of Man, blessing the peoples
with fertility. Demeter was one of the midwives in the
creation of the Amazons and Princess Diana, providing
them with the vital essence of life.

Dionysus is the god of Joy, Freedom, the Arts, and
merry revels. His trademark is the wine that makes men
merry and say what istruly in their hearts. Dionysusis a
jovial man with agray beard and curly hair. His robes are
purple, symbolizing his connection with the sacred vine,
and he wears a headband of grapes and vine leaves to
ward off hangovers. The youngest of the Olympian gods
and the only one with a mortal mother, Dionysus was
born the son of Zeus and awoman named Semele.

Dionysus is a buoyant, merry god, who delights in
festivals and merry-making. He is exceptionally
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compassi onatetowardsManandtheA mazons.
always strictly opposes any planswhich might in any way
harm the Amazons.

Echidna, known asthe Mother of Monsters, spawned
such beings asthe Hydra, the Chimera, Cerberus, and the
Sphinx. Echidna possessed awoman's upper body while
her lower body appeared as along, serpentinetail. Driven
by the fires of hate and anger, possessing neither pity nor
compassion, Echidna killed for the mere pleasure of
slaughter, doing so completely without remorse.

Consigned to the regions beyond Doom's Doorway,
where she tried to stop Princess Dianafrom fulfilling the
Challenge of the Gods, Echidna was finaly killed by
Diands mother, Queen Hippolyte.

For complete dtatistical information on Echidna,
referencetheVillainssection of this Sourcebook.

EOS isthe"rosy fingered" goddess of Dawn, an ethereal
maiden with billowing locks of white hair and a breezy
saffron mantle. The daughter of Titans Hyperion and
Thia, Eosis adelicate, ephemeral goddess.

Eris, daughter of Aresand Aphrodite, isthe goddess of
Discord. Like her father Ares, Eris has retained alarge
measure of her power even as the influence of the gods
has faded, keeping her power due to the great amount of
strife and discord in the world.

Eris delights in sowing discord and strife by spreading
rumors and playing with the fears and jealousies of her
victims. Far more subtle and calculating than her
brothers, Deimos and Phobos, Eris devises careful plans
which require far less effort and overt action on her
victims parts to accomplish. Rather than artificially
fabricating strife, Eris takes the natural tension in any
situation and magnifiesiit.

For compl ete statistical information on Eris, reference
theVillainssection of this Sourcebook.

Eros, the god of Love, isthe son of Aphrodite. Heis a
vibrant, youthful god, with handsome features and short
blonde curls. He wears very little clothing, being usually
clad injust abrief golden tunic.

Hades isthelord of the Underworld and the god of the
Dead. He wears awhite cape and toga and wields a staff
with aflamingtip, which lights hisway through the dreary
|ands of the dead. Theson of Cronusand Rhea, Hades, like



hisbrothers Poseidon and Zeus, is one of the threeruling
deities of the Olympian pantheon. Unlike most gods,
Hades does not leave his realm for the comparative
comfortsof Olympus.

Hades is a quiet, dignified, rega god, far from the evil
monster many believe him to be. Hades strives to bring
solace and peace at life's end, acknowledging his part in
the cycle of life. Princess Diana met Hades and gained
respect for the deity during the Challenge of the Gods.

Harmonia is the goddess of Harmony and Balance,
the daughter of Aresand Aphrodite, afittinglineagefor a
goddess of Balance. Harmonias heritage gives her
Character adual aspect: from Ares sheinherited madness
and repulsive physical features. In thisrespect, Harmonia
appears as an ugly hag with matted hair clad in rags and
wrappings. From Aphrodite Harmoniainherited a radiant
beauty. In thisrespect, she appears as atall, wise, magjestic
maiden with aflowingtunic and sculpted hair.

Harmonia's most important possession is her amulet, a
powerful charmwhich she once gaveto Princess Dianato
help the Amazon in her battle against Ares. Harmoniawas
ultimately restored to the beauty that was her birthright
when Diana set the cosmological balance aright during
the Challenge of the Gods.

Harmonia is a giving, compassionate goddess with a
fiercely independent streak inherited from her father.
One of Harmonia's many talentsisthe power to shapeshift
into the form of avulture.

Hecate is the goddess of Witchcraft and the third
member of thetrinity of theM oon, alongwith Artemis, the
maiden, and Demeter, the mother. Born an aged crone
and married to Hades, Hecate commanded the respect of
the gods, especially Zeus, and was instrumental in the
protection of Olympus after the war with the Titans.
Spurned by Hades for Persephone and humiliated by a
resentful Hera, Hecate left Olympus, investing her entire
essence in the mortal sorceress Circe.

Her physical body gone, all that remained of Hecatewas
an exceedingly powerful and immortal Circe. Before she
passed on, Hecate left aprophecy that, "Upon the death of
witch and birth of witch, Hecate, by name and choice,
shall repossess her soul. "The second witch prophesiedis
Princess Diana of the Amazons. Should Circe be killed,
Hecate's power would enter Dianas body and alter the
Amazon forever.

Hephaestus, craftsman of the gods, is the god of
Metalworkingand Fire. Heisthe son of Zeusand Heraand
is the ugliest of gods. When Hephaestus was born, his
mother threw him from heaven, laming him. Hephaestus
has awhite beard, abading pate, and wears simple brown
clothes. Histools are hammers and anvils, and he dways
carries a staff.

Hephaestus is a cynical and bitter god. He was once
married to Aphrodite and never truly forgave her for
betraying himwith Ares. A clever god, capable of creating
the finest of implements and machines, Hephaestus
created Zeus scepter and forged Gaeds Girdle into
Wonder Woman's magic |asso.

Hera isthewife of Zeus and the Queen of the Gods. She
is the patroness of marriage, virtuous womanhood, and,
like Zeus, the skies. A majestic goddess, adorned with a
gold crown and pure white robes, Hera was born of the
Titans Cronus and Rhea and is the mother of Ares,
Hephaestus, and Hebe.

Heraisthe most influential of goddesses, although she
uses her power with studied self-control. She often
disagrees with her husband Zeus but rarely interferes
with his plans and decisions. While she is often under-
standing of her husband's caprices and lusts, Herais dso
proneto spiteful jeal ousy over hislegendary philandering.

Following the Challenge of the Gods, Hera came to
terms with Zeus in which the two presently act as more
egual partners than squabbling spouses.

Her acles isthe greatest of the Greek heroes. A large,
broad-shouldered, strapping demi-god with afull beard
and an overpowering personality, Heracles is the son of
Zeus by the mortal woman Alcmene.

Heracles is a passionate man who possesses a huge
appetite for life Capable of great anger and greater
happiness, Heracles led the expedition that sacked and
raped Themyscira. Asatonement for hisvillainy, Heracles
spent thousands of years imprisoned in Tartarus,
supporting the Island of Themyscira on his shoulders.

When the compassion of Princess Diana resurrected
him, Heracles experienced a change of heart and begged
the Amazons forgiveness, which hereceived. Heracleshas
since returned to Olympus to live with his great father's
race.

Hermes, patron of trade, herdsmen, and thieves, is
the herald of the gods. He dresses lightly, usually wearing
simply ared cape and ashort yellow tunic. The son of Zeus
and Maia and the father of Pan, Hermes wears around,
winged helm and winged sandals, and carries a golden
staff, the caduceus.

Hermes is avigorous, exuberant youth who exdtsin his
speed and flight. He rdlays messages from Olympus to
Earth, occasionaly transporting the gods themselves
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between the divine realms. While not actualy one of the
five mid-wives who gave birth to the Amazons, Hermes
joined with them in their creation of Princess Diana.

Hermes first brought Princess Dianato Man's World
and it was hewho aided her in her first adventures. The
more helearnsof Diana, the more he comesto admireher.
When the other gods chose to flee Olympus after
Darkseid's invasion, Hermes remained, later to become
Diandstravelling companion on Earth.

Hestia, is the goddess of Home and Hearth, the
patroness of health and hospitality and the first child
born of Cronusand Rhea. Shewearssimple, demurerobes
of pale rose.

The most modest of the gods, one who withdrew from
the conflict and strife which consumed the others, Hestia
settles quarrels in Olympus and in the world of Man. As
one of the midwiveswho created the Amazon race, Hestia
passed her love of peace on to her charge, Princess Diana.

M or pheus isthe god of Dreams and Slumber. Son of
Hypnos, the god of Sleep, M orpheus commandsthe mists
of deep and looks like an old man with white hair, sharp
features, and is normally adorned in ornate violet robes.

Neriedes are the fifty sea Nymphs who attend
Poseidon. These beautiful, graceful water spirits, the
daughters of the seagod Nereus and Doris, help mariners
and have even aided Princess Diana on occasion.

Pan was the god of Nature and the Countryside. He
appeared to be half-man and half goat, his upper torso
like aman's but possessing goat-like legs, hairy arms, and
horns. Son of Hermes, Pan was arustic woodland godwho
played pipes made from reeds.

Pan's life ended in the days when the gods were till
worshipped. Hewascruelly killed by theadienManhunters
and replaced by an android duplicate in the Manhunters'
quest to supplicate all Earth. The original Pan was a
merry schemer but the schemes of his Manhunter
replacement were dark and dangerous. The double
attempted to embroil Princess Dianain the Millennium
affair but his deception was uncovered by Queen
Hippolyte. Ultimately, Princess Diana destroyed the
android double and Pan's death was properly mourned.

Per sephone is the goddess of the spring, a codl,
stately beauty with long, straight raven tresses and alight
grey-white robe. The daughter of Zeus and Demeter,
Persephoneis abeautiful young maidenwhoisforced to
spend half of each solar year in the Underworld as the
wife of Hades. Her time in the Underworld has changed
Persephone, adding a stern, forbidding quality to her
previously generous, bountiful nature.

Phobos, son of Ares and Aphrodite, isthe Olympian
god of Fear. A squat, troll-like god whosevery essenceis of
such power that it literally smolders from his hands and
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‘topknot. Phobos serves his father by terrifying opposing
troops in battle. Phobos has access to the powerful Heart
of the Medusaand can useit to craft enchanted creatures
at will.

Phobosisimpulsive, unrestrained, and extremely likely
to take action without thinking through the consequence,
positive or negative. A coward who prefersto frighten his
foeswithout risking himself in battle, Phoboswill generally
find a good safe vantage point near his foes, read their
mindsto determinetheir deepest fears, and then craft an
Illusion of that fear with hisvictim at its center.

For complete statistical information on Phobos,
referencetheVillainssection of this Sourcebook.

Poseidon isthe god of the Seas, the fifth child of the
Titans Cronus and Rhea. Together with hisbrothers Zeus
and Hades, Poseidon is part of the Olympian rulingtrinity,
although he rarely leaves his watery realm for Olympus.
Because his domain is the seas, Poseidon appears as a
majestic, blue-skinned man with long hair and aflowing
beard of foam. Hewears arobe of gold netting and carries
a magnificent trident as his scepter.

Poseidon is atranquil, regal god who ruleswith the sea
goddess Thetis and is followed by countless sea nymphs
called Neriedes. When his anger is raised, Poseidon often
causes violent shipwrecks but he normally cams the
waters or sends favorablewindsto Man. Poseidon bearsa
special grudge against Ares, who Kkilled his son,
Halirrhothius.

Poseidon parted the seas to dlow the Amazons to walk
from Greece to the Isand of Themyscira and cooperates
with the midwives of the Amazons in rescuing female
children log a sea and washing them ashore on
Themyscirafor reeducation in the Amazon ways.

Thetis is agoddess of the Seg, a kindly deity who has
served Zeus and the other gods faithfully. When Steve
Trevor's plane crashed into the seas off Paradise Island,
Thetis rescued him and protected Diana from the
corruptive presence of Ares unwitting pawn in the
wrecked plane.

Zeus s the Father of the Gods and the ruler of
Olympus. He isthe god of the heavens, the skies, storms,
andthunder. Empoweredto Zeusisthelightningbolt, the
most powerful weapon in Olympus. White haired and
fully-bearded, Zeusis apatriarchal figure adorned with a
gold crown and robes of roya blue, bearing a golden
scepter of hiskingly power. Heisthelast son of the Titans
Cronus and Rhea and is the father of many of the gods,
ihr_1CI ge?; )ng Apollo and Artemis (by Leto) and Athena (of
imself).

Zeusis an autocratic, arrogant, authoritarian ruler who
caresfiercely for his fellow gods and would defend them
to the death. A complex deity, Zeusisgiven to both great
wisdom and great foolishness, driven by legendary lusts
and appetites which often override his normally more
sensible nature. He tends toward pettiness, caprice, and
overwhelming pride and occasionaly even displays
childish tantrums but is not above owning up to his
mistakes and learning from them.



The world of the gods is divided into three realms.
AboveintheheavensisM ount Olympus, whichisruled by
Zeus. Below is the Underworld, which is aso caled the
House of Hades, after the god who rulesit. Between these
two is the Earthly realm which is comprised of the Sess,
ruled by Poseidon, and the Earth, the domain of al gods.
Most gods have abandoned Earth in preference of
Olympus, leaving the world to the race of Man. AsMan's
belief in the gods faded from Earth, so did the gods.

The Areopagus

In addition to the original lands of the gods, Ares has
built himself aprivate realm. Hisland, the Areopagus, isa
dark, foreboding sub-dimension of Olympus; once green
and fertile with life, the growing madness of Ares

corrupted and blackened it, killing al life present. In his
mad delusions, Areshad driven dl the lifefrom hisland,
just as he planned to wipe out dl life on Earth.

Asaresult of Dianasgrueling ordeal inthe Challenge of
the Gods, the demons released from Pandora's Box were
transported to Ares to reside in the Areopagus. Ares
intentions for their use is as yet unknown.

Earth

The middle realm of the gods is the most familiar to
Mankind. Itisthe Earth, whichispervaded by the spirit of
the Earth Mother, Gaea. Enchantment hereis so familiar
to humans that it is virtually taken for granted. Plants,
animals, seasons, growth, and al other expressions of life
are part of the power of Gaea, although Man regardsthem
as mundane and common-place occurences.

Hades

Hades is the domain of the dead, where the spirits of
those mortalswho worship the Greek gods aretaken after
death. Olympus is connected to Hades by the river Styx,
an unrippled black river over which dead souls are
transported by Charon to their final resting place.

Hadesis divided into two realms: Elysium and Tartarus.
The Elysian Fields are abright, beautiful land, where the
souls of the good and heroic are taken to spend an
eternity of bliss with those they love. Tartarus is a deep,
dark, vile abyss, where the Titans and monsters are
imprisoned.

Mount Olympus

Thelegendary homeof the Greek gods, M ount Olympus
exists in a secret pocket dimension steeped in magic. The
physical laws of the Olympian dimension are very
different from the natural laws of Earth. Enchantment
and divine power are ascommon on Mount Olympus asis
technology on Earth.

The physical structure of Olympus is non-euclidean
space; the entire structure of this extra-spacial universe
iswrapped around itself and an artificial gravity exists on
any surface.

New Olympus

Zeus and his brothers Hades and Poseidon forged a
new compact in the dedication of a new Olympus
following the origina's abandonment by the gods and its
near destruction by thevillain Darkseid. The gods created
this New Olympus in a secret pocket dimension far from
Earth's own, an action which caused a temporary rift
between the gods and their remaining Amazon
worshippers. The move was worthwhile, however, as the
gods may now enjoy afar greater safety and security for
their base of power.

The Oceans

The watery world of Poseidon covers the Earth,
reaching even to Olympus and Hades. Because his realm
exists on Earth, Poseidon has remained somewhat active
in the affairs of Man long after the other gods faded from
the interests of the young race. Poseidon and his court
have rescued infants at sea, healed Princess Diana, and
even rescued Diana Trevor and Steve Trevor during their
respective perilous flights over Paradise Island.
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The Amazons are arace of immortal women created by
the gods. They livein astate of mutual respect and love of
al life— without crime, war or strife.

Their great Island of Themyscira is ruled by Queen
Hippolyte, the oldest and wisest of the Amazons (her
original incarnation on Earth pre-dates the others), and
mother of Princess Diana. Hippolyte is assisted by her
aide, Phillipus, and her oracle, Menalippe.

TheMidwives

The story of the Amazons begins in 1200 BC, when a
council of goddesses, Artemis, Athena, Aphrodite,
Demeter and Hestia, petitioned Zeus for the creation of a
race of strong, wise women to guide Mankind and
increase Man's worship of the gods. Ares opposed the
plan, as he knew such aforce for peace and sanity would
inevitably interfere with his plans for conquest and
domination. Zeus neither gave hisblessing to the creation
of the Amazons nor did he oppose the action.

The Birth of the Amazons

The five goddessesventured deep into the Earth, to the
deepest corner of Hades, where they entered the Cavern
of Souls, thewomb of the All-Mother Gaea, fromwhich dll
life once sprung.

From the Well of Rebirth, the goddesses plucked the
souls of women whose liveswere cut short by the fear and
ignorance of early Man. The goddesses combined their
powers and their sacred blessings to send the souls to
Earth, to bereborn as strong, powerful, beautiful women.

Athenagranted these souls great wisdom, Artemis, the
skillful ways of the huntress. Demeter made the earthly
fields flower and gave the souls a kinship with nature,
while Hestia built for them great cities and warmed their
hearths. Above dl ese, Aphrodite bestowed on the souls
theincomparabl e gift of love. All these souls save onewere
then sent to Earth. The soul of one specia child who died
in her mother's womb remained next to benevolent
mother Gaea's bosom.
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Thefive divine midwives chose Hippolyte, the eldest of
the reincarnated souls, to be the Queen of the newly-
created race of Amazons. Antiope was chosen to rule
beside Hippolyte, the two given Gaea's Girdle, a golden
belt to symbolize the Amazon's spirtual connection to the
Earth Mother. This sacred sisterhood pledged to honor
and worship the glory of the gods, constructing the great,
vast city of Themyscira. Soon thejustice and compassion
of the wondrous Amazon race
was heralded across all of Greece.

The Betraya of Heracles

Ares was displeased with the
Amazons'influence, despisingthe
peace and trust they induced on
Earth. Preying on the petty fears
of patriarchal kings, Aresbegan a
propaganda campaign against
the Amazons and manipulated
Zeussdemi-god son Heraclesinto
waging a war against the
Amazonsaided by Theseus army.

When Hippolyte defeated Heracles in fair combat, the
humiliated Heraclesfeigned achange of heart, pretending
to seek peace and then betraying the Amazons. His troops
attacked and imprisoned the sisterhood when the woman
lowered their guards. The Amazons were then sorely
abused and degraded by their new captors.

Hippolyte, rededicating herself to the gods, was given
the strength to free herself and her sisters. Antiope
desired bloody vengeance but Hippolyte refused to lead
the Amazons down Ares own dark road. However,
Antiope and her own Amazon followers split from the
main group, seeking their own retribution.

The Fate of Antiope

Antiope and her Amazon army pursued Heracles, who
had continued on hislabors, but found Theseusinstead. A
bloody battleensued, duringwhich Theseusfell hopelessly
inlovewith Antiope, humbling himself beforeher, begging
forgiveness. Antiopeobvioudy felt asstrongly for Theseus
as he did for her; soon the two were married.

Antiope and Theseus' aliance began an age of respect
and equality between the sexes, an era of happiness
which was, unfortunately, short-lived. The wicked
enchantress Circe found Theseus' vengeful former wife,
Ariadne, and transported her into Antiope's bedchamber,
where she dew the sleeping queen.

Paradiselsland

As penance for their failure in belief, the rest of the
Amazons were forever required to wear manacle-like
bracelets on their wrists, a symbol of their former
bondage. The gods made the Amazons immortal, forever
to recall their humiliation, and exiled them to anisland in
the Atlantic Ocean, far from sight and influence of Man.

The idand, cdled Themyscira, was surrounded by a
barrier of magical storm clouds which prevented its
discovery by outsiders. The magic of the area aso
prevented technological devices from functioning, thus
assuring the Amazons' eternal isolation.



On Themyscira, the sisterhood carved out a city and a
civilization without the assstance of the gods. Their only
contact with Olympuswasthrough the oracle Menalippe,
who received only vague premonitions and hazy images
from the deities,

Exile was to be only the beginning of the Amazons
penance, however. Their true responsbility was to serve
as the caretakers of Doom's Doorway, a passage to the
underworld of Tartarus. The raging monsters beyond
Doom's Doorway constantly and savagely fought to
escape; many Amazons fell in battle while fighting to
contain the horrors.

Over the centuries, the Amazons remained in dight
contact with the gods through Menalippe, their only
contact with the outside world coming when the gods
would rescueyoung girlsfrom drowning at sea, and, with
the aid of Nereides, wash them ashore on Paradise Idand.
The Amazons would raise the girls, instilling in them the
Amazon virtues of peace, equality, and compassion.

Diana Trevor

The only adult mortal ever to set foot on Themyscira
during this time of isolation was the Women's Auxilliary
Ferrying (WAF) pilot Diana Trevor, whosejet malfunc-
tioned over Paradise Island. Trevor was saved from
drowning by thegods, only tofind herself in the midst of a
raging battle between the Amazons and Cottus, the
hundred-handed monster beyond Doom's Doorway.
Brandishing her service automatic, Diana Trevor ran to
the aid of the Amazons; she saved the Amazon oracle
Menalippe but lost her own life.

Her bravery and her sacrifice earned Diana Trevor a
placein Amazon legend asthe greatest of dl warriors. Her
WAF indignia and pieces of the American flag on her
uniform were fashioned into a coat-of-arms and suit of
armor, which were placed in the temple of Hades to await
awarrior worthy of wearing them.

Princess Diana

The great destiny of the Amazons was finally fulfilled
with the advent of Princess Diana. In her former life as a
Cro-magnon woman, Queen Hippolyte died while
pregnant. When time camefor the soul of the Cro-magnon
woman's unborn child to arise, five divine miawife
goddesses, together with the god Hermes, imbued the last
spirit in the Cavern of Souls with great power and sent it
to Earth.

The once-unborn spirit finally received the greatest of
al gifts and was born to the Amazons. She was named
Diana, after Diana Trevor, and became the first child to
grow up on Paradise Island.

When the gods caled upon the Amazons to sdect a
champion to fight the mad Ares on Man's World, Diana
triumphed over al other Amazonsin competition. In the
finad test of her worth, she faced Mankind's technologica
wrath in the form of Diana Trevor's gun.

Diana survived its onslaught by deflecting the bullets
with her bracelets and was rewarded with the mantle of
her namesake, Diana Trevor. Princess Diana became the
champion of the Amazons and, armed with the gods gift
of a golden lasso forged from Gaeds Girdle, went on to
defeat Ares.

Challenge of the Gods

When Princess Dianareturned from Man'sWorld, she
brought with her many artifacts. Myth and legend
chroniclesgavetantalizing hints about thefate of Antiope
and the other Amazons, information Hippolyte chose to
keep from al Amazons save those of her court. Hippolyte
feared an increased interest in Man's World would cause
her beloved daughter to again leave Themyscira.

Despite Hippolyte's best intentions, Diana was again
taken from the safety of Paradise Island and placed into
great danger. Having angered Zeus by regecting his
amorous overtures, the Amazon Princess was required to
single-handedly destroy the creaturesthat lurked beyond
Doom'sDoorway.

Dianaunflinchingly descendedintotheabyss, although
suppressing the monsters normally required the
assembled might of al the Amazons. The distraught
Hippolyte followed Diana; mother and daughter
vanquished the monsters together and rescued the
imprisoned Heracles, who had been punished for his
crimes against the Amazons by being forced to bear the
weight of the idand of Themyscira. The forgiveness of
Hippolyte and the Amazons touched Zeus' heart; in turn
heforgave Heracles and the Amazonstheir retrogressions.
The Amazons were no longer exiled from the world of
mortals, Heracles no longer forced to bear the great
weight of Themyscira upon his back.

In the festivities celebrating the end of the terrors below
Paradise Island, the Amazons destroyed their weapons
and rededicated their lives to the process of peace. Queen
Hippolyte relaxed her protective grip on her daughter,
bestowing upon Diana permission to return to Man's
World as the ambassador from Themyscira

Having been given compl etereign and control over their
own destinieswith the exodus of the Olympian gods, the
Amazons face an uncertain future as they debate
whether or not to bring mortals to Paradise Island. Yet
whatever fate portends, the mighty Amazons will
unguesti onably face their destinies with agrace, nobility,
and dignity befitting their race.
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UNITED STATES

BERMUDA

BERMUDA TRIANGLE

Themyscira, thelush tropical island that is home of the
thousand remaining Amazons, is hidden at the heart of
the Bermuda Triangle and covered with a dense cloud
bank. Often called Paradise Island, Themyscira was
named for theorigina Amazon city in ancient Greece. The
isand is twenty miles in length, is always temperate and
its days are always filled with brilliant sunlight (save
during magical storms).

