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Patriotism is the scourge of the modern world. In the last century alone, it has birthed two world 
wars and left millions dead. We need to cast aside the old ignorant ways of the past. Unity is the 
way forward. Embrace unity!

Mircea Rustovich was an Eastern European student who successfully escaped Romania during 
the height of the Cold War. After being granted political asylum in France, Mircea proceeded to 
pursue an education in Paris with the goal of becoming a diplomat or possibly a university pro-
fessor.

Fate had other plans. Unbeknownst to him, Mircea Rustovich was the son of Vlad the Impaler, the 
King of the Undead. His mother had been a Romanian communist party member that the Vampire 
King had become attracted to during his wanderings. Raised with no knowledge of his heritage, 
Mircea only became to realize something was terribly wrong when, in his early 20s his supernatu-
ral background asserted itself and he murdered a number of French girls in a blind frenzy and 
drank their blood. 

Mircea was contacted shortly thereafter by his father who explained to him the nature of his her-
itage. Unfortunately, the conversation did not go as Dracula wished. Mircea had already become 
interested in leftist politics via the French student riots of the 1960s. Obsessed with the idea of 
creating a new world government, Mircea was uninterested in the discovery of his supernatural 
powers - except to the extent that they could be used to help him attain his political goals. He 
begged his father for aid in creating a better tomorrow. Dracula, amused by his son’s interest 
in mortal politics, agreed to finance him. 

The Globalist’s public debut in the late 1960s is mostly memorable for its sheer absurdity. Mircea 
targeted a number of patriotic themed super heroes as a way to make a symbolic strike at na-
tionalism on the world stage. His fights with the second Steel Commando and Battle Czar were 
well-covered in the world media and both ended with his convincing defeat. Many initially found 
his antics to be amusing but ceased to find him funny when, a few years later, he blew up several 
national monuments in another metaphorical strike against nationalism. 

As the leader of the terrorist group UNITY, the Globalist attempts to destroy all nations in the 
world. The Globalist believes that only through committing acts of terrorism can he eventually 
force all nations to join together in a single world government. Mircea does not actually intend 
to rule the world himself, and would make an abysmal leader, but believes this will lead to an era 
of international peace and usher in a new Golden Age of prosperity and achievement. In fact, 
UNITY has actually created wars where none have existed before due to their meddling in volatile 
political situations. 
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The Globalist wears a gaudy blue and white costume with the United Nations symbol prominently 
displayed on his chest. He keeps his head covered in a hood and looks every inch the super hero. 
In addition to this weird attire, he also wields an electrified mace. Being of mixed human and 
vampire heritage, Mircea has enhanced physical capabilities (although quite a bit diminished from 
those of a “full” vampire) and a thirst for blood without the usual vulnerabilities to sunlight, garlic 
and holy relics.

Outside of his uniform, the Globalist is a handsome dark haired Romanian man that has a ten-
dency to wear archaic, upper class attire. 

The Globalist is an arrogant political idealist who gets extremely frustrated if his philosophy is 
questioned. He finds it difficult to understand how anyone can believe that the world will not be 
a better place when all divisions amongst human beings are abolished (through whatever means 
necessary). He also believes violence is justifiable against any and all governments so long as 
they ‘continue to foster intolerance and war throughout the globe.’ He has no ethical scruples 
reconciling his utopian goals with the fact that UNITY funds itself through arms trafficking and 
drug dealing.

UNITY
UNITY is an organization founded by the Globalist to facilitate his vision of a unified Earth. Its 
mission is to force the two sides of the Cold War to make peace and create a single global gov-
ernment. It is a well-funded terrorist organization that attracts both wide-eyed idealists and 
hardcore mercenaries simply looking for a paycheck. UNITY is not as widespread as the House 
of Serpents but it is far more popular in Europe where its militant rhetoric finds countless listen-
ers amongst the disenfranchised youth of many countries. 

Many governments underestimate UNITY, assuming that an organization with such untenable goals 
could not possibly find much backing. In fact, UNITY is underwritten by powerful super villains in 
hopes of fostering global chaos, which serves their own disparate agendas. Specifically, organi-
zation is financed by one of the most powerful individuals in the world, the Vampire King Dracula, 
and one of the most despised international terrorist organizations, PHANTOM.

History and Organization: UNITY was founded in the late 1960s by the Globalist. The radical 
left-wing organization was initially nothing more than a collection of students that was easily put 
down by the French government. However, the Globalist recognized that (with his super-powers 
and his father’s financial backing) their potential was considerable and began recruiting anar-
chists and mercenaries in every country on the European continent. 

