




INTRODUCTION

411 For the GM:
Here’sWhat’s Going Down

Powered by Mars!
The weaker Martian gravity makes human beings stronger and more agile on Mars than on
Earth. This effect adds 4 any Earthling‛s Strength, and 3 to their Prowess, up to a
maximum of 8. This effect will be more noticeable, and therefore perhaps more fun, if your
players are running low-powered, street-level heroes along the lines of Batman, the
Question, or Daredevil
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Set-Up:
Party Aboard the Superiority
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Action Scene 1:
Crashdown on Cydonia
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Action Scene 2:
Enter: The Tendactylon
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Action Scene 3:
A Champion Abducted
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The Helpful Mister Ix
Mister Ix — or Mister Nine, as Vance Champion keeps mistakenly calling him — is an ancient
Martian valet robot. He‛s very old, well out of date by current Martian standards. An
upgrade could make Mister Ix far more effective in aiding the PCs. The upgrade takes
about four hours. After the upgrade, Mister Ix will have access to the Martian Worldwide
Communication Network. He‛ll also have basic defense and martial capabilities, including the
ability to use handheld weapons such as blades and firearms.

However, once he‛s upgraded, he can be tracked, and the contents of his data cores are
public record — making him an unwitting accomplice to Princess Helo Thiris. Also, Karka
Thune instituted a law giving the monarch of Mars control over all robotic entities, able to
deactivate or control them with a command. That law, hard-coded into all robots
manufactured or upgraded since Thune‛s day, has never been repealed. This means that an
upgraded Mister Ix unintentionally functions as Thiris‛s spy and agent. This law was a
closely guarded secret, however, and Hunter Rhoov knows nothing about it.
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Action Scene Four:
The Battle for Auralon

What Happens If the PCs Lose This Fight?
If the Green Brigadiers manage to capture the PCs, they will take them them to Auralon to
face the princess for crimes against the throne. Helo Thiris has come to realize that the
PCs aren‛t necessarily aiding Vance Champion, and may be ignorant of his crimes against
Mars. So, being an enlightened ruler, she will only imprison the PCs until after the criminal
Vance Champion is executed. Then she will send them back to Earth via the transport field.
But, of course, the PCs may attempt to escape the prison and prevent the execution of
Vance Champion.
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Heroic Sacrifice of Major NPCs — An Alternate Ending
Whenever possible, the PCs‛ actions should determine the outcome of the scenario.
However, you can also use Vance Champion and Mister Ix in dramatic ways to help the PCs if
needed. In one playtest, Champion threw himself in front of the princess and sacrificed
himself to protect her. This gave the PCs a chance to defeat the tendactylon and Hunter
Rhoov, although it also added a poignant tone to the end of the adventure. In another
playtest, Mister Ix sacrificed himself to protect both Princess Thiris and Vance Champion,
exploding in the tendactylon‛s tentacles and thereby defeating the beast.
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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
l icensee 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 i ty, 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 i ty 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, 7, 8, 9 Copyright 201 2 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 Ad Infinitum
Adventures. The ICONS Superpowered Roleplaying Compatibi l i ty Logo is a trademark of Ad Infinitum
Adventures and is used under the ICONS Superpowered Roleplaying Compatibi l ity License.

ICONS and associated marks and logos are trademarks of Steve Kenson and Ad Infinitum Adventures, and
are used under l icense.
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