Enchantments on Paradise Island cause all techno-
logical equipment to fail. Electrical or electronic
equipment will network, although low-techitemssuch as
cameras will operate provided they are not equipped with
automatic functions. The enchantment is so powerful, in
fact, that even planesflying over the island will lose power

and the instruments will fail.
!

Coliseum

This is the arena where the Amazons test, hone, and
ultimately display their amazing skills. It was in the
Coliseum that Diana won the right to champion the
Amazons againg Ares during the Ares Affair.

Doom's Doorway

This impressive structure stands as entrance to the
Cavern of Doom. Since Diana cleansed the Cavern of
Doom of dl itsmonsters, the gods chose Doom's Doorway
as the holding cdl for the murdered Ixion.

Island of Healing

Located on a small isand chain near mainland
Themyscira, the Island of Healing isatranquil and serene
place where pure waters flow and healing herbs flourish.

Royd Pdace

Queen Hippolyte holds audience here, in the building of
highest elevation on the island. Built atop the center of
Themyscira, overlooking all of Paradise Island, the Palace
is a grand and rega structure, suitable for both roya
receptions and daily conferences.

The Senate Chamber

The Amazon Senate meets here to discuss important
issues of the day and confer its decisions publicly to the
rest of Amazon society.

The Statue of Artemis

In honor of the goddess who championed their cause,
the Amazons constructed thisto be the highest and most
prominent feature on Themyscira. The statue, located in a
clearing in the woods, can be seen from every point on
Paradise Island.

Temple of Hades

The ancient Greeks feared Hades so fiercely they built
no temples in his honor. The immortal Amazons, who
pos=ssfar lessfear of thegod of the dead, built aglorious
shrine to honor him. Relics of Amazons who have died
since their inception are deposited here, including the
mantle of the Amazons mortal idol, DianaTrevor.

Temple of the Oracle

Adjacent to the Royal Palace, the Temple of the Oracle
is Menalippe's sanctuary, which she attends to consult
with the Olympian gods.



Non-Player Charactgrp = .

QUEEN HIPPOLYTE

x99 B 7 Rehvy s o
INT: T Wik 5 M B
InNFL: 6 Auvra: 5 SpmriT: 4
InmmiaTive: 22 (31) Hero Points: 25

XKILLS:
Acrobatics: 6, Animal Handling: 3,
Artist: 2, Charisma (Persuasion):
4, Martial Artist: 9, Medicine: 3,
Military Science (Tracking): 6,
Weaponry: 7

CONNECTIONS:

Who knowsyet?

MOTIVATION:

Upholdingthe Good

WEALTH:

Affluent

JOB:

Queen of the Amazons of
Themyscira

RACE:

Human (Amazon)

BACKGROUND

Queen Hippolyte is the reincarnated
essence of aCro-magnon womanwho
was killed by her prehistoric mate. At
the time of her murder, the woman
was pregnant with the spirit of achild
eventually to be reborn as Princess
Diana— Wonder Woman.

As the Queen of the Amazons,
Hippolyte brought her subjects into
theworld of Man, teaching them and
leading them into a divinely-inspired
golden age. When Heracles and his
minions razed Themyscira, for their
failure Hippolyte and her followers
were exiled to Paradise Island by the
gods.

The Amazons remained isolated
from the rest of the world until the
gods sent the spirit of Hippolyte's
origina unborn child to her. The child
was named Diana, her destiny to
become the greatest of the Amazons
and fulfill the promise of the gods.

PHILIPPUS

Dex: 9 STR: 8 Boby: 6
Int: 6 Wi, b Mmp: 5
InFL: 4 Avra: 4 SpiriT: 4
InmmiaTive: 19 (27) Hero Points: 10

XKILLS:
Acrobatics: 5, Animal Handling: 3,
Artist: 2, Charisma (Persuasion):
3, Martial Artist: 8, Medicine: 2,
Military Science (Tracking): 7,
Weaponry:7

CONNECTIONS:
Who knowsyet?

MOTIVATION:
Upholdingthe Good

WEALTH:
Comfortable

JOB:
Captain of Amazon Armies

RACE:
Human (Amazon)

BACKGROUND

Philippus has served Queen Hippolyte
since the days they were mortals and
the two have become fast friends.
During the Challenge of the Gods,
when Hippolyte donned her armor to
venture bedow Doom's Doorway in
search of her lost daughter Diana,
Philippus stood opposed to her,
refusingto sacrificethe Queenfor the
Princess.

Philippus' loydty to the Amazons
brought her to that most difficult of
decisions, for shetruly loves Dianaas
wadll; Philippus acquitted herself with
nobility and dignity.

ROLE-PLAYING

Philippus is the main protector of
Themyscira, a position and responsi-
bility shetakesvery serioudy. Duty is
al-important to this Amazon, who
would gladly lay down her lifefor any
of her people. Philippus often seemsa
little too serious and grim but thisis
merely areflection of her srong sense
of responsibility. When Philippus
desires, she can be as joyous and
amiable as any Amazon.
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MENALIPPE

Dex:. 6 Str: 5 Boby:
Int: 8 WiL: 6 MIND:
Ik 7 Aura: 6 SPIRIT:
Inrriarive: 21 (25) Hero POINTS:
POWERS.

Precognition: 6, Telepathy: 16
XKILLS:
Acrobatics: 3, Animal Handling: 8,
Artist: 2, Charisma (Persuasion):
2, Martia Artist: 4, Medicine: 4,
Weaponry: 4
LIMITATIONS
Telepathy between Gods of
Olympusonly
CONNECTIONS:
Who knowsyet?
MOTIVATION:
Responsibility of Power
WEALTH:
Comfortable
JOB:
Amazon Oracle
RACE:
Human (Amazon)

BACKGROUND

Before her reincarnation as an
Amazon, Menalippe was a woman
with extraordinary psychic talents
who did not understand her rather
frightening powers. Murdered for
witchcraft and reborn an Amazon,
Menalippe's talents were accepted
and appreciated by her Amazon
ssters, who rely on Menalippefor her
powers of divination.

Menalippe foretold the coming of
Heracles and the destruction of
Themyscira, the growing madness of
Ares, and the threat of Zeus
Challenge of the Gods. Menalippe's
power tends not only toward the
negative aspects of precognition, as
she aso foresaw the birth of Diana
and end of the period of Amazon
contrition.

METHODS

Menalippe is the only Amazon in
regular contact with the gods and
even her connection isnot direct. The
gods reveal information to the oracle
in vague dgns and symbols, which
Menalippeisthenforcedtointerpret.
Her precognitive powers are entirely
her own — they are not giftsfromthe
gods. As far as contact with Man's

World is concerned, Mendippe is
content to leave the matter in Diana's
hands.

ROLE-PLAYING

Mendlippe is a fragile, ephemeral
woman, onewhoismorecomfortable
dealing with the world of spirits with
which communes than with the
physical world she actually inhabits.
Because her precognitive signs are
often hazy and indistinct, Mendippe
is hesitant to reveal her visons before
she has a definitive understanding of
their portents.

Often al Mendlippe feels in her
premonitions is a growing sense of
dread and at such times she is not
comfortable alarming her Amazon
dsters over such phantom fedlings.
Y et whenever Menalippe has astrong
sense of the future or aclear picture,
she will immediately inform her
gueen and will not remain silent until
proper action is taken in response.

STANDARD AMAZON

Dex: 8 Sm: 6 Boov: 5
INT: 6 Wi 5 Mmp: b
InF: 3 Aura: 4 SpiriT: 4
IntmiaTive: 17 (23) Hero Points: 10

XILLS
Acrobatics: 6, Animal Handling: 3,
Artist: 3, Charisma (Persuasion):
2, Martia Artist: 6, Medicine: 3,
Military Science (Tracking): 5,

Weaponry: 6
CONNECTIONS
Who knows yet?
MOTIVATION:
Upholding the Good
WEALTH:
Comfortable
JOB:
Various
RACE:
Human (Amazon)

BACKGROUND

The average Amazon has been
through a lot: born in pre-history,
violently killed somehow/somewhere
by an unthinking early man, reborn
as an Amazon, raped by one of
Heracles troops, exiled to Paradise
Island, turned immortal, and finally,
after thousands of years, asked to
resume contact with the Man's World.

The Amazon is a hearty and
steadfast breed, awoman of superior
strength, courage, intelligence, and
moral character. While dl life stands
as sacred to this woman, no life is
more sacred to an Amazon than that
of her sgter.

ROLE-PLAYING

The average Amazon walks the fine
line between her innate compassion
and her learned suspicions. Although
the Amazons have forgiven Heracles
and his men for their defilement of
Amazon culture, the Amazons have
yet to rejoin the race of Man, nor are
they completely certain they wish to
do so.

The average Amazon contempl ates
her destiny in a way she never has
before now. While their answers to
the question of contact with Man's
World may vary, dl Amazons agree
on one point: they completely love
and greatly admire their sister,
Princess Diana.

Notable Amazons

Aella: Courageous warrior and
inconstant lover.

Epione: Hedler.

Euboea: Warrior and confidant to
Princess Diana

Hellene: Leader of the Senatorial
opposition to increased
contact with Man's World.

Mymosyne: Aideto Menalippe.

.| In Memorium |

——-—- ¥ Antiobe f ——

Fellow Queen of the Amazons

- when they were mortal, Antiope

did not accept the punishment of

. the godly Midwives, instead

choosing vengeance against her

assailants. After a bloody conflict,

Antiope married the hero Theseus,

only to be murdered by Theseus’

former wife in collaboration with
the witch, Circe.

Antiope was a great and willful
woman; her absence is ever sorely
felt amongst the Amazons.



JULIA KAPATELIS, professor
Dex: 2 StR: 2 Bopy:
INT: 3 Wi 38 Minp:
Iner: 8 Aura: 2 SPIRIT:
INITIATIVE: 8 Hgero PoinTs:
SKILLS,

Scholar (Archaeology, Ancient

History, Geology): 6, Scholar

(MiddleEastern Linguistics): 7
CONNECTIONS:

Harvard University (High), Wonder

Woman (High)

MOTIVATION:
Upholding the Good
WEALTH:
Affluent
JOB:
Archeology Professor
RACE:
Human

BACKGROUND

Julia was born in Greece, the
daughter of Agostos and Maria
Deneiros. Because she was born in
Jduly, her father Agostos (who was
born in August) named her Julia
Agostos was a fisherman who often
took his daughter sailing. When Julia
wasvery young, shefell overboardin
a boating accident and was rescued
from drowning by the Neriedes, who
V\éasfaed her ashore on Paradise
Island.

Julia was raised by the Amazons,
who indilled in her their powerful
Amazon virtues. Julia's memories of
Paradise Island were suppressed but
when shewasreturned to Greece, she
never forgot the deep pride and
purpose she had learned. Juliaisthe
last of the line of children raised on
Themyscira.

Julials early experience with the
Amazons left her with a lingering
fascination for antiquity. She studied

ancient history and became one of
the world's foremost authorities on
the ancient world and archaic
languages. Julia married David
Kapatelis, a noted archeologist, the
couple having one child, Vanessa,
before David died during a tragic
archeological expedition.

Following David's death, Julia
moved to Boston to teach History at
Harvard University. It was here Julia
met Wonder Woman, the gods thus
providing Princess Dianawith aguide
inMan'sWorldduringtheAresAffair.
Julia taught Dianato speak English
and acclimated her Amazon friendto
Western thought and culture. When
Princess Diana and Steve Trevor
assaulted Ares sons Deimos and
Phobos, Julia joined them, fighting
with an Amazon's spirit.

Julia Kapatelis and her daughter
Vanessa have the distinction of being
the first outsiders ever to visit
Themyscira.

METHODS

Julia is both friend and mentor to
Wonder Woman and acts as Diand's
guide through the puzzling and
sometimes infuriating world of Man.
Diana is somewhat naive in the
customs of the outside world; Julias
down-to-earth, worldly-wise ways
have been invaluable to the Amazon
Princess. Juliasees Diana as afriend,
confidant, and a second daughter.
Much like Queen Hippolyte, Diana's
true mother, Julia is sometimes a
trifle over-protective of her surrogate
daughter, but she has the best
intentions.

ROLE-PLAYING

Julia is a strong, willful, stridently
independent woman who knows
what she wants and knows how to get
it. Decisgve and outspoken, sheshould
be played with intensity and humor.

Julia is best described as a curious
hybrid of youthful curmudgeon.

VANESSA KAPATELIS aiias Nessie

Do 2 STR: 2 Bopy: 2
INT: > Wi 2 Mmp: 2
Iney 02 Aura: 2 SpIrIT: 2
INITIATIVE: 6 Hero Points: 5
KILLS:

Acrobatics (Gymnastics): 1,

Scholar (Ancient History): 1
CONNECTIONS:

Who knowsyet?
MOTIVATION:

Thrill of Adventure
WEALTH:

Comfortable
JOB:

High School Student
RACE:

Human

BACKGROUND

Vanessaisthefirst and only daughter
of David and Julia Kapatelis, two
archaeologist/historians who met
while researching Loch Ness in
Scotland. When Vanessa was very
young, David died onan archeol ogical
expedition, leaving Vanessa to be
raised by her mother.

A vivacious, spunky, and dlightly
self-conscious teenager, Vanessa
idolizes her dose friend, Princess
Diana, who treats Nessie like the kid
sister she never had. Vanessa and her
mother have the distinction of being
thefirst outsidersfrom Man's World
to vist Paradise Island.

ROLE-PLAYING

Vanessa is at the age where raging
hormones often substitute for
coherent thought. She can go from
moody to bubbly in the twinkling of
an eye. Vanessahas acrush on fellow
classmate Barry Locatelli, who does
not completely reciprocate her
feelings, something which Vanessa
attributes to Barry's admiration of
Wonder Woman, which often arouses
feelings of prickly envy for her older
"gder.”

Despite her occasiona flashes of
jealousy, Vanessa has a good heart,
would never wish anyone harm, and
holds Diana in the very highest of
esteem.
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STEVE TREVOR u.s. Air Force Colonel, Ret.

Dex:+ 8 Sl 35 Bopri3
INT: 3 WiL: 3 Mmp: 2
INFL: 3 Aura: 2 SpirIT: 2
Intmiative: 9 (12) Hero Points: 15
XKILLS:

Acrobatics(Dodging): 2, Charisma
(Persuasion): 2, Detective (Law):

1, Martial Artist: 3, Medicine(First
Aid): 2, Military Science: 2, Spy
(Photo Interpretation): 2, Vehicles
(Air): 5, Vehicles (Land): 3,
Weaponry:3

CONNECTIONS:

U.S. Air Force (Low)

MOTIVATION:

Upholding the Good

WEALTH:

Comfortable

JOB:
Freelance Investigator and
Troubleshooter

RACE:
Human

BACKGROUND

Steve Trevor is the son of two Air
Force flyers, Ulysses Steven (U. S)
Trevor, a Lieutenant during World
War Il, and Diana Trevor, a former



barnstormer who flew transport
planes for the Woman's Auxiliary
Ferrying (WAF) Squadron. Steve's
mother was atrill-seeker who crashed
whileflying over Paradise 1sland and
died while saving the Amazonsfrom
the oppressive threat which loomed
behind Doom'sDoorway.

A football star in college, Steve
joined the Air Force as an idedlidic,
patriotic young man and saw action
in Viet Nam. His experiences there
quickly disillusioned him about the
glory of war but strengthened hislove
for hiscountry. Stevematured rapidly
in the Air Force and became a
decorated war hero, athough he
dways tempered his patriotism with
realism.

When the mad god Aresinfiltrated
the U.S. Military during the Ares
Affair, the god of War found fertile
soil ripe for his corruption in men
suchasGeneral Kohler, SteveTrevor's
supervisor. Trevor resisted Ares
powerfulinfluence,however,goingso
far astotestify beforeaCongressiona
committeeabout thosein positionsof
power in the Pentagon who had been
manipulated by Ares.

Kohler retaliated against Trevor by
sentencing him to a desk job, where
Trevor's superior flight skills could
not be employed. Steve soon grew to
hate thejob and organi zation he once
loved. Finally, General Kohler sent
Trevor on a misson to breach the
enchanted cloud field above Paradise
Island. Steve's co-pilot, actualy a
minion of Ares, bombed Themyscira
while Steve fought for control of the
plane.

Princess Diana successfully
defended Paradise 1sland, eliminating
the bomb threat and rescuing Steve
Trevor in the process. The two
became good friends and together
battled Ares and his minions,
eventually defeating the mad god's
plansto destroy the Earth. Following
the Ares Affair, Trevor was initialy
considered atraitor but soon cleared
himself of the charges.

Sincetheir first meeting, Steve had
the strange feeling that Princess
Diana reminded him of his mother
(beyond the name similarity), a
supposition which proved partialy
accurate, as the Amazon Princess
was named in honor of DianaTrevor,
Stevel's mother, the two being kindred
souls.

Steve is now in love with his aide
Etta Candy and the two live quite
happily together. Steve occasionaly
works with Princess Diana and they
enjoy aclosefriendship.

ROLE-PLAYING
Steve Trevor isan honest, ethical, and
truefriend to Princess Diana. Heisa
decent, meritorious man in every
sense of the word.

ETTA CANDY

Dex: 2 Str: 2 Booy: - 8
InT: 3 Wi, 3 Mmp: 3
INFL: 3 Aura: 2 SpiriT: 2
InrriaTive: 8 (10) Hero Points: 10
KILLS:

Acrobatics(Dodging): 1, Charisma
(Persuasion): 1, Detective (Law):
1, Martial Artist: 2, Medicine(First
Aid): 2, Military Science: 2,
Vehicles (Air): 1, Vehicles (Land):
2,Weaponry: 2
CONNECTIONS:
U.S. Air Force (High)
MOTIVATION:
Upholdingthe Good
WEALTH:
Comfortable
JOB:
United StatesAir ForceLieutenant
RACE:
Human

BACKGROUND

Etta, a career Air Force officer,
worked with Colond Steve Trevor
and developed a strong respect for
him. When it appeared to the world
that he had become a traitor
(followinghisinvolvementintheAres
Affair), Etta believed in Steve and
helped him clear his name. During
their time together, Steve and Ettals
friendship blossomed into unspoken
affection.

Ettawas initiallyjeal ous of Princess
Diana, feelingherself in the midst of a
rivary for Steves attention, a battle
she felt she could never possibly win
given her opposition. Beyond these
feelings, Etta soon grew to like and
admire the Amazon. Etta and Steve
soon acknowledged their mutual love
and now work together on many of
their missions.

ROLE-PLAYING

Etta is a kind, sweet, and gutsy
woman. She has avehement sense of
right and wrong and often oversteps
the bounds of etiquette when she
feels particularly strongly on a
subject. Etta Candy will go to any
length to assst a friend, sdflesdy
expecting nothing in return.

MYNDI MAYER, deceased

Dex: -3 Str: 2 Bopy: 2
INT: 3 Wiz 2 Mmp: 2
InFL: 2 Aura: 2 SPIRIT: 2
INITIATIVE: 8 Hero Points: 2
KILLS:

Artist (Writer): 3, Charisma
(Persuasion): 2, Vehicles(Land): 2
CONNECTIONS:
Advertisng Industry (High)
MOTIVATION:
Mercenary
WEALTH:
Affluent
JOB:
Publicist
RACE:
Human

BACKGROUND

Myndi Mayer was adriven, ambitious
woman who clawed her way to the
top of the publicists game by refusing
to take "No" for an answer. Although
she had no real connection to
Princess Diana (and certainly did not
have the respect of Dianas best
friend Julia), Myndi was able to land
the lucrative Wonder Woman con-
tract through clever persuasion and
persistence.

Myndi pushed herself overly hard
in life and developed a dependent
personality. Under the careful
ministrations of the treacherous
"Skeeter" La Rue, Myndi became
severly addicted to cocaine and
acohol; she eventually died of an
overdose of the drugs.

ROLE-PLAYING

Myndi Mayer was compulsive,
impulsive, and conniving. She was a
smirking, calculating woman, never
above using her charm, influence,
money, or sexuality to get ahead of
her opponents.
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DARKSEID

Dex: 23 Sme: 18  Booy: 46
B 20 Wi 320 Minp: 30
InF: 16 Aura: 20  SpiriT: 30
IntmiaTive: 59 Hgero Points: 180

POWERS:
Aura of Fear: 17, Continuum
Control: 60, Control: 5, Invulner-
ability: 38, Life Senset 19, Mind
Blast: 18, Mind Probe: 20, Object
Awareness. 32, Sedled System: 18,
Skin Armor: 15, Suspension: 32,
Telepathy: 32, Truesight: 18,
Warp: 32

XKILLS:

Charisma: 15

LIMITATIONS:

Warp inoperable as attack form

MOTIVATION:

chopathic (marginall

wents pathic (marginally)

N/A (essentialy unlimited)

JOB:

N/A

RACE:

StrangeHumanoid

BACKGROUND

Darkseid first encountered the
Amazon Princess Diana during his
seige on Mount Olympus. Darkseid,
enraged that the Olympian gods had
fled prior to his arrival, proceeded to
destroy the gods great home; with
theaid of Superman, Wonder Woman
was able to reved to Darkseid the
folly of hisways and prevent thetotal
destruction of Mount Olympus.

METHODS

When the world of the Old Gods was
destroyed in the holocaust ages ago,
two new worlds were formed from
the ashes. The darker of the two is
Apokolips, where aimighty Darkseid
reignssupreme. At hisbidding arethe
magnificent machines, creatures, and
beings of hisworld. Darkseid's creed
is one of destruction and total
dominance.

To help him toward this end, he
searchesfor themysteriousAnti-Life
Equation, which often takes him to
Earth, and seeks to usurp the
combined powers of the Olympian
gods, which often pits him against
Princess Diana.

ROLE-PLAYING

Darkseid is agod of supreme evil, the
embodiment of a phenomenal

: N\
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destructive power. Believing himsalf
to be the first and greatest force in
the multiverse, Darkseid views the
Olympian gods as a threat to his
claim and now seeksto destroy them.
Heisacruel and boastful villain bent
on thetotal domination of any and all
who stand in his path.

[ —

DEIMOS, deceased

Dex: 14 Sm: 12 Boov: 8
Ivp: 10 Wmip 11 Mmp: 9
InFL: 12 Aura: 13 SpiriT: 10
InmmiaTive: 36 Hero Points: 30

POWERS:
Aura of Fear: 22, Control:
Omni-Arm: 11
KILLS:
Charisma (Intimidation): 5,
(Brainwashing): 7
LIMITATIONS
Minor Irration Attraction
Cruelty, Omni-Arm operable
in relation to Beard of Snakes,
Auraof Feareffectiveonlywhen
Omni-Arm snakes success
attack opponent.
CONNECTIONS
Areopagus(High),Olympus(Low
MOTIVATION:
Nihilist
WEALTH:
N/A
JOB:
Advance Guard for Ares
RACE;
Humanoid
EQUIPMENT:

Helm of Serpents
Dex: 9 Smr: 10 Bopy: 6
Int: 1 Wim: 1 Mmp: 1
IntriaTive: 10 Hero Points: O
CHARGEs: 10

Cost: 369 HPs+$36K

POWERS,
Poison Touch: 8

The Helm of Serpents is made of
four enchanted, poisonous snales
which attack simultaneously and
inflict a deadly, torturous poison
upon successful opponent contact.

BACKGROUND

Deimos was a severe, bitter god who
wore a greek warrior's uniform
endowed with a mantle of serpents.

Born the son of Ares and Aphrodite,
Deimos assumed the role of the god of
Terror in his father's legions,
terrifying soldiers on battlefieldswith
his brother, Phobos.

When Ares declared war on
Mankind, Deimos was his choice for
manipulating key military leaders of
the Soviet and American armies.
Deimos controlled the minds of these
nations leaders, causing them to
bring the planet to the brink of World
War Three. Demos was ultimately
killed by Wonder Woman in an act of
self-defense by the Amazon.

METHODS

Deimos was a cold, calculating god,
one who prefered behind-the-scenes
manipulation to direct confrontation.
In battle, he would choose to
Intimidate his opponents through
the use of the serpents of his helmet
and beard. Deimos usually relied on
the psychological power of the
frightening attack formto demoralize
his opponents.

ROLE-PLAYING

As befitsthe son of Ares, Deimoswas
an insidious, manipulative, and cruel
god. Likethe serpentswhichwerehis
motif, Deimos enjoyed worming his
way into the pysches of his targets,
twigting their minds into accord with
his own. If utilized, Deimos should be
played with a macabre sense of
pleasure over his manipulations.

Deimos had arunning rivalry with
Phobos; the two brothers regularly
bickered and fought, although they
generally set asdetheir feudingwhen
enemies arose. Still, a skillful
manipulator could aways stoke the
fires of their rivalry in combat
sufficiently to escape or get in a
surprise blow.

