






Loki Lie-Smith
Qualities

 Professional thief, conman and mercenary

 Believes he’s the Norse god of trickery and deception (which might even be true)

 Maintains he got a bum-rap in mythology and that he’s actual the sane one - com-

pared to the psychopaths and narcissists who make the rest of the Norse Mythos

 Claims that many of his schemes are part of a bigger scheme to AVOID Ragnorak

Challenges

 Enemy: Law enforcement. 

 Enemy:  Pagans who are offended by his claims.

 Weakness : Has trouble telling the truth and not being manipulative, even to allies

 Weakness : Obsessed with proving his cleverness publicly.

Prowess 7

Coordination 7

Strength 8

Intellect 5

Awareness 5

Willpower 7

 Stamina 15

Powers

Probability Control 6 

Immortality 1  

Alter-Ego  - Dr. Frank Hofstettler in his mundane 

identity (has stats of Stock Character bystander 

from ICONS)

Transformation 8 (Do not gain physical properties) 

- Loki do not gain the physical properties of the 

forms he assumes, just their appearance.

Mind Control 5

Specialties

Performance Master (Acting)



Loki Lie-Smith 

Description
The meta-human who calls himself Loki Lie-Smith is perhaps the most infamous 
professional thief, mercenary and conman-for-hire active today. Despite his 
claims of god-hood, authorities claim that this individual is simply a meta-
human who is suffering from dissociative disorder and post traumatic stress 
disorder resulting from the horrific accident that unlocked his mutant abili-
ties.

Loki appeared in the late 1980s immediately following a disastrous nuclear 
experiment in remote Canada. The scientist overseeing the experiment, Dr. 
Frank Hofstettler, suffered severe radiation burns during the accident. 
Shortly thereafter, he manifested meta-human talents which included prob-
ability control, shapechanging and enhanced physical abilities. Hofstettler 
claimed that the failed nuclear test had “temporarily sundered the ethereal 
boundary between dimensions” and merged his “intrinsic field” with that of 
Loki Lie-Smith, the mythic figure from Norse mythology. 

Authorities determined that Hofstettler was suffering a mental breakdown as a 
result of the trauma of the nuclear accident and was likely a danger to him-
self and others. He was taken into custody and interred into Canada’s North 
Star Super-Criminal Penitentiary until he could be treated for his mental 
problems. Hofstettler broke out within a week by impersonating a guard and 
has never been captured by law enforcement since. He emerged shortly there-
after as a freelance super-powered saboteur, thief and espionage operative. 

As a thief, Loki’s meta-human abilities place him in a class all his own. He 
uses his talents to carry out complicated heists and is obsessed with proving 
his cleverness. He often publicly announces his intent to steal famous arti-
facts from secure locations and dares authorities to stop him. He is current-
ly wanted in America for the theft of the Hope Diamond from the Smithsonian, 
in the UK for the theft of the Coronation Stone from Edinburgh Castle and in 
the People’s Republic of China for hijacking a prototype stealth fighter from 
a People’s Liberation Army airbase.

In his capacity as a mercenary, Hofstettler/Loki has been involved in dozens 
of meta-human and conventional military engagements in the last 2 decades. 
His services are always in demand as his abilities allow him to infiltrate 
even the most hardened facilities. Although his services are generally re-
tained by other super-criminals, he has, on rare occasion, switched sides 
and collaborated with law enforcement agencies or with meta-human vigilantes 
who were able to out-bid his erstwhile criminal employers. 

In a series of interviews with an underground Norwegian journalist, Loki 
has claimed that he has received a “bad rap” both in Norse mythology and in 
the international press. He admits that his larcenous activities afford him 
a luxurious lifestyle (and, curiously, he also admits to a fixation on heist 
films, citing The Usual Suspects as a favorite). However he maintains that 



Loki Lie-Smith 

his “higher purpose” in world affairs is to manipulate events so as to “avoid 
Ragnorak”, which he claims the rest of the Norse Pantheon (who he describes 
as “fatalistic sociopaths”) have been attempting to hasten. 

