




INTRODUCTION

411 For the GM:

Here’sWhat’s Going Down

Gyno-Droid? So What‛s Up With the Name?
Yeah – I can understand that someone might not dig the name Gyno-Droid.

Here are some alternatives: Femme-bots, Estro-droids, Lady-trons or just Golden Robots.
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The Music Makes the Man
Running a game in ICONS is a piece of cake, pick a villain, roll up a simple plot, and go! But,

with this little bit of advice, we turn this adventure‛s cake into a chocolate lathered delight

filled with silky pudding and scrumptious sweet whipped cream.

I shouldn‛t write these adventures before eating lunch.

Anyway!

Take some time to grab some music to play in the background during this game. I‛ve already

mentioned ‘Soul Bossa Nova‛ by Quincy Jones, but any lounge music from the 60s will do. In

fact, playing the soundtrack from any of the Austin Powers movies would also be

appropriate. I personally advise playing ‘Space Age Bachelor Pad Music‛ by Esquivel or

anything by Stereolab during the scenes in the silo.

Funk will also work for the action scenes, thinking primarily of Parliament Funkadelic or

even Earth, Wind, and Fire.

Trust me, with the sixties lounge vibe playing low in the background, your players will get

into the groove in no time flat!
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Action Scene 1:

Assault of the Gyno-Droids!

What To Do If None of the PCs Fly
It‛s always a good idea to read through the module before you run it, but in case you got

here and realize ‘Holy Moley! None of my PCs have flight capabilities!‛ Remember,

Determination is your friend!

Seasoned ICONS players will know to spend Determination on parachute gear that is,

naturally, stowed in the transport for just such occasions, or a prototype set of jetpacks

the resident PC science hero was working on.

Don‛t worry – you shouldn‛t kill your PCs off in the first scene anyway, right?

Right?

Woah, bloodlust. Settle down. Just let them escape by the skin of their teeth.
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Action Scene 2: Infiltration of the

Gluon Impact Missile Silo
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Action Scene 3:

Enter – The PlatinumBombshell!
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Hey, Remember That General We Left At The Perimeter?

General Potter is waiting for word from the PCs, he‛ll likely hear any combat from near the

silo as a positive event. Now, if the PCs confronted him and made him a temporary enemy,

their job at the end of this scenario is a little harder. He‛s unwilling to help them, wanting

them to fail, so he can show the superiority of the United States military in dealing with

any kind of threat. Not knowing, of course, that they won‛t get a chance to prove their

might as the Platinum Bombshell and Gyno-Droids will destroy them all.

Potter has the ability to contact the other missile bases in the continental US before

Platinum Bombshell can infiltrate their systems, and thus put the kibosh on that portion of

her plan. He also has the ability to launch an air strike to destroy this base once they‛ve got

Platinum Bombshell under control or incapacitated enough to take out.
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WeWin! NowWhat?
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NPC Section
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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, 3, 4, 5, 6 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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