PHOBOS |

Dex: 12 Sm: 15  Boov: 10|
sz 6 Wunn' 9 Mpm 8
e 12 Aura 13 Spmir: 10
InrmiaTive: 30 Hero Pomnts: 40|

POWERS
Animate Objects: 13, Auraof Fear:
8, lllusion: 12, Telepathy: 9
XKILLS

Thief (Stedlth): 7
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Whenthe prey entered strikingrange,
Echidnawould perform aGrappling
Attack with her tail and move to
strike the hapless victim with her
battle axe.

ROLE-PLAYING

Echidna was driven by the fires of
hate and anger. Possessing neither
pity nor compassion, Echidna killed
for the mere pleasure of slaughter,
doing so completely without remorse.

CHEETAH alias Barbara Minerva

Dex:. 17 Str: 19 Bopy: 13
INT: 9 Wi 7 Mmp: 8
InNFL: 8  Aura: 8 SpiriT: 5
InmmiaTive: 34 (54) Hero Points: 35

POWERS:
Cling: 11, lron Will: 25, Swimming:
8, Thermal (IR) Vision: 8
KILLS:
Acrobatics: 12, Martia Artist: 20
LIMITATIONS:
Must userare herbsand undergo a
specia ritual to gain Powers, Iron
Will operable only against the
powers of the Lasso of Truth.
CONNECTIONS:
Boston Underworld (Low)
MOTIVATION:
Power Lust
WEALTH:
Affluent
JOB:
Archeologist
RACE:
Human

BACKGROUND

Barbara Minerva is a mysterious
archeologist who uses an arcane
ritual to transform herself into a
powerful humanoid cat-creature.
Minerva discovered the ritual in
Africa, where she travelled in search
of a legendary race of cat people
Although she never found the lost
race, Minerva did locate the ancient
herb the cat-people worshipped and
returned with the plant.

Aided by her African assistant
Chuma, Minerva follows the secret
rituals of the cat-people by bleeding
herself onto and then consuming the
plant, a bizarre process which then
transformsher into the powerful and
deadly Cheetah.

Minerva is a catty, aloof, and
treacherous woman who possesses a
shady reputation in the archeol ogica
world. The Cheetah persona, the last
of itskind, isdominantin her and has
left very little of the BarbaraMinerva
personality remaining.

Minerva's paramount goal is to
obtain the Girdle of Gaea, which has
beenfashionedintoWonder Woman's
Lasso of Truth.

METHODS

In her Cheetah form, Barbara
Minervais a savage, merciless killer.
Like the jungle cat which is her
namesake, the Cheetah attacks
without warning and battles to kill.
She uses her tail to grapple and
strangle her foes while pulling her
opponents toward her razor-sharp
claws.

ROLE-PLAYING

While the Cheetah is a cunning and
ruthless adversary, she is dso a
huntress with great patience. She
stalks her gamein both the social and
physical arenas, deceit and death
being her most formidabl e weapons.

 m— 1]

SILVER SWAN alias Valerie Beaudry

] Ste: 4 Bopvw: 5
WiL: 3 Mmp: 3
Auvra: 3 SpirIT: 2
17  Hero Points: 33

POWERS.
Flight: 12, Force Fidd: 18, Mental
Blast: 15, Sonic Beam: 26
LIMITATIONS:
Catastrophic Irrational Attraction
to H.C. Armbruster, Force Fidd
must be dropped for the Swan to
touch any object, Mental Blast is
linked to Force Field and is
operable only when Swan is
encircled by the Lasso of Truth.
CONNECTIONS,
Armbruster International (Low)
MOTIVATION:
Unwanted Power
WEALTH:
Millionaire
JOB:
Consort
RACE:
Human

BACKGROUND

Valerie Beaudry isthe daughter of a
human couple exposed to early
nuclear tests. Born grotesquely
deformed and very ugly, Vaeriewas a
withdrawn child who had no child-
hood friends until gaining a pen-pal
through an advertisement she placed
in ateen magazine.

Valerie's correspondent, Maxine
Sterenbuch, became her best friend,
although Valerie steadfastly refused
to send Maxine her picture or meet
with Sterenbuch personally. When
Maxine flew to North Dakota to see
her, Vderie suddenly severed their
relationship; not until years|ater did
Vaeriecontact Maxineand meetwith
her old friend in person.

Inthemeantime, Vaeriemet multi-
millionaire industrialist Henry Cobb
Armbruster, who used Vaeriein his
"Silver Swan" experiment, which
bestowed upon Valerie mutant sonic
disruption powers.

The experiment was carried out by
Professor Benjamin Buchman, a
research scientist employed by
Armbruster International in HCA
Labs Alaskadivison. Buchman died
at the end of the experiment — a
death Buchman's son blames on
Vderie

Ambruster gave Vaerie a Siver
Swan costume, complete with wings
for powered flight, and forced her to
use her sonic abilitiesto commit high-
level crimes. Armbruster aso hired
assassins to kill Vaerie's childhood
pen-pal Maxine, fearingthat Maxine
knew of the Silver Swan project.
Maxine has since come under the
protection of Solomon Buchman,
who is the son of deceased
Armbruster International scientist,
Benjamin Buchman.

METHODS

Although she is technically a super-
villain, Vderie is not a crimina by
nature and has no fighting instinct.
Sheisdrivento commit crimesby her
lover, H.C. Armbruster, who gives
Valerie specific commands via a
speaker built into the Slver Swan
costume.

The Slver Swan has the innate
ability to generate asonic Force Fied
and adisruptive Sonic Beam but only
one of these powers can operate at
any giventime. In addition, the Swan
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must pause between each power
activation (one phase between
operations, for game purposes).

The Swan's Force Field can remain
on indefinitely; however, if the Swan
wishes to attack via her Sonic Beam,
she must lower her Force Fidd one
phase prior to activation of the Beam
and must wait one phase following
the attack before raising the Force
Field once again. During this delay
time, the Swan can attack and move
normally in any other fashion

When utilized, the Slver Swan's
Sonic Beam is preceded by amoment
of total silence, as dl sound within
Range is consumed by the initiation
of the Swan's all-encompassing
scream.

ROLE-PLAYING

Valerie is an emotionally and
physically battered woman, her will
broken, her sdf-esteem chronically
low. As a result of her childhood
deformity, Valerie believes herself
unattractive and unwanted, athough
Armbruster has transformed Vaerie
into atruly beautiful woman.

Valerie lives for Armbruster's
approval and will do anything to
obtainit, including committing crimes
and submitting herself to mental and
physical abuse. A fearful, hesitant,
and emotionally vulnerable woman,
Valerie actually possesses a loving
heart and has no interest in the
combat she so frequently initiates.

—

CIRCE
DPex: 7 Str: 4 Booy: 8
Ine: - 12 Wi: 12 Mmp: 11
Ingas 12 Aura: 11 SpiriT: 9
INnTiaTIVE: 31 Hero Points: 25
POWERS.

Mental Blagt: 25, Shape Change:
16

LIMITATIONS:
Power Limitation: All Circésmagic
is usdess againg the herb Moly
and anything protected by it;
Shape Change aso affects other
beings.

VULNERABILITIES:
The death of Diana would cause
Hecate's spirit to leave Circe'sbody,
effectively killing the goddess.

30

CONNECTIONS: _
Island of Aeaea (High)
MOTIVATION:
Power Lust
WEALTH:
Affluent
JOB:
Enchantress
RACE;
Human

BACKGROUND

Circeisthe daughter of Hyperion and
Persais. A princess of Colchis and
practitioner of magics, Circe was
exiled to arocky idand for killing her
husband and proceeded to use her
magic to lure salors to her idand,
where she tortured and killed them.

Circe made a pact with the goddess
Hecate, who was angered at the
Olympian gods for their foul treat-
ment of her. Hecate, infusing her own
soul into Circe's, discorporated and
left behind a cryptic comment fore-
telling that she would one day
repossess her abandoned soul.

Using Hecate's power, Circeturned
her enemies to beasts, converting
dlies into predators, enemies into
prey. Circe, who hates the Amazons
and their ideals of peace, took specia
pains to kill the final remaining
leader of Amazons in Man's World,
Antiope.

After thousands of unthreatened
years, Circe discovered Diana's
presence and, fearing that Hecate's
soul would leave her tofulfill Hecate's
prophesy, set about her plan to
destroy the Amazon Princess. Circe's
plan failed and Hermes took the
sorceressto Olympus for punishment.

METHODS

Circe despises love and compassion
andenjoysfanningtheintense flames
of the battle of the sexes. Circe uses
her magic to transform men to beasts
as punishment for their crimes of
existence.

ROLE-PLAYING

Circe is a cool, crafty sorceress who
smiles sardonicaly as she destroys
her foes. She is rega and elegant
without being flashy.

Circe often indulges in egotitical
recitations, completely detailing in
abject superiority her heinous plans
to her incapacitated opponents.

BESTIAMORPHS

Dex: 7 Sm 6 Boo: 5
InT: 2 Wk 3 Mmp: 3
InF; 4 Auvra: b SPIRIT: 4
Inttiative: 13 Hero Points: 85
POWERS:;

Anima Mimicry: 10

KILLS:

Military Science (Tracking): 6
LIMITATIONS:
These creatures must be trans-
formed by Circe and cannot cross
the circle of Wonder Woman's
enchanted Lasso of Truth.
CONNECTIONS:
Island of Aeaea (High)
MOTIVATION:
Power Lust
WEALTH:
Various
JOB:
Underling
RACE;
Humanoid

BACKGROUND

The BestiaMorphs are men and
women who are alied with Circe and
have traded a portion of their
humanity for the right to share in
Circe's power.

METHODS

The BestiaMorphs rely on numbers
and intimidation rather than their
formidable fighting skills to defeat
their opponents. While they are quite
terrifying in appearance, Bestia-
Morphs are both inexperienced and
relatively ineffective in combat.

ERIS, Goddess of Discord
DeEx: 18 Str: 27 Bopy: 13
g 13 WiL: 16 Mmp: 14
: Aura: 12 SpiriT: 10
45 Hero Points: 85

Broadcast Empath: 13, Flight: 18,
Iron Will: 10, Teleportation: 13
XKILLS .
Charisma(lntimidation): 15,
Charisma (Persuasion): 12



LIMITATIONS:
Minor Irrational Attraction to
Disorder, Broadcast Empath used
to project Confusion, Disorder, or
Hostility only.
CONNECTIONS:
Areopagus (High), Olympus (Low)
MOTIVATION:
Power Lust
WEALTH:
N/A
JOB:
N/A
RACE:
Humanoid

BACKGROUND

Born the daughter of Ares and
Aphrodite, Eris is the goddess of
Discord. In her most celebrated act,
Eriscaused amajor crisson Olympus
and all-out war on Earth. When
intentionally omitted from the
wedding of Pdeus and Thetis, Eris
repaid the snub by rolling a golden
apple in among the wedding guests,
an apple was marked "Kallisti, " or
"To theFairest."

In their vanity, every goddess
attending the wedding claimed Eris
golden apple as her own; an unholy
row broke out between Aphrodite,
Hera, and Athena over who would
possess the apple. Zeus wisely
abstained from settling the dispute,
turning the matter over tothe Trojan
mortal, Paris.

To sway Paris toward voting for
them, each goddess promised Paris
wonderful gifts. Paris eventually
chose Aphrodite as recipient of the
apple because she promised him the
love of the most beautiful woman on
Earth. Unfortunately for Paris, that
woman, Helen, was married at the
time, her husband being the king of
Sparta.

In hisfervor, Paris abducted Helen
and the greek fleets amassed to
retrieve their queen, an action which
brought dl of the Mediterranean to
war. The gods took sdes in the
conflict, pitting Heraagainst Artemis,
Athenaagainst Aphrodite, even Hera
against her husband Zeus. Eris, taking
advantage of natural rivalries,
jealousies, and insecurities, exploited
the godswith surprisingly little effort.
The results were explosive and
spectacular, their ramifications from
that point on forever affecting
interrelations of the Olympian gods.

Like her father Ares, Eris has
retained alarge measure of her power
even as the influence of the gods has
faded, keeping her power dueto the
great amount of strife and discord in
the world.

METHODS

Eris delights in sowing discord and
strife by spreading rumors and
playing with the fears and jealousies
of her victims. Far more subtle and
calculating than her brothers, Eris
devisss careful plans which require
far less effort and overt action on her
victims' parts to accomplish. Rather
than artificially fabricating strife,
Eris takes the natural tension in any
situation and magnifies it.

Erisderives spiritual strength from
the discord around her. Asconfusion
and strife grow, Eris power waxes
proportionately.

ROLE-PLAYING

The most curious thing about Erisis
that while she is malicious, spiteful,
andvicious, she enjoysagood contest
and seems almost pleased when
someone resists the allure of her
power. Since the gods themselves
have proven easy prey for her
discordant powers, Eris finds she
must look elsewhere to develop a
good struggle.

Princess Dianalsmission of peaceis
just such a challenge for Eris, who
delights in thwarting the Amazon's
efforts at any possible step, enjoying
herself thoroughly whether she wins
or loses. Diana stands opposed to
strife and contention, principles for
which Erisisthe living embodiment.
Eris revels in watching her mirror-
image daughter struggle to resist the
temptation to fight strife with strife.
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HOW TO USE THIS BOOK

As a Sourcebook on the new Wonder Woman, this book contains
game-related and background information about Wonder Woman, her
friends, and her foes. Gamemasters who prefer writing their own
adventures will find this Sourcebook helpful since, in addition to
Characters backgrounds and gtetistics, it includes information perti-
nent to the new Wonder Woman. For example, there are sections
detailing the Amazons and important locations (such as Olympus).

There are certain Characters whose statistics are somewhat different

from those given in the Gamemaster's Manual and/or in previous
modules. This is intentional, as the DC Universe is ongoing and new
developmentsawaysoccur. For example, acharacter may havelearned
Martial Arts. Thus, the Martial Artist Skill can now be included in that
Character's satistics.
Some Power descriptions in this book, such as Time Travel, are d0
different from other descriptions of the same Powes This is ds0
intentional. The differences reflect an updated perception of how these
Powers operate in the DC Universe.

The New Gadget Box

The gadgetry rules have undergone some changes. Any equipment in
this book will use the new gadget format. Given in this section isabrief
explanation of this format. For details on the new gadgetry rules and a
lig of new gadgets, refer to the Hardware Handbook.

The gadget box looks similar to the character statistic box, but there
are some important differences.

Gadget Box OMNI—-GADGET
DEx: STR: Boby: CLASS A:

INT: WILL: MInD: CLASS B:

INFL: AURA: SPIRIT: CLass C:

INITIATIVE: HEero PoINTS: CLASS D:

CHARGES: CHARGES:

CosT: HPs+$ CosT:*Hps +$

Attributes arelisted by dass Physical, Mental, Mystical. If agadget has
avaue for one attribute in aclass, it must havevauesfor al of them,
even if thevalueis 0. If agadget has no attributesin aparticular class,
that line will be missing from the box. A gadget with no attributesin a
class cannot be attacked with a power that affects that class.

For example, avillain cannot use Control on Nightwing's combat
disk, because the combat disk has only Physica attributes, and no
Mental attributes.

A gadget must have APs in each Mental attribute to have Artificial
Intelligence. In order for a gadget to have free will, that gadget must
have APsin each Physical, Mental, and Mystical attribute.

Initiativeis only listed for those gadgetsthat have freewill. A gadget
that does not have all three classes of attributes (and at least 1 APin
each of the Mystical attributes) cannot decide for itself what action to
take and then execute the plan: thus, it has no Initiative.

Hero Points are only given to gadgets that have free will.

Charges arelisted as areminder that thisis agadget (even ifitisdso a
character), and must have routine maintenance and refueling.

The number of charges represents the amount of energy in agadget's
reservoir. One charge is burned each time a dice rall is required
when thegadget isusingitsattributesor sandard powersor ills.
If a gadget usesAutomaticpower s, it burnsone chargefor each AP
of time its powers are used. A gadget may use more than one
attribute, power, or skill during one AP.

Some gadgets have an external or internal power source; this is
indicated as EPS (external power source) or IPS (internal power
source). NA means not applicable. In these cases, players do not need
to keep track of charges burned.

Codt isthe price in Hero Points and cash that a hero must pay for a
prototype device of this nature. Notice that the gadgets in this book are
in prototype form. For a character to build a prototype gadget, he
must dso build or acquire the manufacturing equipment and testing
facilities; thereisdso acertain amount of time required to develop a
gadget. In most cases, it isless trouble to buy the gadget from aretailer,
an inventor, agovernment... or from whomever has access to it.
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Cash Cogs are given with the following abbreviations:

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

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

B = hillion. ($1.0398 means $1,039,000,000.)

T = trillion. ($8.006T means $3,005,000,000,000.)

Q = quadrillion. ($6.5Q means $6,500,000,000,000,000.)

QN = quintillion. ($4.9QN means $4,900,000,000,000,000,000.)

Omni-Gadgets, which are gadgets whose exact powers and attributes
are unknown, have their own boxes. If aclass of attributesis not listed
for an omni-gadget, the gadget does not havethat category of attributes,
and cannot be attacked with powers that affect them.

When an omni-gadget is not functioning, its BODY is the number of
APsassgnedtodass A (Physicd attributes).

An omni-gadget's class indicates the type of device that the omni-
gadget can turn into.

OMNI-GADGET CLASSES

Class A ............ Physical attributes (DEX, STR, BODY)
ClassB ............ Mental attributes (INT, WILL, MIND)
CIABB €' s o cro s ws wome s 50 96 5 8 5% 900 8 85§ @ 606 58 B Powers
ClassD ........... The ability to substitute its own APs for

its user’s attributes

All omni-gadgets must possessclassA. Theinventor may assign 0 APs
to class A if ghe wishes. Omni-gadgets never possess skills or Mystical
attributes. In addition, if a gadgeteer anticipates the need for powers
with a Mental link, s/he requires an omni-gadget with class B. Omni-
gadgets never possess power s with Mystical links.

Converting New

Gadgetsto the Old Rules

If you do not have the Hardware Handbook or prefer to use the old
gadgetry rules, use the process outlined following to convert the new
gadgets in this book to the old rules.

Leave dl attribute, power, and/or skill scores as they appear in the
new statigtics. Y ou need only to convert Chargesto Usesand Durations;
use the following procedure:

1. Count thenumber of attributes, powers, and skillsthegadget must use
congtantly to fulfill its purpose.

2. Dividethe total number of Charges by this number. Theresult isthe
gadget's Duration.

3. Count the number of attributes, powers, and skillsthe gadget does not
use constantly to fulfill its purpose. Thisis the number of Uses.

Adjust these numbers asyou feel is appropriate.

Because of the differences in the underlying philosophies of the old
gadgetry rules and the new, especidly in the areas of attribute use and
energy supply, it is impossble to develop an exact converson method.
These procedureswill yield close approximations of the same gadget in
the two systems.

COLUMN SHIFTS
« A negative (-) column shift to the OV istothelefton the Action Table
and makes an action easier.

« Apostttve (+) columnto the OV isto theright onthe Action Table and
makes an action more difficult.

ABBREVIATIONS

AP Attribute Point
AURA .. AuraAttribute
AV Acting Value
BODY. .. . . ] Body Attribute
DEX .. . Dexterity Attribute
BV. Effect Vaue
GM. . Gamemaster
HP(S). . .. Hero Point(s)
INFL. .o Influence Attribute
INT Intdlligence Attribute
MIND. .. ... Mind Attribute
NA Not Applicable
NPC(s)... ... .. . Non-Player Character(s)
OV. . Opposing Vdue
RAP(S). ... ... . Result Attribute Point(s)
RV. . Resistance Value
SPRIT. . Spirit Attribute
STR . Strength Attribute
WILL . Willpower Attribute
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Playing the Adventure

Inthissolitaireadventuremodul e, StrangersinParadise,
theP ayer assumestherol eof PrincessDianaof Themyscira:
Wonder Woman. Wonder Womanwill begintheadventure
with Encounter 1; Boston Reception and will progress
throughtheadventureasi nstructedbythemodul ebasedon
the Player's action choices.

In a solitaire adventure, the module itself act
Gamemaster for the Player. At theend of each Encounter
entry, the Player is either instructed to go to a particular
Encounter or is offered a choice of action for his’her
Character. Based on the decision, the Player will be
instructed to turn to aresultant Encounter to learn the
outcome of the chosen action.

Reading an Encounter Heading

Each Encounter will beginwith an Encounter Heading.
These Headings provide the Player with information
pertinent to the Encounter at a glance; the Encounter
number, the name of the Encounter, and alisting of ¢
Encounters whose play could lead to that Encounter.

An example of an Encounter Heading is as follows:
61 Riglis
57,65,68

In this example, the Encounter number is 61, the name of
the Encounter is Risilis, and game play leading to this
Encounter could have been from Encounters 57, 65, or 68.

Running Combat

On occasion, the Player will be instructed to "roll normal
combat" againg any number of opposing forces. Normal
combat is usually restricted to Physicd attacks, where
Wonder Woman must pit her Physical Attributes (DEX, STR,
BODY) against those of an opposing force. Success is
determined through the standard DC Heroes system, with
every action having Acting, Effect, Opposing, and Resistance
Vaues(AV, EV, 0V, and RV, respectively).

Combat should be rolled on the Action and Result Tables
(available in the DC Heroes Master Set? with such variables
as Pushing and burning Hero Points il being applicable (for
both Heroes and Villains). Should any Character enter
combat using a Power or Skill, Opposing and Resistance
Values should be determined using the normal DC Heroes
combat system (aMental Power used offensively would have
its APs of the Power as AV/EV while OV/RVswould be the
INT/MIND of the opposing force; aMystical Power so used
would have OV/RVsof INFL/SPIRIT, etc.).

Character Sheet

The results of any actions performed by Wonder Woman
during this adventure will be based on her Attributes,
Powers, and Skills when utilized. All pertinent information
concerning Wonder Woman's statistics and equipment, as
well as important sections whose gameplay meanings will
become apparent during the adventure, are provided on the
accompanying Character Shest.



WONDER WOMAN aias Princess Diana

Pex: 20 Str:- - 26" Bopylb
Int; 10 Wni: 12 Mmp: 10
InFL: 12 Aura: 10 Spiri: 8
Init: 42 (65) Hgero Points: 180

POWERS:
Directional Hearing: 4, Empathy:
5, Flight: 15, Hypnotism: 10,
Superspeed: 13, Swimming: 6,
Telepathy: 12, Telescopic
Vision: 3

KILLS:
Acrobatics. 12, Animal Handling:
8, Charisma (Persuasion): 13
Detective: 6, Martial Artist: 23,
Medicine: 7, Military Science
(Tracking): 10, Scholar (Ancient
History): 4, Scholar (Linguistics,
Ancient Greek, Themysciran): 5
Weaponry: 16

LIMITATIONS:
Naive of the world outside
Paradise Island, Hypnotism
operable only to place lassoed
victim to sleep, Telepathy
between Gods of Olympusonly.

CONNECTIONS:
Superman (High), Themyscira
(High), Olympus (Low), United
Nations(Low)

MOTIVATION:
Upholdingthe Good

WEALTH:
Comfortable

JOB:
Ambassador of Themyscira

RACE:
Amazon

EQUIPMENT:

Lasso of Truth

Dex: = O Sm: 20 Bopy: 42
INT: 0 Wi: 0 Mmp: 0
CHARGES: N/A

Cost: 6920 HPs+$2.04T

POWERS:
Animal Control: 20, Control: 20
LIMITATIONS:
Animal Control works only to
ward off beasts, Control operable
to f?]rce lassoed victim to tell the
trut

Bracelets

Dex: 0 Smw: b Bobw: 30
CHARGES: N/A :
Cost: 1671 HPs+$4B

POWERS:
Force Shidld: 5

NONDER WOMAN

Characier Jhee

\{—:‘_\

Amulets

Sandals of Hermes

Dex: O Str: 16 Bobv: 8
INm: O WuorL: 0 Mmp: O
InmmiaTive: O Hero Points: O
Cuarces: N/A

Cost: 995 HPs+$235M

POWERS:
Teleportation: 23

LIMITATIONS:
Sandals teleport wearer between
Paradise Idand and Man's World

only

Tiara

Dex: 0 S 5 Bopy: 12
Cuarces: N/A

Cost: 224 HPs+$85K




ON-

Characiers

YOU ARE A
MOST fLon/HBLE
FOE INDEED,

SHE -SERPENT--

The following are Non-Player
Characters (both dlies and enemies)
who will interact with Wonder Woman

during the course of Strangers in
Paradise. While presented In the

THOL CAMST NOT LOMB
ELLLE NE, LITTLE OVE!

