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Sovie-Ape

Attention - oppressed citizens of this debased and corrupt society! I have taken control of your 
airwaves to inform you that the Brookston Dam just north of your city will be destroyed by the 
righteous revolutionary army of the Post Human Liberation Front in exactly 45 minutes. This act 
is intended as a strike against the warmongers of the Maythcreon corporation who have built 
a weapons development lab in your city. As much as we wish to cripple the running dog military-
industrial complex - we have no desire for collateral damage amongst our working class brothers 
and sisters. We urge you to grab only what is essential and evacuate your city immediately.

Viva La Revolution! Know that the Glorious Uprising is not far off!

   # # #

Sovie-ape (who goes by the name Pavel in private) was a genetically engineered combination of 
man and ape - the only one of his kind. He was the sole success of the human and chimpanzee 
hybrid program of Soviet scientist Ilya Ivanovich Ivanov in the late 1920s. 

Ivanov was like a father to the human-ape hybrid for the first few years of its 
life and he trained the highly intelligent creature as a scientist. However, Ivanov 
was never able to replicate the experiment that led to the creation of the hy-
brid and this resulted in his falling from grace with the Soviet scientific establishment. 

Ivanov was sentenced to 10 years in a Siberian gulag on a trumped up corruption charge and 
Pavel became property of the state and his scientific training ended. (Pavel never saw his adop-
tive father Dr. Ivanov again. He received a letter notifying him of his death in 1932 several weeks 
after it had occurred.)

Pavel was inducted into the official state-sponsored super-team, The People’s Revolution, and 
was renamed Sovie-Ape where he was trained in hand to hand combat and group tactics by Red 
Hammer, the team’s leader. With his keen intellect and enhanced strength and constitution he was 
a valuable member of the team throughout its’ battles with German metahumans in World War 2 
and through the covert conflicts of the Cold War. One of his colleagues on the People’s Revolu-
tion - the pyro-kinetic super-soldier Revolutionary Fire - took Pavel under his wing and treated 
him as a brother. The two were inseparable through World War 2.
It became clear in the late 1940s that Ivanov’s experiments had also gifted Sovie-Ape with a re-
sistance to the ravages of time - and he became a constant stalwart of the People’s Revolution. 
He saw two generations of his comrades die or retire while he was on the team. After the death 
of Revolutionary Fire while putting down the Hungarian Revolution of 1956, Pavel never again 
formed a lasting friendship with another human. 
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As the years went by, his feelings of isolation and abandonment deepened. In the mid 1970s, 
Sovi-Ape defected and immigrated to the US with the hope of resuming his scientific training. His 
defection was a major propaganda coup for the US and was heralded in international media. 

Pavel was startled by this initially warm welcome and hoped that in a country famous for its 
open-mindedness, he could be accepted as something more than just a loyal soldier or biological 
curiosity.  He hoped that there he could pursue his dream of a career in academia and a chance 
to resume his adopted father’s work. 

Sadly, he was disappointed. No credible American university would admit him - and the only em-
ployment offers he got were from circuses and the occasional bottom-dwelling entertainment 
industry agent. He even, grudgingly, took a few unfortunate cameo roles in Hollywood movies and 
sitcoms to supplement his dwindling savings.

Eventually his resentment at life among humans in general and life in the US specifically peaked 
and he snapped. Too proud to return to the Eastern Bloc, he turned to crime to finance his inde-
pendent scientific work and to lash out at the society he felt has rejected and mocked him. 

He robs banks, armored cars and the occasional museum to maintain the funds for his experi-
ments. He also conducts bombing raids of corporate HQs and other facilities. He sends rhetoric-
laden manifestos to newspapers claiming responsibility for his attacks. Although eloquently writ-
ten, his political invective is empty posturing. His attacks are motivated by his greed and drive 
for revenge against humanity - but the political grandstanding gives it a shred of revolutionary 
credibility.

The miracle that imbued him with sentience, massive intellect, enhanced physical abilities and lon-
gevity appears to have been a fluke. He has tried - unsuccessfully - to recreate the work of Dr. 
Ivanov. He’s determined to continue his creator’s research but it is frustrating work. What has 
proved much easier is mutating reluctant humans by splicing their DNA with that from animals. 

Recently - he’s taken to raiding high tech weapons and bioengineering labs - stealing the supplies 
he needs.  He’s considering kidnapping other scientists to help him with his work. But he’s yet to 
take that step. He’s a short term thinker - but he has the eventual goal of establishing a hidden 
compound/nature preserve/communal farm where he and his creations can live in peace. 

That day always inevitably gets pushed off in favor of the next big score.

Real History: Ilya Ivanovich Ivanov was a historical figure and actually was a Soviet scientist 
whose research did revolve genetic hybrids - including attempts to create a human and primate 
hybrid. According to some sources, Stalin was especially interested in his research and was very 
disapointed when it didn’t prove successful. 
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The Post Human Liberation Front

Sovi-ape kidnaps homeless men and mutates them in a series of painful experiments to create 
human and animal hybrids. At first - he tried this process with animals - other apes specifically. 
Unfortunately - this always ended in failure (and death of the primate subject). He feels no kin-
ship with the mutated enforcers he creates but - until he can modify his techniques to be able to 
successfully create other enhanced apes like himself - they’re all he has.

He kidnaps homeless men for these experiments - rationalizing that the new life he is giving them 
would be better than the hardscrabble existence on the streets. Unfortunately - he doesn’t feel 
the kinship with these animal-human hybrids that he thought he would. They still seem too human. (He 
hopes that if he can ever successfully recreate Ivanov’s experiment and create “true” hybrids 
that he won’t feel so isolated.) In the meantime, those who survive his mutation process are forc-
ibly drafted into his criminal operation.  He affixes mind control collars around their necks and 
he has complete control of them via a specially built helmet that imposes his will on anyone wear-
ing one of these devices. He calls his group of reluctant mutated collaborators the Post-Human 
Worker’s Collective. (But most of his ‘comrades’ would desert him if their mind control collars 
were ever turned off.)

The reluctant mutants in the 
Post Human Liberation Front 
(PHLF) resent Sovi-Ape for 
what he’s done to them (the 
mutation process is both long 
and painful). Their distrust and 
resentment of Sovi-Ape is mu-
tual, but he keeps them in line 
with the mind control collars 
and most of the PHLF would 
desert without this failsafe.

The more aggressive of the 
mutates have begun covertly 
sabotaging their missions - 
shortening fuses on explosives 
- sabotaging getaway vehicles; 
whatever they can do without 
being noticed. They hope to 
one day cause the death or 
capture of their captor.
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Qualities Challenges
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Post Human Liberation Front Man-bat Commando

Description: The Man-bat commandos are used for recon and fast raids. They are often em-
ployed on snatch and grab raids- where speed and evasion would be paramount.
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Post Human Liberation Front Cheetah-man Commando

Description: These feline warriors are the muscle of the Post Human Liberation Front. They are 
deployed for tasks where security forces will need to be engaged and eliminated. Sovi-Ape is 
most concerned about these mutates rebelling and takes the extra precaution of keeping them 
caged when they’re not in the field.

Qualities

Challenges
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Adventure Hook 1 

Adventure Hook 2
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Adventure Hook 3 

Adventure Hook 4
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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 this 

ICONS OGL



SOVI-APE

PAGE 11

ICONS OGL
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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