There is some evidence that lends a modicum of credence to these claims: In 
the last twenty four months he rescued the Algerian Prime Minister who was 
being held for ransom by Somali pirates and he has recovered (and returned 
to Russia) a shipment of several Soviet-era nuclear weapons that had fallen 
into terrorist hands in Malaysia. Additionally, he claims that he disabled 
North Korea’s nuclear arsenal as well as absconding with that nation’s entire 
supply of refined uranium. (North Korea has strenuously denied this.)

Critics claim that Loki merely orchestrated these incidents himself in order 
to bolster his public image. Canadian authorities continue to maintain that 
Hofstettler is a ticking time bomb. Based on their initial interview after 
the nuclear accident, Canadian law enforcement believes that Hofstettler is 
suffering from severe mental stress, is actively delusional and needs treat-
ment.

Although Loki’s carefully cultivated public image affords him a certain 
amount of popularity, he has many enemies on both sides of the law. While he 
is rumored to have a hidden base of operations and a small cult of supporters 
on the Scandinavian Peninsula (and notably has received a full pardon from 
Russia following his role in the Malaysia incident), he is one of the most 
wanted meta-humans on the planet. An assortment of legitimate governments, 
rogue states and terrorist organizations has standing “shoot to kill” orders 
for Loki.

The reported but unverified sighting of Frank Hofstettler around Moreau-1’s 
compound in recent weeks is alarming. Loki has been known to work for the 
android in the past – generally in the capacity of stealing technology needed 
for Moreau-1’s research. Constant surveillance has been approved and an Ajax 
Class response team is on constant standby.
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Adventure hooks
Loki has announced that he will steal several pieces from a travelling ex-1. 
hibit of King Tut’s artifacts from the history museum in the PC’s home city. 
He dares the authorities to try and stop him, and the PCs are recruited to 
lead the museum’s security detail.

Loki’s theft of an experimental Zero Point Energy Generator from the Middle 2. 
Eastern state of Zandar has set off an international crisis that might escalate 
to full-fledged war. Zandar has accused the US of hiring Loki. Although the US 
denies all charges, tensions are running high and both sides have put their 
forces in the region on alert. The US State Department is annoyed at having 
to take the heat for Loki’s antics (and couldn’t care less about Zero Point 
Energy which, while valuable, has limited military applications at best). The 
PCs are tasked with infiltrating Loki’s Scandinavian hideout, retrieving the 
Energy Generator and returning it to Zandar before war can break out. 



Guigonal
Qualities

 Hedge Magician who dabbles in powers beyond his understanding or control

 Finances his magical research with his career as a thief

 Catchphrase : Cower before the eldritch might of Guigonal - master mage!

Challenges

 Weakness : Lacks the intellect to understand sorcery. Relies on magical devices

 Social : Vain and insecure. He is easily baited into fights that he’d be smarter to 

avoid in order to demonstrate his “superiority”

 Enemy : Law Enforcement

Prowess 5

Coordination 5

Strength 4

Intellect 3

Awareness 4

Willpower 4

 Stamina 8

Powers

Power Theft Device 5  - Amulet of the Magpie

Fast Attack Device 2  - Ring of Hermes

Illusion Device 3  - Dust of Lemuria

Strike Device 5 (Slashing) - Gauntlets of the Owl

Leaping Device 3  - Boots of the Troll

Specialties

Occult

Athletics



Guigonal
Description
Guigonal is a mystically empowered supervillain who is wanted for grand theft 
in the US, the United Kingdom and various South American and Asian nations. 
Our Occult Services branch informs us that, despite his frequent claims of 
being a “master mage” he has negligible spell-casting abilities and gets by 
on an assortment of magical artifacts. Barely more than a dabbler in the Dark 
Arts, Guigonal’s tactical acumen and talents as a thief are what have built 
his reputation.

Guigonal is Harry Stafford, a minor British second-story man who was lucky 
enough to stumble into a cache of magical artifacts on one of his jobs and 
has been using these to further his criminal enterprises.