A \
C A
: SCOVER OR
LATER, TS SHALT
JRSTE MY
PASCVED 2SS,

accompanying Wonder Woman Source-
book initially, these Characters'
statistics are aso presented here for
ese of GM reference during the
adventure's various combat situations.

PERIMELE — standard Amazon

Dex:. 8 8Sm: <6  Bopy: b
InT: 6 WniL B Mmp: b
INFL: 3 Aura: 4 SpmiT: 4
Intt: 17 (23) Hero Pomnts: 10

XKILLS
Acrobatics: 6, Animal Handling:
3, Artist: 3, Charisma (Persua-
sion): 2, Martial Artist: 6,
Medicine: 3, Military Science
(Tracking): 5, Weaponry: 6

PHOBOS
Dex: 12 Sm: 15 Bopy: 10
INT: 6 Wi 9 Mmp: 8

InFL: 12 Aura: 13 SpiriT: 10
IniT: 30 Hgero Points: 40

POWERS
Animate Objects: 13, Aura of
Fear: 8, lllusion: 12, Telepathy: 9

KILLS
Stealth: 7

LIMITATIONS:
Minor Fear of Failure, Phobos
must the Heart of the
Medusato Animate Objects; uses
Telepathy only to read opponent's
mind and determine innermost
fear.

ECHIDNA

Dex:® 9 "Sir: 16° Booy: 9
INT: 7 Wi 6 Mmp: 7
INFL: 6 Aura: 5 SpmriT: 5
INIT: 22 Hero Points: 25
POWERS.

Flight: 9, lllusion: 17, Poison
Touch: 8

LIMITATIONS.
I1lusion does not do MIND damage;
Poison Touchisinflicted through
tail attacks only.

ERIS — Goddess of Discord

Dex: 18 Smr: 27 Bopy: 13
In: 13 Wpni: 16 Mmp: 14
INFL: 14  Aura: 12 SeiriT: 10

InT: 45 Hero Points: 85

POWERS:
Broadcast Empath: 13, Flight: 18,
IronWill: 10, Teleportation: 13
XKILLS:
Charisma (Intimidation): 15,
Charisma (Persuasion): 12
LIMITATIONS:
Minor Irrational Attraction to
Disorder, Broadcast Empath is
used to project Confusion,
Discord, or Hogtility only.
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Strangers i

1 Bogston Arena
Adventure Start

"Ladies and Gentlemen, visiting
ambassadors, honored guests. Itiswith
great pride that | introduce our main
speaker this afternoon. She is one of
those very special persons who truly
B%ds no introduction but I'll do my

est.

"She's a woman who comes from a
very special nation on this planet and
she comes bearing a message that is
vitally important today: the message
that peace and equality are achievable
for our peoples.”

The emcee's words float back to you
throughthecool darknesswhich engulfs
the main stage of this magnificent arena.
You stand poised and ready, wearing
the mantle of the fabled warrior Diana
Trevor, which is known to theworld as
your Wonder Woman costume. Y our
rega blue cloak flows casually behind
you, whimtothegentlesummer breeze.

You camly peer at the audience
through the glare of the arenas lights
whilewaiting for your entrance cue. So
many eyes seek you out, full of great
expectations. TV cameras glide grace-
fully along automated tracks; with a
speed rivaling great Hermes' own, your
€l ectronicimageisspedthroughout this
brave new world.

Fascinating and frightening, these
creationsof Man'sWorld.

"It is my great pleasure to present...
Princess Diana of Themyscira!"

A roar of approva rises from the
crowd, unrestrained inits cheering and
applause. For just a moment, you
hesitate, a brief tremor of stage fright
passingthroughyou. Andthenyouhave
no more time for such petty, mortal
concerns. You step forward, your feet
effortlessly leavingtheground, and soar
into the air above the vast arena. You
hurtle past the stage and swiftly fly
above thejubilant crowd.

Paradise

DHEXTURK

Approval surges from the crowd
below and with it al your fears
evaporate into mist. You swoop in a
tight arc, reveling in the pure sensation
of flying and the joy of the crowd's
unbridled appreciation. Theskyisyours
and, for abrief, magica moment, there
isno strifeand no conflict; al that exists
is you and your audience, united by a
bond of mutual acceptance.

You revel in the glorious attention
while dso feeling atwinge of remorse.
Although you love bringing joy to the
people of thisworld, a sadness tempers
your bliss that such theatrics are
necessary to make your message heard.

Againyouforcethe doubtsfromyour
mind, concentrating instead on the task
at hand. Many in this audience cameto
hear your message but al came to
marvel at your powers. [If they want a
show, they'll get a show], you think
craftily. Yourise up high into the air and
swoop rapidly down, preparing to
execute a plummeting aerial rall.

Roll an Auraof Fear attack of AV/EV:
8/8 against your INT/WILL.

If the attack yields positive RAPs, go
to 11; otherwise, go to 18

2 Chase Gunman
15,19

Y ou leap over the podium andfly low
over the heads of the startled audience,
determined to catch the assassin. The
man in coverals runs along an upper
arena catwalk, pushing forcefully
through the crowds, heading down an
arena ramp toward a nearby stairwell.

Roll your Hight Power versus OV/RV's
of 3/3.

If theroll yields 7 RAPsor more, goto
22; otherwise go to 26.

3 Notice Gunman
8

"I will choose the five representatives
at the end of today's celebration, " you
continue. "All ambassadors are
welcome. If you are interested, please
meet with me afterward. "

As you speak, you casually scan the
crowd. The audience is avaried group.
Like your Amazon sisters, they are of
every race and culture. Unlike the
Amazons, most of those present are
men. You note sadly that in the three-
thousand years the Amazons have been
separated from mortals, little has been
done to place women in positions of
prominence.

You continue speaking with a calm
self-assurance, watching with both
curiosity and amusement the wide
variety of reactions.

And then you see him.

Perched high on an upper balconyisa
man ai mingarifleintotheunsuspecting
crowd below him. Your breath briefly
catching in your chest, you realize heis
aimingdirectly intothespecia audience
section reserved for ambassadors.

Offering an instantaneous prayer of
thanks to Artemis for your huntress'
eye, you soar rapidly into the portentous
ar.

If you want to attack the manwith the
gun, goto 12.

If you want to deflect the bullets in
mid-flight oncethey arefired, goto 6.

4 Hit Gunman
12

Y ouflytowardthegunman, grimwith
determination. His rifle discharges as
you plow into him, knocking himforce-
fully backwards. The localized but




intense heat from the rifle discharge
sears your upper arm. Y ou ingtinctively
move to block the bullet but not even
one possessed of the speed of Hermes
can Intercept it. You pray to the gods
you surprised the gunman sufficiently
to upset his aim.

You yank the rifle away from the
gunman, crushing it intojagged shards
of metal and splinters of wood. As the
gunman staggersto hisfeet, you deliver
an open-handed dap that sends him
hurtling backwards in shock and
surprise but does not kill him. He lies
sprawled on the ground, dazed, a
swarthy, heavyset man with dark hair
and workman's coveralls.

[Men and their guns,] you think coldly.
[Such instruments only serve to distance
men from their acts of violence. There can
be great dignity in being a warrior but
there is surely no glory in being an
assassin.]

Asyou hand the gunman over to the
arena security forces, you notice a
crowd milling about the ambassadors
section of the arena across from the
Igur|1(man. You swoop down for a closer
0okK.

A rather perturbed-looking gentleman
fromtheEmirateof Kabul isshoutingin
anger and pointing to a hole in the side
of his seet. The entire crowd is abuzz
with excitement of the nearly-successful
assassination. You breathe a sigh of
r%I(ijef and offer aprayer of thanksto the
gods.

Go to 20.

5 Crash
1

You desperately twist in the air,
channelling your rocketing downward
momentum into swooping sideways —
but you are approachingtheground far,
far too quickly.

Before you fully realize what is
happening, you dam into a scaffold of
technical equipment, toppling klieg
lights, scattering camera equipment.
The impact stuns you for a second and
as you pull yourself together, TV
cameras surround you menacingly. The
audience'sfrightened babble soundslike
the gibbering of harpies. Formless fear
wells up within you.

Summoning your resolve, you quickly
and firmly put asde the event and fly
into the air once again, heading for the
stage. While the audience furiously
applauds your recovery, you are not
pleased. You brood on what could have
made you lose control so easly.

Goto 8.

6 Block Shots
3

With a rebellious shout, you streak
forward, your cape hillowing behind
you. Youflyintotheair abovethe arena,
maneuvering between the gunman and
his ambassador target.

Above the murmuring of the crowd,
your ears make out the distinctive crack
of rifle fire. A veritable rain of bullets
hurtles toward you and you brace
yr?urself for the impact of intercepting
them.

Roll your interception attempt with
your DEX and STR versus OV/RVs of
10/10.

Iftheroll yidlds18 RAPsor more, goto
10; otherwise, goto 19.

7 Pray to Posadon
40

Violent waves tear at the boat,
pushing it forcefully backwards.

"Great Poseidon," you say, "hear
ygg& daughter's prayer. Aid mein my
need!"

The strange sensations of fear within
you subside and a new rush of strength
floods through you. Y ou grab the heavy
boat, hauling it from amidst the sea, and
tilt it carefully, as water begins to pour
from the hole. The boat then rides atop
the waves, buoyant once again.

You fly forward dowly, pushing the
heavy boat as you endure the lessening
storm. Sowly, the crashing waves
subside, darkened clouds part, and light
floods the sess, as the little craft sals
serenely into the tranquil waters
surrounding Paradise 1sland.

Goto 37.

8 Land on Stage
5,14,18

You dsow your flight and float
ceremoniously down to the stage, your
arms outdretched in a celebration of
your flight. Your boots touch gently
upon the stage floor and you hold your
fists above your head, bracelets crossed
in an affectionate salute. You smile,
pleasantly surprised to see a great
majority of the audience members
returning the greeting.

Relaxing somewhat, you look out at
the rows of expectant faces before you.

Thousands of people are perched
forward on the hard arena seats, eagerly
anticipating your every word. Drawing
inyour breath, you begin.

"Citizens of the world, | bring you
greetingsfrom Themyscira. | thank you
for the opportunity to address so many
of you on the anniversary of myfirst
visit to your world. In this time, | have
found you to be kind and receptive
hosts. To mark this occasion, my
Amazonsistersjoinwithmeininviting
ambassadorsfromfive of your nations
to be our guests on Paradise Island.

"We have studied your world and
your culture extensively and now wish
to return your generosity by partici-
pating in an exchange of culture and
goodwill. We have much to share with
one another and much to learn from
eachother.

"We wish to learn the new ways of
Man, of your innovations made in
education and the arts during the three
thousand years our cultures have been
separate. But beyond this, we wish to
offer you our ancient ideals of peace
and equality.

"I will select ambassadorsfromfive
different nations to be our guests.
Should this first trip besuccessful,l can
guarantee it will befollowed by many
more."

Vast applause ripples through the
crowd. Y our sisters seem to have greatly
underestimated the world's interest in
Themyscira.

Roll your Telescopic Vision against
OVIRVs of 4/4.

Iftheroll yields positive RAPs, goto 3;
otherwise, go to 15.

9 Help Wounded
15,19

With the speed of Hermes, you turn
andfly over to the wounded man. A tall
man with dark skin and hair, he wears
an expensively tailored suit. He is
slumped forward, blood dripping from
his matted hair. A trio of bodyguards
which stands near him angrily waves
pistols at the panicking crowds. Asyou
approach, the bodyguards point their
gunsalat you, frightened by your sudden
arrival.

You cam them and examine the
wounded man. One of the bodyguards
identifies the man as an attache of the
Emirate of the Kabul. Angrily, another
intones, "and you are letting his
murderer escape!”
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"l amnot a crimefighter, "you explain
patiently. "And thegunmanisnot yet a
murderer; this man is till alive. "

Y oulifttheman'scrumpledbodyfrom
the blood-covered seat with infinite care
and, cradling him so hiswound does nhot
worsen, you rise into the air and fly out
of the open arena.

From high in the ar, you se an
ambulance not far from you roaring
along the streets toward the arena. Y ou
float down and deliver the wounded
attache to the surprised paramedics.

Workingquickly,they soonannounce,
"We got himon life-support just in time.
Hell live, Wonder Woman... thanks to
you."

Offeringabrief prayer to thegods, you
return to the arena.

Go to 20.

10 Deflect Bullets
6

Y ou whip your bracelets through the
air with dazzling speed. A hail of bullets
crashes into them, sending a jarring
shock through your arms and into your
body. Mortals may find your "Flashing
Thunder” demonstrations riveting but
you still find them drastically unnerving.
With a speed born of indignation, you
intercept each bullet, sending them all
hurling off into the open air above the
arena.

During the barrage, you ill manage
to glimpse the would-be assassn: a
heavyset man with dark skin and black
hair who wears workman's coverals.
The gunman looks surprised, startled by
your unexpected appearance in the
path of his bullets. Realizing his
predicament, he dropshisrifle and bolts
toward the arenas exit ramp.

Y ou sail towards him and pick him up
as he reaches a nearby stairwell. You
swing him forcibly into the wall,
knockingthewind out of him. Y outhen
deposit the gunman in the arms of the
arena's security force, which is finally
responding to the alarm.

Go to 20.

11 Rough  Hight

1

Y ou lean back, ready to execute your
dive, but your mind keeps turning over
thoughts and fears about the vdidity of
your actions.

[ Do these people really care about the
message of peace | bring them?] you
ponder, [or are they just here to see me
fly, like some sideshow attraction? And
has the trill of their adulation overcome
my commitment to my mission? Am |
growing to prefer their praise to my
difficult and often thankless task?|

Suddenly, you realize you are
approaching the ground far, far too

[ ]

quickly.Youturnrapidlyinmid-flightto
avoid collision.

Roll an Action Check with your DEX
versus an OV of 25.

If you succeed, go to 14; otherwise, go
to 5.

12 Attack Gunman

3

Flashing lights streak past you and
the faces of the audience merge into a
blur asyou hurtle toward the gunman.
The would-be assassin, unable to react
to your swift, decisive approach, is il
aiming into the diplomats' gallery. You
accellerate, offering aprayer to Hermes
that you arrive before the man fires.

Roll your Flight Power versusOV/RVs
of 10/10.

If theroll yields at least 8 RAPs, go to
4; otherwise, go to 24.

13 Save the Ship
32

Waves buffet the little ship, tossing it
violently from sideto side, sending huge
gushes of water over the rails. The
ambassadors wisdy go below decks to
wait out the raging storm.

Lightning splitsthe skies aswhitecaps
crash against you in unrestrained
elemental fury. You again come to




appreciate the sheer power of
benevolent goddess Gaea, the storm
frightening in its savagery.

A peculiar sensation of fear wels in
you as the image of a watery grave
flashesthroughyourmind. Y oustruggle
to concentrate on the task at hand. You
must focus your will on controlling
Hermes' sandals to alow passage to the
Island, dl thetimefightingthewindsfor
control of the ship.

Suddenly, the ship is tossed into the
air and crashes back to the sess, itsright
sidesubmerging. Offeringaquick prayer
to mighty Poseidon, you grab the mast
and pull the ship upright. The mast
groans, wood splinters off the ship, but
the boat remains intact.

Slowly, the crashing waves subside,
darkened clouds part, and light floods
the sess, as the little craft sails serenely
into the tranquil waters surrounding
Paradise Island.

Goto 37.

in Time
1

You desperately twist in the air,
fightingto shakeoffyour formlessfears.
By channelling your downward
momentum into sideways flight before
you hit the ground, you swerve to the
left, narrowly avoiding a head-on
collision with a lighting scaffold filled
with technical equipment.

The audience releases its collective
breath, some members bursting into
applause, thinking the near-collision a
purposeful maneuver intended to build
quick suspense. For an instant, you
wonder if it perhaps might have been
just that...

Y ou smile, knowing these people care
for your safety. Waving reassuringly to
the crowd, you descend through the air
toward the stage.

Goto 8.

14 Sweve

15 Ovelook Gunman
8

"I will choose the five representatives
at the end of today's celebration," you
continue. "All ambassadors are
welcome to apply. Interested persons
should..."

Suddenly, your statement is inter-
rupted by the unmistakable crack of
gunfire. Y ou quickly scan thearenaonly
to see someone in the ambassadors

section topple over in his chair, blood
ﬁplattered across the seat in front of
im.

In an upper balcony, you spot a
swarthy, heavyset man in workman's
coverdls holding a rifle. His mission
apparently complete, he vaults over a
railing and heads for an arena exit
ramp.

I%‘ you want to pursuethegunman, go
to 2.

Ifyouwant to helpthewounded man,
goto 9.

16 Dead Attache |
22.24.26

You return to the stage, where the
emcee is valiantly trying to keep the
audience members in their seats.
"Please... please, everyone, "the emcee
pleads, "remain calm. Everything is
under control. Everything's fine. "

Taking the microphone from the
emcee's hands, you plead a different
case. "No. Nothing isfine."you say. "A
man just murdered another man! | do
not know which set of tensions resulted
in this horror but such hogtilities are
exactly why | am here. Millennia ago,
when men fought with mere bronze
swords, the Amazons came to men with
thedoctrineof peace. Today, whenthose
swords have given way to guns and
bombs, our messageisespeciallyvital. "

The audience rises to its feet in a
sudden outburst of cheering and
applause. You are dightly taken aback
by the enthusiasm of their reaction. Y ou
wonder silently, [Why is it so hard to
bring peace to the world when so many
peoplearehungryfor it?]

Goto 27.

17 Mediation
27

"Gentlemen, "you begin. "Ifyou have
a disagreement, there areways to solve
it other than clashing like this"

"Hah!" the Fujaran representative
shouts emphatically. "With this
mountain ape thereis no option!"

"The Fujarans never listen to
reason, "the Kabulian responds. "They
have heads of brick!"

"Quiet, both ofyou!" you say, cutting
the argument short. "If you cannot

respect one another, simply avoid
further contact.”

"We are certain the gunman was

from Fujaral" protests the Kabulian.
"We demand aformal apology!"

"That is an important matter, |
agree," youreply firmly. "However, itis
onewhich should beresolved at a more
appropriate time. My purpose hereis to
select ambassadors to Themyscira, not
to mediate international affairs. "

Thetwomengrumblebrieflybutsoon
separate to distant corners of the room.
YoureturntoJdulia, Steve, and Etta, who
smile at you and compliment your
success at resolving the immediate
situation.

Goto 28.

18 Masterful Hight
1

With a graceful spin, you arch your
back and take a long, dow, lazy dive.
Spinningdownward, youquicklygather
momentum. As the ground hurtles
towardsyou, you hear the crowd draw a
collective breath, transfixed by your
collision course with the ground. Then
you check your flight at the last
moment, flying sideways and rising out
of your downward roll in arapid spin.

Asyou glide gently toward the stage,
the crowd releases its breath and breaks
into another burst of spontaneous
applause. You smile, secretly pleased
with your success.

Goto 8.

19 Fal Deflection

6

Y ou whip your bracelets through the
air with dazzling speed. A hail of bullets
crashes into them, sending a jarring
shock through your arms and into your
body. Mortals may find your "Flashing
Thunder" demonstrations riveting but
you gill findthem drastically unnerving.

You study the gunman, a swarthy,
heavyset man who wears coverdls. As
you deflect the first barrage of bullets,
thegunman beginsfiringwildly through
the crowd. You have to fly at wider and
wider distances to intercept al the
glf‘lfletf the task becoming increasingly

ifficult.

And then a bullet gets past you.
Terrified screams emanate from behind
you as, ahead of you, the gunman turns
and runs toward an arena exit ramp.

If you want to pursue the gunman, go
to 2.

If you want to investigate the screams,
goto 9.




10

20 Dead Attache 11

22 Dead Attache 111

4,9,10

You return to the stage, where the
emcee is vaiantly trying to keep the
audience members in their seats.
"Please... please, everyone, "theemcee
pleads, "remain calm. Everything is
under control. Everything'sfine. "

Taking the microphone from the
emcee's hands, you plead a different
case. "No. Nothingisfine," yousay. "A
man just murdered another man! | do
not know which set of tensions resulted
in this horror but such hostilities are
exactly why | am here. Millennia ago,
when men fought with mere bronze
swords, theAmazons came to men with
thedoctrineof peace. Today, whenthose
swords have given way to guns and
bombs, our messageisespeciallyvital. "

The audience rises to its feet in a
sudden outburst of cheering and
applause. You are dightly taken aback
by the enthusiasm of their reaction. Y ou
wonder slently, [Why is it so hard to
bring peace to the world when so many
peopleare so hungryfor it?]

Goto 27.

21 No Roster Change
28

"Hmmm.." you say, pensively. "l
suppose you are right. They would
certainly betrouble on thetrip. Instead
| shall choose ambassadors who are
obviously prepared to accept the
message of the Amazons.”

"Very sensible, Princess, "Steve says.

At the evening's conclusion, you
announce the ambassadors selected for
thejourney. Thefestival concludeswith
a meeting of your chosen ambassadors,
who introduce themselves to one
another and begin conversing of worldly
concerns.

During the meeting, you step out of
the stuffy meeting room into the coadl
night air and offer aprayer to the gods.
Instead of the inner glow you usually
feel when you pray, thereisonly adull
ache, as if the gods reject your
communion. Then the image of Athena
fills your mind and you redlize the gods
recommend inviting the Kabulian and
Fujaran ambassadors.

If you want to keep the roster
unchanged, go to 29.

If you want to "uninvite" two of your
chosen diplomats in order to invite the
Kabulian and the Fujaran ambassadors,
go to 36.

2

Fueled by grim determination, you
accelerate toward the running gunman
on an intercept course with him. He
glances over his shoulder at you,
desperation swimming the pools of his
eyes. Heflailshis armswildly, trying to
fend you off asyou grasp his collar and
slam him into the arena wall. His gun
flies out of his hands and clatters down
the exit ramp.

Y ou then fly the gunman, dazed and
winded, to the arena security force,
which takes him into custody.

Whenyoureturntothearena, you fly
down to the gunman'svictim, atall man,
with dark skin and hair, who wears an
expensively tailored suit. Heis slumped
forward, blooddrippingfromhismatted
hair. A name tag reveals the man to be
Rafai a-Sabad, an attache to the
ambassador from the Emirate of Kabul.
A medic is closing a-Sabad's eyes.

"Welost him, "themedicsaysruefully.
"Had he received medical attention
earlier, we might have saved him. But
by the time we arrived, there was
nothing to be done."

Y ou watch with sadness and helpless-
ness as the attache's lifdess body is
carried away.

Goto 16.

23 Eris

99,105,107

"What do you want here?" you ask,
both growing bolder and buying more
time.

"Want? Want?" Eris says mockingly.
"You drew me here. Or, rather, your
Amazon sistersdrew me. Their conflict
with the outside world attracted me...
sustained me. Such wonderful strife
between your sisters and the outside
world! Aslong astension exists between
your peoples, | am strengthened!” she
says triumphantly.

"You were the corruptive presence
which Menalippe sensed,” you say,
incredulous. "You made one of the
ambassadors spread your
about the island.

"Of course" Eris states. "Your Kwa
Khin has been my pawn the entire
game. Jamal was a much more likely
candidate for your suspicions than
honorable Kwa Khin of Burma, whom
you would never have suspected. How

amulets

our judgments work against even the
noblest of us!" Eris laughs deeply. You
look solemnly at Kwa Khin, who sits
obliviousonthecliffside. Hehasaglazed
look in hiseyes, avictim of Eris magic.

"How you must yearn to combat me!"
Eris says with aroar of laughter. "But
don't expect to defeat me as easily as you
did myfather, Ares. Your lasso is now
occupied keeping Echidna bound. Its
cursed powerswill avail you naught. "

"Wait,"” you say. "So Jamal is
innocent?"

"Innocent of the crimes of which you
and your Amazon sisters suspected
him, perhaps,” she says, "although I
have enjoyed flaming the fires of
Fujara's hatred of Kabul. It was the
perfect situation to exploit. Themortals
from Man's World are so wonderfully
territorial. It was merely a small step
from accelerating the conflict between
those nations to creating a conflict
betweenMan'sWorld and your pathetic
Themyscira.

"Mankind is dtill as suspicious of
women as it was three thousand years
ago; your sisters still have a lingering

fear of all menfrom Heracles abuse.

Thiswas an explosive situation waiting
to erupt. It took very little effort to
encourage your peoples to seek
severance ofall connections and livein
permanent hate and exile.

"Now come" Eris continues, raising
her club. "Fight with me! How you must
hate mefor what | have done to your
planfor peace. . . andfor what | have
done to your sisters! Come, little
daughter!”

"I amno daughter to you, "you reply.

