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mpatibility with ICONS requires ICONS Superpowered Roleplaying from Adamant Entertainment. See http://
www.adamantentertainment.com for more information on ICONS Superpowered Roleplaying. Adamant Entertainment
does not guarantee compatibility, and does not endorse this product.

| CONS Superpowered Roleplaying isatrademark of Steve Kenson, published exclusively by Adamant Entertainment. The
ICONS Superpowered Roleplaying Compatibility Logo is atrademark of Adamant Entertainment and is used under the
| CONS Superpowered Roleplaying Compatibility License. See http://www.adamantentertainment.com for moreinforma-

tion on the compatibility license.

Thefollowing is designated as Product | dentity, in accordance with Section 1(€) of the Open Game License, Version 1.0a:
all character and place names and descriptions, all artwork and images.
The following text is Open Gaming Content: All stat blocks, except for material previously declared Product Identity.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“ Wizards" ). All Rights Reserved.
1. Definitions: ()" Contributors” meansthe copyright and/or trademark owners who have contributed Open Game Content; (b)” Derivative Material”
means copyrighted material including derivative works and transl ations (including into other computer languages), potation, modification, correction,
addition, extension, upgrade, improvement, compilation, abridgment or other form inwhich an existing work may be recast, transformed or adapted;
(c) “Distribute” meansto reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)” Open Game Content”
means the game mechanic and includes the methods, procedures, processes and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and means
any work covered by thisLicense, including translations and derivative works under copyright law, but specifically excludes Product |dentity. (e)
“Product Identity” means product and product line names, logos and identifying marksincluding trade dress; artifacts; creatures characters; stories,
storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes
and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams,
personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos,
symbols, or graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product
Identity, and which specifically excludesthe Open Game Content; (f) “ Trademark” meansthe logos, names, mark, sign, motto, designsthat are used
by a Contributor to identify itself or its products or the associated products contributed to the Open Game License by the Contributor (g) “Use”,
“Used” or “Using” meansto use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h)
“You” or “Your” meansthe licensee in terms of this agreement.

2. TheLicense: ThisLicense appliesto any Open Game Content that contains a notice indicating that the Open Game Content may only be Used
under and in terms of this License. You must affix such anotice to any Open Game Content that you Use. No terms may be added to or subtracted
from this License except as described by the Licenseitself. No other terms or conditions may be applied to any Open Game Content distributed
using thisLicense.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worl dwide, royalty-free,
nonexclusive license with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions
areYour original creation and/or You have sufficient rightsto grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPY RIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT
NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add thettitle, the copyright date, and the copyright
holder’s nameto the COPY RIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in
another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability
with any Trademark or Registered Trademark in conjunction with awork containing Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product |dentity in Open Game Content does not
constitute a challenge to the ownership of that Product Identity. The owner of any Product |dentity used in Open Game Content shall retain all rights,
titleand interest in and to that Product | dentity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game
Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this
Licenseto copy, modify and distribute any Open Game Content originally distributed under any version of thisLicense.

10 Copy of thisLicense: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unlessYou have written
permission from the Contributor to do so.

12 Inability to Comply: If it isimpossible for You to comply with any of the terms of this License with respect to some or all of the Open Game
Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of
becoming aware of the breach. All sublicenses shall survive the termination of thisLicense.

14 Reformation: If any provision of thisLicenseis held to be unenforceable, such provision shall be reformed only to the extent necessary to make it
enforceable.

15.COPYRIGHT NOTICE

Open Game Licensev 1.0 Copyright 2000, Wizards of the Coast, Inc.

Fudge System Reference Document Copyright 2005, Grey Ghost Press, Inc.; Authors Steffan O’ Sullivan and Ann Dupuis, with additional material by
Peter Bonney, Deird’ Re Brooks, Reimer Behrends, Shawn Garbett, Steven Hammond, Ed Heil, Bernard Hsiung, Sedge L ewis, Gordon McCormick,
Kent Matthewson, Peter Mikel sons, Anthony Roberson, Andy Skinner, Stephan Szabo, John Ughrin, Dmitri Zagidulin

FATE (Fantastic Adventuresin Tabletop Entertainment) Copyright 2003 by Evil Hat Productions L L C; Authors Robert Donoghue and Fred Hicks
Spirit of the Century, Copyright 2006, Evil Hat ProductionsLLC. Authors Robert Donoghue, Fred Hicks, and Leonard Balsera.

ICONS, Copyright 2010, Adamant Entertainment; Author Steve Kenson.

