




IS A DANGEROUS PLACE THESE DAYS. FIRST, IT WAS THE WELL INTENTIONED 
~GtJIDIED FREAKS WEARING LONG-JOHNS AND FIGHTING THE GOOD FIGHT. BUT 

TIME BEFORE CRIMINAL SCUM WOULD EITHER LUCK INTO POWERS, OR BY DESIGN 
OVER BASELINE HUMANITY AND HUMAN LAW ENFORCEMENT. 

MADE IT OUT OF THE HEADQUARTERS, BRINGING US A FEW OF THE ELEMENTS 
AS MOREAU-l HAS BEEN MEETING WITH. DANGEROUS CRIMINALS, CULT 

THEIR HATS INTO THE RING OF INTERNATIONAL SUPER-POWERED TERRORISM. 
1 FOR SOME REASON. IT IS OUR GOOD 

RECORDED THE POWER LEVELS OF ALL OF HIS WOULD-BE ALLIES IN THE 
BEING, 

CR:IM][N~L UNDERWORLD. 

.T.R.U.M OBTAINED THESE FILES AT GREAT COST. PERHAPS YOU CAN USE 
'WORLDWIDE CATASTROPHE' THESE FREAKS HAVE PLANNED. 
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RUkH 
SUMMARY 

Named after the powerful bird of legend, the Ruhk is a nocturnal vigilante 
who operates primarily in the Middle Eastern nation of Qameristan. Equipped 
with his high tech outfit and fleet of exotic bird themed vehicles, the Ruhlk 
stalks the streets and rooftops of Qameristan by night, meting out justice to 
the criminals and corrupt officials who terrorize the nation's populace. 

IN-DEPTH INTELLIGENCE 
The Ruhk's crusade has resulted in massive changes in Qameristan. Two organized 
crime families have abandoned the country altogether, unwilling to continue 
dealing with the Ruhk plaguing their operations. UN observers report that, in 
addition to sharp downturns in organized criminal activity, corruption is 
declining as well (presumably because of the harsh methods the Ruhk uses to 
punish crooked officials.) In perhaps the most dramatic result of the Ruhk's 
crusade, the country's recent elections were the first in two decades to not be 
considered highly questionable by the international community. 

(Regarding his true identity, our intel suggests that the Ruhk is one of a 
number of possible wealthy citizens of Qameristan; the most likely being Amir 
Gul, a millionaire socialite and oil magnate.) 

If the Ruhk were content to confine his activities to Qameristan, our agency 
would regard him neutrally or even consider recruiting him as an associate field 
agent. Unfortunately, as he has clashed with US operations or even conducted 
criminal operations on US soil on multiple occasions, we must regard him as a 
hostile force. 

For example, last spring one of Qameristan's neighbors announced they'd pur­
chased short range ballistic missile technology from a former Soviet republic. 
Shortly thereafter, the Ruhk was spotted in Andover, Massachusetts on the night 
that components for an advanced missile defense system were stolen from a highly 
secure manufacturing plant. A few months later, Qameristan debuted the Djinn air 
defense system that appeared to have radar and guidance systems very similar to 
the one that was stolen. 



RUkH 
In another notable example, two year ago, there was an unsuccessful attack on 
the motorcade of Qameristan's president. Although the attack was officially 
blamed on radical elements in the Qameristan military, rumors have circulated in 
Arab press that the CIA was behind the botched assassination attempt. (The US 
and Qameristan were involved in terse, high-profile negotiations at the time 
regarding American military use of Qameristan's air space. The vice-president 
was widely seen as being more welcoming to American overtures.) According to our 
sources in the State Department, the day after the attack, two CIA operatives 
(who were previously assigned to Quameristan) were found bound and gagged on the 
doorstep of the US Embassy in the neighboring state of Gwadar. Attached to the 
agents was a note that simply said: "Stay out of my country's internal affairs. 
Hugs and Kisses, The Ruhk". Our sources in Langely tell us that, as a result, 
the Ruhk has been moved to the top of the agency's unofficial rendition target 
list. 

The Ruhk has been spotted in recent months visiting Moreau-l's compound. Our 
analysts suggest that he may simply be upgrading his arsenal, perhaps in 
response to the aforementioned increased hostility from the CIA. Alternately, 
it's possible the Ruhk has been visiting Moreau-1 in order to secure meta-human 
creation technology for Qameristan. Tensions in the Middle East have recently 
escalated as several nations have made claims to have super-soldier creation 
technology, which has kicked off a minor arm-race in super-soldier technology. 

1) Hero-inventor Hyperion-Man has been missing in action for several 
months. SPECTRUM and other agencies are unsure if he was defeated in 
battle or is on one of the cosmic adventures he occasionally undertakes 
to deep space. However, whatever the fate of Hyperion-Man, our immediate 
concern is that the word on the supervillain underground is that the 
Ruhk is planning on raiding Hyperion-Man's HQ. Hyperion-Man has done 
extensive research into power-armor design; it's likely the Ruhk wants 
to steal some of this technology to help Qameristan in the incipient 
super-soldier race that's brewing in the Middle East. The PCs have been 
tasked with guarding Hyperion-Man's HQ on the night that our informants 
say that the Ruhk will be attempting to infiltrate it. 
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EYES OF fVJEDU5A 
SUMMARY 

The Eyes of Medusa is a global terrorist organization whose manifesto calls 
for the violent overthrow of all nations and the creation of new world gov­
ernment based on equality, sustainable agrarian-based economies and social 
justice. 

With bases throughout Europe, North America and Asia, the Eyes of Medusa are a 
considerable threat as they are active, organized and well-financed. They have 
an operational capacity on par with a small first world nation and the ability 
to project a significant number of forces around the globe at a moment's notice. 