"You are my very truest daughter!”
Eris retorts, circling you. "Regard the
Discord you sow in Man's World each
timeyou visit! Look how you destroy all
their pre-judgments, their attitudes of
men and women, and even their beliefs
towardpeaceandwar! Seetheconfusion
you inspire! It isDiscord most divine!"

"If | inspire discord,” you reply,
"then | also champion causes which
more than heal any momentary
confusion | create."

"No!" Eris shouts, shaking her club at
you. "You'll never win! You contend
againstMan'smostbasicurges! Youare
challenging the malé's urgeto dominate
thefemale! Man is a shambling brute
and you would try to stop him from
squabbling over territory? Such a
concept is absurd!”

"You are wrong, Eris” you say.
"Sexism and hate are not Man's most
basic urges. Among many they arevery
strong impulses, | grant you, but they
arefar from the deepest. For theforce



that is strongest in Man is not of your
creation, or Ares, or even Zeus himself.
It is the gift of our mother, Gaea. You
know theforce | mean!"

"Enough of this!" Eris says furiougly.
"The only method of fighting Discord is
with Discord!" The goddess raises her
club I(above her head and prepares her
attack.

If you want to attack Eris, go to 98.

If you want to resist Eris without
fighting, go to 102.

If you want to run away, go to 108.

24 Dead Attache 1V

12

Y ouflytowardthegunman, grimwith
determination. His rifle discharges as
you plow into him, knockinghimforce-
fully backwards. The locdized but
intense heat from the rifle discharge
searsyour upper arm. Y ou ingtinctively
moveto block the bullet but it is aready
gone.

You yank the rifle away from the
gunman, crushing it intojagged shards
of metal and splinters of wood. As the
gunman staggersto hisfeet, you ddiver
an open-handed slgo that sends him
hurtling backwards in shock and
surprise but does not kill him. He lies
sprawled on the ground, dazed.

[Men and their guns,] you think coldly.
[Such instruments only serve to distance
men from their acts of violence. There can
be great dignity in being a warrior but
there is surely no glory in being an
assassin.]

Handing him over to the arends
security force, you notice a crowd is
huddled around someone in the
ambassadors' section. With great
dismay,youredizethatyoudidnotstop
the gunman before he had completed
hismission.

Y ou quickly fly down to examine the
gunman'svictim, atal man, with dark
skin and hair, whowears an expensively
tailored suit. He is slumped forward,
blood dripping from his matted hair. A
name tag reveds the man to be Rafa
al-Sabad, an attache to the ambassador
from the Emirate of Kabul. A medic is
closing al-Sabad's eyes.

"Welosthim, "themedicsaysruefully.
"Had he received medical attention
earlier, we might have saved him. But
by the time we arrived, there was
nothing to be done."

Y ou watch with sadness and helpless-
ness as the attache's lifeless body is
carried away.

Goto 16.

25 Avod Involvement
43

Perimele legps at Ismene and the two
women fight, the ambassadors staring
in horror. You watch grimly. Two
Amazons move to pry Perimele from
Ismene and proceed to wrestle the
former to theground, subdued.

"I fear we hurt her badly," one
Amazon says to you. "How could this
have happened? Why were weforced to
take arms against our own sister?"

"I do not know," you say. "But | am
certainly going tofind out. "

Go to 55.

26 Dead Attache V

2

Y ouflytowardthegunman, grimwith
determination. He notices you heading
for him and leaps into the arena. For a
moment you lose sight of him amidst the
milling crowd.

For eternal seconds, you look around
in dazed confusion before spotting the
gunman in the custody of the arenas
security agents, severd of whom look
bloodied and injured from a scuffle.

You then fly down to the gunman's
victim, atall man, with dark skin and
hair, who wears an expensively tailored
suit. He is slumped forward, blood
dripping from his matted hair. A name
tag revealstheman to be Rafai al-Sabad,
an attache to the ambassador from the
Emirateof Kabul. A medicisclosinghis
eyes.

"Welost him" themedic saysruefully.
"Had he received medical attention
earlier, we might have saved him. But
by the time we arrived, there was
nothing to be done."

Y ou watch with sadness and helpless-
ness as the attache's lifdless body is
carried away.

Goto 16.

27  Sdection Process

16,20

Y oufinishthelectureonatriumphant
note and return to the cool darkness
backstage where you are welcomed by
your closest friends on Man's World:
Steve Trevor, Etta Candy, Julia
Kapatelis, and her daughter, Vanessa.

"You were great!" Vanessa gushes,
givingyouanimpulsive hug.

"Goodad lib," Seve sayswith agmile,
leading you along the backstage
corridors. "You really got them where
they live, Diana."

"“I'm very proud of you, dear," Julia
says. "But now comes the hard part: a
task I've been wondering if even one
possessed of the powers of the Greek gods
can handle."

As Julia opens the nearby door, you
hear the cacophonous babble of a
hundred sguabbling ambassadors.

In the course of the ensuing day, you
meet with dozens of people, each eager
to represent his nation on ajourney to
Themyscira. With the consultation of
Julia, Steve, and Etta, you quickly
narrow down the list of applicants.

Duringthemeeting, thearenasecurity
force informsyou that the gunman has
beenidentified asahired killer, paid by
an anonymous backer to assassinate the
entire delegation from the Emirate of
Kabul. The assassin has not yet been
linked to any political faction, which
does not keep the Kabulian ambassador
from making his own conclusions
regarding the employer'sidentity.

"Obviously a terrorist from Fujaral"
the Kabulian ambassador shouts. "We
are extremely familiar with the back-
stabbing ways of our notorious mid-
east 'neighbor'!"

"You are just trying to gain sympathy
for your own traitorous country!" the
Fujaran ambassador shouts stridently.
"This is nothing but a cheap ploy to
generate publicity out of a tragic event!"

Y ou stride over to the pair and level a
calm but steely gaze at them. They turn
and look at you. "And what is this to
you?" the Kabulian ambassador hisses.
"A woman... andanoutsider at that!"

Roll aCharismaattempt (OV/RV's of
4/4, with +3 Column Shift for Hostile
Characters) to Persuade the ambass-
sadors to stop their bickering.

If the attempt yields any postive
RAPs, goto 17; otherwise, goto 33.

28 Information

17,33

"Tell me about those ambassadors,"
you say.
"They're from two small mid-east

nations," Steve Trevor replies, "Fujara
and the Emirate of Kabul. "

"The feud you saw today has its
origins asfar back as the middle ages,"
Julia adds. "And they still dispute their
bordering territories.”

1



12

"Fujara is nominally allied with the
United Sateswhilethe Emirate hasties
with the Soviet Union,” Etta says
thoughtfully. "TheU.S andtheU.SSR.
used to exert some influence over them
and could normally keep the two
nations from fighting. Unfortunately,
Fujara and the Emirate won't listen to
either side anymore."

Stevefrowns, continuing. "Ever since
the two superpowers nearly destroyed
the world during the Ares Affair, they
lost alot of credibility with their allies.™

"But that was all due to Ares
manipulations,” you protest.

"I know that and you know that,
Princess, "Stevereplies. "Butmostof the
world remains skeptical about the
actual existence of your gods. Never-
theless, since the Ares Affair, these two
nations have been at each other'sthroat,
just looking for an excuse to declare
war. And it seems there€'s nothing
anyone can do about it."

"Don't be so sure about that,” Julia
interrupts. "Diana, ifyou invited those
two ambassadors to Themyscira, they
just might learn some important
lessons, don't you agree?"

"What?!" Steve asks, incredulous.

"Diana, you can only bring five
ambassadors," Etta interjects. "Are
they really the sort you'd want to
invite?"

"Etta's point is well taken, dear,"
Julia adds. "These two could benefit
greatlyfrom the visit... or they could
ruin it all. And think of your Amazon
sisters. Ifthevisitgoespoorly, they may
not accept any more visitors. That
would be a high price to pay.

"It's your decision, Diana," Julia
continues, solemnly. "Consider wisely,
as | know you will."

If you decide against inviting the
Kabulian and Fujaran ambassadors, go
to 21.

If you decide to invite the Kabulian
and Fujaran ambassadors, go to 38.

29 No Invitation

21

Although it pains you to reject the
council of thegods, you are not prepared
to invite two such fractious men to your
homeland of Themyscira.

Y outakeyour fivechosenrepresenta
tives and prepare for the voyage. The
trip is enjoyable but uneventful. The
Amazons remain unimpressed with the
ambassadorsfrom Man'sWorld, who, in
turn, find the Amazons and their ways

too exotic to comprehend. At its
conclusion, the trip, while not afailure,
is no great success, either.

+ THE ADVENTURE HAS ENDED +
Goto Endgame.

30 Become Involved

43

"Perimele, my sister!" you say.
"Please, stop! | have no wish to harm
youl"

"Who are you to command me?"
Perimele snarls. "You, who brings
outsiders here?"

Perimele topples another guard as
she speaks and reaches menacingly for
Ismene.

If you want to physicaly subdue
Perimele, goto 41.

If you want to restrain Perimele with
your lasso, go to 47.

31  Pull Ship Upright

39

The savage seas pound upon the hull
of the little ship, threatening to rend it
asunder. You launch yourself into the
skies, torrential rain pounding on you,
trying to crush you down into the
beckoning waves. Blindingly bright,
jagged flashes of lightning crash al
around you.

Offering a quick prayer to mighty
Poseidon, you dowly grasp the rope,
careful not to pull too hard and snap off
the mast. The ship duggishly rises, water
pouring from its decks. Then it lurches
from the water, riding atop the waves,
once again buoyant.

Sowly, the crashing waves subside,
darkened clouds part, light floods the
boat, and light floods the seas, as the
little craft sails serenely into the
trSIanqéJiI waters surrounding Paradise
Island.

Goto 37.

32 Assemblage

36,38

When your five chosen ambassadors
are finally assembled, you prepare to
address them. They are avaried group,
representing many different cultures
and interests, their names as unique as
anyyou haveencountered hereon Man's

World: Jules Guisan of Switzerland,
Maurice Diawara of the Ivory Coast,
Kwa Khin of Burma, Jamal Zayyadli of
Fujara, and Ahmad ibn Umran Tiryan of
the Emirate of Kabul.

These chosen ambassadors make an
odd study in contrast. The former three
appear to get along quitewell but Jamal
and Ahmad continue to scowl at one
another, quarrelling intermittently.

You take the ambassadors aboard a
passenger liner which will ferry them
across the Atlantic toward Paradise
Island. It is here, at the location of the
stormfieldwhich surrounds the Island,
that technol ogy stopsfunctioning. Y our
task will be to escort the ambassadors
smaller sailing ship through the
treacherous waters of the enchanted
barrier, aided by the sandals of Hermes.
Theliner hasinstructionstowait for you
to return with the ambassadors.

Julia and Vanessa accompany you on
theAtlantic crossing, atripwhichbrings
back fond memories for Julia. She
reminisces about her childhood and
recounts her sailing off the coast of
Greecewith her father.

Duringthejourney, you becomewd|-
acquainted with the ambassadors you
have chosen. They are al inteligent,
dedicated people, in each of whom you
can find appealing qualities. They get
along together well enough, although
relations between the Kabulian and
Fujaran ambassadors remain strained.
For the sake of the voyage, they keep
their hostile outbursts to a minimum
but their contempt for each other is
appallingly obvious.

At one point, the discussion turns to
the Olympic gods. Maurice Diawara, a
very educated man says, "The most
difficult thing to accept about all thisis
thepresence ofthegods — actual living
gods. It's incredible, almost beyond
belief."

Y ou chooseyour words carefully. "The
gods have passed from the sights and
needs of most people,” you explain.
"While they no longer exercise direct
influence over the affairs of mortals,
their existenceis till quitereal. "

"If these gods have left Man," Kwa
Khin asks perceptively, "then what was
behind this Ares Affair?"

"Thegodsdevel oped alongsideMan,"
you continue, "although along a
strikingly different course. The gods
have not and never will simply
disappear; perhaps it is more accurate
to say they have withdrawn, to leave
Man to his own destiny.

"Because of thefrequency of warfare
on Earth, Ares continued to be wor ship-
ped indirectly and did not withdraw as
completely as the other gods.



"Ares soon grew angry and brought
your United States and Soviet Union to
the brink of destruction. But the mighty
God of War has seen the error of his
ways and has now withdrawn as well,
content that Manforge his own wars. A
contention which is, unfortunately, far
toorecurrent.”

"A statement which sounds like a
convenient excusefor rampant power-
mongering,” Ahmad growls.

"I must admit,” Jules says, "it
stretches theimagination to believe that
traditionally-considered mythical gods
are real and can effect such events.”

"Is it so much easer,” you interject,
"to accept a Supermanfrom beyond the
stars than it is to accept fundamental
conceptsfrom your own history?"

The ambassadors quietly consider
your argument during the remainder of
thejourney to Paradise Island.

When the liner approaches the area
near Themyscira, youfly ahead, scouting
out the storm field. You swoop low,
enjoying the cold, salt sea spray on your
face. Spotting the perpetual storms
which surround Paradise Island, you
turn back totheliner, whereyou and the
ambassadors cast off on the smaller
saling ship.

As the ship draws near the storm-
clouds, the small craft is unexpectedly
shaken by the suddenly-violent sess.
Concern furrows the ambassadors
brows; giving them areassuring glance,
you trim the sals and head into the
worst part of the storm, praying to
Hermes for a swift and uneventful
journey. Y ou concentrate on the sandals
Hermes gave you, preparing to activate
them as you pass through the barrier
between Man's World and Themyscira.

Roll astandard Mystical Action Check
versus OV/RVs of 8/8 to activate the
sandals powers.

If the Check yields6 RAPs or more, go
to 13; otherwise, go to 39.

3 Mediation Il
27

"Gentlemen, "you begin. "Ifyou have
a disagreement, there are other waysto
solveit than clashing like this. "

"Hah!" the Fujaran representative
shouts emphatically. "With this
mountain ape thereis no option!"

"The Fujarans never listen to
reason,” the Kabulian responds. "They
have heads of brick!"

"Quiet, both of you!" you say, cutting
their argument short. "If you cannot

respect one another, simply avoid
further contact.”

"We are certain the gunman was
from Fujaral" protests the Kabulian.
"We demand aformal apology!"

"That is an important matter, |
agree, "you reply firmly. "However, itis
one which should beresolved at a more
appropriate time. My purpose hereis to
select ambassadors to Themyscira, not
mediate...”

"Hah!" spits the Fujaran. "Who are
you to tell us what to do? A woman! In
my country we would never allow a
woman to speak so!"

"I'msorryto hear that, "you reply. "If
you are so set against the rights of
women, why do you wish to accompany
meto Themyscira?"

"Wearecurious, "the Fujaran replies.

“True" the Kabulian ambassador
adds. "Itwould be amusing to seewhat a
poor job women do governing a
country." Both men chortle derisively.

"I will keepthatinmind...," you say.

The two ambassadors return to
squabbling over the earlier incident,
although with significantly lessfervor.

Returning to Julia, Steve, and Etta,
you say with a dight smile, "I may not
have stopped their argument but |
appear to havereminded them that they
do have some things in common."

Goto 28.

34 Consult Mendippe
46,50

Clutching the strange amulet in one
hand, you sal through the air toward
the Roya Palace. You land gracefully
outside and jog into the Temple of the
Oracle.

Menalippe sits inside, unmoving,
staring distantly into the Fires of
Divination.

"Menalippe," you say quietly.
"Greetings, sister. | am confused about
this symboal." Y ou continue, holding out
t?eta7mulet, "Can you tell me something
of it?'

Menalippe turnsto you, then glances
down and studies the amulet. For a
moment, the distant look returnsto her
eyes. Suddenly, Menalippe shakes,
startled. Her breath catches in her
throat and she trembles.

"I see terror,” Menalippe reveds.
"Therewill begreatfear...discord. |
see ParadiseIsland in  flamed!"

Soon she collects herself, her eyes
focusing on you again. She continues,
camer. "This amulet, Princess is a
symbol of an ancient presence, a
presence that delights in disharmony
and confusion. The symbol links that
presence to this world." She grips your
hand impulsively. "Be careful, Diana. "

"I shall, " you promise. "And thank

Y ou leave the temple, contemplating
the symbol during your return to the
ambassadors.

If you want to take the amul et to your
chambers, go to 58.

If you want to carry the amulet with
you, go to 63.

35 Turnabout
40

Violentwavestear at theboat, pushing
it forcefully backwards. Fighting the
peculiar sensation of fear, you haul the
heavy boat up in the water, tilting the
ﬁr?ﬂ dightly, as water pours from the

ole.

Eventually, the crashing waves
subside. For amoment, your heart leaps,
as you redlize you did not cross the
stormfield but were pushed back out of
it.

The battered ambassadors, hearing
your explanation, announcethey would
prefer avoiding a similar occurence,
even if it would mean cancelling the
Themysciran visit. Regretfully, you
return the ambassadors and the ship to
the liner and begin thejourney back to
the United States.

Throughout the return trip, you
cannot rid yourself of the feeling your
fear was not natural. You feel yourself
thevictim of some unearthly power. Yet,
the definitive answer escapes you,
leaving only nagging doubts as to your
abilities and dedication to your cause.

+ THE ADVENTURE HAS ENDED +
Goto Endgame.

36 Reorganizing
21

Summoning your will, you return to
the meeting room and address the
group.

"I must apologize for this drastic
inconvenience  you begin, "but I find
myself forced to change the roster of
Themysciran ambassadors. | cannot
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presently explain my decision but |
must include two ambassadors who
were not originally chosen; as such, |
must leave two ofyou behind.

"I will select the two who will remain
by random draw, unless two among you
care to voluntarily decline. In either
case, those forced to remain will be
offeredfirst place on the next exchange
with Themyscira."

The response is overwhelming. Every
ambassador unquestioningly volunteers
tostay behind, re-affirmingyourfaithin
your ability to sdect the finest people
from those around you. In the end, you
select those to remain by random ballot;
they accept their exclusion with grace
and understanding.

Goto 32.

Idand
7,13,31

Expertly, you guide the battered little
craft along the soft blue waters off
Themyscira. The ambassadors come out
of hiding below deck to gaze at the lush,
fertile idand. Even the Fujaran and
Kabulian ambassadors are awed by the
splendor of the grand, white marble
buildings set against the verdant greens
of the hills.

You direct the boat toward the main
ideand dock, whereagroup of Amazons,
led by Philippus, comesto greet you. As
you escort the ambassadors onto
Themysciran soil, Philippus says,
"Princess Diana, in the name of Queen
Hippolyte, | officially welcome you and
your friends to Themyscira!"

Following introductions to the
Amazons, the ambassadors al begin
talking at once, bubbling with excite-
ment and enthusiasm. You watch the
group walk up the hill from the shore
against the breathtaking backdrop of
Themyscira. A sense of anticipation
wellswithinyou. Inyour heart of hearts,
you know you have donewell.

The ambassadors are first shown to
their respective chambers, where they
are given a chance to freshen up after
thetaxingjourney. Eventually, they are
led on agrand tour of Paradise Island.

Philippus leads the ambassadors to
the Senate Chambers, the statue of
Artemis, the Coliseum, and atour of
Themyscira's vast and numerous
temples. Both the temple of Hades and
Doom's Doorway, however, are excluded
from the tour, declared off-limits by
Queen Hyppolyte for their innate
dangers, especially to humans.

37 Paradise
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The tour concludes with an audience
with Queen Hippolyte, who receivesthe
ambassadors in the Royal Palace,
greeting them as visiting roydty. The
ambassadors are obvioudy fascinated
by Hippolyte's presence and, while the
Kabulian and the Fujaran representa-
tivesfeignindifferencetoafemaleruler,
you can tell the nobility of her bearing
impresses them.

By nightfall, the ambassadors are
worn out, while the Amazons are ready
for more activities. Y ou remind yourself
that your ssters were created by the
gods to be prime specimens of human-
kind; the rest of the world may have
trouble keeping up with Amazons.

Goto 43.

38 A  Decigon

28

"Yes," you say, a smile crossing your
lips. "l will invite them. With Athena as
my guide, | will show these nations that
millennia-old hatred can stop. The

Kabulian and Fujaran ambassadors
will have the honor of seeing
Themyscira."

"Aninteresting choice, Diana," Julia
says. "l think you'll find it an eventful
one as well."

"I can't believe it," Steve intones.
"Neither will they, "you reply, smiling.
Go to 32.

In Didress
32

Waves buffet the little ship, tossing it
violently from side to side, sending huge
gushes of water over the rals. The
ambassadors wisely go below deck to
wait out the raging storm.

Lightning splits the skies aswhitecaps
crash against you in unrestrained
elemental fury. You again come to
appreciate the sheer power of the
benevolent goddess Gaea, the storm
frightening in its savagery.




A peculiar sensation of fear wells in
you as the image of a watery grave
flashesthroughyour mind. Y oustruggle
to concentrate on thetask at hand. You
focus your will on controlling Hermes
sandals to alow ﬁassage to the Island,
al the time fighting the winds for
control of the ship.

Then you lose control of the sals. The
ship istossed high into the air and then
splashes back to the seas, submerging its
rightside. Y oulandforcefullyinthecold
water and fight to pull the ship upright.
Waves pound heavily on the ship.

Taking out your golden lasso, you lash
it to the mast. Y ou thenfly into the air,
pulling with &l your strength to aright
the ship.

Roll astandard Physical Attack versus
OV/RVsof 16.

Iftheroll yields 16 RAPsor more, goto
31; otherwise, go to 40.

40 Broken Mast
39

The savage seas pound upon the hull
of the little ship, threatening to rend it
asunder. You launch yoursdlf into the
skies, torrential rain pounding on you,
trying to crush you down into the
beckoning waves. Blindingly bright,
jagged flashes of lightning crash dl
around you.

Offering a quick prayer to mighty
Poseidon, you pull on the rope, hauling
the ship out of the water. Suddenly,
above the roar of the seas, you hear a
loud crashing sound. A violent vibration
travels up the lasso as the mast breaks
in two.

The ship sinks back into the water,
pulled down by the hungry sees. You
swoop down to pull the ship up again
but begintofear for themisson. Without
its sals, the ship cannot possibly
navigate these rough waters.

You pull on the War[er—lo%ged boat,
towering waves battering the hull. With
a splintering crash, the hull splits and
chunks of the boat drift away carelesdy.
Despair steals over you like a spirit of
darkness.

If you want to pray to Poseidon for
aid, goto 7.

If you want to try to keep the rapidly
sinking boat afloat, go to 35.

41 Fight Peimee

30

With asigh of regret, you leap into the
air, sailing toward the rebellious
Perimele. Sheturnstoward you, bracing
for impact.

Roll for normal Physica combat
againg Perimde.

Once you do more than 9 points of
BODY damage to Perimele, go to 54.
NOTE: If you subdue Perimele without
taking her to -5 points of BODY, go to 49.

If Perimel e defeatsyou, the adventure
is complete; go to Endgame.

42 L assoed
47

Your lasso whips down toward
Perimele. She tries to dodge it, but it
landsaround her, the Amazon struggling
asyou pull thelaso tight. Suddenly, you
sense aviolent tremor pass through her
ﬁnd the laso, as Perimele sinks to the

oor.

The great Amazon hall fals silent as
Philippus asks, "Perimele, why did you
attack your sisters?"

“I... | don't know Perimee
replies haltingly. "The urge came over
me and | couldn't fight it."

"Why did you drive the horses over
the cliffside?" Philippus asks, more
concerned for Perimele's well-being
than the horses.

"Again..." she says, "l don't know...
| got a mad urge to do it. Atfirst | was
frightened and then ... angry. Jealous
of Ismenefor having suchfine horses. "
Perimele grows ill.

Queen Hippolyte walks over to you,
grimwiththemoment'simport. "Release
her, my daughter,” Hippolyte says. "We
will take her to the Island of Healing
until she is fully recovered from her
madness."

You loosen your lasso and two
Amazons lead the subdued Perimele
away, taking her tothe Island of Healing
for observation.

Go to 55.

43 Temple of Judtice
37

The next day, the tour's informalities
ended, the formal portion begins. The
ambassadors vigt the Amazon Senate
and watch debate of the day's important
issues. The chief topic is continued
contact with Man's World.

You notice that the term "Man's
World" makes some of the ambassadors
uncomfortable. It will be good for them
to see the world through Amazon eyes,
just as it is good for your sisters to see
through the eyes of Man. Asleader of the

Amazon faction opposed to contact
with the outsde, Hdlene's arguments
are remarkably insightful and clear.

The second stop of the tour is the
Temple of Justice. The Amazons have a
strong and compassionate system of
arbitration for settling their disputes,
one which the ambassadors should see
in action.

Before the arbitration session begins,
Philippus prepares the ambassadors for
the event, iInforming them the Amazons
are not immune to disputes among
themselves and when Amazons argue,
the dispute is resolved to mutual
satisfaction through arbitration.