Enemies of the State, volume one I ssue 3 [Icons], Copyright 2012, Victory Role-Playing Games; Author Fran Vaughan.
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INTRODUCTION

What funisit being aheroif therearenovillainsto
push you to your spandex-wearing limits? Theworld
(of superheroes) needsvillains! But wheredowefind
these maniacal criminals? Delaware, of course! Not
just Delaware, mind you, but every state of theunion
has spawned criminalsand now super-criminals.

Enemiesof the Sateisastate-by-state chronicle
of some of America’'s most diabolical, cunning,
violent and psychopathic villains. Thevillainsfrom
all 50 stateswill be presented. Enemies of the Sate
(E0S) presentsat least two villainsfrom every state
and even more bad guysfromthelarger states. From
Delawareto Hawaii EoShasthem all.

There’s more to a great nemesis than a pile of
stats. EoS offers detailed backgrounds, psych
profiles, tacticssummariesand capersfor every entry.

New skills, minions, bases and vehicles are aso
included. Thereareaso tipson bringing thevillains
toyour campaign city, sending your heroeson aroad
trip, or alittle of both.

EoSVolume 1 kicked things off with thefirst six
statesto becomeAmerica. Delaware, Pennsylvania,
New Jersey, Georgia, Connecticut and M assachusetts
have produced 12 villains, two sidekicks, three new
minions, three secret lairsand one stealth submarine.
Therearea so over adozen new skillsoutlined. The
villainsrun the gamut from criminal mastermind to
mutant thug, seria killer to clueless rebel, master
thief to mad mystic.

Issue 3 addsfour powerful foesfrom New Hampshire
/ South Carolina area. So pack your bags, hero.
There'stroublein The Hampshires!

Writing:
Mr. Fran Vaughan
Artists: Storn Cook, James Nguyen, Rudol f

{Montemayor

itslogos are trademarks of Fran Vaughan.

“Enemies of the State (volume 1 Issue 3)” character book is © copyright 2012, Victory Role-Playing Games (Victory RPG);
Proprietor Fran Vaughan. The stories and characters are © copyright 2012, Victory RPG. Reproduction for anything other than
personal use (i.e. personal gaming enjoyment) requires express written consent. All rights reserved worldwide. Victory RPG and

COLOR/LAYOUT:
Sephen Vaughan




FORT SUMPTNER

Fort Sumptner isthefort that has never
fallen

South Carolina

Name: Fort Sumptner

Identity: Harrison Clark

Age 26 Ht: 6 2" Wt: 350
Born: Charleston, North Carolina
Ethnicity: WhiteHair: Brown Eyes: Blue
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POWERS: 1| OFFENSE:
Super Sense (Radar 5) T Unarmed 5 Close, Damage9
Device: Armor (Regeneration 5): Blast 8 | Blast5 Damage 8

Life Support 10

Flight 6

NOTES: His armor can self-repair like the re- j
generation power. i

SPECIALTIES:
Mechanics, Electronics, Languages (German)

ASPECTS: Obsessed with upgrading armor, overconfident
CHALLENGES: Thinksheisunstoppable, “Thisfort hasnever fallen!”

B a c¢c k g r o u n d
Harrison Clark graduated from the Citadel military
collegewith adegreein dectrical engineering. Clark
wasn't overly smart but he had agift for electronics
and was a hard worker. After school he joined the
Marineswhere hebuilt, operated and repaired bomb-
disarming robots.
Clark was serving in Irag when his squad missed a
roadside bomb. The bomb exploded and destroyed
both of hislegs. Clark spent two years recovering
and learning to use a wheelchair. He battled with
the military for money to pay for experimental
robotic legs he heard about being designed in
Germany. Clark becamefrustrated with the military
and set out to find his own funding.
Clark found agroup of would be Confederatesdoing
petty robberiesin Charleston. Hedidn't care about
their politics but he agreed to help them blast their
way into abank for ashare of theloot. Clark used
hisshareto fly to Germany and meet Doctor Ganz.