Funded in secret, UNITY started with small military operations in the late 60s. It bombed embas-
sies, kidnapped movie stars, robbed banks and ran drugs and weapons in 3rd World countries to 
build up its treasury. The organization was dismissed by most observers as a small-time collection 
of addle-minded anarchists with conflicting philosophies and a weak organization. That changed 
in January 1970 when the Globalist staged his first major display of military might by wiping out a 
covert American military base in Columbia and sinking a Russian submarine during the same day. 
In February of 1970, the Globalist was prevented from seizing control of the world’s communica-
tions networks only by the efforts of the second Steel Commando and the Vigilance Force.
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Still, UNITY’s initial success bought it credibility. The organization has grown exponentially - 
drawing wide-eyed idealists, anarchists and cynical professional mercenaries drawn by the fi-
nancial incentives the Globalist offers for trained commandos. Perhaps predictably (given the 
difficulties in getting disparate group to cooperate) with this growth came problems and UNITY
has imploded dramatically several times.

Every time UNITY collapses due to in-fighting and internal conspiracies, it always rises again -   
reformed, purged of dissenters with the Globalist still firmly in control. Unfortunately, while he is 
a gifted and charismatic orator, the Globalist is a middling military commander and the regular 
purges of UNITY tend to eliminate the better tactical minds that could assist him. The result is that 
the Globalist lurches from one grandiose scheme to the next with little reflection - squandering 
the bulk of his private army’s strength on desperate, grandiose gambles (such as his doomed 
ground assault on the UN Headquarters in 1973 or his airborne attack on Red Square in 1979.)

UNITY has a number of divisions. The first is UNITY High Command. This is composed of the UNITY 
Supreme Commander (The Globalist) and his collection of hand picked lieutenants. Most of them 
are actually mercenaries or minor super villains in their own right, with little loyalty to the Global-
ist’s vision of a new world order. They have been recruited for their powers or combat experi-
ence rather than ideology. They are kept in line only by the Globalist’s private security force (the 
Peacekeepers) and their fear of his father. 

The Peacekeepers are the Globalist’s personal guard. A group of highly trained fanatics, the 
Peacekeepers have all been bitten by the Globalist and are willing to die for him. The Peacekeep-
ers are all also highly trained armed combatants. The Peacekeepers maintain ideological purity 
throughout UNITY and put down revolts as often as they perform private missions for the Glo-
balist.

The UNITY Guard is the rank and file of the organization. A collection of trained soldiers, they 
are mostly drawn to the organization either by idealism or the promise of a steady paycheck. 
Loyalty is mixed in the UNITY Guard and many think that their leader is quite mad. Still, betrayal is 
punished by death and many fear the Globalist more than they fear the prospect of prison. (For 
the UNITY Guard, use the Soldier stock character from ICONS.)

The Globalist has the sympathies of numerous politicians and uses them cover up his activities. This 
would not be possible if not for the fact that he has also gained considerable influence through 
bribery, blackmail, and threats. Most underestimate the lengths that the organization is willing to 
go to and thus UNITY has been allowed to grow more dangerous than it ever should have become.

Headquarters: UNITY maintains its secret headquarters in a nuclear powered submarine that 
perpetually travels across the coastline of Europe. The Robur the Conqueror is an advanced 
prototype that was constructed in secret shipyards for the Globalist. It is faster and better 
armed than any submarine currently in service. The Robur the Conqueror is also affixed with an 
advanced communications system that allows it to monitor the transmissions of nearly all world 
governments. The Globalist uses the vessel as his private vessel and coordinates his empire from 
this location.

Aside from the Robur, UNITY has several secret bases spread throughout Europe and the 
Americas.
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Qualities Challenges
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Adventure Hook 1 (Eastern and Western PCs)

Adventure Hook 2 (Eastern and Western PCs)
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Designation of Open Game Content

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

OPEN GAME LICENSE

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 contrib-
uted Open Game Content; (b)”Derivative Material” means copyrighted material including deriva-
tive 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, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distrib-
ute; (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) “Prod-
uct 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, depictions, likenesses, formats, poses, con-
cepts, 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 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 as-
sociated 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 license with the exact terms of
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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 copy-
ing, 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 indica-
tion 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 contain-
ing 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 inter-
est 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 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 govern-
mental 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.
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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 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 Lewis, Gordon Mc-
Cormick, 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 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 2010, Steve Kenson, published exclusively by Adamant Entertainment in part-
nership with Cubicle Seven Entertainment, Ltd.

WARGAMES, Copyright 2011, Vigilance Press; Author Mike Lafferty.
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