The case a hand is over an incident
which occurred today at dawn. Ismene
and Perimele are arguing over three
prize horseswhich Perimele purportedly
sent plummeting over acliffside.

At first the arbitration goes well,
although something about the incident
makes you uncomfortable. Perimel€'s
only real defenseisthat she didn't know
what came over her, that she was filled
with an irrational compulsion to kill
Ismene's horses.

Asthe discussion continues, Perimele
becomesincreasingly upset. Y ouwonder
if the presence of the ambassadors is
affecting her.

Just when the two women are
discussing asolution of having Perimele
help breed new horses for Ismene,
Perimele becomes visibly angry. It is
frightening to watch, as Perimele's face
contorts with rage and she topples the
arbitration table. Two other Amazons
rush to restrain her but she effortlessly
topples them as well and immediately
charges toward Ismene, the unmistak-
able gleam of hatred in her eyes.

If you want to stay out of the conflict,
goto 25.

If you want to help subdue Perimele,
go to 30.

44  |dand of Heding

55

With a polite grace, you explain your
concern for your fellow Amazon and
momentarily excuse yourself from the
ambassadors' tour. The trip to the
Island of Healing, while normally acam
and pleasant one, is troubled this day,
your mind awash with disconcerting
questions.

Inside the Temple, you find an
incoherent, feverish Perimele. Lyera
monitors her Amazon sster's condition.

"She speaks with a confused tongue,
Princess," Lyera says. "l fear for
Perimele, Diana. Nothing | do seems to

15
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help our sister. She has said nothing of
her troubles with Ismene or at the
Templeof Justice. Shemerelytossesand
turns constantly, as if a war were
raging within her."

Atroubled Lyerareturnstocaringfor
Perimele. Y ou gazethoughtfully at your
ailing comrade, feeling no closer to a
solution than before your arrival.

Roll an Action Check with your INT
versus an 0V of 6.

If the Check is successful, go to 52;
otherwise, go to 59.

45 Chase Skulker
69

The midnight skulker dashesinto the
ambassadors chambersjust before you
reach the ground. An Amazon sentry
spots him entering and shouts, "Halt!"
in Themysciran, quickly adding, "Halt!"
in English, French, and Arabic.

You follow the skulker into the
chamber, the sentry right behind you.
Footsteps clatter throughout the marble
room, acrashing sound emanatingfrom
the darkness ahead of you. A dightly
frightened malevoice criesout, "Who's
there?" in Arabicjust beforeyou collide
with someone in the darkness.

The Amazon sentry lights a torch
behind you and you see Jamal of Fujara
sprawled on the ground. A cursory
glance reveals you are in his room, his
bedside table toppled over, his personal
effects spilled onto the floor.

There are two exits to the room. One
door, thedoor you camein, leadsoutside
the room. The other door leads to a
hallway and the rooms of the remaining
ambassadors, now stirring in their
chambers. Behindyou, out onthelawn,
you hear Amazon voices and many
approaching footsteps.

While you help Jamal to his feet, he
snarls at you, "What is the meaning of
this unwarranted intruson?"

Ifyouwant to apologizefor disturbing
Jamal, go to 64.

If you want to question Jamal about
what heisdoing up in the middle of the
night, go to 67.

If you want to accuse Jamal of having
been the skulker you chased, go to 87.

46 Take the Amulet
52

"Perimele” you say, "l want to take
this amulet. May | haveit?"

"Of course.. Diana..."she replies.

Asyou take the amulet from around
Perimel€s neck, her body visibly relaxes,
as if agreat tension were dipping from
her. Perimele then immediately lapses
into a deep, restful deep. You make a
mental note to watch out for the amul et
on the rest of your ssters.

Asyouleavethebuilding, Lyeracomes
up to you. "l don't know what you said
or did to Perimele, Princess, but sheis
finally stabilized. Thank you."

You leave the Island of Healing and
sal back to the mainland. You say
nothing the whole trip, spending the
time deep in thought. When you return,
Philippus has some bad news for you.

"We had another strange incident
like Perimele's,” Philippus says.
"Ambassador Jamal Zayyali of Fujara
entered a heated argument with Risilis,
who was one of the contestants in the
competitions. She hurled ajavelin at
him, which imbedded in the wall mere
inchesfrom his head.

"I do not know where Risilis is now,
Diana," Philippus continues. "Sheran
from the Coliseum in anger, afrightful
sight indeed. Thereis some dark power
at work here, Princess, onewhich must
be stopped before your mission is
ruined.”

AsPhilippuslooksat you sternly, your
fid closes tightly on the amulet you
found about Perimele's neck.

+ Marktheletter "A" onyour Character
Shest.

If you want to consult Menalippe
about the amulet, go to 34.

If you want to leave the amulet in your
chambers, go to 58.

If you want to keep the amulet with
you, go to 63.

47 Laso Paimde

30

AsPerimelefightsher way toward the
door, you regretfully draw your
enchanted laso from its place on your
belt. You unfurl it and swing it about
your head, building momentum. Then
you cast it out and it soars across the
high-ceilinged Templ eof Justice, toward
a renegade Perimele.

Roll your Martial Artist Skill vs.
OV/RVs of 12/10 (Perimelé's DEX/STR
with+2 modifiers).

Iftheroll yields17 RAPsor more, goto
42; otherwise, go to 51.

48 Deflect Javein

60
Roll your DEX/STR against OV/RVs of
9/9 (Risilis Martial Artist Skill).
Iftheroll yiddds18 RAPsor more, goto
57; otherwise, go to 65.

49 Win Combat |

41

You grapple Perimele, forcing her
backward. Y ou do not relishthethought
of gtriking one of your sisters but you
know that it is for her own good. You
hesitate long enough for her to strike
you, ablow you barely feel but animpact
sufficient to return you to your senses.

You strike Perimele with an open
hand to keep from hurting her and then
grab her hands, pinning her. Moments
later, she is completely subdued, but
unharmed, and the Amazons take their
dgter to the Island of Hedling.

Goto 55.

50 Notice Amulet

61

Asyou talk to Ridlis, you notice an
oddly-shaped amulet around her neck,
one of strange design and style.

"l see you've noticed this amulet,"
Risilis says. "l haven't thefaintest idea
from where it came. |found it in my
room last night and there's something so
compelling about it, | had to wear it. "

Suddenly, you feel constrained to
reachfor theamulet. Whenyoutouchiit,
acold shiver of fear runsthrough you...
a feeling of confusion and discord.
Without hesitation, you pull the amulet
from her neck.

"Givethatback!" Risilisshoutsangrily
and then, dowly, her face softens and
relaxes, tension draining from her.

"Oh, | fed so weary," Ridlis says
amost imperceptibly.

"This amulet had a harmful effect on
you, Rislis" you say. "I would prefer
you didn't wear it. "

"No . . . of course not, Diana," she
readily agrees. "And please tell the
mortal ambassador that | sincerely
regret my violent reaction. It was very
wrong of me. | would tell himmyself, but
I am so... so... tired..."




Risilis then falls unconscious on the
bench. You carry her to a cot in the
arena and prepare to leave, making a
mental noteto watch out for the amul et
on the rest of your sigters.

+ Mark theletter "A" on your Character
Sheset.

If you want to consult Menalippe
about the amulet, go to 34.

Ifyouwant to leavetheamul et inyour
chambers, go to 58.

If you want to carry the amulet with
you, go to 63.

51 Fal Laso

47

Y our lasso whips down rapidly toward
Perimele, who dodges away at the last
minute, nimblyavoidingthegoldenrope.
[Have 1 spent so much time among the
dower-moving mortals] you wonder,
[that | have forgotten the speed and
agility of my sisters?]

Y ou redl back thelasso and fly forward
while two Amazons at the door grab
Perimele and wrestle her to the ground.
By the time you arrive, Perimele has
been completely subdued.

"I fear we hurt her badly,” one
Amazon guard saysto you. "How could
this have happend? Why wer e we forced
to take arms against our own sister?"

"I do not know," you say, asthey lead
Perimeleto the Island of Healing. "Bt |
am certainly going tofind out. "

Go to 55.

52 Brief Glimpse

44

Asyou turn to leave, aglint of metal
around Perimele's neck catches your
eye. You step closer, for aclearer ook,
and see an oddly-shaped amulet around
her neck, one of unusual shape and
design.

"Oh, yes," Lyerasays, "I havenoticed
that myself. Perimele seems quite
concerned about it. She often grasps it
in her delerium and she has been
mumbling about it constantly.

"Fromwhat | can gather, she found it
in her chambers yesterday, apparently
a surprise present from someone, so she
woreit. I've never seen anything likeit."

Without hesitation, you pull the
amulet from Perimele's neck and feel a
strange surge of power runthrough you.

A disconcertingfeelingof confusionand
disorientation cloudsyour mind briefly

but then passes.

+ Mark theletter "A" on your Character

Sheset.

If you want to take the amulet with

you, go to 46.

If you want to leave the amulet here,

go to 59.
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53

Argue Ruling

72

Y ou stand beforeyour mother, defiant
but respectful. "Ifthereisoneamongthe
ambassadors who wishes us ill," you
assert, "is that a reason to penalize
them all? They have enjoyed all they
have seen hereand, despitethetroubles,

they are learning great things."

The Amazons pause, listening with

rapt attention.

"| entreat you, mother, "you continue,
"allow me time to discover who the
corrupting presence is. If one of the
ambassadorsis truly spreading discord
among us, hewill soon make a mistake
or leave some evidence of his crimes. |
will find him out and he will be

punished.”

TheAmazonssitquietly, thoughtfully,

weighingyourwords.

"It will take some €ffort on our part,”
you add, "and perhaps still more of our
sisters will suffer this odd dementia but
nothing beneficial ever comes without a
price!"

A murmur floats up fromyour sisters.
They again break to discussthesituation
and quickly decide.

"Very well," Hippolyte says. "Return
to the ambassadors, my daughter, and
inform them they may continue with the
tour. But we expect you to uncover the
purpetrator of this evil. "

"You have my word, mother,” you
reply.

"Then let us be vigilant,” Hellene
says, "and let us catch this poisoner. "

You return to the ambassadors and
explain to them that their status as
visitors was in question but they are
allowed to stay. You do not tel the
ambassadors you know that one among
themis spreading aharmful influence.

That night you keep a vigil above
Paradise Island, watchingfor any sign of
trouble. All looks peaceful.

Roll your Telescopic Vision against
OVIRVs of 3/3.

If theroll yields any positive RAPs, go
to 69; otherwise go to 91.

54 Win Combat 11

41

You grapple Perimele, forcing her
backward. Y ou do not relish thethought
of striking one of your sisters but you
know that it is for her own good. You
hesitate long enough for her to strike
you, ablow you barely feel but an impact
sufficient to return you to your senses.

You strike Perimele with an open
hand to keep from hurting her and then
grab her hands, pinning her. Moments
later, she is completely subdued, but
unharmed, and the Amazons take their
sister to the Iland of Healing.

Go to 55.

55 The Dispute

25,42,49,51,54

The stillness in the Temple of Justice
is broken by Ahmad. "Well." says the
Kabulian, with a sneer, "o much for
your vaunted peaceful solutions. "

"Is that how you see it?" you ask.
"Whatever happened to Perimele was
not natural. Some dark enchantment is
at work here. Inrecent daysl, too, have
felt the same unreasoning fears she
described.”

17
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"Hah! More ignorant superstition,
thesamefoolishillogicwhichrulesthis
entire isand," he retorts.

"Ahmad," you reply, "I pray you are
never confronted with the true power of
what you call ‘ignorant supertition.'
Mankind is alreadyfar too beset by it. "

Theincident at the Temple of Justice
puts a dark cloud over the delegation.
The ambassadors continuetheir rounds
but with considerably less enthusiasm.
Y ou wonder about the impression with
which they will returnto Man'sWorld.

Perimele's violent reaction was
completely out of character for her and
you wonder what caused it. You find
yourself increasingly absorbed with
such concerns as the tour progresses.
Soon the ambassadors are ready to go to
the Coliseumto seethe Amazon athletic
competition.

If you want to go to the Island of
Healing to talk to Perimele, go to 44.

If you want to remain with the
ambassadors asthey goto the Coliseum,
go to 60.

56 Tour Resumes

57,58,59.63,65,68

When the tour resumes, each of the
ambassadorsisquiet andreflective. You
fear that if thetour continuestheway it
has, al hopes of acollaboration between
your two cultures will be impossible.

That evening at dinner, you address
the ambassadors.

"I know that the events of the day have
not been what weled you to expect, "you
saythoughtfully."Wedo not under stand
thecause of thefriction between youand
my sisters.”

"It is obvious" Ahmad says, inter-
rupting. "Your people are not ready for
contact with the real world."

Philippus bristles. "What do you
mean, 'real world?' We are certainly as
real as..."

"Hold," you say, interrupting your
sister Philippus comments. "There are
more forces at work here than we
understand. But we will solve this
problem, | promiseyou. "

Before any can react to your state-
ment, amessenger dashes into the room.

"Princes Diana," theyoung Amazon
says, "Queen Hi gf)o!ytewi shes to speak
to you immediately in the Senate. "

If you want to stay and work things
out with the ambassadors, go to 66.

If you want to go to the Senate to
answer your mother's summons, go to
72.

57 Soop Javdin

48

The heavyjavelin streaks through the
arr toward the petrified Jamal. You
reach out and deftly snatch thejavelin
out of the air, breaking it in two merely
by the strength of your hands.

Jamal quakes, uncertain of what just
occurred.

"I was not about to kill the little
man,” Risilis shouts at you, "just teach
him a lesson in skill!" Rislis angrily
storms out of the Coliseum.

"Quch is the famed Amazon even-
terr”per.I ament," Ahmad sayswith acold
smile.

Jamal beginsrantinginArabic. While
you can make out part of his dialogue,
anyone could tell the ambassador
demands an apology. But more
concerningtill isRislisand her strange,
uncharacteristic outburst.

If you want to stay with the
ambassadors, go to 56.

If you want to leave the ambassadors
and talk to Risilis, go to 61.

A Safe Place
34,46,50

While you don't know what the
strange amul et isexactly, you obviously
don't want it too close to you. You take
the amulet to your chambers, placeitin
a heavy box, and quickly rejoin the
ambassadors.

Go to 56.

58

Leave Amulet
44 .52

You leave the Island of Healing and
sail back to the mainland. Y ou say little
thewholetrip, spending thetime staring
out at the tranquil waters, deep in
thought.

Whenyou return, Philippushassome
bad newsfor you.

"We had ancther strange incident
like Perimele's," Philippus says.
"Ambassador Jamal Zayyali of Fujara
entered a heated argument with Risilis,
who was one of the contestants in the
competitions. She hurled a javelin at
him, which imbedded in the wall mere
inchesfrom his head.

"l do not know where Risilis is now,
Diana," Philippus continues. "Sheran
from the Coliseum in anger, afrightful
sight indeed. Thereis some dark power
at work here, Princess, one which must
be sétgpped before your mission is
ruined."

Go to 56.

60 Stay with Group
55

Every ambassador isvisibly impressed
with the stunning architecture of the
Coliseum.

"It's every hit as impressive as the
colissum in Rome," Maurice Diawara
says, "and it's in perfect condition."
The ambassadors take seats near the
Coliseum floor and wait with anticip-
ation.

Thefirst contest is asimple foot race,
the speed of the Amazons leaving the
ambassadors breathless. "Oh my," Kwa
Khin says with a laugh. "If the
Themyscirans were entered in the
Olympics, there would be no need for
any other nation to compete.”

The ambassadors watch the strength
competitionswith awe, the sheer power
of the Amazons staggering to them. The
Amazons easily lift heavy weights and
throw javelins as far as the best mortal
athletes.

The ambassadors agree the wrestling
matches are the most unified of the
Amazons demonstrations, demandinga
fine honing of speed and strength to best
an opponent. The Amazons are al
cautious with one another and never
fight full-strength but ill wrestle with
grace and great kill. Y ou noticethat one
of your sigters, Risilis, fights more and
more savagely as the competition
intensifies.

Jamal, however, remains steadfastly
unimpressed by the event. "Hah!" he
says scornfully. "Do you call this
wrestling? An averagefighter in Fujara
could pulverize thesewomen. "

Suddenly Risilis looks up from her
opponent, whom she is besting with
eose.

"What didyou say, littleman?" Risilis
asks, acutting edge in her voice. "Have
you something to say to me?"

Jamal, not one to back away from a
confrontation, rises from hisseat. " Yes,
Amazon," he says. "You women have
not halfthe skill ofa Fujaran athlete!"




"Skill?" Rislis echoes mockingly. She
releases her opponent and pulls a
practice javelin from the rack. "Is that
what you wish to see displayed here?
Then I will show you the skill of a true
Amazon!"

Other contestants run to stop Risilis
but she hurls the javelin straight at
Jamal before any can reach her. Jamal
freezesinfear.

Ifyouwant to deflect thejavelin, goto

If you want to trust that Risilis is not
trying to harm Jamal and let thejavelin
continue on its path, go to 68.

Riglis
57,65, 68

"Excuse me," you say, interrupting
Jamal in mid-tirade. You leap over the
coliseum railing and glide down to the
stadium floor, dashing past the Amazon
contestants to follow Rislis.

You find Risilisin an empty room in
theinner chambersof the Coliseum. She
issitting on abench by herself, huddled
in aball, knees drawn up to her chin.

"Rislis" you say, placing your hand
comfortingly on her shoulder. "Why?"

The startled Amazon shakes violently
beneath your hand. "1 don't even know
myself,” she begins. "It's as if I'm
fighting some inner beast. It was all |
could do not to impale that grinning
jackal, Jamal.

"I will avoid the delegation from
Man's World now," she continues. "I
feel great, uncontrollable rage when
they are near."

"At some point we must learn to live
withthem" you say.

"It just seems so impossible” Risilis
responds almost imperceptibly.

Roll your Telescopic Vison against
OVIRVs of 3/3.

Iftheroll yields any positive RAPs, go
to 50; otherwise, goto 71.

62 Accept Ruling
72

"Very well," you say. "Ifthat is your
decision, | will abide by it."

Y ou expect your mother to be pleased
with your decison not to dispute her
royal decree but she seems somehow

disappointed. You return to the
ambassadors accompanied by Queen
Hippolyte, Philippus, and the Amazon
advisors.

Philippus reads the proclamation.
"By royal decree of Queen Hippolyte of
Themyscira, the First Anniversary
Tour isended. PrincessDianais hereby
commanded to immediately return the
ambassadors to the Man's World. "

Your protests, while powerful and
heartfelt, fall on deaf Amazon ears. The
ambassadors, although surprised and
confused by the sudden, unexplained
expulsion, do not argue. Their returnto
Man's World is unremarkable, as are
their respective reports on their
experiences as ambassadors to
Themyscira.

+ THE ADVENTURE HAS ENDED +
GotoEndgame.

63 Keep Amulet

34,46,50

While you don't know what the
strange amulet is exactly, you are
certain it has something to do with the
unusual eventson Themyscira. Y ouhide
the amulet in adeep pocket and quickly
rejoin the ambassadors.

+ Mark theletter "A" onyour Character
Shest.

Go to 56.

64 Apologies

45,80

"l apologize, Jamal, "yousay. "l was
chasing someone who ran through your
room. | am sorry to have come in so
unexpectedly.”

"Hrumf!" he says. "Superheroes!
Well?" he continues. "The door to the
hall isopen and ther€'s nooneinhere. |
would appreciate it now if you would
leave and allow me some sleep!”

Goto 83.

65 Miss Javdin |
48,71

The heavyjavelin streaks through the
air toward the petrified Jamal. You
reach out to deflect it in flight but the
projectile flies through your searching

grasp.

With a violent crack, the javelin
imbedsin thewall ameretwo inchesto
theright of Jamal's head, sending shards
of stone flying. Jamal quakes, uncertain
of what hasjust occurred.

"That is a skill, mortal,” Risilis
shouts, "with which your countrymen
cannot possibly compete!”

Rislis grimaces, as if choking her
anger back, turns abruptly, and angrily
storms out of the Coliseum.

"Quch is the famed Amazon even
temperament,” Ahmad sayswith acold
smile.

Jamal beginsrantingin Arabic. While
you can make out part of his dialogue,
anyone could tell the ambassador
demands an apology. But more
concerningdtill isRisilisand her strange,
uncharacteristic outburst.

If you want to stay with the group, go
to 56.

Ifyouwant to leaveto talk to Rislis, go
to 61.

66 Ignore SUmMMons
6

Part of you wishes to answer your
mother's summons. However, a more-
persuasive part insists you not leave the
ambassadors.

"Tell the Queen | shall be along
presently,” you answer.

"But Princess, your mother wishes to
seeyou now," the messenger entreats.

"Soon, Chidia," you reply firmly. She
turns and leaves, confused and notice-
ably nervous at having to return to the
queen with a negative reply.

You turn back to the ambassadors
and continue. "Whatever is occurring
here is so unusual that it must have an
external source. However, | can assure
you we will not be long in devising its
solution.”

The ambassadors, thus placated,
prepare for agood night's sleep, eager to
continue the tour tomorrow. As the
ambassadors are preparing to retire to
their chambers, Queen Hippolytearrives
with a group of her trusted advisors.

Philippus reads the proclamation.
"By royal decree of Queen Hippolyte of
Themyscira, the First Anniversary
Tour isended. PrincessDianais hereby
commanded to immediately return the
ambassadors to Man's World."

Your protests, while powerful and
heartfelt, fall on desf Amazon ears. The
ambassadors, although surprised and
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confused by the sudden, unexplained
expulsion, do not argue. Their return to
Man's World is unremarkable, as are
their respective reports on their
experiences as ambassadors to
Themyscira.

+ THE ADVENTURE HAS ENDED +
Goto Endgame.

67 Questioning

45

"What areyou doing up at thistime of
night?" you ask Jamal.

"What do you mean by knocking me
down?" Jamal demands defiantly.

"I apologizefor knocking you down,
Jamal," you say firmly, "but I must
know what you were doing. "

Something about the gentle but
commanding tonein your voice affects
him, because he quickly answers.

"Iwasadeep," hebegins, "whenl was
awakened by a laud noise. Someonehad
apparently knocked over my bedside
table. I got up to seewho it was and then
you rushed in to knock me down like so
muchbaggage.

"] didn't see whoever was in here"
Jamal continues. "But he must haverun
out of the room. The door to the hall is
open."

"Wereyououtsideatall tonight?" you

"Absolutely not!" Jamal says
emphatically.

Goto 83.

68 Miss Javdin |l

60

The heavyjavelin streaks through the
air toward the petrified Jamal. You
reach out to deflect it in flight but the
projectile flies through your searching
grasp.

With a violent crack, the javelin
imbedsin thewall amere two inchesto
theright of Jamal's head, sending shards
of stoneflying. Jamal quakes, uncertain
of what hasjust occurred.

"That is a skill, mortal,” Risilis
shouts, "with which your countrymen
cannot possibly compete!"

Rislis grimaces, as if choking her
anger back, turns abruptly, and angrily
storms out of the Coliseum.

"SQuch is the famed Amazon even-
temloerarrent Ahmad sayswith acold
smile.

Jamal beginsranting in Arabic. While
you can make out part of his dialogue,
anyone could tell the ambassador
demands an apology. But more
concerning il isRisilisand her strange,
uncharacteristic outburst.

If you want to stay with the group, go
to 56.

If you want to leave the group to talk
to Rislis, goto 61.

69 Notice Skulker

53

From high above the peaceful
Themysciran setting, you watch the cool
silver moonlight glint off the waters in
the Island's harbor. Night animals
quietly chatter to each other while the
rest of the Island deeps.

Then, out of the tillness, you hear the
sound of padded feet moving quietly
across the grass. You descend dowly
through the cool ar, and scan the
ground below you. Then you spot a
figure moving quickly and quietly
through the darkness toward the marble
portico at the end of the ambassadors
quarters.

You glidein quickly for acloser look,
keepingyour eyeonthefigure. However,
the person spots you and sprints toward
the door. You can't tell who it isin the
darkbutyoucanseethatitisaman, one
who can't possibly run as fast as your
Amazon sgers.

Ifyou do not want to chase thefigure,
goto 84.

If you want to intercept the
mysterious man, roll your Hight Power
vs OV/RVsof 18/18.

Iftheroll yidds8 or more RAPs, goto
45; otherwise, go to 80.

70 Familiar Symbol
8391

Inthemidst of theconfusion, your eye
strays to the floor, where Jamal's
suitcase was overturned. |n the midst of
the books, papers and clothes, you see
several strange slver necklaces. They
are dl identical to the same strange
amuletsyou found earlier. Severd other
ambassadors wander into the room,
muttering to themselves.

"What arethese?"' you ask, pointing to
the amulets.