After much trial and error they were able to
permanently attach robotic legs to Clark.
Over the next three years Clark worked as a
mercenary. Hetraveled the globe but awaysreturned
to Ganz. Eachtimethey’ d add to hisarsenal. Armor
was soon added to hislegs, then afull bodysuit and
finally weapons systems. Clark once joked that he
waslikeaone-man Fort Sumter, powerful yet never
c o m p | e t e d .
Doctor Ganz died ayear ago so Clark moved back
to Charleston. He still works as a mercenary
codenamed Fort Sumter and tinkers on his armor
every chance he gets.
Psyche Profile
Clark isaruthlessmercenary and bounty hunter. He
isawaystinkering on hisarmor and never feelshappy
withit. He hasno problem hurting or killing people
but prefers getting paid to do so.
T a C t i c S
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 SECESSIONIST

It’s atwisted thing to have your
own body secceed from you

South Carolina

Name: Secessionist

I dentity: CarolineM cCormick

Age. 24 Ht: 58 Wit 115
Born: Columbia, South Carolina

Ethnicity: WhiteHair: Brunette Eyes: Blue

Secessonist
Background:

CarolineMcCormick wasagrad student at the
University of South Carolina. Shewas part of a
teamworking on fuel cell technology. Specificaly,
they wereworking onacontrolled fission-fusion
reactor. Their reactor would split and fuse atoms
at high speeds generating high energy.

Thereactor experimentsfailed timeand again
asthereactor went beyond safety limitsand had to
be shut down. Professor Garrison was certain his
design would work but the government and
university decided to redirect thefunding.

Caroline had acrush on Garrison so of course
she agreed to help him run thereactor one last
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POWERS:

Anatomical Separ ation 8 (Self)

[Stretching, Hands only, Limited, No Tether to
Body, ESP], Flight 6, ESP 8, Strike 5 (Slash)
Anatomical Separation 7 (Others)

[Mind Control, Limited to Hand, Hand de-

usethem at adistance. The power workslike Stretch-
Hing except her hand can’t flatten or twist, etc. and in
|exchangefor not being attached. Attach/Detach asfree
laction.] Secessionist can control afoe’shand asastan-
Hdard action mind control attack. Once controlled, she
|can use the hand as to use any of the foe’s powers,
[|strength, or abilitiesthe GM feelsappropriatefor con-
ntrolling one hand. The hand acts as Secessionists stan-
Hdard action and can fly and has ESP asif it was one of

NOTES: Secessionist can separate her hand(s) and

tachesfrom foeasabove]

Specidlties:

Physics, Atomic Chemistry, Stealth
{OFFENSE:
lUnarmed 8 Close, Damage5

|Seperation 8, Touch, Mind Control

[[|Secessionists hands.] Thevictim can break the hands
7i/mind control asper mind control rulesor by grabbing
Hthe hand and holding it in place for a standard action

::ISt

rength VS. Strengt
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|

jects, “ Your handsare my puppets.”

ASPECTS: Thinksof herself asEvolutionary Elite, overconfident, little value of humanlife
CHALLENGES: Sandoffish, Can’t actually do everything she claims such as effect ob-

timewithout safety limits. Thereactor increased
and increased the size of the atomic reaction until
thereactor wallsthemsel ves began to break down.
Garrison ran outsideto cut the power to thelab as
Caroline struggled at the controlsto contain the
growing reaction.

Inaflashof light Carolinefound herself caught
in the reaction. Her atoms fused and split and she
became aware of thingsat theatomiclevel. When it
was over her arms and legs floated near her. They
wereno longer connected to her but shecould control
them and feel them.

Caroline pulled herself together and left the
campus. Shelearned that she could disrupt people
or objects at the atomic level. She discovered she
could split people like an atom and create an exact
duplicate of them she could control. Caroline named
herself Secessionistinhonor of South Carolinabeing
thefirst state to secede from the Union. Sheisthe
firstto split fromthe“world of mortals’ and seethe
true nature of the universe.

Anatomical Separation

Self-Secessionist can separate her hands from her
body as afree action. The hands can move (fly) as
part of her move action. She can use one standard
action per turn using aseparated hand or aconnected
body part. Her handsreconnect asafreeaction. Her
hands use her traits and abilities but get a +4 on
defense due to size.

Others-She makes a touch-based affliction attack.
The victim makes a Will save. Failure [hand
disabled, detached]. The hand makes a second Will
save versus mind control 8, failure [compelled,
controlled]. The victim can grab his hand with an
attack and then hold it in placefor amove actionto
regain use of the hand.
Hands under secessionist control have flight 3.
A hand that suffers a staggered or disabled status
stopsfunctioning. Handsthat arereattached transfer
any bruised or injured conditionsback to the person,
other conditions don't carry over.



GRANITE

Granite Crush All who oppose him

New Hampshire

Name: Granite

I dentity: Flokal

Age: 10,000 + Ht: 6’ 77 Wt: 11001 bl.

