




Introduction

411 for the GM:

Here is whats going on

Set-Up:

How the Heroes Get Involved

".

2



3



Action Scene 1: Chaos at the Zoo
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Animal Mayhem Montage

If the initial combat goes too quickly for your taste, here are some options for spicing up

the first act of the adventure. After the zoo employees are freed – the police may ask the

PCs for help with a variety of other calls that came just before they were ambushed.

Several animals have been released by the gorilla attackers and are running amok.

1) A freed rhino is attacking a package delivery truck in the zoo parking lot. The truck's

engine is smoking from where the rhino has shattered its radiator. The driver is behind the

wheel of the disabled vehicle, unsure of what to do next and looking petrified. (Use the

stats for the rhinoceros from the Creatures section of ICONS.) A Willpower test (at

difficulty 2) will be required to attempt to gently coax the rhino away. With a massive

success, the PC establishes a rapport with the animal and can guide it back to its cage.

Attacking the rhino will result in it attacking the character who antagonized it with its gore

attack.

At the GM‛s discretion, an intrepid NPC zoo-keeper could happen by and give the PCs some

extra strong tranquilizer dart rifles. Perhaps he also imparts the following advice:

“Right! The armor is weakest behind the shoulder. So aim for there. One shot with this

baby that hits home there will drop that beast like a ton of bricks. Crikey! I'd take the

shot myself - but my nerves are still shot from being held hostage by those feisty

primates!"

A shot just behind the shoulder armor requires a major success on a test of the PC‛s

Coordination against the rhino‛s Coordination (which is 2.) Aiming for a full page gives a +1

to the result.

2) A polar bear has been freed from its enclosure. It has scared a tourist group whoare

taking shelter in the snake enclosure. The bear is persistently clawing at the snake

enclosure door. It is not clear what its intentions are at this time. But the tourist group is

very scared and the bear needs to be returned to its enclosure.

A Willpower test (at difficulty 2) is required to persuade the bear to follow the PCs. With

a massive success, the PC establishes a rapport with the animal and can guide it back to its

enclosure. Using meat or some kind of food (there's a hot dog cart and a taco stand nearby)

gives a +2 to this test. As with the rhino in encounter 1, the PCs will have access to tranq

dart rifles at the GM‛s discretion.

3) A pack of mind-controlled gorillas (one less than the number of PCs) is rampaging

through the zoo – smashing displays and ripping open cages as they go. (The escaped rhino

and bear were their fault.) They‛re in the process of tearing open the gate to the elephant

enclosure when the PCs encounter them.
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Action Scene 2: Stop that Ape!

All These Wonderful Toys
The PCs are in the middle of a government weapons lab. In a world of mad scientists and

super-intelligent gorillas, it's likely there are some super-science weapons in the nearby

buildings that would be handy.

If the PCs can find a scientist (or, at the GM‛s discretion, if one sneaks onto the

battlefield to get their attention) he or she can lead them to a weapon storage locker in a

nearby building.

Also, a clever PC might simply search a building looking for something useful.

Feel free to think up some devices on the spot – or roll on the following table to determine

what is available.

Random Exotic Device Table

1) Stealth Harness. Adjustable metallic harness with a built-in battery pack. (Invisibility 6)

2) Phasing Ray. Rifle-sized weapon with a dish-shaped emitter. (Alteration Ray 6 - Phasing)

3) Shrink Ray. Large bazooka-sized weapon that requires a tripod for aiming and firing.

(Alteration Ray 5 - Shrinking)

4) Brain Blaster. Small, sleek handgun that looks like a stream-lined blaster pistol from a

1950s science fiction movie. It is attached by a steel cord to a sturdy metal headband

(Mental Blast 6). A labeled switch on the side of the weapon will change the weapons effect

from Mental Blast to Illusion (at the same power rank).

5) Mind Control Helmet. Very similar to a motorcyclist‛s helmet except that it's stainless

steel. (Mind Control 6)

6) Time Control Belt. Highly-polished, brass belt buckle with an ornate dial attached to a

study leather belt. (Time Control 5 with Super-Speed and Fast Attack effects.)
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Resolution:
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NPC Section

10



Mind Games
So, you‛ll notice that we included a powerful NPC for the express purpose of being an ally

who is mind-controlled by Virunga.

This is because, for most players, it's no fun to have your PC mind-controlled. We suggest

you use Virunga's Mind Control power as a way to increase the challenge by having Lone

Star attack the PCs.