"I have no idea," Jamal says,
scattering the symbols. "I've never seen
them before now. And how did they get
in my suitcase?"

"I found an amulet like these around
the neck of a berzerked Amazon sister,"
you state vehemently. "Have you been
leaving these around Paradise Island,
Jamal ?"

The Amazons gasp and mutter
amongst themselves.

"I told you I've never seen them
before!" Jamal says.

"It appears Diana has caught you
red-handed!" Hellene says. "Who told
you to do this? Your Prime Minister?"

"This has shed doubt and suspicion
onusall," KwakKhin sayswithrighteous
anger. "How could you doit?"

"I have done nothing!" Jamal snaps.
"Of what am | accused? Having amulets
that | have never before seen?"

"The amulets must be the corrupting
presence Menalippe sensed!" Philippus
adds.

"What?" Jamal demands, irate. "You
accuse me of your own superstitious
fears?An amulet cannot corrupt people!
| refuse to be party to this ancient
ritualistic foolishness!"

"This has gone on too long!" Hellene
says. "He is too stubborn to confess.
Diana, use your Lasso of Truth on him.
I—r|]e will tell us the extent of this plot
then!"

Should you take any amulets from
Jamal's suitcase, mark the letter "A" on
your Character Sheet.

Ifyouwishto useyour lasso on Jamal,
goto 77.

Ifyou do not wish to useyour lasso on
Jamal, goto 92.

71 Overdght

61

"At any rate, "Ridlis continues, "itis
now all |1 can do not to hurl these
ambassadors ram Themyscira. | have
never been this angry since Heracles
and his men ravaged our home city of
Themyscira."

"Risilis
soothe her.

"Please leave me," she says. "Thisis
something | must wrestle with alone. "

"Very well," you say sadly. "I will
respect your wishes. But do not hesitate

to call on me ifl can help at all, my
sister.”

"Yes, of coursg’ she says, a smile
nearly crossing her lips.

You leave her and return to the
ambassadors.

Go to 65.

you begin, trying to



72  Answve SUMmons
56

You quickly arrive at the Amazon
Senate, where an emergency summit
has been called. Torches blaze, fires
burn in ornate rega braziers, casting
flickering shadows across the room.
Y our mother, Queen Hippolyte, is
holding audiencewith her most trusted
advisors. Menalippe stands next to her,
afrightened look in her eyes.

"Beloveddaughter, "Hippolytebegins.
"I know you meant only the best when
you chose the mortals who represent
Man'sWorld here . . . but one of them
wishes to destroy us."

"I had avision, "Menalippe states, "a
vision of a man spreading confusion
and terror through Themyscira by dark
enchantment. His face was obscured
from me, as if by a great power, but |
could sense it was one of your
ambassadorsfromMan'sWorld. "

"They must leave," Hellene says
imperiously, "before the cruel one
spreads any more of his corruption. |
also repeat, this is exactly the sort of
thing | warned about when it wasfir st
proposed that Man be allowed here”
Y ou know Hellene had long resisted any
contact with the outside world, so her
reaction is not unexpected.

"Ifear that the oracle is undeniable,
my daughter,” Hippolyte says sadly.
"We must cast out the offending
elements.”

Ifyou want to contest the decision, go
to 53.

If you want to abide by the decision,
go to 62.

73 Fit Amulet
93,97

Gently, you push the amulet into the
"keyhole" indentation; it fitssnugly. The
amulet glows for a moment before the
massive stone wall swings open with a
soft hiss. The cave walls are hideous
twisted rock formations. Noxioussmoke
billows from unseen fires. The ar is
charged with enchantment; your skin
tingles, shivers running down your
spine.

At the center of the cave is the
monstrous god Phobos, glowering and
looking into afiery cauldron inside of
which appear the images of Paradise
Island and your Amazon sisters.

Flames billow from Phobos hands as
he rages, "Whereis she? Where did the
cursed Princess go? How could my
brazier have lost sight of her?"

"The Princessis here, monster!" you
say. You leap forward, shouting, "For
the Glory of Gaea!"

You have caught Phobos off guard
and are allowed two free attacks before
Phobos can enter combat. If you were
told to mark the letter "B" on your
Character Sheet, you are alowed only
one free attack. Roll normal combat
against Phobos.

If you defeat Phobos, go to 99.

If you are defeated by Phobos, go to
105.

74 Keep Laso
92

As Hellene reaches for the lasso, you
quicklyyank it away from her. Shehisses
for a moment and then regains her
composure, a steely glint entering her
eyes

"Of course,” she says. "l do not want
your lasso. Had | grasped it, | would be
in your power."

"Not in my power,” you say. "You
would merely be required to..."

"Enough!" she says. "Ifyou insist on
protecting the emmissary of Man who
spreads confusion and discord, you
must be an enemy. Stand aside!”

Hellene charges toward Jamal, anger
flaring in her eyes

If you want to fight Hellene to protect
Jamal, go to 85.

If you want to let Hellene attack
Jamal, go to 90.

75 Laso Echidna
85

Echidna wastes no time, darting
forward asyou unravel your laso. You
noticethat her tail isstill astump, where
once you tore off its serpentine mouth.
But her remaining fangs are just as
deadly; she leaps forward, snapping
with her poisoned bite.

You dodge her attack as you whirl
your lassn. She grabs your body in her
coils and begins constricting. The
ambassadors back away in horror but
)r/]glur Amazon dsgers run forward to
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Echidnapoundsyourelentlesslywhile
you divide your attention between
defending yourself and preparing to
cast the lasso. Findly, you whip out the
lasso, snaring Echidna. She stops
fighting, entranced by the power of
GeedsGirdle.

Y ou quickly bind her with your lasso,
saying, "Now, Echidna... | believeyou
will answer afew questions. "

Goto 88.

76 Overlook Skulker
80

"What areyou doing up at this time of
night?" you ask Jamal.

"What do you mean by knocking me
down?" Jamal demands defiantly.

"I apologizefor knocking you down,
Jamal," you say firmly, "but | must
know what you were doing."

Something about the gentle but
commanding tonein your voice affects
Jamal, because he quickly answers.

"I heard someone running through
my room and woke up,” he begins. "I
grabbed my flashlight and was about to
get up and look around when you
knocked me down likeso much baggage.

"I didn't seewhoever was in here but
he must have run through my room and
|eft. The door to the hall is open. "

"Wereyou outsideat all tonight?"you

"Absolutely not!" Jamal replies
emphaticaly.
Goto 83.

77 Laso Jamd |
70,78

"Yes," you say, raising your lasso over
your head. "Hewill tell usall weneed to
know."

Suddenly M auriceDiawarainterjects.
"Are you going to use some form of
persuasion to get him to speak?" he
asks.

"Yes," Hellene says.

"ButJamal is an ambassador, as are
we all," Maurice says. "He must be
treated with the utmost of respect. "

"Ridiculous," says Kwa. "If he has
nothing to hide, let him submit. "

"We cannot allow him to spread
poison amongour sisters," Hellene says.

You step forward and put an end to
the discussion by gently lowering the
rope over Jamal's head. He trembles as




the power of Gaea flows through his
body. A golden glow bathes hisface; the
room goes silent.

"Why do you want to harm the
mission to Themyscira?' you ask.

"To prove that women cannot
properly rule themselves without men.
Suchideas threaten all my beliefs. "

"Who told you to distribute the
amulets?" you ask.

"No one" he replies.

"You work entirely on your own?"
you ask.

"I never saw the amulets before that
stranger ran through my room tonight
and awakened me" Jamal continues.
"My plan to ruin this mission was to
find the negative side of everything and
generally cause tenson."

You stare at Hellenein horror. "l have
made a terrible mistake," you say,
dowly taking the rope off Jamal.

"This is an outrage!" Jamal bellows,
returning to control of his own body.
"Making me reveal such things! They
are my own private thoughts! I demand
to return home at oncel”

You attempt to reason with Jamal,
but heisvehementlyinsistent. The other
ambassadors, appalled at such a
manipulative display, have lost most of
their desire for staying and much of
their respect of Amazon culture. The
decision to leave quickly grows into a
unanimousone.

The return trip is uneventful, as are
the ambassadors' respective reports on
their experiences in Themyscira.

+ THE ADVENTURE HAS ENDED +
Goto Endgame.

78 Never Seen Amulet
8391

Inthe midst of theconfusion, your eye
strays to the floor, where Jamal's
suitcase was overturned. In the midst of
the books, papers, and clothes, you see
severa strange silver amulets.

"What are those?" you ask.

"I have no idea,"” Jamal says,
scattering the amulets. "I never saw
them before.”

Asyou reach for one of the amulets, a
slight wave of dark disorder and
confusionrunsthroughyou. Theamul et
is definitely enchanted.

"He must be hiding something,"
Hellene says. "Diana, useyour Lasso of
Truthon him. Hewill tell us theextent of
this plot then!"

If you take any of the amulets from
Jamal's suitcase, mark the letter "A" on
your Character Sheet.

Ifyouwant to useyour lasso on Jamal,
goto 77.

Ifyou do not want to useyour lasso on
Jamal, go to 92.

79 Lasso Jamd I

87

"Yes," you say, raisingyour lasso over
your head. "Hewill tell usall weneed to
know."

Suddenly MauriceDiawarainterjects.
"Are you going to use some form of
persuasion to get him to speak?" he
asks.

"Yes" Hellene says.

"But Jamal is an ambassador, as are
we all," Maurice says. "He must be
treated with the utmost of respect.”

"Ridiculous,” says Kwa. "If he has
nothing to hide, let himsubmit. "

"We cannot allow him to spread
poison among our sisters, "Hellene says.

You step forward and put an end to
the discussion by gently lowering the
rope over Jamal's head. He trembles as
the power of Gaea flows through his
body. A golden glow bathes hisface; the
room goes silent.

"Why do you want to harm the
mission to Themyscira?" you ask.

"To prove that women cannot
properly rule themselves without men.
Such ideas threaten all my beliefs. "

"Who told you to distribute the
amulets?" you ask.

"No one" he replies.

"You work entirely on your own?"
you ask.

"I never saw the amulets before that
stranger ran through my room tonight
and awakened me," Jamal continues.
"My plan to ruin this mission was to
find the negative side of everything and
generally cause tenson.”

You stareat Helleneinhorror. "l have
made a terrible mistake," you say,
dowly taking the rope off Jamal.

"This is an outrage!" Jamal belows,
returning to control of his own body.
"Making me reveal such things! They
are my own private thoughts! I demand
to return home at once!"

You attempt to reason with Jamal,
but heisvehementlyinsistent. The other
ambassadors, appalled at such a
manipulative display, have lost most of

their desire for staying and much of
their respect of Amazon culture. The
decision to leave quickly grows into a
unanimousone.

The return trip is uneventful, as are
the ambassadors' respective reports on
their experiences in Themyscira.

+ THE ADVENTURE HAS ENDED +
GotoEndgame.

Lose Pursuit
89

Thelate night skulker dashesinto the
ambassadors’ chambersjust before you
reach the ground. An Amazon sentry
spots him entering and shouts, "Halt!"
in Themysciran, quickly adding, "Halt!"
in English, French, and Arabic.

You follow the skulker into the
chamber, the sentry right behind you.
Footsteps clatter throughout the
marbleroom.

Then thereisacrashing sound in the
darkness ahead of you. A slightly
frightened male voice cries, "Who goes
there?" inArabic. Suddenly, portionsof
the room are flooded in concentrated
light and you see avery nervous Jamal of
Fujara sitting up in bed, flashlight in
hand. You realize that you are in his
room, his bedside table toppled over, dl
of his personal effects spilled on the
ground.

You glance around, your keen eyes
adjusting to the light of the flashlight.
There are two exits to the room. One
door, the door you came in, leads
outside the room. The other door leads
to ahalway and the rooms of the other
ambassadors, whomyou hear stirringin
their chambers. Behind you, out on the
lawn, you hear Amazon voices and
approaching footsteps.

"I demand to know the meaning of
this intruson?!" Jamal shouts.

Ifyouwant to apologizefor disturbing
Jamal for intruding, go to 64.

If you want to question Jamal about
what he was doing up in the middle of
the night, goto 76.

If you want to accuse Jamal of having
been the skulker you chased, go to 87.

81 Defeat Echidna

85

Anger wells in you over having been
deceived into thinking you werebattling
a friend. Yet another part of you is

23
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pleased to now unleash your full
Amazon power without fear.

Echidna wastes no time, darting
forward. You noticethat her tall istill a
stump, where once you tore off its
serpentine mouth. But her remaining
fangs are just as deadly; she leaps
Lgrward, snapping with her poisoned

Ite.

You strike her full in the face,
shattering severa fangs.

Echidna grabs your body in her coils
and begins constricting. The horrified
ambassadors back away but your
Amazon sisters run forward to help.

Fearlessly, you bludgeon the she-
serpent until Echidna falls to the
ground, unconscious. Y ou quickly bind
her with your lasso, saying, "Now,
Echidna... | believe you will answer a
few questions."

Goto 88.

82  Rdinquish Laso

92

Y ou stand without resisting asHellene
grabsfor thelasso. Shetakesit, laughing
madly. Then suddenly her face changes,
her lunatic glee replaced by fear and
then anger. Her face looks almost
serpentine.

"Curse you, Amazon!" Hellene cries.
"You tricked me into grasping your
lasso! Now | must tell the truth!"

"Who are you?" you ask.

"Arrrggh!" she cries wildly. "I am
Echidna, mother of '‘Cerebus! And | will
be the death of you!"

The Amazons and ambassadorswatch
in horror as Hellene's beautiful face
transmutes into that of a hideous, scay
half-woman, half-snake. Her body
writhes and undulates as a green snake
body tears through the tunic.

Goto 88.

Jama's Room

64,67,76,87

Through the door ahead, the other
four ambassadors enter, hagtily pulling
on robes, blinking bleary eyes.

"What's all this, then?" Jules Guisan
of Switzerland asks.

A group of Amazons enters the room
from the outside and more assemble
within the room. Y ou are not surprised
to see Hellene there.

83

"What happened, Diana?" Hellene
asks in Themysciran. "Have you
discovered the origin of the evil
influence?"

"| chased a fugitive man in here, "you
begin in English.

"Jamal?" Ahmad askswith asmile. "
don't doubt that this desert rat wasup to
something suspicious.”

"We don't know it was Jamal," you
say.

"I saw a man run in here" an

Amazon guard interrupts. "We tried to
stop him but Diana caught himfirst. "

"l said we are not sure Jamal was
that man," you reiterate impatiently.

"Ifyou have something to accuse me
of," Jamal says, "pleasedoso. Otherwise,
leavemetoretireinpeace. "Heturnshis
night table upright and starts gathering
his spilled luggage.

If you were instructed to mark the
letter "A" onyour Character Sheet, go to
70; otherwise, goto 78.

34 Ignore Skulker

69

You pause in the air as the figure
disappears into the darkness of the
dark, Themysciran night. Then you
return to the skies, recommencing your
patrol.

Goto 91.

85 Fight Hdlene

74

"Dear sister, "you say in protest. "l do
not wish tofight you!"

Your pleas fall on deaf ears as the
once-calmHellenelungesfor Jamal. Y ou
intercept her charge and she crashes
forcefully intoyou.

"Let mego!" Hellene demands.

"No," you reply. An eerie sensation
runsthrough your hand whereyou hold
Hellene. She fights you with a strength
beyond that of the other Amazons; you
are sure it is not Hellene.

"Who are you?" you ask, wrestling
with her.

Y ou feel her body mutate even asyou
hold her. Amazons and ambassadors
aike watch in horror as Hellene's
beautiful face transmutes into that of a
hideous, scaly half-woman, half-snake.
Her body writhes and undulates as her
green snake body tears through the
tunic.

"Hast thou not guessed?" she shrieks.
"| am Echidna, mother of Cerebus! Thou
didst rob me of my sting before youfled
our lastfight. But now | shall be the
death of you!"

Roll for normal combat against
Echidna.

If you lasso Echidna, go to 75.
If you defeat Echidna, go to 8L

If you are defeated by Echidna, go to
A

86 No Amulet

100

If you want to try to enter the cavesby
destroying the stone wall, go to 106.

Ifyou want to leave and get one of the
amulets, go to 97.

87 Accuse Jamd

45,80

"Pleasedon't trytolieto mg" you say
to Jamal, rapidly running out of patience
with him. "I chased you here from
outside. What were you doing?"

"What? Outside? | was adeep!” he
inssts angrily, till alittle nervous. "This
is insufferable! | wasn't outside! And
even ifl was, what of it? Do you have
laws against that?"

Jamal looks at you steadfastly.

If you want to use your lasso to force
Jamal to speak the truth, go to 79;
otherwise, go to 83.

88 | nterrogation

75,81.82

"What are you doing here?" you
demand of Echidna.

"Phobos, son of Ares, gave me a
chance to revenge myself on you for
defeating me in the world beyond
Doom's Doorway," Echidna screeches.
"He plucked mefrom that dark world
and kept me, waiting for the right
chance to strike. He sent me here today,
where| took Hellene'splace.

"Phobos charged me with making
sure you falsely accused one of your
ambassadors and humiliated him by
forcing him to speak against his wishes
with your accursed lasso.”




Y ou quickly glance at theambassadors
but the guilty one amongst them does
nothing to reveal himself.

"If ] could not get youtofalsely accuse
him, | was to attack him, creating hate
betweenMan'sWorld and theAmazons,
Phobos wishes to ruin your mission of
peace so discord and strife would
always stand between the Amazons and
the outside world."

"Phobos is the god of fear, not
discord," you reason. "What should be
his interest in inciting discord between
our two cultures? Doeshewish ustofear
eachother?"

"Fear is merely onepart ofhisplan,”
she says. "'l know not therest. "

"Where is Phobos now?" you ask
grimly, binding the monstrous she-god
with the golden lasso.

"In a cave near Doom's Doorway."

"Cisseus" you say to one of the
Amazons. "Send a messenger to tell my
mother what has transpired. Be certain
the ambassadors are closely monitored
at alhti mes for one of them has betrayed
usall."

"Very wdl," your sister says. "But
takecareagainst Phobos, Diana. Would
it not be best to utilizz combined
Amazon might against such afoe?"

If you want to assemble Amazons to
fight Phobos, go to 95; otherwise, go to
100.

89 Quick Entry

106

The heavy wal must be magicaly
reinforced for it takes your mightiest
blow to topple it. It shatters inward,
spraying stone fragments throughout
the cave's interior.

Inside the cave are hideous, twisted
rock formations. Noxioussmokehillows
from unseen fires. The air is charged
with enchantment; your skin tingles,
shivers running down your spine.

Lumbering toward you is the
monstrous god Phobos, glowering and
snarling, "Cometo pay me a visit, little
Princess?" hebellowsmockingly. Flames
billow from Phobos hands as he rages.

"For the Glory of Gaea!" you cry and
flyforward.

Roll normal combat against Phobos.

If you defeat Phobos, go to 99.

If you are defeated by Phobos, go to
105.

90 Hdlene Attacks

74

"Dear sister, "yousay in protest. "1 do
not wish tofight you!"

Your pleas fall on deaf ears as the
once-calm Hellenelungesfor Jamal. Y ou
do not intercept her charge and she
crashes into the startled Jamal, the
other ambassadors running away,
horrified.

By the time the Amazons have
subdued Hellene, Jamal is severely
wounded. The frightened and angered
ambassadorsdemand to returnto Man's
World.

Y ou sadly escort the ambassadors to
the liner, bound for Man's World. The
return trip is uneventful, unlike the
ambassadors negative reports on their
experiencesin Themyscira.

+ THE ADVENTURE HAS ENDED +

Goto Endgame.

91 Ovelook Skulker

53,84

From high above the peaceful
Themysciran setting, youwatch the cool
silver moonlight glint off the watersin
the Island's harbor. Night animals
quietly chatter to each other while the
rest of the isand deeps.

A moment later, the ftilInessis split by
a shout. It is afemale voice, shouting,
"Halt!" in Themysciran.

Swooping downtoinvestigate, you see
your Amazon sisters leaving their
chambers, crossing the green, and
entering the ambassadors chambers.

Making your way into the room, you
see the Amazon sentry Noriaholding a
torch in one hand and avery frightened
Jamal Zayyadli in the other. Hellene is
speaking to him.

The other four ambassadors stand
around in their robes, blinking bleary
eyes. Y ou notice that Jamal's night table
isoverturned, hisluggage strewn on the
floor.

"What happened?" you ask.

Hellene replies in Themysciran,
"Noria was on sentry duty when she
saw a man lurking outside the
ambassadors chambers. She chased
him in here andfound this one!" She
points at Jamal with disdain.

"What are you women saying?!"
Jamal demands, shrugging off Norias
formidable grip. "Speak Arabic! Or
English at least!"

"Why don't you tell us what you were
doing?" Hellene asks insistently in
English.

"If you have something to accuse me
of, "Jamal says, " pleasedoso. Otherwise,
go leave me in peace to retirefor the
night." He turns his night table upright
and starts gathering his spilled luggage.

If you weretold to mark the |etter "A"
onyour shest, go to 70; otherwise, goto
78.

92 Sage Advice

70,78

"He is a diplomat,” you insist of
Jamal. "Toforce him to speak the truth
when we have no real proof of wrong-
doing would be a grave international
offense.”

"What does that matter?" Hellene
insists. "To allow him to continue
spreading his poison would befar more
harmful than a mere invasion of
privacy."

"But this man is not a criminal,”
Kwa Khin interjects. "He has not been
charged with anything. In our world we
would say all the evidence against him
is circumstantial ."

"We are not in the world of Man's
so-called Justice," Helleneretorts. "Our
laws are different.”

"The gift of Gaea's Girdle is a great
honor,” you say. "l will not use it
irresponsibly. If this man is indeed
causing trouble here, we will discover
this in a way that does not assume his
guilt without proof."

Hellen looks upset. "A protectress of
evil," she says hitterly.

"Hellene, Jamal is no threat to us,"
you assert. "Even if he is the one
mentioned in the oracle, he cannot sow
disorder ifwe areprepared. "

"He must be questioned!" Hellene
rages, her eyes flashing. "It is the only
way!"

"What disturbs you so, sister?" you
ask. "l know you have championed the
Amazons who wished to remain isolated
fromMan'sWorld but your arguments
were always sane and sensible. You
now sound like the ignorant men who
would condemn uswithout knowledge. "

"Hemust be made to speak the truth!"
Hellenerages.

"Hellene ..." you say, dreading the
conclusion you forsee. "You sound like
our sister who recently attacked
unprovoked. | fear the forces of

25
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confusion and disorder that Menalippe
spoke of have reached you. Ifonly | had
a way to knowfor sure..."

"What?" she says, teeth bared in
challenge. "If any here is a pawn of
disorder it is you! You protect the
guilty!"

Then, inamoment of desperation, she
makesawildlungetowardyou, reaching
for your lasso. "Give methe lasso," she
shouts. "1 will make him speak!"

If you want to keep the lasso from
Hellene, goto 74.

If you want to let Hellene take the
lasso, goto 82.

93 Have Amulet

100

If youwant to try to enter the cavesby
destroying the stonewall, go to 106.

If you want to try fitting the amulet
intothe"keyhole," goto 73.

A

Defeat
85

Anger wells in you over having been
deceivedintothinkingyouwerebattling
a friend. Yet another part of you is
pleased to now unleash your full
Amazon power without fear.

Echidna wastes no time, darting
forward. Y ou noticethat hertail isgtill a
stump, where you once tore off the
serpentine mouth. But the fangsin her
mouth are just as deadly; she leaps
Lorward, snapping with her poisoned

ite.

You strike her full in the face,
shattering several fangs.

Echidnagrabs your body in her coils
and begins constricting. The horrified
ambassadors back away. Echidna
squeezes and battersyou until theworld
goesblack and consciousnessdipsaway
dowly, effortlessly.

When you awaken, Echidnais gone,
vanished asmysteriously asshearrived.
The frightened ambassadors discuss
amongst themselves and agree elect
unanimously to return to their own
world. Y ou attempt to reason with them
but their decision stands.

With a heavy heart, you escort the
ambassadors to their waiting ocean
liner. The return trip is uneventful, as
are the ambassadors' respective reports
on their experiencesin Themyscira.

+ THE ADVENTURE HAS ENDED +
GotoEndgame.

95 Bring Amazons

88

"Come, my sisters," you cry to your
comrades. "We will take our fight to
Phobos and drive him from our beloved
Themyscira!"

The Amazons cheer and run to raly
the troops. These vaiant women may
have destroyed al their weapons after
the Challenge of the Gods but they are
till warriors, heart and soul.

The force assembles in a clearing
along the beach and marches down the
cliffs to the caves which flank Doom's
Doorway. Y ou fly on ahead of thegroup,
peering through the dark of the night,
anticipating the grim visage of Phobos.