Agents of the Eyes of Medusa are highly trained combatants skilled in various 
small arms and a variety of martial arts. Agents typically wear leather battle 
armor and carry an array of weaponry that can range from simply infantry side­
arms to super-science devices. 

The mysterious leader of the Eyes of Medusa goes by the name of Madame Medusa. 
She has equipment and training similar to her agents with the exception that she 
wields a unique weapon: a super-heated plasma sword. 

IN-DEPTH INTELLIGENCE 
The founder and original leader of the Eyes of Medusa, Lydia Dunstill, (who went 
by the supervillain nom de guerre of Madame Medusa) was killed in action in the 
early 21st century, leaving her daughter, Evelyn, to take up her mother's posi­
tion and lead the organization. 

As the new Madame Medusa, Evelyn appears to be following her mother's blueprint. 
Indeed, in the last year under her leadership, the Eyes of Medusa have mounted a 
bold series of terror attacks across Europe, Asia, North America and South 
America. 

Despite outward appearances, our sources within the Eyes of Medusa tell us that 
Evelyn is much more interested in short term profit than in changing the global 
power paradigm. Unlike her mother, Evelyn engages in blackmail on a grand scale. 
Before any attack, she often offers her prospective targets a chance to make a 
"financial contribution to the cause of global peace." Although a majority of 
her operations are foiled by superhuman vigilantes or law enforcement agencies, 
the few that do succeed are horrific enough that many governments would rather 
meet her financial demands than take the risk. (The introduction of a nanovirus 
in the water supply of Mexico City that turned half of the city's population 
rampaging zombies under the remote control of Eyes of Medusa agents comes to 
mind as an obvious example.) We don't know how many governments have caved to 
this pressure, but our sources suggest that such blackmail payments have totaled 
well over 2 billion dollars in the last year. 



EYES OF ~EDU5A 
Of special interest is the fact that, under Evelyn's command, the Eyes 
of Medusa have struck up a close alliance with Moreau-1. Although their 
ultimate aims are conflicting, in the short term their partnership has 
been beneficial for both parties. Moreau-1 provides the Eyes of Medusa 
with weaponry for their rank and file and the Eyes of Medusa reciprocate 
by raiding high tech research facilities to secure Mureau-1 the advanced 
technology he needs for his weapons and bio-engineering projects. 

The alliance has been mutually beneficial in the financial sense as 
well. Nations that find themselves the victims of terrorist operations 
from the Eyes of Medusa are often discreetly contacted by Moreau-1 
shortly thereafter and offered weapons and technology that would help 
protect them from such attacks in the future. (According to our sources, 
the Eyes of Medusa take a 10 percent cut of Moreau-1's profits from such 
sales to their former victims.) 

1) A brigade of Eyes of Medusa agents is staging an attack on a 
nearby military base - attacking its barracks and command center. 
Meanwhile, eyewitnesses have called to report that a second team of 
Eyes of Medusa agents (lead by Madame Medusa herself) have used the 
distraction to attack a high tech weapons depot on the base grounds 
that houses an experimental (and insanely powerful) anti-matter bomb 
prototype. The PCs will need to rein in the rampaging terrorists 
while defending the weapons depot. 

2) A high-ranking member of the Eyes of Medusa has turned himself in 
a police precinct house in the PCs home city. The information that 
could be gained from interviewing him would be crucial to breaking 
the organization. However, he's got to stay alive for that to happen. 
The PCs have been summoned by the police commissioner to act as 
super-powered escorts for the police motorcade that will transport 
the defector to a heavily defended supervillain prison on the edge of 
town. The police expect a frontal assault from Eyes of Medusa forces, 
so the PCs should be ready for a tough fight. 

3) SPECTRUM has used satellite images to locate an Eyes of Medusa 
base close to the PCs home city. They've been monitoring the facility 
for some time and noticed a dramatic increase in security in recent 
days. After increasing their surveillance of the base's communica­
tion, they've uncovered the reason: both Madame Medusa and Moreau-1 
will be touring the base today. Although the facility is unusually 
heavily defended, an attack is ordered because an opportunity like 
this may not come again. The PCs are asked to infiltrate (or storm, 
depending on their inclination) the base and apprehend Medusa and 
Moreau-1. 



Designation of Open Game Content 

All descriptive text is closed content. All statblocks are open content. 

OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the Coast, Inc. and is Copy­
right 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved. 

1. Definitions: (a) "Contributors" means the copyright and/or trademark owners 
who have contributed Open Game Content; (b) "Derivative Material" means copy­
righted material including derivative works and translations (including into 
other computer languages), potation, modification, correction, addition, exten­
sion, upgrade, improvement, compilation, abridgment or other form in which an 
existing work may be recast, transformed or adapted; (c) "Distribute" means to 
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 this License, including transla­
tions and derivative works under copyright law, but specifically excludes 
Product Identity. (e) "Product Identity" means product and product line names, 
logos and identifying marks including trade dress; artifacts; creatures charac­
ters; stories, storylines, plots, thematic elements, dialogue, incidents, lan­
guage, artwork, symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other visual or audio represen­
tations; names and descriptions of characters, spells, enchantments, personali­
ties, 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 regis­
tered trademark clearly identified as Product identity by the owner of the 
Product Identity, and which specifically 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. 

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your accep­
tance 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 
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 are Your 
original creation and/or You have sufficient rights to grant the rights con­
veyed 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 NOT I CE 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 , includ­
ing 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 a work 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 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 all rights , title and interest in and to that 
Product Identity . 

8 . Identification : If you distribute Open Game Content You must clearly indi ­
cate 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 originally distributed under 
any version of this License . 

10 Copy of this License : 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 unless You have written permission 
from the Contributor to do so . 

12 Inability to Comply : If 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 . 
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