If (and only you can be the judge of this) you've got a player who is a particularly good

sport who happens to have a PC with a reasonably high Willpower (i.e., they've got a good

chance to be able to break free eventually) you might consider having Virunga attack them

with his Mind Control power.

One fun way to handle this is as a contest between the combatants played out in the mental

realm with each new Willpower test serving as another "round" in the combat.

As everything is metaphorical in the mental realm, you could have the contest be something

that's relevant and important to the PC. For example, if the character is an expert

swordsman, it could be a fencing match in the mental realm that characterizes the

willpower struggle.

Depending on the character involved, it could be something more surreal - like a fishing

competition, pie eating contest or rap battle.
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Open Game License

The fol lowing text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). Al l Rights Reserved.

1 . Definitions: (a)”Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b)”Derivative Material”

means copyrighted material including derivative works and translations (including into other computer languages), potation, modification, correction,

addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted;

(c) “Distribute” means to reproduce, l icense, rent, lease, sel l , 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 this License, including translations and derivative works under copyright law, but specifical ly excludes Product Identity. (e)

“Product Identity” means product and product l ine names, logos and identifying marks including trade dress; artifacts; creatures characters; stories,

storyl ines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, l ikenesses, formats, poses, concepts,

themes and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments,

personalities, teams, personas, l ikenesses

and special abil ities; places, locations, environments, creatures, equipment, magical or supernatural abil ities 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

specifical ly excludes the Open Game Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that 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” means

to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) “You” or “Your” means the

licensee in terms of this agreement.

2. The License: This License applies to 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 a notice to any Open Game Content that you Use. No terms may be added to or subtracted

from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using

this License.

3.Offer 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, worldwide, royalty-free, non-

exclusive l icense with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: I f You are contributing original material as Open Game Content, You represent that Your Contributions are

Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT 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 the title, the copyright date, and the copyright

holder’s name to the COPYRIGHT 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 compatibi l ity, except as expressly l icensed in

another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibi l ity or co-adaptabil ity with

any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly l icensed in another,

independent Agreement with the owner of such Trademark or Registered

Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The

owner of any Product Identity used in Open Game Content shall retain al l rights, title and interest in and to that Product Identity.

8. Identification: I f 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

License to copy, modify and distribute any Open Game Content original ly distributed under any version of this License.

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

1 1 . Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written

permission from the Contributor to do so.

1 2. Inabil ity to Comply: I f it is impossible 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.

1 3. Termination: This License wil l terminate automatical ly if You fail to comply with al l terms herein and fail to cure such breach within 30 days of

becoming aware of the breach. All subl icenses shall survive the termination of this License.

1 4. Reformation: I f any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it

enforceable.

1 5. COPYRIGHT NOTICE

Open Game License v 1 .0 Copyright 2000, Wizards of the Coast, Inc.

Fudge System Reference Document, Copyright 2005, Grey Ghost Press, Inc. ; Authors Steffan O’Sull ivan and Ann Dupuis, with additional material by

Peter Bonney, Deird’Re Brooks, Reimer Behrends, Shawn Garbett, Steven Hammond, Ed Heil , Bernard Hsiung, Sedge Lewis, Gordon McCormick,

Kent Matthewson, Peter Mikelsons, Anthony Roberson, Andy Skinner, Stephan Szabo, John Ughrin, Dmitri Zagidul in.

FATE (Fantastic Adventures in Tabletop Entertainment),

Copyright 2003 by Evil Hat Productions LLC; Authors Robert Donoghue and Fred Hicks.

Spirit of the Century, Copyright 2006, Evil Hat Productions

LLC. Authors Robert Donoghue, Fred Hicks, and Leonard Balsera.

Icons, Copyright 201 0, Steve Kenson, published exclusively by Adamant Entertainment in partnership with Cubicle Seven Entertainment, Ltd.

Improbable Tales 1 , 2 Copyright 2011 Fainting Goat Games. Author Mike Lafferty.

The fol lowing is designated as Product Identity, in accordance with Section 1 (e) of the Open Game License, Version 1 .0a: All Characters and their

associated descriptions, backgrounds, and related information

ICONS Superpowered Roleplaying is a trademark of Steve Kenson, published exclusively by Adamant Entertainment. The ICONS Superpowered

Roleplaying Compatibi l ity Logo is a trademark of Adamant Entertainment and is used under the ICONS Superpowered Roleplaying Compatibi l ity

License. See http: //www.adamantentertainment.com for more information on the compatibi l ity l icense.
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