Suddenly, a pillar of noxious smoke
and flame spurts up aong the cliffsde,
in front of an open cave mouth. Within
the flames you see a madly-grinning
Phobos. The Amazons gasp in terror.
Waves of fear washing over them, they
halt in their tracks.

The same unnamed fear you felt
during the demonstration at the Boston
arenareturnstoyou, gnawingyour very
being.

"Now | shall have my revengefor the
death of Deimos!" Phobos bellows.
"Come to meAmazons! And let your fair
Princess be thefirst tofeel death at my
hands."

Roll Phobos A uraof Fear against your
INFL/SPIRIT.

If Phobos attack yields 6 RAPs or
more, go to 107; otherwise, go to 103.

96 Sow Entry

106

The heavy wal must be magicdly
reinforced for it takes a pounding to
crack. After several powerful blows it
begins to crumble, then glows, as if a
powerful, fiery light were on the other
side.

Suddenly, the wall shatters, not
inward but toward you, stonefragments
pelting you in a shower of tiny
projectiles. Behind the shattered door
stands Phobos, flames and noxious
smoke pouring from his hands.

"S the little Amazon Princess has
come a-knocking on Phobos door?" he
bellows. "All the better. Come, then,
Princess. Be thefirst to taste death at
Phobos' hands." Phobos |umbers
forward and prepares for attack.

[The exploding wall caused you 7
points of BODY damage. ]

Roll normal Physica combat against
Phobos.

If you defeat Phobos, go to 99.
If Phobos defeats you, go to 105.

97 Redrieve Amulet
86

You quickly fly avay from the caves
and return to the populated area of
Themyscira. You locate an amulet and
then rapidly return to the caves.

Mark the letter "B" on your Character
Sheet and go to 73.

98 Combat Eris

23

With a deftness becoming a goddess,
Erisswingsher massiveclub at you. You
dodge to the side and deliver a
devastating blow to her head. She smiles
with immense satisfaction, as the battle
beginsin ernest.

Roll normal Physical combat against
Eris.

If you defeat Eris, go to 104.

If you are defeated by Eris, go to 101.

9 Defeat Phobos

73,89,96,103

Y ouforciblydamintoPhobos, sending
the hulking god crashing into a twisted
stone pillar. He looks dazed as you
pummel hisbarrel chest. "How . . . how
did youfind me?' he asks, confused, as
you send him crashing over afield of
Jagged boulders.

Phobos strikes you back and beats a
cowardly retreat deeper into the cave.
Y ou chase after him and knock himback
into the front of the cave, where he
dashes out the cave door and into the
night air. "Sster Discord!" he cries,
running. "Sster! Saveme!"

Againyou catch himandknock himto
the ground. He looks up into the skies,
imploringly, as if seeking his salvation.
The heavens do not reply.

Other Amazonsarerunning up along
the cliffs, drawn by the sounds of battle.
Mixed among them you see the
ambassadors, who watch as you beat
the struggling Phobos.




"Why did you do this?" you ask,
vehemently. "Revenge against me for
killing your brother Deimos?"

Phobos mumbles, dazed, his arms
swinging feebly. Thereis a clattering of
hoovesasyour mother, Queen Hippolyte,
and Phillipus ride up behind you.

"Phobos!" Hippolyte says. "Then he
was behind this terror?"

"Impossible,” Philippus dstates. "I
can't believehe'sclever enoughtoplan a
scheme of this magnitude. It rings
untrueofhischaracter. "

"Quite true" Hippolyte continues.
"His brother, Deimos, was always the
planner. Somehow | feel this scheme is
indicative of a beingfar more cunning
andinventive."

"Perhaps, mother," you reply. "But
Deimos is dead.”

Phobos' battered head tilts back, his

cavernous mouth gaping. "Eris ... "he
intones.

Asifin reply, the skies suddenly crack
and a great bolt of lightning sears the
heavens. Violent winds whip around
you, the air fairly aglow with energy.
Crackling noises spill over from horizon
to horizon and, for amoment, the huge
face of a mocking goddessfillsthe sky.

Then another flash of lightning cuts
through the cold air and she appears: a
huge goddess never before seen,

of aface both malicious and
mirthful. She is dressed as a gladiator,
entirely in black, her armor bearing a
frightening similarity to Ares own.
Emblazoned on her shield is the amulet
symbol which has recently appeared on
Themyscira.

"Eris. ..?" you say.

"Quiteright, little sister!" the goddess
intones, her voice cold and smooth.

"Eris, daughter of Ares, goddess of
Discord, Confusion, and Srife! And

what delightful Discord this is!" she
adds, surveying Phobos limp body.

"You let me beat Phobos!" you say
accusingly. "You could have intervened
and saved him"

"Of coursel" Eris says with a devilish
smile. "I would never interrupt so
splendid a conflict. | thrive on all
Discord, not merely that in which | am
directly involved!"

Eris leans her head back and laughs a
chilling howl; the hills surrounding
Themyscirashakewith dreadful echoes.

Goto 23.

100 Fight Alone

88

L eaving Cisseus behind, you soar into
the night sky, sailing with the wind
toward the bleak caves which lead to
Doom's Doorway. You scan the caves,
wary of anything unusual.

Then you see huge footprints in the
muddy ground. You swoop lower to
investigate and note the footprints lead
up to alarge rock wall. Closer inspection
reveals ahairline crack running through
the rock wall, forming what appears to
be a hidden door.

At the spot where akeyhole should be,
you see an indentation shaped like the
mysterious symbol you found in Jama's
luggage... and onyour angered Amazon
Sister.

The indentation seems to be exactly
thesame size asthe amulet... indeed, it
looks as if the amulet would fit exactly
into the hole.

If you are carrying one of the amulets,
goto 93.

If you are not carrying one of the
amulets, go to 86.

101 Lose to Eris

98

Eris charges into you, knocking you
backwards with the sheer force of her
attack. You leap aside, delivering
another blow to Eris, who seems amuch
better fighter than her brother Deimos;
for amoment, you doubt the outcome of
thefight.

The image of your Amazon sisters
thenfillsyour mind and you remember
how they rely on your &bilities. The
ambassadors are counting on you as
well, even if they might not appear as
grateful.

27
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With renewed vigor, you deliver a
crushing kick which sends Eris back-
wardsintothecliff wal. The entirety of
Paradise Island shakes with the impact
and you are grateful this conflict occurs
far fromthecity itself; theforce of such
combat would certainly level your
beloved homeland.

Eris leaps back and wrestles you to
the ground, the impact sealing your
breath. The goddess continues with
several merciless blows from her club.
You helplessly swim the stream of
consciousnessasthe Amazonschargeto
your defense.

The last you hear is Eris mocking
laugh, acacophonyyouwill neverforget,
and her voice taunting, "Farewell,
daughter of Discord.| enjoyedour game.
But then, | always win when mortals
arefoolish enoughto play by myrules. |
lookforward to our next battle of wits;
perhaps by then you will be a more
worthy opponent.”

Theconsciousworldthendipsdowly,
mercifully away, a sea of deprivating,
totally blackened silence absorbing you
completely.

Y ou awaken on the Idand of Hedling,
your wounds saved. The Amazons
thank you profusely for saving them.
The ambassadors, however, are less
appreciative, viewing your battle as a
dereat, one which placed their very lives
in jeopardy; they ask to return home
immediately.

Kwa Khin does not remember being
under Eris control and seems none the
worse for wear. All of the ambassadors
are thoughtful on the return trip from
Themyscira, reflecting on their
experiences and how to relate them to
the outside world.

Paradise Island returns to normal,
Phobos and Echidna having vanished
alongwith Erisand her amulets. Hellene
continuesto argue against contact with
Man's World; Philippus continues to
arguewith Hellene.

In Man's World, the ambassadors to
Themyscira present tangled, confused
versions of their collective experiences,
Discord seeming to follow the incident
everywhere.

+ THE ADVENTURE HAS ENDED +

GotoEndgame.

102  Refuseto Fight
23

Erisswings her massiveclub at you as
you stare at her, grim with determina-
tion. Incredibly, her swing misses. The
goddess bellows and screams in disgust.

Y ou step away from her andfly over to
the ambassadors, who cower at your
approach. Eris thunders across the
ground toward you.

"Now you see what weface," you tel
the ambassadors, pointingto Eris. "That
is theform our adversary takes. Sheis
Discord personified. Could you takeall
the fear and mistrust and hate between
our two peoples and give it life, she
would beitsimage!"

The ambassadors consider your
words, dl the time looking at Eris, with
her manic face and contorted stance.

"How dare you ignore me, whelp!"
Eriswalls. "Come here andfight me!"

"That isthe voice of our controversy,”
you continue. "1 ask you, myfriends, to
join with me, that Eris gains no more
power from our strife.”

Theambassadorslook away fromyou,
confused and frightened.

"You are making afool of yourself,
littleAmazon, "Erissays, gloating. " This
ridiculous excursion has been a
disaster for these petty men. They will
never again listen to you! The only way
you can possibly renew their trust is to
defeat me. | have ruined your plansfor
peace . . . display your strength and
regain these mortals’ confidence.”

"I think you grew stronger when |
fought Phobos™ you reply. "I think it
strengthened you when | contended
against my sisters. | shall help you no
more, Eris. Sow your confusion else-
where. You will not reap thefruits of
Discord on Themyscira.”

"Curse you, Amazon!" she shrieks.
"Howdareyou speak so to agoddess?|
have driven men to war over far lessan
insult! I could kill you for this affront!"

"Yes, "you say. "But perhaps| would
defeat you as | did your brother,
Deimos” A gleam then entersEris eyes,
she looks hopeful, eager for you to try,
until you continue. "But | am done
fightingfor now."

Eriswailsin disgust and helplessness.

"You arepowerful, Eris, "you say, "I
grant you that. Your influence is
exceptionally compelling. Resisting
further conflict with you is exceedingly
difficult. Butjust as your father, Ares,
the God of War, has no power over men
whofollowthewaysof peace, | thinkyou
have no hold over those who choose
harmony."

Eris snarls with rage, Amazons and
ambassadorsalike staringin horror and
fascination. Finally, Erislooksup atyou,
her rage spent, now looking very noble
and dignified

"I will leave now, Amazon," the
goddesssays. "l leaveyou tochooseyour

ownfate. Keeptoyour path of peacewith
all thestrength you have, for themoment
you elect the path of Discord, | will
returnwith a vengeance. "

Eris image begins to fade, amidst a
crack of lightning. Her image spreads
across the sky from horizon to horizon
and then she is gone, leaving behind a
q;ietd dtillness to blanket Paradise
[dand.

The Amazons and the ambassadors
rgl_sgf up to you, gushing with joy and
relief.

"You have taught me quite a lesson,”
Maurice Diawara says. "l have never
witnessed such bravery!”

"I am most surprised . . . Princess"
Jamal says, shaking his head with
wonder. "Most surprised.”

Paradise Island returns to normal,
Phobos and Echidna having vanished
along with Eris and her amulets. Kwa
Khin does not remember being under
Eris control and seems none the worse
forwear.

The following days are bright and full
of great promise. The Amazons and
ambassadors  hold many conferences
and informal talks about their
respective ways and ideals. While the
groups do not aways agree, the
consensus accepts the widely-differing
views.

At the conference's conclusion, the
ambassadors seem truly sorry to leave
behind their new friends; the Amazons,
similarly, regret the ambassadors'
departure. Yet, in their wake rests a
spirit of new hope, the prospect of peace
among dl nations and equality between
Men and Women.

Upon their return to the outside
world, the ambassadors relate exciting,
tantalizing tales of Paradise 1sland and
its wonderful, remarkable inhabitants.
Fujara and the Emirate of Kabul relax
their tensions and begin the process of
peace talks, representatives publicly
congratulate you for your assistance.

SuddenlyyourmissioninMan'sWorld
seems much easier.

+ THE ADVENTURE HAS ENDED +
GotoEndgame.

Res g Phobos
05

Waves of fear wash over you like a
turbulent sea, dragging you deeper and
deeper into oblivion. With the last
vestiges of resistance, you choke back
the burning sensation of fear and fly
toward Phobos.

103




You realize that the Amazons,
although formidable, are not strong
enough to overcome the horrible waves
of terror which emanatefromthe God of
Fear.

"For the Glory of Gaea!" you cry,
hurtling at breakneck speed toward
Phobos.

Rall normal Physicd combat against
Phobos.

If you defeat Phobos, go to 99.

If you are defeated by Phobos, go to
105.

IR E R IR N g gl gl

Defeat Eris
98

Eris charges into you, knocking you
backwards with the sheer force of her
attack. You leap aside, delivering
another blow to Eris, who seemsamuch
better fighter than her brother Deimas,
for amoment, you doubt the outcome of
thefight.

The image of your Amazon ssters
then fills your mind and you remember
how they rely on your abilities. The
ambassadors are counting on you as
well, even if they might not appear as
grateful.

With renewed vigor, you deliver a
crushing kick which sends Eris back-
wardsinto the cliff wall. The entirety of
Paradise Island shakes with the impact
and you are grateful this conflict occurs
far fromthe city itself; the force of such
combat would certainly level your
beloved homeland.

Eris leaps back and wrestles you to
the ground, the impact stealing your
breath. With the agility of Hermes, you
quickly reverse your position and
pummel Eris mercilesdy. Soon, the
goddess stops fighting, defeated.

"Eris”" you command. "l could
destroy you if | wished. These are my
demands: release Kwa Khin from your
spell, remove Phobos, Echidna, and all
other traces of your influence from
Themyscira!"

Eris feebly waves her hand and
Phobos disgppears. Kwa Khin's eyes
turn from glassy to comprehending.

"Now, goddess," you command,
"swear you will never again corrupt
Themyscira!"

A smile plays across Eris lips.
"Princess, you ask too much," she says
cooly. Then a flash of lightning blasts
down from the skies as the goddess
disappears from underneath you, the
heavensfilled with mocking laughter.

"Well played, "comes atauntingvoice
from amidst theclouds. "You aretrulya
daughter of Discord."

"What?" you ask, confused, as Eris
imageformstofill the sky from horizon
to horizon. "I have defeated you,
Amazon! | admit it was a delightful
fight. You won the battle but, alas, the
war is mine.

The last you hear is Eris mocking
laugh, acacophony you will never forget,
and her voice taunting, "Farewell,
daughter of Discord. | enjoyed our game.
But then, | always win when mortals
arefoolish enoughto play by myrules. |
lookforward to our next battle of wits;
perhaps by then you will be a more
worthy opponent.”

Eris image begins to fade, amidst a
crack of lightning. Her image spreads
across the entire and then she is
gone, leaving behind a quiet stillness to
blanket Paradise Island.

The next day, the ambassadors ask to
return home, their experiences having
proved too extreme for their likes. Kwa
Khin does not remember being under
Eris control and seems none the worse
for wear. The ambassadors are thought-
ful on the return trip from Themyscira,
reflecting on their experiences and how
to relate them to the outside world.
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Paradise Island returns to normal,
Phobos and Echidna having vanished
alongwith Eris and her amulets. Hellene
continues to argue against contact with
Man's World; Philippus continues to
argue with Hellene.

In Man's World, the ambassadors to
Themyscira present tangled, confused
versions of their collective experiences,
Discord seeming to follow the incident
everywhere.

+ THE ADVENTURE HAS ENDED +
Goto Endgame.

105 Lose to Phobos

73,89,96,103

You dam into Phobos, sending the
hulking god crashing into a twisted
stone pillar. He looks dazed, as you
pummel his barrel chest.

"Bold actions from so small a
creature,” Phobos says, his deep,
gravelly voice echoing throughout the
cave. "And one already wounded, at
that!" Phobos kicks you with his huge
boot, hurling you out of control, across
the cave, to crash into afield of jagged
boulders.

Phobos legps forward, pressng the
advantage. He strikes you with his
flamingfists. Sowly, your perceptionsof
the cave go hazy, fade to a gray swirl,
and then descend into blackness.

Later, you dowly regain conscious-
ness, struggling through the gray haze.
Y ou areoutside, onthebeach beforethe
cliffs of Themyscira. Amazons are
assembled along the cliffs, watching in
terror. The ambassadors huddle along
side, staring in mute incomprehension.

Phobos towers above you. "Erisl
Sster of Discord! | have won! | offer you
the Amazon Princess as a prize!”

Asifinreply, theskiessuddenly crack
and a great bolt of lightning sears the
heavens. Violent winds whip around
you, the ar farly aglow with energy.
Crackling noises spill over from horizon
to horizon and, for amoment, the huge
face of amocking goddessfillsthe sky.

Then another flash of lightning cuts
through the cold air and she appears. a
huge goddess never before seen,
possessed of aface both malicious and
mirthful. Sheis dressed like a gladiator,
entirely in black, her armor bearing a
frightening similarity to Ares own.
Emblazoned on her shield isthe amul et
symbol which has recently appeared on
Themyscira.

"Eris . . .?" you say weakly, your
breath catching sharply in your chest.

"Quite right, littlesister! "the goddess
says, her voice cold and smooth. "Eris,
daughter of Ares, goddess of Discord,
Confusion, and Srife. And what a
delightful game this has been!"

You struggle to bring yourself fully
conscious, taking advantage of the time
Eris spends boasting.

"As a result of your failed, pitiful
conference, the Amazons will never
again permit contact with Man's
World," Eris continues. "The mortal
ambassadors, similarly, will have some
lovely horror stories to tell about the
vaunted women of Themyscira!”

Goto 23.

106 Bresk Wall

86,93

Bracing yourself against the impact,
you hurl yoursdlf forcefully againg the
wall.

Roll for a normal Physica attack
(DEX/STR) versus OV/RVs of 0/16.

If you destroy the wal in one (1)
round, go to 89; otherwise, roll
additional attacks.

If the wall is not destroyed by the
third round, go to 96.

107 Fear Phobos

95

Waves of fear wash over you like a
turbulent sea, dragging you deeper and
deeper into oblivion. You fight like a
drowning child, the impulse of fear
being so great.

Uncontrollably, youjoinyour Amazon
sisters cowering from Phobos, who
emits arich, hearty, perverse laugh.

"Sster!" he roars apostrophically. "I
have won!"

Asifinreply, theskiessuddenly crack
and a great bolt of lightning sears the
heavens. Violent winds whip around
you, the ar fairly aglow with energy.
Crackling noises spill over from horizon
to horizon and, for amoment, the huge
face of amocking goddessfillsthe sky.

Then another flash of lightning cuts
through the cold air and she appears. a
huge goddess never before seen,
possessed of a face both malicious and
mirthful. She is dressed as a gladiator,
entirely in black, her armor bearing a

frightening similarity to Ares own.

Emblazoned on her shield isthe amulet

%/mbol which has recently appeared on
hemyscira.

"Eris...?" yousayweakly, fightingto
shedyourfea¥. = Y9G

"Quiteright, little sister!" the goddess
says, her voice cold and smooth. "Eris,
daughter of Ares, goddess of Discord,
Confusion, and Srife. And what a
delightful game this has been!"

Goto 23.

Hee
23

Eris charges into you, knocking you
backwards with the sheer force of her
attack. Y ou leap aside, flyingbackwards.
This goddess seems a much better
fighter than her brother Deimaos, you
doubt the outcome of the fight.

Distraught, you fly back toward
Paradise Island, retreating from Eris
and the battle. You hear Eris mocking
laugh, acacophony youwill never forget,
and her voice taunting, "Farewell,
daughter of Discord. | enjoyed our game.
But then, | always win when mortals
arefoolish enough to play by my rules. |
lookforward to our next battle of wits;
perhaps by then you will be a more
worthy opponent.”

A blinding flash of lightning streaks
across the heavens and Eris is gone.

The Amazonsthank you profusely for
saving them; the ambassadors, however,
are less appreciative, viewing your
battle as a defeat, one which placed
their very lives in jeopardy; they ask to
return home immediately.

Kwa Khin does not remember being
under Eris control and seems none the
worse for wear. The rest of the
ambassadors, understandably upset by
thevisit, do not have charitablethingsto
say about Themyscira.

Paradise Idand returns to normal,
Phobos and Echidna having vanished
alongwith Erisand her amulets. Hellene
continues to argue against contact with
Man'sWorld; moreandmorefrequently,
other Amazons begin to share her
opinion.

In Man's World, the ambassadors to
Themyscira present tangled, confused
versions of their collective experiences,
Discord seeming to follow the incident
everywhere.
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+ THE ADVENTURE HAS ENDED +
Goto Endgame.



Standard Award Guidelines l

To calculate the Standard Award for this Wonder
Woman solitaire adventure, Strangers in Paradise, first
determine which of the following Critical Points actually
occurred during play, adding or subtracting the respective
number of Hero Points for each event.

Critical Points

Save Attache at Boston Arena .................. +5
Capture GUIMAN ...\ oo vviisivnsnvsacenessnonss +5
Invite Kabulian/Fujaran Ambassadors

to Thempdemaics s sola s i o e vy +10
Reach Paradige Ialand . 0 i vauyiinrcinnie +5
Prevent Perimele’s OQutburst .................... +5
Obtain Perimele/Risilis Amulet ................. +10

(or take amulet from Jamal's Luggage) ........ +5
Argue Ruling Ambassadors Return

toMangWorld ... o i vr s At e e +5
Apologize to Jamal without Questioning ......... -10
Accusedamalil . oo i G R e v -15
Lassonlamal ol o T s e e -25
Defeat BelIaia iivv. o e icrahits iy i o eivs +10
Defeat PROMBSTHS. (i 06 0 i s vavniea +156
Defeat ErisinCombat . ..........ccooiiivreanen +20
Defeat Eris without Fighting ................... +30

Once the number of Hero Points to be awarded for the
Critical Points category has been calculated, add the
Hero Points for the following remaining Standard Award
categories to determine the TOTAL STANDARD AWARD
for the adventure.

Level of Opposition:
SHRCTIOR o R G i i e e 25

Area of Consequence:
Wabldwade o B8 B 15

Severity:
PermanentNonfatal ............ccoiiiiniiiinn, 10

Example: should Wonder Woman have saved the attache
at the Boston arena, invited the Kabulian and Fujaran
ambassadors to Themyscira, accused Jamal, defeated
Echidna and Phobos, and defeated Eris in combat, the
Award for the “Critical Points” category would be 45
Hero Points (5 + 10 - 15 + 10 + 15 + 20 = 45).

Next, add the Hero Points from the “Level of
Opposition,” “Area of Consequence,” and “Severity”
categories (50) to the number from the “Critical Points”
category (which will vary; the example is 45) to arrive
at a TOTAL STANDARD AWARD of 95 (45 + 50 = 95).
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HOW TOUSE THISBOOK

Thisbook isdivided intofour sections: GM'sIntroduc-
tion, Characters, Encounters, and GameResults. Inany of
these sections, italicized text is read to the Players.

GM's Introduction

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

Characters

This section contains information concerning both
Player and Non-Player Charactersinvolvedin theadven-
ture. Occasionally, only modificationsto previously pub-
lished Character information and Hero Points may be
listed; see the full description in the Gamemaster's Manual
for the rest of that Character's statistics.

Encounters

TheDCHeroesRole-Playingsystemisbasedonencoun-
ters. That is, Player Charactersgofromsituationtositua-
tion instead of location to location. Each encounter is
broken upinto at least three sections: Setup, Player I nfor-
mation, and GM | nformation. When necessary, there are
dso Troubleshootingsections, Rul essections, and/or Side-
barsto help the GM run the adventure.

Encounters indicate which descriptions and maps are
pertinent to each situation. 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 that the GM
can design further scenarios, if desired.

A Note on the Module Difficulty Rating Sysem

Each modul e published by Mayfair includes an estimate
of the Hero Points required 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 Paints.

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 specid gadgets and equipment the Character pos
=55 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'sM anual . Linked Pow-
ers and Skills are 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 total Hero Point rating of each Character.

If the group's average Character rating falls within the

suggested bracket, the moduleislikely to be sufficiently
challenging.

Brackets Typical Groups or Characters
250-500 . . ... 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
20014000 .. .. 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)
BV . Effect Value
GM. ... Gamemaster
HP(Ss) .. ... . Hero Poaint(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 Point(s)
RV Resistance Value
SPIRIT . Spirit (Attribute)
STR ... Strength (Attribute)
wiLL o] Willpower (Attribute)




“From high above serene Themyscira, you
watch cool, silver moonlight glint off the
Island’s crystalline harbor waters. Night
animals quietly chatter to each other while
the rest of Paradise Island™ sleeps. Then
out of the stillness . . .”

Danger threatens the first cultural
conference between Amazons and
representatives from Man’'s World. In
the serene isolated lands of
Themyscira, discord burns fiercely,
seeking to rekindle the sparks of
prejudice and force the people of Earth
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