Born: UNKNOWN

Ethnicity: Rock/Alien Hair: None Eyes: None
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POWERS:

Alternate Form 8 (Rock, Alwayson)
LifeSupport 8

Invulnerability 5

OFFENSE:

Unarmed 4 Close, Damage 10

SPECIALTIES:
Wrestle

NOTES: Granite is always in his natural rock |}
form. I

CHALLENGES: Rock form, thinkshe'sagod

ASPECTS: “I amthegod of New Hampshire!”, “ The Granite state worships me”

|

a n i t e
B a ¢c k g r o u n d
In roughly 8,000 BC an escaped convict named
Floka crash-landed in what istoday known asNew
Hampshire. A bounty hunter named Rogell was
pursuing Flokal. Rogell found the convict and the
two aliensengaged in epic combat. Thedienswere
as powerful as modern superheroes. Rogell
managed to bury Flokal alive after fiercefighting.
Rogell carved amarker shaped like Flokal’sface
out of stone in the side of the mountain. He left
Flokal captive there and went to get help
transporting the criminal.
Rogell’s ship was destroyed as he arrived at his
home world during the Tarban invasion. Nobody
ever cameto get Flokal. Hewasincredibly strong
but the weight of the mountain and aglacier were
too much for him to escape from.
In 1805 FrancisWhitcomb and L uke Brooks, part
of aFranconiasurveying crew, werethefirst white

settlersto record observing the Old Man Of The

Mountain, according to the official New Hampshire

history. The Old Man became a state symbol and
was believed to beanaturally occurring formation.
OnMay 3, 2003 therock formation collapsed. The
collapse, combined with 10,000 years of erosion,
reduced the weight on top of Flokal enough that he
was able to break free. After 10 millinium Flokal
isn't al that sane. Unfortunately, he never was all
that smart either. Flokal had never seenthe Old Man
since hewas under it so when he saw stamps, coins
and pictures bearing his profile he assumed
“primitive humans’ were worshiping him. New
Hampshireisthe Granite State so the humans must
think his name is Granite.
Granite walked into the state capital and declared,
“Humans! Your god Granite is here to rule you.”
The humans didn’t like that idea and after a battle
involving the New Hamshire National Guard, FBI
and super-armored police, Granite fled. Graniteis
once again wanted by authoritiesand isin hiding.
Psyche Profile
a t [ S

C C
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NOR’EASTER

Thiswoman from New Hampshirewill literally
blow you away

New Hampshire

Name: Noreaster

| dentity: Cindy Duffy

Age: 20 Ht: 5 6" Wt: 103

Born: Concord, New Hampshire
Ethnicity: whiteHair:Blue Eyes: Yellow
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POWERS: 1| OFFENSE:
Air Control 8 1 Unarmed 5 Close, Damage 2
Binding 6 7 Blast5 Damage 8
Flight 7 1

LifeSupport 3 [Breathing, Pressure, Cold]
ForceField 5

SPECIALTIES:
Aeria Combat, Performance

NOTES: Her forcefield isair control based so
the GM may limit it in a vacuum, under water,
HEtC.

ASPECTS: Greedy, Vain, Short Temper

CHALLENGES: AttacksWomen first asrivals, “1’m so beautiful 'l blow you away.”

o r e a s t e r
a ¢ k g r o u n d
Cindy Duffy wasvacationing in thelsles of Shoals
just as she had many timesbefore. Thetwenty year-
old had heard thelegendsthat Blackbeard the pirate
had buried treasurein theareabut shedidn’t believe
it. Still, when shefound an old hand-drawn map on
a piece of parchment she couldn’'t help but
i n v e s t i g at e .
Cindy followed the map and found a small metal
box hidden away in the notch of an old tree. She
opened the box and found a necklace inside. The
necklacewasasilver chain with abeautiful seashell
attached. Cindy put on the necklace and bragged
about it to all her friends.
The problem was Cindy wasn’'t agood person. She
wasavindictive, jealous, conniving young woman.
During adanceafew daysafter finding the necklace,
one of her many rivals began teasing her about it.
Cindy became furious and suddenly the dance hall
wasfilled with afiercewind. Cindy’sanger drovea
destructive arctic wind and the entire hall was
d e s t r o vy e d .
Cindy relished her new power. She designed asexy
costume and took onthenameNor’ easter, areference

W =Z

to themost feared weather in New Hampshire. She
has the power to take what she wants, and does.
Psyche Profile
Nor’ easter is a very disturbed woman. She feels
entitled to anything shewants. Shetakes her powers
for granted and lacks training. She is raw and
destructive and shows no remorsefor the death and

destruction she causes.
T a C t i c S
C a p e r S

Thestrongest windin UShistory
was recorded on Mount Wash-
Ington New Hampshire in 1934
(231 mph).