Occult Services believes that Guigonal is under the influence of Greijak, a 
minor demon from a shadow dimension. Analysts have also noted a pattern among 
his robberies. They have determined that he’s gathering items of great am-
bient mystical energy in order to perform a “gate ceremony” that will open 
a portal to another dimension, most likely to allow Greijak entry into our 
world.

We suspect that his recent appearance on Moreau-1’s compound is evidence of 
the fact that he lacks the proper education and experience to perform the 
ritual himself and he is hoping the android can use his extensive contacts 
and resources to secure him the grimoire that will give him the information 
he needs about the ritual.

We believe increased surveillance with mystical agents is merited immedi-
ately.

Adventure hooks
Stung by recent defeats and setbacks, Guigonal has decided to boost his rep 1. 
by defeating the PCs. He kidnaps the mayor and several other leading citizens 
from the PCs home city. He announces publicly that he will only release the 
celebrities and public officials if the PCs will meet him for “honorable com-
bat” on the roof of a famous landmark at midnight. The PCs can either rise to 
the challenge or attempt to use their skills to trace Guigonal’s transmission 
back to his lair and mount a rescue mission.

Our Occult Services agents report that Guigonal has made more rapid progress 2. 
than they previously anticipated. He has gathered all the necessary compo-
nents for his gate ceremony and is conducting it now, with a small group of 
cultists, on the outskirts of the PC’s home city. The heroes are scrambled im-
mediately to stop the ritual and apprehend Guigonal. (Note: if the PCs are not 
able to stop Guigonal and all his lackeys from completing the ritual within 
5 to 10 panels, the demon Greijak appears.) 



Greijak, Demonic Duke of the Shadow Realm

Description
According to our Occult Services branch, Greijak is a minor demon from a 
shadow dimension. If our informant reports are correct about his influence 
over Guigonal, increases surveillance and the inclusion of mystical agents 
on surveillance teams is recommended immediately.

Qualities

 Motivation : Minor hell-lord who wants to improve his status with the demonic 

hierarchy by gaining access to Earth and wreaking havoc

 Epithet : Master of Shadows

Challenges

 Weakness : Cannot enter our dimension unless a specific ritual is performed cor-

rectly. He is relying on (the incompetent mage) Guigonal to perform this ritual

  Weakness : Vulnerable to light or holy relics (+2 to attack and damage)

  Weakness : Can be banished to his home dimension by the proper ritual

Prowess 5

Coordination 5

Strength 4

Intellect 3

Awareness 4

Willpower 4

 Stamina 8

Powers

Elemental Control 5 (Darkness)

Attacking (Dark energy blast)

Moving (Teleportation through shadows)

Flight 4  - Wings (loses power if wings bound)

Specialties

Occult Master
  

Mental Resistance



Desigantion 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 copyright 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 copyrighted material 
including derivative works and translations (including into other computer languages), 
potation, modification, correction, addition, extension, upgrade, improvement, compi-
lation, abridgment or other form in which an existing work may be recast, transformed 
or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, broad-
cast, 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 specifically excludes Product Identity. (e) 
“Product Identity” means product and product line names, logos and identifying marks 
including trade dress; artifacts; creatures characters; stories, storylines, plots, 
thematic elements, dialogue, incidents, language, artwork, symbols, designs, depic-
tions, 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; plac-
es, 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 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 distrib-
uted 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 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 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 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 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 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 Contribu-
tor 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.

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 this License. 

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

15. 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 Stef-
fan 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 
Lewis, Gordon McCormick, Kent Matthewson, Peter Mikelsons, Anthony Roberson, Andy 
Skinner, Stephan Szabo, John Ughrin, Dmitri Zagidulin.

FATE (Fantastic Adventures in Tabletop Entertainment), Copyright 2003 by Evil Hat Pro-
ductions LLC; Authors Robert Donoghue and Fred Hicks.

Spirit of the Century, Copyright 2006, Evil Hat Productions LLC. Authors Robert Dono-
ghue, Fred Hicks, and Leonard Balsera.

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

The Moreau-1 Files Third Dispatch, Copyright 2011, Vigilance Press; Author Mike Laf-
ferty.


